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Examples of location-based VR 
experiences… or the lack of 

I’m not talking about places where you go to experience VR - a ‘VR cinema’ per-say, I’m 

on about physical locations - locations that dictate the VR content; the VR lives in that 

location and only exists in that location, and another version of that VR exists in the next 

location. We have location-based AR, in the case of Pokemon GO for example, with 

Pikachu hiding at the local library and Charizard at the gym, but why don’t we have 

location based VR? 

The simple answer is augmented reality is, well, augumented- the real world and 

another world. The real world is needed and real locations are needed. VR, on the other 

hand, is virtual - it doesn’t have to exist in real life. However, rather than looking at VR 

as literally virtual reality - a reality that is virtual, let’s break it up. Virtual… Reality. 

A virtual world coexisting alongside reality. Reality is still reality, but the virtual exists 

next to it. Not in the same ‘frame’ like AR, but they exist, next to each other, and can be 

switched between simultaneously. Imagine going to your favourite beach in the UK in 

winter, because the app/device knows your location, is also shows VR/360 video content 

of that beach in another season, or it could perhaps take you back to your favourite 

beach in Spain. The fact is, we have two realities existing at the same time based on your 

location. 

I have searched the internet far and wide and to my surprise - I can not find any 

examples that resemble this vision whatsoever. A Google search of ‘location based AR’, 

on the other hand, links to dozens of of the AR exploration Apps we are familiar with, 

yet a search for ‘location based VR’ brings up locations that facilitate VR - such as in-

door skydiving centres, racing simulations and Internet cafes. Yes, these are examples of 

VR in a location, but much like going to the cinema to see a film isn’t anything to do 

with location, these venues in reality are immersive cinema experiences: 
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‘Location-based virtual reality (LBVR) is a place of business where VR 

devices are deployed, allowing users to experience VR by physically 

interacting with the environment in a way they cannot, in their own 

home. Some examples of experiences that LBVR enables include 

walking around in a haunted house or running around a warehouse 

with walls that are made of foam but look like bricks in VR.’ 

(Mordor Intelligence, 2022)1 

The closest example I can find are maps services, like Google Maps. When using the 

service, your location data can be used to show areas of interest around you and for 

some location, user-sourced 360 photos can be available to explore. This, however, 

leaves me feeling disconnected from the experience still. Unlike AR, I do not feel like 

the content is driven off my location, it doesn’t have a purpose. Furthermore, Goole 

Maps does not make use of video, only photo, so changes in time, movement, 

atmosphere, etc. or even the movement through the location itself, is difficult represent: 

'GSV (Google Street View) is not perfect for navigation because it 
provides 

images at discrete locations, rather than continuous shots from a 

walker’s perspective. If one wishes to see moving views along a 

route, they must interactively manipulate the view through frameby-

frame 

jumping animations, which is a cumbersome task.’ (Sugimoto, Okubo 

and 

Aizawa, 2020)2 

This links back to what I explained earlier - locations aren’t needed for VR, and maybe 

the medium is not intended for locations, as this suggests that users of VR use the 

platform may want to be transported into another reality or location anyway. However, 

maybe there hasn’t been a purpose for it yet, and as society is aiming for inclusivity and 

 1 Mordor Intelligence. 2022. Global Location-based Virtual Reality (VR) Market | 2022 - 27 | Industry 
Share, Size, Growth - Mordor Intelligence. online Available at: <https://mordorintelligence.com/
industry-reports/location-based-virtual-reality-vr-market> Accessed 7 March 2022.

 2 Sugimoto, N., Okubo, T. and Aizawa, K., 2020. Urban Movie Map for Walkers: Route View Synthesis 
using 360° Videos. Proceedings of the 2020 International Conference on Multimedia Retrieval, [online] 
Available at: <https://dl.acm.org/doi/pdf/10.1145/3372278.3390707>.
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accessibility, maybe location-based content, no matter the medium, is more important 

than ever. 


