
WalkOVR Solves the Most Important Problem of Virtual Reality 

This New Locomotion Solution is LIVE on Kickstarter and funded in 4 hours! 
 

SAN FRANCISCO, May 3, 2019 – 
 

WalkOVR, a tech startup based in San Francisco, is reinventing locomotion in virtual reality (VR) 

with its easy to use and affordable motion capture suit. 

 

It solves the locomotion problem by providing VR users the ability to control their digital 

counterparts with moving in place. By this way, WalkOVR users can fully experience virtual 

reality games the way they were supposed to be experienced—without the disconnect of full body 

movements being singularly controlled by the user’s hands. Its built-in motion sensors also track 

gamers’ movements in real time, allowing them to strafe, to move backward and even to bend. 

 

According to WalkOVR’s founder and CEO, Tugra Sahiner, “Our primary interaction with life is 

moving around. If we can’t provide this simple interaction to VR users, then VR will never be as 

immersive as it deserves.” 

 

Their system is compatible with the top VR head-mounted displays (HMDs) such as HTC Vive, 

Oculus Rift, Windows Mixed Reality Headsets, PIMAX, Oculus GO, GearVR and even 

Playstation VR, through its keyboard mode and third-party hardware called Cronus Max. Of 

course, compatibility with these headsets brings compatibility with the most popular games, such 

as Fallout 4 VR, Skyrim VR, Doom VFR, Onward, Pavlov and many more.  

 

Lastly, you get way more active with WalkOVR. According to their calculations, 100 minutes VR 

gameplay with WalkOVR is equivalent to burning an additional 500 calories during your VR 

gameplay. Obviously, gamers will avoid being confined to the couch. Instead, they can move in 

place while playing their favorite games and WalkOVR will also monitor—and encourage—their 

physical activity by tracking active playing time, miles run or walked, and even the number of 

calories burned during gameplay. 

 

About WalkOVR 

 

WalkOVR was formed in 2016 by a team of electronic engineers, software developers, graphics 

and product designers with a shared dream of free VR movement unhindered by the limitations of 

controllers. Their first product was an omnidirectional treadmill (ODT). After seeing the positive 

response to their ODT, WalkOVR collected feedback from hundreds of users and shifted its focus 

to wearable technology. WalkOVR is more functional, practical and affordable now, than their 

previous ODT solution.  

 

For their Kickstarter Campaign, visit http://bit.ly/WalkOVR-Kickstarter 

For more information on WalkOVR, visit www.walkovr.com 
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