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By Jeff Baumgartner

Initiatives from the likes of Facebook and 
YouTube are giving consumers an easy 
way to consume 360-degree video with 

no need for an additional headset. 
However, the virtual-reality sector is already 

percolating with the full range of headsets — 
from entry-level, practically disposable plat-
forms like Google Cardboard to new high-end 
platforms such as the Oculus Rift and HTC Vive. 

Here’s a snapshot of some VR headsets and 
viewers that are the market now, and some ad-
ditional high-end platforms that will start ship-
ping later this year. 

While some headsets appear to be going af-
ter a certain part of the market, “there’s room 
for multiple big winners that are that are go-
ing after different segments and use cases,” 
Andrew Trickett, co-founder of Merge Labs, 
said.  “Our target is not so much the hard-core 
gamer as the … technology enthusiast.” 

As for the Merge VR platform, it’s compat-
ible with all of the Cardboard apps, though 
the company has also released a software  
|development kit to help partners build in 
capabilities that take advantage of its oth-
er functions, including lens adjustors and  
integrated buttons. 

The company, which began to ship the 

Merge VR last November via outlets such as 
Amazon, has also developed Merge Start, a 
curated “trusted gateway” for VR apps and 
services. Early on, it features an “app of the 
day,” but will expand from there, Trickett said. 

The VR market is expected to broaden 
in the year ahead. Earlier this month, the  
Financial Times reported that Google’s devel-
oping a successor to Cardboard that will fea-
ture a higher-quality headset and be more 
tightly integrated with the Android software 
and apps ecosystem.  

Google is expected to announce details 
at its annual I/O developer’s conference  
in May. )

Meet the VR Headsets 
Available, coming products hit market’s high, middle and low end

company Product target market Price availability notes 

Google Cardboard * entry-level Varies 

Now (more than 5 
million  Cardboard 
viewers shipped 
so far)

basic versions can be bought on amazon 
for as little as $6 to more than $20 for fanci-
er products with headstraps and nose pads. 
Works with most smartphones. 

Merge Labs Merge Vr *
entry-level to 
mid-level 

$99 Now

Foam-based construction makes the Merge 
Vr more durable and comfortable that Card-
board while also supporting  apps from al-
most all smartphone platforms and device 
models.

Samsung Gear Vr * Mid-level $99 Now

Powered by Oculus. Compatible with select 
Samsung smartphones, including the Galaxy 
Note5, Galaxy S6 edge plus, Galaxy S6 and 
Galaxy S6 edge.

Sony PlayStation Vr 
Mid-level/ 
high-end 

reported to be 
mulling a stand-
alone head-mount-
ed display  for 
$299, and a bundle 
with a camera and 
controllers that 
would fetch $428.

Tba, but expected 
to become available 
this year

Will be powered by the PlayStation 4 console  
(36 million units sold and counting).

Oculus Oculus rift High-end

$599 for bundle 
that includes the 
headset, Oculus 
remote, cables, 
Xbox controller 
and two games.  

Pre-orders began in 
January; shipments 
expected to start 
in april. 

Gamers considered its prime target. Compa-
ny has been touting Oculus rift-PC bundles 
starting at $1,499.

HTC  Vive High-end Tba

Pre-orders expect-
ed to start Feb. 29; 
commercial avail-
ability to follow in 
april. 

built on the Steam Vr platform, Vive is de-
signed to enable users to create virtual 
worlds in which they can explore the envi-
ronment while sitting down or by walking in 
a somewhat finite area (reportedly best in a 
4.5-by-4.5 meter room).

* Headset must be paired with smartphone


