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VIRTUAL REALITY AND STEAM 



• What are our goals? 

• What exist and what does that mean for you? 

VR and Steam 























NICE MOCKUPS. 

WHAT ACTUALLY WORKS? 



Steam Big Picture in VR Mode 



Steam Overlay and Half-Life 2 in VR 



Steamworks Example (aka Spacewar) in VR 

 



• What are our goals? 

• What exist and what does that mean for you? 

VR and Steam 



New ISteamUtils member: 

 bool IsSteamRunningInVR(); 

 

VR Mode in Steam 



Other Hardware SDK 

Steamworks VR API 

Other Hardware SDK Oculus VR SDK 

Your Game Steam 



VR in Steamworks 

Future Proofing 

• New Hardware 

• Updated Software 

One Device, Multiple Apps 

 

 

 



FUTURE PROOFING 

Future Hardware 

Future Software 



Future Hardware 



Future Software 

• Improved calibration 

• Improved filtering for the tracker 

• New platforms 



ONE DEVICE, MULTIPLE APPS 



Traditional Shared Hardware 



Steamworks 

Shared VR Hardware 



VR in Steamworks 

• Display geometry 

• Distortion compensation 

• Head tracking 



bool GetWindowBounds(  

 int32_t *pnX,  

 int32_t *pnY,  

 uint32_t *pnWidth,  

 uint32_t *pnHeight ); 
 

Display Geometry 



Display Geometry 



void GetEyeOutputViewport(  

 Hmd_Eye eEye,  

 GraphicsAPIConvention eAPIType, 
uint32_t *pnX,  

 uint32_t *pnY,  

 uint32_t *pnWidth,  

 uint32_t *pnHeight ); 

 

Display Geometry 



Display Geometry 

Left Eye Right Eye 



HmdMatrix44_t GetProjectionMatrix( 

 Hmd_Eye eEye,  

 float fNearZ,  

 float fFarZ,  

 GraphicsAPIConvention eProjType ); 

Display Geometry 



Display Geometry 



HmdMatrix44_t GetEyeMatrix(  

 Hmd_Eye eEye ); 

Display Geometry 



Display Geometry 



void GetRecommendedRenderTargetSize(  

 uint32_t *pnWidth,  

 uint32_t *pnHeight ); 

Display Geometry 



VR in Steamworks 

• Display geometry 

• Distortion compensation 

• Head tracking 



ƒ 

Distortion Compensation 



𝐴 + 𝐵𝑟 + 𝐶𝑟2 
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Distortion Compensation 



Distortion Compensation 



DistortionCoordinates_t ComputeDistortion( 

Hmd_Eye eEye,  

 float fU,  

 float fV ); 

Distortion 



VR in Steamworks 

• Display geometry 

• Distortion compensation 

• Head tracking 



bool GetWorldFromHeadPose(  

 float fPredictedSecondsFromNow, 

HmdMatrix34_t *pmPose, 

HmdTrackingResult *peResult ); 

Head tracking 



Head Tracking 



Head Tracking 



void ZeroTracker(); 

Head tracking 



VR in Steamworks 

• Display geometry 

• Distortion compensation 

• Head tracking 



VR in the Steam Store 



WHEN? 



WHEN? 

Within a few weeks 



JOE LUDWIG 
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http://tinyurl.com/steamworksvr 

http://tinyurl.com/tf2vrslides 

http://tinyurl.com/steamvrhub 
 

 


