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With the introduction of  
virtual reality to social media like 
Facebook, families are provided 
with access to a face-to-face 
method of  communicating. 
Whether they be out of  state, 
or the country, it can be more 
personalized on both ends.

However, some downsides 
follow along with the usage of  
VR. 

“It’s kind of  worrisome 
because the fi rst thing I think 
about when it comes to media is 
ratings,” said radio/TV teacher 
Jake Minton. “What might news 
stations or television shows do 
to receive good ratings? Could 
it get to a point where it’s too 
morbid or insensitive towards 
those who experience it? The 
technology is very impressive, 
but it’s something to think 
about.”

Along with this, the prices 
of  virtual reality devices are not 
low by any means. 

“Virtual reality right now is 
headed in the right direction to 
becoming used more and more, 
but sadly they are so expensive 
most people can’t buy them,” 
said junior Derrick Sanchez. 

Systems like the Oculus Rift 

and HTC Vive reach almost 
a thousand dollars with their 
price tags, the Oculus Rift being 
around six hundred dollars 
and the HTC Vive reaching 
eight hundred dollars. These 
prices do not include the strong 
computers that are required 
in order to run both devices. 
The minimum specs for the 
computer required is already 
quite expensive, however when 
considering the recommended 
specs, can leave a hefty price tag 
on the buyer. Even with all this, 
there are plenty of  add-ons that 
are also available to purchase 
from the developers. 

“Honestly, VR still needs 
some time to improve, some 
games are ugly and can cause 
motion sickness,” said Sanchez. 

Another concern for many 
is motion sickness, as the player 
is thrown into an area that has 
an all around view, but no way 
to see anything else in the real 
world. Most videos posted 
to social media regarding VR 
often have someone losing their 
balance or falling due to being 
unaware of  how to react or 
maneuver the device. 

One of  the most popular 

introductions to VR started with 
Nintendo, as they produced 
and showcased the Virtual Boy 
in 1995. While a new take on 
video games, the device was 
uncomfortable and strained the 
eyes of  many, causing the system 
to fl op and cease production 
only a year later. Even though 
it was purely for games, creative 
minds were able to build upon 
the concept and conceive 
devices like the Oculus Rift and 
HTC Vive. Systems like these 
set strides for other headsets, 
along with future production of  
virtual reality devices. 

The development of  
virtual reality, even with all 
of  its downsides, is still a 
medium with undiscovered 
territory. Within the next few 
years, Facebook hopes to 
implement its programs into 
the device allowing even more 
possibilities to be unraveled. 
The continuation of  not only 
game development, but also 
media into VR leaves many 
questioning what is next for 
popular media. 

“I think it’s incredible, and I 
think it can be used for amazing 
things,” said Romig. 

Virtual reality headset prices

PlayStation VR:

Price: $550
Compatibility : 
Playstation 4

Rating: 

Gear VR:

Price: $100
Compatibility : 

Samsung Galaxy 
phones (S6+)

Rating: 

HTC Vive VR:

Price: $800
Compatibility : 

Powerful PC
Rating: 

Oculus Rift  VR:

Price: $600
Compatibility : 

Powerful PC
Rating: 

Cardboard VR:

Price: $15
Compatibility : 
Most smart-

phones
Rating: 

Google 
Daydream VR:

Price: $100
Compatibility : 

Samsung Galaxy 
phones (S6+)
Rating: 

To read about games available for virtual reality , go to fchsbagpiper.wordpress.com.

Virtual reality headset units sold in 2016
Google Cardboard

88.4 million Samsung Gear VR

2.3 million Playstation VR

745 thousand
HTC VIVE

420 thousand Oculus Rift 

355 thousand
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