
Virtual reality revolutionizes mass media 

““You aren’t there, but you 
are, and you get to see that 
people are actually living 
in this. It’s so diff erent than 
watching it on a fl at TV

“
Tim Romig
English teacher
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Social media swarms 
with reaction videos of  

people both old and young. 
The concept always follows 
the same trend -- someone 
puts on a bulky headset and is 
in shock over w h a t 

they see. Nevertheless, everyone 
is mesmerized in the pseudo 
world virtual reality contains.

Virtual reality (VR) has made 
unexpected appearance within 
the past fi ve years. In 2012, 
the Oculus Rift, a VR headset 
produced by Palmer Luckey, 
started funding on Kickstarter. 
While only hoping to make and 
sell about a hundred headsets, 

Luckey surpassed his goal, 
gaining over two 

million dollars. 
At the time, 

John Carmack, 
the producer 
of  games 
such as 
Quake and 
D o o m , 
received 

an early 

version of  the Oculus from 
Luckey. To his surprise, 
Carmack showcased the device 
at the Electronic Entertainment 
Expo (E3) in 2012, and Luckey’s 
demographic skyrocketed. 
Since its consumer release in 
January of  2016, the Oculus 
has shown to be very successful 
as a gaming medium, 
however has expanded 
to other mediums since 
then.

The Oculus was 
fi rst produced primarily 
for games, and Luckey 
had sent out multiple 
prototypes to those 
who would be able to 
get the word out about 
device. People like game 
developers were able 
to get used to its inner 
workings and fi gure 
out how it all worked. 
Not only this, but once these 
games were playable on the 
device, popular Youtubers that 

Luckey had supplied with 
the headsets, were able to 
play these games and show 
them off  on YouTube. 

This allowed them to 
spread the word and 

gain popularity for 
Luckey’s product.

The gaming 
industry has also 

benefi ted from the 
addition of  virtual 

reality technology. 
Popular games like Minecraft, 
That Dragon, Cancer, and 
Resident Evil 7 are available for 
their respective headsets. 

“Virtual reality is a big step 
forward,” said freshman Carter 
Blessing. “It allows you to 
actually be in the game.” 

Game developers are able 

to produce games like these to 
their audience and give them 
a new look on how the game 
can be played. The game That 
Dragon, Cancer is an interactive 
story following Ryan and Amy 
Green as they cope with the 
news that their son, Joel, has 
terminal cancer just at a year 

old. The Gear VR offers a free 
section of  the game where the 
player can be in a fi rst person 
view as the doctors give them 
the news and their reaction to 
it with their thoughts as vividly 
as they remember. With the 
advancement with technology 
like this, sets new strides for the 
way game developers view the 
way their games can be played. 

While some VR headsets 
are primarily focused on games, 
or require a beefy computer to 
operate, some rely on mobile 
devices. Headsets like the Gear 
VR and Google Cardboard allow 
the user to put their phone into 
the set and be ready to go. With 
this, it is much more mobile and 
it creates experiences many can 
share with each other. YouTube 
videos, video clips, and news 
shorts are often given to the user 
to watch freely in a 360-degree 

view all around them. Being able 
to experience roller coasters 
and movie trailers in a new way 
provides a sense of  curiosity to 
those who could not experience 
it otherwise. Even though 
there are many fun videos that 
can be exciting to experience, 
there are others that showcase 

more important 
happenings in our 
society.

“I was watching 
a clip about Syria, 
where they actually 
went into Aleppo, 
which was the 
Syrian town that 
was being bombed. 
In it you could 
walk around and 
hear everything 
going on and see 
the destruction 
fi rst hand,” said 

English teacher Tim Romig. “It 
made the experience a lot more 
real.” 

Since many confl icts going 
on are not directly in the 
United States, they can often 
be obscured by more national 
media. By providing snippets 
of  news clips from places like 
Syria, viewers to get a more 
personal experience with what 
is happening elsewhere.

“You aren’t there, but you 
are, and you get to see that 
people are actually living in this. 
It’s so different than watching it 
on a fl at TV,”  said Romig. 

Similarly, by allowing others 
to put on the device, users who 
would not otherwise experience 
said event get to.

 “People who don’t have the 
mobility for whatever reason, 
can travel with this or virtually 
be with family,” said Romig. Robert Wormley/The Bagpiper


