
Welcome to the Roto family.
It’s great to have you join us.

Roto is a new innovation, a VR chair that delivers comfortable 
360-degree exploration. We spent six years developing Roto and 

we’re excited to tell you why...
In 2014, when Facebook acquired 

Oculus, we became excited at the 

prospect of a fresh start for virtual 

reality, as did many tecĄ ologists 

around the world.

We recognised early on that 

while VR allows us to do amazing 

things inside our computer, in the 

real world most people would 

probably choose to sit down to 

engage with it, just as most people 

already choose to sit to watch 

movies, work, play games, browse 

the internet etc.  Human nature 

usually reverts to the least e� ort.

So we set out to solve the 

problems of engaging with 

360-degree content whilst seated.
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CABLE MAGAZINES
Inside the centre of the 

Roto base is a high-tech 
component called a 
slipring, which retains 
communications such as 

HDMI, USB and also power 
through the chair as it turns - no 

more tangling cables!

[FUN FACT] It took us over two 
years to develop the fi rst Cable 
Magazine designed for Oculus 
Rift and HTC Vive. The Cable 

Magazine is upgradeable to 
support future headsets.

There are some fundamental challenges when exploring 
an infi nite digital world whilst seated in the real world. For 
example, how best to look and move around?

Traditional video game controls translate well enough 
for most people moving around in VR, but looking 
around is something di� erent. Artifi cial camera 
movements around a user’s viewpoint can be illusion 
breaking (such as teleportation) or induce nausea. 
Our solution is simply to help people look around 
naturally, whilst minimising physical exertion.

Simply look around and Roto will auto-turn so that 
you remain comfortable no matter where in the 
metaverse you wish to go. Best of all, Roto is intuitive 
and hands free, so you can still shoot, paint or type 

If there is anything else you’d like see or get from your Roto, please message us.

Intelligent Headtracking
Motorised turning can add to the immersive 
experience, but what is the best motor control 
method?  Well, we built and supply a software 
development kit (SDK) for developers and movie 
directors to turn to face the action – think jump 
scare or guided tour – but we felt it would be more 
empowering to fi nd an intuitive way to help users 
explore whereever they want.  The Roto Headtracker 
clips on to any headset and, when activated, tracks 
orientation and instructs the Roto base where to turn.  
This feature was tricky to develop, especially as we 
strived to deliver a smooth, reactive, reliable and safe 
experience – we think the results are magical and 
hope you agree.

[FUN FACT] There is an infrared safety feature 
built inside the Headtracker.  If the Headtracker 
doesn’t detect your head is nearby, it won’t 
activate. If you remove your headset, it will 
automatically deactivate.

INTERNAL MOTOR
Most people tend to get stuck looking straight ahead 
in VR, much like they do when playing a video game on 
a TV screen – it seems the potential reward of seeing 
something interesting isn’t enough to physically exert 
oneself to look around - so much of what’s happening 
inside the VR world is missed.  This is where our powerful 
integrated motor comes in - Roto does the turning 
for you.  With Roto, we fi nd most people look around 
constantly, because it’s intuitive and e� ortless - seeing 
(and therefore knowing) what’s going on around adds so 
much value to the experience.

[FUN FACT] Roto’s top speed is 22.5RPM and has 
multiple safety cut-o�  features built in, one of which 
detects if the base is stable. Unfortunately, this means 
Roto won’t work on a cruise ship.

TOUCH PEDALS
How to walk whilst comfortably seated? We 
placed a digital Touch Pedal beneath each foot 
to represent footsteps inside VR. This feature 
requires developer support. Please check our 
website for news of supported games.

[FUN FACT] There are over 1,000 components 
and 16 circuit boards making up a single Roto.

RUMBLE 
VR becomes more immersive with every added sense, 
so adding the sense of touch vibration (haptics) to the 
visuals and sound is a real benefi t. Two strong vibration 
sensors are located on the back and underside of the 
seat for maximum immersion.

[FUN FACT] CEO Elliott Myers (and his team) built the fi rst 
rumble steering wheel for the games market back in the 
90s, also the fi rst force-feedback wheel, the fi rst force-
feedback joystick, the fi rst 3D games controller (called 
Gametrak) and the fi rst ultrasonic games controller.

But this is just the beginning. Roto has been built for the long 
term and is incredibly versatile:

Bring accessories 
such as steering 

wheels or joysticks 
(HOTAS) into 
your 360-degree 
experience using the 
table mounts

Use your 
Keyboard and 

mouse in 360 VR.  
Alert: Quest 2 just got 
keyboard support.

Charge 
your motion 

controllers, or phone, 
using the Control Box 
underneath the seat.

such as steering your motion 

EXPLORATION



CONTROL BOX
The Control Box is located on the 
underside of the seat and includes:
• 3x USB 2.0 data ports
• 2x USB charging ports
• 24v 2A power to support force feedback  
   devices such as a steering wheel
• Touch pedals
• Emergency button
• Rumble
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GAMING 
RECOMMENDATIONS
There is so much to 
experience in VR it 
is di�  cult to make 
suggestions as everyone has 
di� erent tastes.  If you’re 
new to VR, here are a few of 
our all-time favourites:

Jurassic World Blue: Quest 
2 (experience headtracking 
and rumble).

Lucky’s tale: Oculus CV1 
(experience headtracking 
and rumble). A brilliant and 
beautiful platform game, 
and a magical experience 
with Roto. The in-game 
camera follows Lucky as 
he progresses through the 
game – this, combined with 
Roto’s headtracking and 
rumble, is a truly standout 
experience.

Serious Sam (Vive or 
Oculus CV1) – we think 
this experience shows how 
locomotion can be handled 
e� ectively in VR from a fi rst 
person perspective – there 
are lots of options, but we 
like the default settings. 
The game is great fun, 
multiplayer and at certain 
points – scary as hell!

Half Life: Alyx (Vive or 
Oculus CV1) – universally 
lauded as the best VR 
game to date, 10/10. Roto 
adds great value here with 
headtracking. More scary 
than Serious Sam.

Boneworks (Vive or Oculus 
CV1) – a quality sandbox 
type title designed for 
seated play.

Google Earth (Vive) – 
where’s the fi rst place 
everyone goes when the 
entire world is available to 
them?  Yep, home.

Gun Jack – great fun, 
works great with both 
headtracking and rumble.
Beat Sabre – Arm rests 
down. 360-degree mode. 
Try it.

Netfl ix VR – A 180-degree 
experience –no need to 
turn around – but Roto 
rumble adds value to this VR 
experience.  Our favourite 
showcase fi lm is All Is Lost 
(Robert Redford).

Why not try out Roto 
for a super-immersive 
experience of all your 
favourites?

ROTO SEAT
The seat is made of PU leather with internal 
foam for comfort.  Inside the armrests are slots 
into which the side tables can be inserted. 
These were designed as joystick supports but 
are useful for other things, such as stowing 
motion controllers. 

The armrests also have recesses  to stow the 
Headtracker and emergency button (optional).  

The seat’s headrest is removable to enable 
better tracking between headsets and any 
room sensors –  less relevant these days with 
the latest headset designs with inbuilt camera 
tracking.  But we like it to be removable.

RUMBLE
Vibration e� ects through the chair help you feel 

the engine throttle, gear shifts and much more. 
The internals of the seat are designed to 

maximise the impact of the vibrator 
e� ects. For example, using materials 
that provide resonance.

The e� ects are triggered using low 
frequency audio coming from the 

game experience. Developers can also 
dynamically control the rumble using our 

Software Development Kit (SDK).

HEADTRACKER
The Headtracker mounts to any part of 
the HMD. However, we recommend 
it sits fl at on the top of your head if 
possible.

The battery life in the Headtracker is 
around 8-10 hours and can be charged 
with a micro USB-B cable.

INSTRUCTIONS
For full instructions on how to set up the chair, you can click here or go to 
www.rotovr.com/setup. Please contact our customer support team on 
customersupport@rotovr.com if you have any questions.

Here are some extra pointers:
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