
Esports 
Meets 

VR
Changing How We Watch and 

Play Esports

Esports VR Games
Virtual reality has already been involved in the 
gaming industry for a few years. VR headsets 
have been developed for PC use as well as 
gaming console use. Many of the virtual reality 
games have been simulations or re-optimized 
for older games. 

With the development of full-fledged on 
line multiplayer VR games like RIGS Mecha-
nized Combat League, there is potential for a 
completely new breed of Esports professionals 
where players are more physically engaged – 
running in place or firing virtual firearms with 
their arms instead of with a mouse and key-
board. It adds new excitement for the players 
and the people spectating. 

Obstacles 
to Success

• The “Killer App” – To date there has 
been no VR dedicated online game 
that has attracted a large enough au-
dience to establish an Esport league 
out of. 

• Market Price – Many VR headsets 
cost well within the range of $400-
$800, making it hard for enough 
consumers to have their own.

• Popularity – Despite the potential, 
VR has not fully been realized due to 
the small community.

https://tinyurl.com/kpkhv3r
https://tinyurl.com/kzmwyms
https://tinyurl.com/lbgowsb
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What is VR?
Virtual reality, more commonly known 
as VR, is an electronic medium using 
computer-generated images to simu-
late 3D environments. It takes what 
is nearly real (virtual), and what we 
perceive in the real world (reality), and 
combines them to make something 
“nearly real”, hence virtual reality. 

According to Business Insider, the 
industry will grow from 10 million VR 
units sold in 2017, to 55 million units 
sold by 2022. Large companies like 
Sony and Facebook have both bought 
into the growing technology.

   

VR Competitive Gaming

How does it tie in 
with Esports?
Esports and virtual reality are both rela-
tively new and booming industries in the 
realm of electronic entertainment. Virtual 
reality has many practical applications, one 
of which is its use in gaming. 

VR gaming has become immensely popu-
lar thanks to the breakthroughs of hard-
ware like the Occulus Rift, HTC Vive, and 
the Sony Playstation VR. However, compa-
nies are beginning to see how lucrative it 
can be when Esports meets VR. 

Esports Virtual 
Specating

• Gaming tournaments have been 
adding audience spectating options 
powered by VR hardware like the 
Occulus Rift. VR is giving the Esports 
industry a brand new element of 
audience engagement. 

• A recent DOTA 2 event let audience 
members watch the game by vir-
tually standing alongside the pro 
player they were watching. 

• Sliver.tv is already establishing an 
online accessible Esports spectating 
experience for Occulus Rift owners. 

• Popular Esports games like DOTA 
2 have even established their own 
VR-dedicated downloadable con-
tent for any player to spectate their 
game.

“Being virtually 
killed by virtual 
lasers in virtual 
space is just as 
effective as the 
real thing, be-
cause you are 
as dead as you 
think you are.” - 

Douglas 
Adams, author


