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▪ Project overview

▪ Project Work (October-December)

▪ Planned work (January-Hand In)

▪ Conclusion



PROJECT 

OVERVIEW



Research question and project title

Project Title: The creation and implementation of visual f ilters in 

Virtual Reality Games and how it affects a player’s immersion. 

Research Question: How is the immersion of a player’s VR experience 

affected by varied visual f ilters that distort perspective?



Planned deliverables

Deliverables at end of project:

▪ Creation of a VR-Game (approx. 30 Minutes long)

▪ Publish a separate collection of visual f ilters to use in other 

projects

▪ Research Thesis 



PROJECT WORK 
(OCTOBER-DECEMBER)



Research work

Articles that are used for research and creation of 
deliverables are sorted into these categories:

- Website Links
- Video Links
- Academic Papers
- Literature
- Inspiring Media
- Unsorted



Research work: Academic Papers

A couple quotes for a research paper surrounding the use of Virtual 

Reality in Gaming:

- ”the results have shown that playing in virtual reality is able to elicit 

more intense positive emotions compared to a video game experienced 

on a desktop display“ [1]

- “the analyses of the subscales of the GEQ sensory and imaginative 

immersion as well as flow showed statistically higher values after the 

video game experience in virtual reality compared to that on the 

desktop display“ [1]



Research work: Academic Papers

A quote from a research paper surrounding the effects of ‘horror’-

related experiences in relation to Gerstalt Psychology (Immersion):

- “paranormal-related activit ies and experiences help to redefine 

‘immersive’ in terms of psychological absorption, or the “disposition 

for having episodes of ‘total’ attention that fully engage one’s 

representational (i.e., perceptual, enactive, imaginative, and 

ideational) resources” [2]



Research work

Points outlined to strategize 
a virtual reality user 
experience [4]:
1) Write a short narrative
2) Form persona and 

motives
3) Research and pick your 

tools
4) Choose an interaction 

model
5) Sketch and storyboard
6) Apply sound, Cues, Inputs 

and Add-ons

[3]

Summary of literature:

“Whereas limitations of 
technology can cause bad VR 
execution, problems are 
oftentimes caused by a lack 
of understanding human 
perception, interaction, 
design principles, and real 
users” [6]

[5]

Summary of literature:

“how to make games that 
tackle the whole bandwidth 
of the human experience; 
games that teach us 
something about ourselves, 
enable thought-provoking, 
emotionally rich experiences 
and promote personal and 
social change” [8]

[7]



Research work

A questionnaire was handed out to Year 1 and 2 
BA Games Design students to fill out.

The questionnaire aimed to gather the following 
information for participants:

- General interest in Virtual-Reality Gaming as a 
whole

- What genres of video games are participants 
interested in?

- What do participants find to be good points as 
well as bad points of Virtual-Reality Gaming?

- Interest in participating in future test for my 
project.



Research work

These are charts gathered from questions of  the 

questionnaire:

Other open-ended questions were also  used in the 

questionnaire.

Some of the common points  gathered form the 

questionnaire are:

- Immersion and interactivity are the main 

attractors  amongst the participants,  and they 

would l ike more of  it in VR experiences (50%)

- Horror and horror related sub genres are also 

wanted in a VR experience (33%)



VR Game Ideation

One pager taken from 
Gossian Blurs [9]



VR Game Ideation

Photos of sketched 
out ideas for
▪ Main room (hub) 

and its 
functionality

▪ How the user will 
interact with 
menus while 
being immersed

▪ An example of a 
puzzle

▪ The main 
gameplay loop



PLANNED WORK
(JANUARY – HAND IN)



Planned Research Work

Research (Part 1)
▪ Continue to distribute 

first questionnaire to 
gather more data

▪ Begin outlining data 
into either Thesis and 
or Development.

▪ Continue researching 
into Virtual Reality, 
Immersion in gaming 
and the psychology of 
immersion.

Research (Part 2)
▪ Create testable 

prototype with a 
handful of features and 
visual filters

▪ Test prototype with 
participants to gather 
data

▪ Research Unreal Engine 
Virtual Reality 
Development

Research (Part 3)
▪ Categorise previously 

gather data
▪ Create final version of 

game and test with 
participants

▪ Categorise data against 
and for research 
question.



Gantt Chart



CONCLUSION



Conclusion

Discussed today:

▪ The main idea of the project and proposed VR Game

▪ The questionnaire and research in immersion and Virtual Reality 

Games that has been conducted

▪ The one pager for the proposed VR Game as well as early concept 

sketches

▪ Future plans with a Gantt Chart outlining the timeframe for each part 

of the project in the coming months until completion.



THANK YOU FOR 

YOUR TIME 

ANY QUESTIONS?
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