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[bookmark: _Toc535544315]Abstract
[bookmark: _Hlk535539597]In the last years, virtual reality has been a great advance for the immersion of the player in videogames,
But, how does it achieve that and what differences does the game design suffer to be more immersive? In this document the meaning of immersion and what elements compose it analyzed have been analyzed in order to be able to compare in both platforms (console / Pc and VR) what is to be considered and why.
For this, as has already been said, the meaning of the word and the parts that compose it have been analyzed and, as they were analyzed, it was compared how those sections affected the design of a game regarding its immersion in both platforms.
Thanks to this it has been possible to contrast how these elements influence the consoles, PC's and VR videogames designs making their differences remarkable. The games on the normal platforms can submerge the player to certain limit if the design of this is well worked in all aspects of the game (Narrative, audio, mechanics, etc.). On the other hand, the Virtual Reality presents a more direct conduit for the immersion since it literally puts the user in a certain way inside its world, but in spite of this it can contain certain failures and factors that badly taken can lead the player to get totally pulled out of the immersion achieved.





[bookmark: _Toc535544316]Intro
Nowadays immersion is what differentiates a good videogame in which the players lose the notion of time while playing, of one that is used merely to kill the time. In this article we explain the origins of immersion, how it is produced and what originates, as well as enumerating some elements that can enhance this process while we compare normal gaming devices such Play Station or PC and Virtual Reality, focusing on what changes on the design to make each game more immersive on the different platforms. 
For this, the meaning of immersion and how to get it is analysed, in addition to its application in other aspects such as sound. While analysing the immersion and its applications, we will compare how it is imbricated in the different platforms and what changes occur in the design to make this possible.









[bookmark: _Toc535544317]Definition and origin of immersion
Regarding the definition of immersion, there are many references to different areas, so we present a mixture of different authors and definitions to explain what this process is:
Immersion means the fact of becoming completely involved in something in a simplified way. We can apply this to virtual reality by saying that immersion in virtual reality is a perception of being physically present in a non-physical world. Perception in other hand, is created by surrounding the user of the virtual reality system in images, sound or other stimuli that provide a total absorbent environment.

Immersion can also be defined as the state of consciousness in which a knowledge of "visitor" (Maurice Benayoun) or "immersion" (Char Davies) of the physical self is transformed by being surrounded by an artificial environment; used to describe the partial or complete suspension of disbelief, which allows the action or reaction to stimuli that are in a virtual or artistic environment. The degree to which the virtual or artistic environment faithfully reproduces reality determines the degree of suspension of disbelief. The greater the suspension of disbelief, the greater the degree of presence achieved.

Scientifically speaking, immersion is a psychological state in which the subject stops being aware of his own physical state. It is often accompanied by intense concentration, a disturbed notion of time and reality. The term is widely used in computer science, virtual reality and videogames
Immersion (according to Turkle, 1997, cited in Gonzalez, 2010) is a psychological process that occurs when the person fails to perceive clearly their natural environment by concentrating all their attention on an object, story, image or idea that submerges in an artificial medium. Although it can also be understood as the coherence of the fiction of the game and its acceptance (process which we will talk about later) by the player (Navarro, 2013, cited in Baselga, 2014). In addition, as pointed out by Ryan (2004, cited in González, 2010), the events that occur within the immersion affect him in a similar way to what would happen if they happened in the real world.

At this point it is important to differentiate between immersion and mental illness, since the definition is very similar. The discrepancy lies in the knowledge that one is "living" in an unreal world and has the option to leave it at any time, unlike a state of mental pathology.

Finally, to finalize the definition, there are certain authors that relate the immersion with the Flow process of Csikszentmihalyi (1990, cited in Armenteros and Fernández, 2010) given that they present many similarities. In both cases attention is required, the player's temporal sense is altered and the sense of oneself is lost. Following this nomenclature, Sweetser and Wyeth (cited in Armenteros and Fernández, 2010) coined the term Gameflow in 2005, a model of several elements that linked the level of immersion with the level of fun (or "enjoyment") and concentration in the video game. Summing up the model, concentration would be a key state in immersion for a player to have a good time playing.

Given the definition, we can glimpse the origin of this process, identification or empathy. Phenomenon that we will leave here, for now, for a later development but we will say that immersion is the basis of emotion. It is important to try that video games, movies or whatever you want that produces an effect on someone, be able to immerse the person who plays / see, because if we do not, the viewer or user will hardly generate any emotion.
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Phases and factors 
Since the immersion process is so wide and complex, we can establish some general conclusions. In terms of phases we found a model that unified several opinions of several experts and resulted in 2 simple parts:


· First, a phase where the player creates a mental model of the game. It is during this first phase that the player is presented with the specific virtual world of the videogame. Here the user creates a mental model (for example, Hyrule in any videogame of The Legend of Zelda), a cognitive map of the area, an understanding of the physical and mechanical rules of the game (for example, that the element water wins at fire in Pokémon or not being able to jump in the old instalments of the Monster Hunter saga).

· Then we have the second phase, which is when the player must choose where to be. In this, the player must be prepared and must want to enter the game, helped by factors such as graphics or negative / positive reinforcements, among others. However, the player must have the will and predisposition to enter, since otherwise the immersion will not occur (although the process can also be subconscious). This process could result be easier in Virtual Reality since once the player puts the headset is accessing to enter the world. Because their sight can be focused only to this virtual world it is easier to keep it immersed. Also, this immersion can be supported by headphones and a surround sound system supporting what is happening and where is happening something inside the world. On the contrary, in a console the player must have predisposition to be immersed in the world since otherwise it will be much easier to be distracted by external stimuli

It must be said that both phases are reinforced by different elements, both the game and the person, which we will then go on to decipher.


Following with the models, González in 2010, elaborated a trifactorial one on the immersion that is based on the importance of three elements so that this process is manifested:
· The first element is to want to believe that what is being played is real. That is, the will to want to enter, as we indicated in the second phase of the previous model.  And as we just mentioned, usually in Virtual Reality this is reinforced by the fact of being directly "inside" of that world and forming, in some way, part of it thanks to external tools such as the headset and the controls, which become an extension of our being within that virtual world.

· The second is empathy. The fact of putting oneself in the place of the character, of the avatar, and feeling what he / she "feels". To promote empathy several elements are used, which we will see in more detail in the following sections. In order to achieve a deeper empathy with the player, elements such as the customization of the character or the use of the first view are normally used. In conventional console games character customization is often used in MMOs or role-playing games to make the player participate directly and therefore, empathize more with the character, but this is something that we will explain later.In VR on the other hand, in the majority of the cases the player will experience an experience in the first person, being the same the protagonist of the game only in a different universe or world. That is why the player happens to be directly the director of all the visual and sound stimuli. A good example for this can be seen in horror games, where the player could feel more fear than in normal 3D games as it becomes the centre of the action and is a direct part of a hostile environment that fears more personal.


· Finally, we find familiarity with the environment. We refer, in this case, to the controls of the console or device that we are using. To many players have happened that, when they started a new game on a new platform, they continuously divert their attention to the command or keyboard when in the game they say "press X + A" to jump especially casual players. Once these control mechanisms are internalized, immersion is much more accessible. Because of this, players are used to inhuman interactions like scrolling and clicking or simply pressing a button. In VR however, instead of training inhuman interactions to the players, the game must prepare to inform the player of the human tendencies they can leverage and perhaps expose them to new ones they didn’t know were there. Users are like infants and it’s up to the game to give them enough guidance to feel comfortable in the new world. Players in VR, at first try to manipulate objects and move around the world, usually imitating real-world behavior and enter a trial and error method at the beginning of each game, either a normal console game or a VR game. However, because virtual reality can be a new and more unknown experience, players will spend more time than usual testing the controls and interacting with the world around them until they understand it. However, the reward is to have a greater immersion than through other consoles since the controls become extensions of your hands and the headset becomes an extension of your head and the movement of your body, which gets a more human and natural iteration.


Now let’s talk about a last model, defined by Brown and Cairns in 2004 (cited in Armenteros and Fernández, 2010), which collects very well the other models that we have explained previously. This time, it is a model that consists of four phases, referring to different states of involvement.

· The first phase is that of Commitment or "Engagement", which refers to both the personal preferences of the player and their level of skill with the same video game. In the first case, they refer to the style of the game being liked by the player; if not, the player will not commit to it. It is easy to exemplify with any player who does not like classic Shooters, who will never feel involved in a Call of Duty no matter how well-developed it may be. The second case refers to the "degree of competence with the game controls". So, if the player is more aware of the controls than of the game, he cannot be involved in it, as we have already mentioned. However, this is something that the VR sets solve in a certain way, whereas in a video game played on a console with controls the player has to adapt and get used to the buttons and their position, the VR controllers are designed in a way that the player interacts with his hands naturally, they are still buttons but strategically placed to simulate the player's natural hands movements. In the case of shooters, the player could point the controls closer to the face while holding them simulating a weapon, and at the time of shooting, pull the trigger by pressing the button below the index, which to a certain extent simulates the operation of a real weapon, what makes it more intuitive. The move tracking is also a factor to be taken into account that facilitates the adaptation of the player to the controls since, in some games, such as the before mentioned shooters, the player has to find a sensitivity with which to feel comfortable so that when moving the camera with the joysticks or the mouse they can feel comfortable, while with the controls of any high-end VR device (oculus rift, PS4 VR or HTC VIBE) the controls track their movements and the speed with which they are made.
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· The second phase of the model is Absorption or "Engrossment", which is given by the video game itself in two different ways. On the one hand we have the "expressive elements" of the video game such as graphics, music, sounds; while in the other, we have the "narrative elements" such as the plot or the emotional situations. In the end, the more attentive and excited the player is, the more immersed and involved you will feel with the video game, giving you feedback. With the VR headset this is easier because the player can be a direct part of the world or the narrative and this is reinforced by the movement mechanics. While in a “flat screen” game the player has to move the mouse or the joystick to look around and appreciate what is happening, the VR player only needs to move their head as they normally would in the real world to realize what is happening around around them, thus directly forming part of the scene or its surroundings.
· In third place we have the “Total Immersion” phase, which is reached according to the authors when the player becomes competent in the interaction with the game and is absorbed in the game dynamics, or they have some emotional investments in the person. In this phase, the player disconnects from physical reality to the point of only “caring” about the game. The player, at a cognitive level, is totally 'inside' the game. In this case, this phase can be achieved by conventional console and PC games as well as by VR devices because it depends primarily on how the player handles the game mechanics and how much they have managed to get in touch with those mechanics, being the best of the cases, so optimal that they only pay attention to the game since their concentration is completely submerged in what is happening on the screen. On the other hand, the next phase that we will see can only be achieved by VR in most cases.
· This last phase, which is still an extension of the third, is called by the authors Presence ("Presence"). If the state of Total Immersion was achieved when the player's cognition was totally immersed in the game, the Presence would be the same but at a perceptive level, that is, when the player feels "physically" within the game. As already mentioned above, this phase although it may be the case that it can be achieved in a console / PC is easier to occur in VR. Since the Virtual Reality uses the headset, the controls and the movement tracking as a "portal" to unite the player in the real world with another alter ego within the virtual world, in this way it is much easier for the player to feel at some point of total immersion that their presence is really in that world to the point of physically feeling there. However, this has a negative part as well, and is that if the game has not been thoroughly tested and the type of movement of the camera within the game has some type of contradiction with the movement or body of the player can cause a dysmorphia, which ends up triggering in dizziness, nausea and discomfort of the player getting ass to break the immersion.

“It’s possible that the head-tracking could be lost while playing. It’s smart to have a warning popup if the device recognises this, as the experience is ruined if tracking is lost it should be active” Casey Fictum, 2017, p.58)
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In the next section we will explain some of the mechanics that we must take into account when improving the level of immersion in a video game.
As we mentioned above, this is the origin of immersion. If we do not get the player to empathize with the character they are using, or in the environment they are playing, there will not be any kind of immersion. For this there are different factors to consider, such as the sex of the character, to be able to name our choice, choose the appearance or role of the same, the narrative that is lived.   

[bookmark: _Toc535544320]Character design 
The first mechanics to which we are going to refer is the design of the character. As Lebowitz and Klug (2011, quoted in Baselga, 2014) say, we must offer something familiar for the player to identify with. Here we can make use of the typical clichés (such as that the character is the last of his race or that we start the adventure with an amnesiac hero) and the archetypes (introduce the old teacher, a character that is the best friend of our avatar...) 
Within the design itself there are several elements specifically that can be modified to improve immersion. It is recommended, so that there is a predisposition to the immersion that the player has the option to choose the sex of the character, with the same physical appearance or as similar as possible, even with the same role that the player has in real life or the one that you would like to have in a virtual one. The choice of the character's name and even the secondary characters will also help the immersion, in the same way that the way in which the avatar reacts to different situations also helps. There will be a greater immersion against more approaching your real way of appearing, being / reacting and even personality. This can be seen reflected in the evolution of video games, since for example, many games today are adding the possibility of choosing the sex of the character the player will play for more people to feel identified. Some of the most recent examples can be Assassin's Creed Odyssey or Battlefield V. The second one even ignored in some way the historical agreement to make the female players who play their shooter feel more identified with the character that they’d play, which has raised a lot of controversy. In VR on the other hand, a clear example could be “VR chat” in which you can choose both the sex and the race of the character and even the character you want to be in general, which makes roleplay possible within the game.
Therefore, the more freedom we give the player to create their character in their image and likeness and freedom to choose the role of personality, the better immersion in general.


[bookmark: _Toc535544321]Narrative of the videogame
A good narrative to catalog a movie or videogame as something very well crafted is normally needed, a good example of this is Golden Sun or the Spec Ops: The Line. The creation of immersion through a narrative is given, as we have already mentioned, by identification. Considering this, first the developers should be very clear about the "target" of the market to which they want to sell their videogame. 
Once the profile of the person has been established, it is recommended to elaborate a history related to said profile. With some elements and factors common to the real life of the player. If before we talked about the physical and psychological features of the avatar, now we focus on the environment, the context, family or friendship relations, the problems the player faces, etc. Although you can always move to a fantasy environment, since the players as humans we cannot throw balls of fire, but they can feel empathy or grief with the characters that are presented to us. For example, if the game being developed is an action videogame, we can assume that big part of our target audience is going to be teenagers. Therefore, in the story we could add a father figure with which the character had a conflicting relationship. Thus, we would be very likely that the player's real relationship with his father and that of the character coincided and the player identified more easily, improving immersion. 
It is important to highlight the importance of narrative in the sense of attention. The more complexity of the story, the more attention will be needed to understand it. And the more attention the player dedicates to the videogame, the more immersed they will be. This fact is related to cognitive challenges (Madigan, 2010), whether they are created from the narrative or from the mechanics of the game, such as puzzles or controls, they will keep the player focused, because if they get bored, they will not want to immerse themselves. However, many of the playable experiences that we can find in VR do not have any elaborate narrative, but rather a background to put the player in situation or introduce it to the world in which that experience is occurring. This is due to the fact that in those cases the player is wanted to pass through certain experiences and not to be told a story per se.







[bookmark: _Toc535544322]Music and environmental sounds
[bookmark: _Hlk535535509][bookmark: _Hlk535533110]The sounds must be coherent with the context since if they both are not accord, the player will dislocate and lose immersion. This can affect concentration in two different ways:

· A first way is the absence of sounds when they should be. For example, when we break a barrel or other object and there is no accompanying sound. Or being in a meadow and not hearing birds or animals. The omission of the stimuli causes that the perception of this absence is not conscious which means that at the moment we would not know that we do not hear what we should, but at the level of concentration this fact does not help to submerge. 
· A second way is the existence of such sounds when they should not be. Continuing with the same examples, if we walk through a cave and hear something is broken, or if we are in an office and we hear a horse neighing, it deconcentrates us, losing immersion.

This can be annoying in both cases (console and VR) but maybe in VR it can be more disorienting since the player perceives the world so that instead of looking from the outside inwards (through the screen) it looks from the inside out, the world surrounds them. For this reason, we must bear in mind that the sounds are not only well calibrated with the positions but also make sense.
“If a bird noise comes from below, it’s quite possible that a user will stop look up. Why? Because in the real world most birds are up” (Casey Fictum, 2017, p.75)
[bookmark: _Hlk535535515]
There are plenty of examples with which you can capture the good design of this phenomenon, from the sound of a river when we are close to it, to the horn of a car when we are exploring a city, including the sound of details like applause or swords colliding, always being coherent with the elements of the context.
 The sound does not stop being a sensory channel to transmit auditory information to the players. At this point we add the importance of the existence of more sensitive channels to transmit even more information and increase such immersion (Madigan, 2010). Either from the visual channel, adding, for example, people in a city or trees with details in a forest, to the vibration of the control in the ideal situations of tension or surprise, as input to the sense of touch. 
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[bookmark: _Hlk535533138][bookmark: _Hlk535538229]The motivation in the whole process that we have been explaining, is key, both when it comes to wanting to get into the game and to continue in the game, since without motivation users tend to experience apathy, inactivity and passivity. Basically (according to González and Blanco, 2008) there are four main motivations in the game:

· The collaboration with the group. As in life itself, being in society the human being is more involved in the realization of shared tasks. This is reflected in VR chat, a game in which many people come to play with the only goal of socializing or role playing being a character with other users. For the simple fact of feeling that they belong to another world with the help of virtual reality that is what makes it so famous even though there are other games based on social and role much completer and more complex.

· The resolution of problems. Before mentioned, the problems must be difficult enough not to bore the user, but not too difficult to scare them away.

· Complete the game. Already known as the desire to "pass" the game. Fact that, as a detail, is more related to identity and self, than to immersion. Although in many games or short demos of VR the user plays the game for the experience itself and nothing else, because it is a novelty in the industry.

· The improvement of the character itself. It is very clear in games like Diablo III or World of Warcraft where at high levels, one of the strongest motivations is to get better equipment or better skills if possible, in order to improve the character itself. This can happen also giving the improvement of weapons or skills, e.g. Superhot VR.









[bookmark: _Toc535544324]Conclusion
Video games depend on many factors to have an optimal immersion and these factors are evolving along with industry and technology. One of those new technologies, or not so new but much improved in the last years is the Virtual Reality. The VR devices have been improved so far, until the point of re-calling the attention of the players of today due to the great immersion and not novelties it offers. Although many immersion designs are similar between games on conventional platforms and VR devices, it is clear that VR is a faster way to immersion since it introduces more directly to the user in the world in which the action occurs. It is mainly due to the mechanics to which the user is exposed, being able to use the movements of their body through a "helmet" and some controllers that serve as extensions of their body in that digital universe. In addition, VR has movement tracking, which although badly managed can generate discomfort and get the player completely out of the investment, a well-calibrated and optimized movement tracking can even make the player feel that he is really in that digital world. I
It is clear that the VR is the future of immersion and if the developers continue at this pace, we could see a lot of progress soon, but at the moment due to its price and the physical discomfort that generates some players due to body dysmorphism and dizziness it is not a very dangerous rival for conventional gaming.
















[bookmark: _Toc535544325]Bibliography
[bookmark: _Toc535544326]Books:
Fictum, C. (2017). VR UX. 2nd ed. [S.l.]: Casey Fictum.
[bookmark: _Toc535544327]Web Pages:
Hisour.com. (n.d.). Inmersión en realidad virtual – HiSoUR Arte Cultura Historia. [online] Available at: https://www.hisour.com/es/immersion-virtual-reality-21313/ [Accessed 22 Nov. 2018].
Madigan, J. (2010). The Psychology of Immersion in Video Games. [online] The Psychology of Video Games. Available at: http://www.psychologyofgames.com/2010/07/the-psychology-of-immersion-in-video-games/ [Accessed 8 Oct. 2018].
Kuchera, B. (2016). Superhot VR is a completely new game in the Superhot universe, and it looks amazing. [online] Polygon. Available at: https://www.polygon.com/2016/6/13/11924408/superhot-vr-oculus-touch-omg [Accessed 5 Dec. 2018].
Previ. Psicología. (n.d.). [online] Available at: http://www.previsl.com/ver/79/realidad-virtual.html/ [Accessed 14 Oct. 2018].
Lsi.upc.edu. (n.d.). [online] Available at: http://www.lsi.upc.edu/~pere/SGI/guions/ArquitecturaRV.pdf [Accessed 16 Nov. 2018].
Perez Martinez, F. (2011). Presente y Futuro de la Tecnología de la Realidad Virtual. [online] Creatividadysociedad.com. Available at: http://creatividadysociedad.com/articulos/16/4-Realidad%20Virtual.pdf [Accessed 15 Nov. 2018].
Navas, M. (2016). Gafas Realidad Virtual: todo lo que necesitas saber y los mejores modelos. [online] Profesional Review. Available at: https://www.profesionalreview.com/2016/10/29/gafas-realidad-virtual/ [Accessed 27 Dec. 2018].
Prieto, E. (2017). 16 juegos de PlayStation VR gratuitos, experiencias y demos que podéis jugar ya mismo. [online] PlayStation.Blog en español. Available at: https://blog.es.playstation.com/2017/08/27/16-juegos-de-playstation-vr-gratuitos-experiencias-y-demos-que-podis-jugar-ya-mismo/ [Accessed 28 Nov. 2018].
Regeira, M. (2016). Comparativa: Cardboard vs Gear VR vs Daydream. [online] El Grupo Informático. Available at: https://www.elgrupoinformatico.com/comparativa-cardboard-gear-daydream-t32220.html [Accessed 31 Oct. 2018].
Penalva, J. (2017). Qué gafas de realidad virtual (VR) comprar: guía de compras con todas las opciones según tu equipo y presupuesto. [online] Xataka.com. Available at: https://www.xataka.com/realidad-virtual-aumentada/que-gafas-de-realidad-virtual-vr-comprar-guia-de-compras-con-todas-las-opciones-segun-tu-equipo-y-presupuesto [Accessed 4 Nov. 2018].
Martinez, D. (2017). Análisis de Doom VFR en realidad virtual para PSVR y HTC Vive. [online] HobbyConsolas. Available at: https://www.hobbyconsolas.com/reviews/analisis-doom-vfr-realidad-virtual-psvr-htc-vive-177962 [Accessed 1 Nov. 2018].
Cascallon Baños, J. (2017). DOOM VFR ya está disponible en todo el mundo para PlayStation VR y HTC VIVE. [online] Frikipandi - Blog de Tecnología - Lo más Friki de la red. Available at: https://www.frikipandi.com/juegos/20171202/doom-vfr-ya-esta-disponible-en-todo-el-mundo-para-playstation-vr-y-htc-vive/ [Accessed 16 Nov. 2018].
Alonso, S. (2017). DOOM ya está disponible desde hoy para Realidad Virtual. [online] PureGaming | Videojuegos y Hardware. Available at: https://puregaming.es/doom-disponible-realidad-virtual/ [Accessed 5 Dec. 2018].
Ffiske, T. (2018). The State of Immersive Reality in 2018. [online] VRFocus. Available at: https://www.vrfocus.com/2018/01/the-state-of-immersive-reality-in-2018/ [Accessed 12 Dec. 2018].
Martindale, J. (2017). Headsets are just the beginning. How to make a VR rig for all your senses. [online] Digitaltrends.com. Available at: https://www.digitaltrends.com/virtual-reality/what-you-need-for-full-vr-immersion/ [Accessed 14 Nov. 2018].
Guttierrez, K. (2014). Connected learning: an agenda for research and design. [online] Eprints.lse.ac.uk. Available at: http://eprints.lse.ac.uk/48114/1/__lse.ac.uk_storage_LIBRARY_Secondary_libfile_shared_repository_Content_Livingstone%2C%20S_Livingstone_Connected_learning_agenda_2010_Livingstone_Connected_learning_agenda_2013.pdf [Accessed 14 Dec. 2018].
Foundry. (2014). Reaching true VR immersion: one blink at a time | Foundry Trends. [online] Available at: https://www.foundry.com/insights/vr-ar-mr/vr-immersion [Accessed 20 Dec. 2018].
Foreman, N. (n.d.). Virtual Reality on Psychology. [online] Files.eric.ed.gov. Available at: https://files.eric.ed.gov/fulltext/EJ1131318.pdf [Accessed 4 Nov. 2018].
Krainbhul, W. (2017). Realidad Virtual y Psicología: Un camino hacia nuevos horizontes. [online] Psyciencia. Available at: https://www.psyciencia.com/realidad-virtual-y-psicologia-un-camino-hacia-nuevos-horizontes/ [Accessed 28 Dec. 2018].
Gutierrez Maldonado, J. (2002). Aplicaciones de la realidad virtual en psicologia clinica. [online] Ub.edu. Available at: http://www.ub.edu/personal/rv/realidadvirtual.pdf [Accessed 19 Nov. 2018].


[bookmark: _Toc535544328]Images
Nield, D. (2016). The Occulus Touch VR controllers won't launch with the rift. [image] Available at: https://www.techradar.com/news/wearables/the-oculus-touch-vr-controllers-won-t-launch-with-the-rift-1311964 [Accessed 17 Dec. 2018].
Anon, (n.d.). [image] Available at: https://picclick.com/Move-Controller-VR-Headset-Game-Shooting-Gun-Double-113213650095.html [Accessed 28 Nov. 2018].









image1.jpeg




image2.jpeg




