
 Here are just a few reasons to choose Sure:
•  Multiple resilient purpose-built data centres and cloud 

platforms accredited by the Alderney, Jersey and Isle of Man 
gaming commissions.

•  Strategic site location across multiple islands mitigating risks  
of fire, flood, explosion, seismic activity, airport flight paths  
or rising sea levels.

•  Unsurpassed private connectivity on and off-island  
layer 1 to layer 3 networks offers guaranteed global  
reach to world-class standards.

•  PCI DSS and ISO 2700I accredited facilities with specialist  
DDos  and mitigation including enterprise class multi-layer, 
multi-vendor solutions.

 

Three Islands, One Network
Sure’s tri-island network gives your iGaming business all 
the advantages of well-regulated offshore jurisdictions 
without restricting you to just one location.

Place your offshore iGaming hosting in the safest hands: email datacentresales@sure.com

Working with our highly qualified Network Services Team to design and install your network and with just two 
milliseconds latency between Jersey and Guernsey, you’ll get a risk-free, robust and reliable connectivity solution.

Guernsey/Alderney Jersey Isle of Man

international.sure.com
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Lucky VR, started by DFS pioneer Jeff Lande, lays claim to having 
developed the world’s first VR online casino when it launched last year.  
He spoke to iGaming Business about the technical challenges of designing 
for this nascent environment. 

You were previously co-founder of one 
of the first DFS sites, seemingly far 
removed from developing VR casino 
software. How did you come to enter 
this space and set up Lucky VR?
When I first got into DFS in 2010 it had 
many similarities to the current VR 
environment. Only hardcore fantasy sports 
enthusiasts were playing it and many 
people were extremely sceptical it could ever 
become mainstream. VR is at a similar stage 

now, where mostly hardcore gamers are 
adopting the technology, with many writing 
it off as a novelty. When I got my hands on 
the first development kit it was clear to me 
that this technology was going to be ready 
for the mass market in a couple years and 
casino gaming would be one of the best use 
cases, so I founded Lucky VR to bring that 
vision to life. 

VR and 3D online casinos, with the 
potential to create more immersive 
environments for players, have been 
around for many years, yet failed to 
gain any traction in iGaming. What’s 
so different about this new generation 
of VR?
The previous technology was never at a 
point where it could deliver an immersive 

experience that was truly compelling to 
convince people to use it over the status quo. 
This new generation of VR hardware and 
software crosses that threshold and delivers 
an entirely new experience that enhances 
the gameplay and fun factor far beyond 
what is currently available on web and 
mobile. While previous 3D casino attempts 
were met with a lukewarm response, it 
will be an entirely different story for well 
executed VR casinos using the latest tech.

What are the main software, engines 
and tools used to design VR casino 
environments and games?
There’s many different approaches to 
creating VR games and environments using 
tools from a wide range of disciplines such 
as architectural visualization, video game 
design and mobile development. Tools such 
as Maya, Unity, Unreal and Cry Engine are 
popular among VR developers. 

What would you identify as the major 
technical challenges and issues 
when it comes to designing real-
money casino environments and 
games in VR? 
Because VR is such a new medium 
designing games for it can be extremely 
challenging. Many of the rules are still 

unwritten and figuring out best practices 
is an ongoing endeavour. Performance is 
one of the most important aspects in game 
design for VR, because you are taking over 
the perceptual system of the player and can’t 
risk having a low frame rate, which can 
cause judder and lag that leads to physical 
discomfort for the player. A bad experience 
in VR can alienate the player from your 
game and leave a bad impression of your 
brand on the user, so the stakes are really at 
their highest. The opposite is also true, and a 
well-designed and performing game in VR 
can be a magical experience that will leave 
a lasting impression that players will rave 
about and keep coming back for. 

Player movement - nausea is not 
an uncommon side effect - and how 
they control the experience (external 
controller vs. headset movement)  
are key issues for designers.  
How did you go about finding 
workable and comfortable solutions 
to these aspects?
Player movement is still being figured out 
as vection and yaw rotation is considered 
poison in VR. Many crafty solutions have 
appeared such as teleportation, third-person 
camera angles and snap rotation, which 
all seem to do the trick for now but not 
necessarily a final solution. Our approach 
is to prototype as many different solutions 
and ideas as possible and keep testing until 
we find something that works. Generally, 
anytime you can mimic real life with natural 
motion and interaction that is the best 
solution, but not always an option. Luckily 
for us, for most of the first-generation VR 
casino games the majority of time is spent 
seated at a virtual gaming table, so player 

“Player movement is still being figured out as vection 
and yaw rotation is considered poison in VR.” 
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movement is not our primary concern 
compared to some of the VR teams working 
on first person shooters and platforms. 

It’s still very early days for this new 
generation of VR. Where do iGaming 
companies rank in terms of adoption 
of this tech?
Many iGaming companies have shown an 
early interest in the technology, with some 
being quick to create prototypes on their 
own and some to collaborate with us. VR is 
still unproven as a mass market commercial 

product, and will have a slow adoption rate 
that will take years to become big enough 
to have a significant impact to move the 
needle for the bigger iGaming companies. 
The first-generation VR hardware will be too 
expensive for most consumers and the killer 
applications are still yet to be discovered. VR 
will follow the mobile development cycle, 
where fast improvements will be the norm 
and the hardware and software will get 
better and cheaper at an exponential pace 
over the next 10 years. 

Live dealer would appear the most 
natural immediate application for 
VR, but how can we expect to see 
the technology impacting the wider 
creative and product development of 
iGaming operators?
Live dealer via streaming 360 video can 
be compelling, but as with most new 
technologies people take what used to work 
well from the previous generations tech 
and try to force it into the new platform. 
Live dealer designed natively for VR will 
look completely different than what people 
are used to now and the same will be 
true for almost all iGaming products. For 
product development going forward it’s 
best to start from a blank slate and design 
specifically for the new type of user and 
with the exact medium in mind. 

VR offers a more immersive 
experience for players. Have you 
established how much longer 
consumers spend on average 
engaging and interacting within 
a VR online casino environment 
compared to their 2D first-generation 
counterparts?
We have some early analytics showing that 
when people make the time commitment 
to put on a VR headset they are playing 
for almost double the amount of time 
as a regular desktop player. Because VR 
casinos will be multiplayer and the VR 
headsets come as standard with high 
quality microphones built into the social 
interaction, while playing keeps things 
interesting and players engaged for much 
longer periods of time. The early VR 
adopter is typically younger, tech savvy 
and used to playing video games for long 
stretches, so this early demographic will be 

skewed compared to the standard iGaming 
player of today. 

Online gamblers, particularly slots 
players, just want to get on site and 
play as many games as quickly as 
possible, an issue 3D poker rooms 
arguably came up against when 
it came to building audience and 
liquidity. Do you therefore see greater 
potential for VR casino products 
outside of this group, i.e. among 
more casual, social or land-based 
gamblers?
I think VR casino gaming will be a 
convergence of casual, social, land-based 
and real-money online gamblers. VR 
casinos offer much more than just the pure 
gambling aspect that many casual and 
social players will find intriguing, but is not 
the first priority for serious players. I believe 
VR can be so compelling that it will be able 
to augment the pure gambling aspect as 
well to make it more real and intense for 
the player, and online gamblers will seek 
it out as the thrill will be greater and the 
traditional methods eventually won’t cut it. 

Jeffrey Lande is the founder of 
Lucky VR a virtual reality casino 
software development company 
based in Toronto Canada. He 
previously co-founded the DFS 
website BuzzDraft in 2010 and developed 
the world’s first VR casino in 2014. He has been 
exclusively designing and developing VR casino 
gaming experiences for two years and is ready to 
bring iGaming into the future with virtual reality.

“VR is still unproven as a mass market commercial product, 
and will have a slow adoption rate that will take years to 
become big enough to have a significant impact to move  
the needle for the bigger iGaming companies.”

“We have some early 
analytics showing that 
when people take the 
time commitment to put 
on a VR headset they 
are playing for almost 
double the amount 
of time as a regular 
desktop player.” 


