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Get to know the ForceTube Haptic Gunstock better through these frequently asked questions. 
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ForceTube Haptic Gunstock FAQ

·  How do the haptic products pair? Using Bluetooth. BT4.0 is on the PCB.

·  What platforms are supported? PC Windows 10 & 11, Quest 1, Quest 2, Quest Pro, Quest 3, Pico 3, Pico 4.

·  Can I use BT5.0 on PC? Or bHaptics with ForceTube & ProVolver on PC? Our haptic products do not
officially support BT5.0. They are listed as BT4.0 devices and have BT4.0 on the PCB inside. Neither bHaptics
devices work with the BT4.0 dongle we provide, nor our haptic devices work with the BT5.0 dongle bHaptics
provide. There are solutions to make both work together. That being said I have gone to great lengths to detail
how to get our haptic devices to work with BT5.0 on PC, or/as well as with bHaptics products, information on

both of which can be found here and here. They will not pair with every BT5.0 transmitter, so pay close attention
to what is confirmed to work by the community and how.

·  What games are supported? Full list found in ?native-haptic-games. This list is for all platforms and always up to
date. On PCVR there are also mods, which are listed in ?game-mods. In total, there are over 60 unique titles
supported with more being added over time. On PCVR, there is also Companion App which enhances existing
support, or allows basic kick and rumble across any SteamVR title with the backwards compatibility feature.

·  Why is Companion App SteamVR OpenVR only? Because other API and standalone HMD security prevents
necessary access for app to function as intended. Without a legal means to receive that without direct approval,
there is no way to have the app available for any other platform at this time.

·  Will game X receive support? It is up to the game developers to use our plugin to add support to their games. As a
player, the best way you can help your favorite game receive native integration is to contact the game devs
directly and request they add it. No small number of games have support today because enough people in their
community requested it be added.

·  If you are a game developer: These plugins are available for Unreal, Unity, and C++ (.dll) directly on our github.
If you are interested in adding integration to your project, reach out to us at business@protubevr.com.

·  What are the differences between ForceTube Explorer and Storm? A comparison of the specs, as seen on the
product page, is in a picture below. To explain in words, the Storm is bigger, heavier, has double the batteries,
and can draw over double the power from them per kick (12J vs 5J). We do not list a measurement for kick
strength, but the part that kicks moves over twice the distance, and feeling wise it is roughly double the kick
strength. Again, we don't list a measurement for the kick strength.

·  Why can't I select controller brand X for ProVolver cup? Not all controller brands are compatible with
ProVolver. Due to some controller shapes, they simply will not work with the ProVolver, or the design to make
them work is far too impractical for a good experience.

·  Can I use ProVolver on MagTube or ForceTube gunstock? Yes! As seen in ProVolver product images, the
bottom of the cup uses our Mag system and works with our gunstock no problem. You can also use 2X haptic
devices in some supported games.

·  Can I set ProVolver to only kick when I fire pistols, and ForceTube to only kick when I fire rifles? Only when
the game dev allows for it, and only on PC when using Companion App. Not every supported game has kick for
pistols. Not every game supports 2X devices. For games that do, you may be able to use Companion App to set
the channel dev used for Pistol to only kick on ProVolver, and channel dev used for Rifle to only kick on
ForceTube. YMMV (your mileage may vary).

ForceTube & ProVolver FAQ

https://www.reddit.com/r/ProTubeVR/comments/15gzjl0/forcetube_provolver_quick_start_guide_just/
https://www.youtube.com/watch?v=Q7s3h0dWrrg
https://github.com/ProTubeVR


https://help.protubevr.com/uploads/images/gallery/2025-03/mtiwhzawvq0dsdcz.png


ForceTube Haptic Gunstock FAQ

ForceTube vs ProVolver:

·  ForceTube or ProVolver which is better? I'm only buying one? This depends mainly on your use case and what

you want to experience. ?The compatibility list indicates which games have haptics in game for the handguns. If
you primarily play those games, the ProVolver will provide a better experience. If you primarily play games
where only rifles are supported, then naturally you will want the ForceTube. Lastly, the ProVolver has a shoulder
extension optional add on. It is much easier to use the ProVolver for rifles, than it is to use the ForceTube for
hand guns.

·  What are the main differences between ForceTube & ProVolver? ForceTube Explorer 5J and ProVolver both
share the same internal parts, just oriented differently. This means the kick strength, battery life, etc. are the same
for both. ForceTube kicks into your shoulder at the very back of the module where it touches your shoulder. It
freely kicks regardless of whether or not you hold it up against your body. It replaces the shoulder stock of any of
our products. The ProVolver kicks to simulate a hand gun rail slider. So the location of the kick, and therefore
origin of the kick, is different between the two devices. The ProVolver uses a special cup, to simulate holding a
handgun. Since the ForceTube and ProVolver are similar in weight, the ProVolver will naturally feel heavier
because of how it is held and where the weight is located.

·  Can I use ForceTube for hand guns in game? You can but it will not be a good experience. The ForceTube
module replaces the shoulder stock on any of our products, and will always be intended to rest against your
shoulder for use. This means you will always essentially be holding a rifle or SMG, because you are holding the
full gunstock, when using it for hand guns. If you want to use it this way you can, but it is not the best experience.

·  How good is the ProVolver for rifles or SMGs? When using the shoulder stock extension and front extension
(change HMD on page) can do a better job as a rifle or SMG, than the ForceTube can as a hand gun. Keep in
mind that the kick in the ProVolver is located in the slider. This may not be as immersive for rifles or SMGs as
the ForceTube, which kicks directly against your shoulder. Lastly, keep in mind you can add a ForceTube to the
shoulder extension add on of the ProVolver. Some games support using both devices to kick for same weapon in

game, which we call ProTommy. Again refer to ?the compatibility list for a list of supported titles.

 

ForceTube vs ProVolver FAQ

https://www.protubevr.com/en/content/37-haptic-compatibility
https://www.protubevr.com/en/provolver/662-7943-shoulder-stock-extension-provolver.html
https://www.protubevr.com/en/provolver-pistol-and-submachine-gun/583-7857-provolver-front-extension-with-cup-quest-3.html
https://www.protubevr.com/en/content/37-haptic-compatibility


ForceTube Haptic Gunstock FAQ

·  Where can I see the full list of games that support ProTubeVR haptic devices (ForceTube Explorer, Storm, &

ProVolver)? You can find the list on our website, reddit, and our discord. These lists are actively maintained,
and anytime a new game receives support, or an existing game's support encounters an issue, we confirm the
game in question and update the lists accordingly. 

·  How do I find out when a new game receives support? Follow us on social media, sign up to the newsletter, or

join the discord. In our discord's ?Channels & Roles you can self role for @New Native Haptic Game Ping
for Native Game announcements, and @New Haptic Mod Ping for Haptic Mod announcements.

·  How do I find out when an existing game's support encounters an issue? Be the first to know of any issues by

joining our discord. In ?Channels & Roles you can self role for @All Haptics News Ping , or the Haptic News
Ping for a specific platform (i.e. Quest). In every instance when such an announcement is made, we have already
notified the devs, and in the announcement provide you with all the information we know. Since we are not the
devs, and not maintaining any existing game's support, you would need to contact the devs yourselves for any
further information.

·  Will game X receive support? Short answer is we don't know or can't say. Unless a game dev announces they are
adding support, we don't announce that game X is receiving support, until support is added because of NDA, or
because we just weren't informed . If you want to know whether or not an upcoming game will receive support,?
you will likely need to ask the game dev directly.

·  How does a game receive native integration? It is up to the game developers to use our plugin (publicly available
on our github for UE and Unity) to add support to their games, as well as to announce support is added. A great
example of this is upcoming Zombie Army VR. In their game reveal they announced ProTube haptics support. As
a player, the best way you can help your favorite game receive native integration is to contact the game devs
directly and request they add it. No small number of games have support today because enough people in their
community requested it be added.

·  What happens when native support breaks? We first confirm support is broken and then inform the devs. It is up
to the devs to maintain support. Once informed, we update the lists and let players know. We also share any
updates from devs until it is fixed. Once fixed we confirm, update list, let players know.

·  Specifically, as the community, how should we let game devs know we want support added? There are
numerous ways you can reach out and share your request. Examples are social media by contacting them directly
or making posts and tagging them, replying to existing posts they've made and asking them, in appropriate
channels in their discord server (such as feedback, requests, suggestions), directly via e-mail to their listed contact
information, on Steam Discussions for PC games, etc. For increased effect, ask in multiple places and at regular
intervals (but not to the point of spamming or being annoying, of course). If you want your voices heard by a
game dev, these are the most effective ways to go about it. When a lot of people let a game dev know through
these methods, it helps send a message to the game dev that their community wants support added, and that it isn't
just one or two people making a request. For live service games, devs' time and resources to work on new things
is limited, and they will naturally be inclined to work on what people want, or their vision of the game. So
naturally if a lot of people say they want something, it will be on their radar, and might become a higher priority
for them to implement.

 

Native Games & Mods for
our Haptic Devices

https://www.protubevr.com/en/content/37-haptic-compatibility
https://www.reddit.com/r/ProTubeVR/comments/ku0iy4/list_of_native_forcetubevr_titles/
https://discord.com/invite/kAsGHs2


Just got your ForceTube Haptic Gunstock? Read this to learn how to use it like a pro in no time. This
basic guide is intended to provide first time owners with the immediate necessary information to
go from unboxing to using in game.

Quick Start Guide



Quick Start Guide

Getting Started (haptic device):

1. After unboxing, the first thing you will need to do is charge your device. It arrives on low charge
and takes about 7-8 hours to charge to full. You will know it is charging by the blinking
yellow/orange LED when plugged in. To charge it, use the provided cable on a PC USB port, or
500mA USB charger. Again, if you do not see a blinking yellow/orange LED when plugged in, it is
not charging and you will need to try a different power source. Quest headset power adapters will
not charge your haptic device, for example.

2. Once fully charged (LED behavior varies, it will either show a white LED, or when unplugging
from power and turning on the device will show a white LED) you may now pair to your respective
VR setup. For PC you are pairing your device to PC, and for Standalone you are pairing your device
directly to your headset. If you are using a Standalone HMD on PC, you will pair to PC. 

 

Getting Started (gun stock; no ProStraps):

1. After setting your ForceTube to charge, the next thing you need to do is get the mag cups (AKA
controller mounts). They will be in their own bubble wrap bag, or already on the MagTube. If they
are already on the ForceTube gun stock, you can grab a cup firmly, and remove by using a
doorknob twist motion.

2. On each cup will be writing to indicate if it is for the left or right controller. Underneath, where
you see the magnet, you might also see some more writing indicating which brand the cups are for
(i.e. Quest 2). Inside of the cups should be an inner layer. This allows for maximum friction to keep
the controller in place. Please note: if you ordered ProStraps, they might already be pre-installed on
the cups.

3. Before putting your controllers into the cups, it is suggested to wipe down the part of the
controllers that will go inside. This is to ensure optimal friction so they do not slide out easily. Next,
observe the small hole in the cup. This is intended for feeding the wrist strap through, and should
be facing you, or away from the trigger button on the controller. The magnet on the bottom of the
left cup should be angled towards the right, and the magnet on the bottom of the right cup angled
towards the left.

4. To install, simply start with the wrist strap and feed it through the small hole. Then push the
controller into the cup until it cannot go any further. Use of excessive force is not required as it
should easily go in until it hits friction, and then with a little bit of force you should be able to
continue pushing in until it won't go any further. That is the point at which you should stop and it is

Getting Started



considered installed in the cup. Please note: if you are using Index we have videos in Website
tutorials under Cup.

Getting Started (gun stock; with ProStraps):

Follow steps 1-3 from above. Before putting controllers into the cups you will need to install the
ProStraps as shown in our tutorials. Depending on your controller brand, and the state in which
they were received (pre-installed vs separately) what you do may vary. But essentially, you need
the bottom to be on the cup, and the top to either be connected to an insert you put inside your
controller's battery cover, or inside the cup itself. Make sure to follow the tutorial for your controller
brand.

Once the ProStraps are correctly installed, you follow step 4 above.



Quick Start Guide

Setting up the ForceTube gun stock:

1. Once out of the bubble wrap bag, unfold the ForceTube gun stock. If the tubes are not freely
moving at the joints, you can use the larger of the 2 allen keys provided in a separate bag to
loosen them.

2. Observe your ForceTube. There will be 2 brackets with magnets in the same shape as the ones
in the cups on two separate tubes. By default, your Magtube is set up for dominant right hand use.
To switch hands follow the tutorial on our website. You will also see two open ring parts, one at the
very back, and another on the connector to the longest tube. These are mounting points for the
sling.

3. Install the sling on these mounting points. If you chose a 1 point sling, mount it near the back.

4. You may put the controllers with the mag cups on the ForceTube. Once the Forcetube haptic
module is fully charged, it is now ready for use!

Setting up the ForceTube
Haptic Gunstock



Quick Start Guide

1. Before pairing for the first time, make sure your VR headset is fully charged.
2. Power on your haptic device, then use the headset to pair with Bluetooth like any other device.
At some point in the pairing sequence you will see a confirmation code pop up. You can ignore
(confirm) this since your haptic device does not have a screen from which to show the code.
Proceed and then you are done. Your device will not show in actively connected devices. This is
normal behavior.
3. To confirm whether or not it is successfully paired, launch a compatible game and enable haptics
in game settings as required. Your haptic device will automatically pair with a distinct rumble, and
the blinking white or green LED will turn solid as it rumbles. If it paired you are good to go! Skip to
troubleshooting below if you encounter issues.

Bluetooth Pairing Standalone
HMD (Quest 1, Quest 2,
Quest Pro, Quest 3, Pico 3,
Pico 4)



Quick Start Guide

Bluetooth Pairing Windows 11 PC VR:

1. All the steps for Windows 10 below apply with 1 major difference.
2. Before you can find your haptic device in Windows, you need to change a setting. There's an
option in "Bluetooth & other devices > Devices" called "Bluetooth devices discovery". Set that to
"Advanced" to be able to see your haptic device in Windows. Guide from Microsoft here.

 

Bluetooth Pairing Windows 10 (& 11) PC VR:

1. Important notice. Our haptic devices are compatible on PC using BT dongle with BT4.0 dongles
only. Use of BT5.0 dongles may cause your haptic device to not function as intended. Things such
as powering off shortly after connecting, unresponsive kick and rumble, etc. If your desktop PC
motherboard has built in Bluetooth that is BT5.0 or higher it may still work. Check to see if it is Intel
chipset or something else. If it is Realtek it probably won't work and you will need to get something
else. If you are on a laptop YMMV and you may need to use a BT4.0 dongle. (refer to bHaptics
troubleshooting down below for more information Bluetooth behavior on PC)
2. If your PC already has Bluetooth, simply power on your haptic device and pair it like any other
device. If it does not, use the plug and play dongle included in the box. Confirm in device manager
the dongle is working properly. At some point in the pairing sequence, you will see a confirmation
code pop up. You can ignore (confirm) this since your haptic device does not have a screen from
which to show the code. Proceed and then you are done. Your device will not show in actively
connected devices. This is normal behavior.
3. To confirm whether or not it is successfully paired, you can either try our companion app [CTA
companion app], or try launching a compatible game [CTA to compatible game list?] and enabling
haptics in settings as required. Your haptic device will automatically pair to either with a distinct
rumble, and the blinking white or green LED will turn solid as it rumbles. If it paired you are good to
go! Skip to troubleshooting below if you encounter issues such as delayed or unresponsive kick and
rumble.
4. If it didn't pair, reconfirm your Bluetooth is functioning properly in device manager. If using
Bluetooth your PC (desktop users only) already has, and your PC has built in Wi-Fi, plug in the Wi-Fi
antenna if it isn't already. Bluetooth on these types of motherboards rely on the Wi-Fi antenna to
boost signal/increase signal strength, even if Wi-Fi itself is not being used. This should allow you to
connect. If it doesn't, you will need to use the dongle included in the box and disable your existing
Bluetooth before use. That way your haptic device properly pairs to the dongle.

Bluetooth Pairing Windows
10 & 11 PC VR

https://support.microsoft.com/en-us/windows/fix-bluetooth-problems-in-windows-723e092f-03fa-858b-5c80-131ec3fba75c#WindowsVersion=Windows_11


5. If after step 4 it still won't pair, the dongle could be faulty (possibly as already indicated in
windows). You will want to try a different dongle. We offer free replacements covered by warranty
for faulty ones through this form. If you choose to get your own dongle, make sure it is BT4.0 Intel
chipset based. Realtek chipset based dongles do not play well with our devices for whatever reason
and have difficulty pairing. Users have reported that the Asus BT4.0 dongle works well.



Quick Start Guide

Haptic device not connecting to PC VR

1. If it didn't pair, reconfirm your bluetooth is functioning properly in device manager. If using
bluetooth your PC already has, and your PC has built in wifi, plug in the wifi antenna if it isn't
already. Bluetooth on these types of motherboards rely on the wifi antenna to boost signal/increase
signal strength. This should allow you to connect. If it doesn't, you will need to use the dongle
included in the box. Note: does not apply to laptops, you will need to use a dongle if built in BT
doesn't work. Try Asus's BT 4.0 dongle that other users have reported works.
2. If you a) already have bluetooth on your PC and b) want or need to use the dongle, you will need
to disable your existing bluetooth first. You can do so from device manager by right clicking on the
bluetooth, and disabling it.
3. If after step 2 it still won't pair, the dongle could be faulty (possibly as already indicated in
windows). You will want to try a different dongle. We offer free replacements covered by warranty
for faulty ones through this form. If you choose to get your own dongle, make sure it is BT4.0 that
isn't Realtek chipset based. Realtek dongles do not play well with our devices for whatever reason
and have difficulty pairing. If the other dongle you chose to try also doesn't work, you will need to
try another dongle. Users have reported Asus's BT4.0 dongle works so get that!
4. If kick and rumble are delayed, stuttery, or unresponsive, bluetooth signal may be too weak. This
is likely when using existing bluetooth and not the dongle. On desktops using onboard BT plug in
the Wifi Antenna if available and that should solve it. If it doesn't, you will need to use the dongle.
Laptops will need to use a dongle if built in BT causes this problem. Try Asus's BT 4.0 dongle that
other users have reported works.
5. Lastly, if your haptic device functions for 5 minutes then shuts off, this could be due to using
BT5.0. If using onboard BT and your desktop PC has WiFi, try with the antenna plugged in. If the
issue persists you will need to use the dongle or get a new WiFi/BT expansion card. Refer to
bHatpics troubleshooting below for more information. Laptops will need to use a dongle if you
encounter this problem. Try Asus's BT 4.0 dongle that other users have reported works.

Troubleshooting tips & tricks



All the tutorials traditionally found on our website, pertaining to the ForceTube haptic gunstock in
alphabetical order

Tutorials



Tutorials

provollver haptic pistol
forcetube haptic gun stock

The Companion App creates a backwards compatibility for
SteamVR games to have haptic with our devices, such as
the ForceTube or the ProVolver.

We call this SteamVR compatibility.
 

1) This little software will detect when your avatar presses
the trigger of your in-game weapon(s).
 
2) It will understand what kind of weapon(s) you are using
and do some wizardry (quite a lot of maths and electrical
conversion, tbh).
 
3) The Companion App sends a signal to your haptic
device(s).
 
4) The device(s) will activate, replicating the recoil and
rumble of what's happening on your in-game weapon(s).

What does it mean?

You only need the Companion App if you are using
SteamVR on PC.
 
If you are playing games directly on your standalone HMD
(such as Meta Quest or Pico without PCVR link), our haptic
devices are natively compatible with an extensive and ever
growing list of VR games.
 
If you use a Meta HMD with PCVR, you need to changes the
runtime. More info in the FAQ below.

What do i need?

Companion App Guide



Through our collaboration with VR game studios, the
compatibility and calibration of our haptic devices are
directly integrated into games.
 
This native compatibility does not require the use of the
SteamVR compatibility feature and is present in over 60
titles across multiple platforms including PC, Quest & Pico
headsets. This list of native titles is growing continuously.
 
In addition to these titles, wonderful modders from the
community are adding mods to enable native
integration into popular games that do not. For games
with such a mod, usage of the Companion App SteamVR
compatibility feature is not required, just like with native
titles. Those mods are only available for SteamVR games
(PC).
 
For PCVR games that are neither native nor have a mod,
you need to use the Companion App SteamVR
compatibility feature.
 
For PCVR games that are native, you can use the
Companion App to finetune your experience.
 
Check the native compatiblilities page for more details.

Compatible games and
mods

reddit logo

See compatible games on Reddit

 
companion app steam page
 

1. Go on the Companion App Steam page.

2. Add the Companion App to your Steam library.

3. Install the Companion App from your Steam library, like
any other game.
 
4. Use the created shortcut to start the Companion App.

Install the Companion App

https://www.protubevr.com/en/content/37-haptic-compatibility
https://www.reddit.com/r/ProTubeVR/comments/ku0iy4/list_of_native_forcetubevr_titles/
https://www.reddit.com/r/ProTubeVR/comments/ku0iy4/list_of_native_forcetubevr_titles/
https://bit.ly/PTVR-CompApp
https://bit.ly/PTVR-CompApp


General preview

Device: The electronic equipment you're
connecting to the application.
Channel: A reserved space where you can
connect your devices and isolate specific
received signals.
ms: Milliseconds.
Preset: A configuration file that contains saved
channels and device info.

Vocabulary
companion app general preview

Left Side panel

You have some tabs available by default:
 

Connected Devices
SteamVR
Native and Mods
Haptic Demo
Steam workshop

Default mode
Switching between modes enable/disable advanced
features, like assignng custom channels to your device.
 

Connected Devices (advanced)
SteamVR (advanced)
Native and Mods (advanced)
Haptic Demo (advanced)
Valve Index
Steam workshop

Advanced mode

Companion App instruction manual



companion app side panel default companion app side panel advanced

Top bar Widget

The Companion application will automatically try to
connect to the devices remembered by your PC.
 
Disable this option if you want only some devices to
connect.
 
In advanced mode, the Stream Plugin button appears.

Auto-connect

companion app top bar



When launched, the Companion App always loads on the
default parameters. If you want to keep your modified
settings, you must save it in a preset.

Double-clicking on a preset will load its settings.
 
Save: Create a new preset with the name in the black text
box and saves current configs including:

Assigned device channels.
SteamVR settings.
Native Compatibility Settings.
Knuckles Fix values.

Saving a setting to an existing preset overwrites it.
If you want the retrieve the default preset, close the
Companion App, reopen it, and save the parameters
loaded by default in a new preset.
Import: Import a configuration file. You can find shared
presets from our Discord community.
 
Export: Export all saved configurations as a file. You can
share it with our Discord community.
 
Delete: Delete the selected preset.
 

Preset Manager

companion app preset

Connected devices and Channels

What are channels?
 
To operate, the Companion App catches in-game controllers' vibration signals, converts them and sends them to your
devices, making them kick and rumble.
 
These signals go through Channels.
 
There are 6 of them. By default, the signal will go through all 6 channels and your device will react. 

 



Why are channels important?
 
If you have 2 distinct haptic devices, channels allow them to kick separetly.
 
If you'd prefer your haptic devices to kick seperately, you need to set each device to a different channel.
 
Doing so, you would avoid the ProVolver to kicking when you use your ForceTube Rifle, for example.
 
Or if you have a pair of ProVolvers, and you only want to feel the recoil on the hand holding the gun that's firing it, it's
possible by using the channels.

 

Special channels for some games
 
A natively compatible game only sends signals to a channel if its developers have set up that specific channel.
 
Some developers have only set up 1 or 2 channels for their game. If you use custom Channels setup instead of the
Default one for these games, you have to select the configured channel.
 
 

Automatically assigned channels
 
Connecting your new device will assign it to a signal channel automatically in this order:
 

RifleButt - RifleBolt - Pistol1 - Pistol2 - Other - Vest
 
If you connect more devices than the total channel number available, auto-assign will loop back to RifleButt and so on.
 

This is the page you land on when you start the
application. By default, you will see each connected device
here. 

You can click on any device card to change its type, and
the application will remember which device is what.

Default mode
In advanced mode, you have a Channels button appearing
under each device.

Clicking on this button will bring-up a menu where you can
manually assign channels to your device.

It is important for some games and/or if you have several
haptic devices.

Advanced mode



companion app connected devices default companion app connected devices advanced view
companion app connected devices advanced
 

SteamVR

Customize the SteamVR Compatibility Feature.
 
If you use a Meta HMD with PCVR, you need to change the runtime. Every step in the FAQ.



Listen Events: Whether you want your channel to react
when your left/right hand triggers an haptic event.

Kick Power: Controls the kick power of your devices.

Kick Threshold: Adjust this variable to control required
power for SteamVR events to trigger you device kick
response. Each game has different values defined by the
developers, you will have to do some testing to get a good
result.

Rumble Threshold: Adjust this variable to control
required power for SteamVR to trigger your device rumbe
response.
 
companion app steamvr compatibility

Default mode
Start by selecting a channel and tweak your settings from
here. 

Make sure your device is in the right channel by checking
in your channel manager. You can also use the "Identifier"
command below.

Identifier: Sends a kick command to the selected
channel.

Tips: If identifying a channel does not result in any
connected device kicking, it probably means that no
device has that current channel assigned. A device is
considered connected if its battery displays a percentage
superior to 0.
 
companion app steamvr advanced
 
Interpret as kick / Interpret as rumble: If you want
your right or left controller events being interpreted as a
kick, rumble or both.

Shots Delay: Limits the reaction rate of your devices.
Avoids triggering event bursts on each in-game
interaction.

Minimum Rumble Duration: Controls the duration
between each vibration.
 
companion app steamvr advanced all channel settings
 

Advanced mode

Haptic demo



Mainly used to simulate different types of weapons.

Sniper : Kick with vibration.
M16: Launches a salvo of 3 consecutive kicks.
PKM: Continuous burst of kicks and rapid
vibration.
P90: Continuous burst of rapid kicks.
Laser: Vibrates to charge the shots, then kicks
after charging.

companion app haptic demo default

Default mode Start by selecting a channel and tweak your settings from
here. 

Make sure your device is in the right channel by checking
in your channel manager.

Identifier: Sends a kick command to the selected
channel.

Tips: If identifying a channel does not result in any
connected device kicking, it probably means that no
device has that current channel assigned. A device is
considered connected if its battery displays a percentage
superior to 0.
 
companion app haptic demo advanced
 
Custom Single Shot: Shoots once using specified
parameters in brlow sliders.

Custom Auto Shot: Shoots using specified parameters
and loops based on frequency slider.

Kick Power: Controls the kick power for demo mode.

Rumble Power: Controls the rumble power for demo
mode.

Rumble duration: Controls the rumble duration on each
shot. Max is 500 ms.

Autoshots Frequency: How many times per second you
want to shoot with Custom Auto Shot for the demo mode.
 
companion app haptic demo custom shoot
 

Advanced mode

Native and Mods



On PCVR, if you are playing a native game or a game with integration enable by a mod, you can customize your inputs.
  
These games do not need the Companion application to work, but it will allow you to finetune some settings if you have
the need to. 
  
Make sure to connect any desired device to the app first, and then start your game.

By default, your device will listen to all channels at once
ensuring most of the compatibility.

For each of the below parameters, refer to this chart: 
0% : No power
100% : Original game power
200% : Double original power

Kick Power: Controls the kick power percentage.

Rumble Power: Controls the rumble power percentage.

Rumble duration: Controls the rumble duration
percentage for each shot.
 
companion app native mods default

Default mode
Start by selecting a channel and tweak your settings from
here. This allow your devices to kick separately.

Make sure your device is in the right channel by checking
in your channel manager.

Identifier: Sends a kick command to the selected
channel.

Tips: If identifying a channel does not result in any
connected device kicking, it probably means that no
device has that current channel assigned. A device is
considered connected if its battery displays a percentage
superior to 0.
 
companion app native mods advanced
companion app native mods advanced all channel settings

Advanced mode



Your devices need to use the correct channels set by the developers for customization to take effect.

For the following games, make sure your Haptic devices are set in the right channels when enabling Native
Customization.

If a game on this list doesn't work, search and enable ForceTube settings in your game menu.

If your native or mod-compatible game doesn't appear on this list, you will have to find the used channels via trial and
error.

Any game that is not native or mod-compatible will work with SteamVR compatibility.

Special Channel Settings

 
 

Dead Second Pistol1

Surv1v3 Pistol1

Cactus cowboy Plants at War RifleButt
RifleBolt

Cactus cowboy 3 Fully loaded RifleButt
RifleBolt

Hotdogs Horseshoes and
Handgrenades

RifleButt
RifleBolt

Larcenauts Pistol1
Pistol2

Resist
(enable parameter in game
settings)

Pistol1
Pistol2

 
 

Onward RifleButt
RifleBolt

Contractors RifleButt
RifleBolt

Tales of Glory 2: Retalation RifleButt
RifleBolt

Vertigo 2 RifleButt
RifleBolt

Gun club VR RifleButt
RifleBolt

Warchasm
(no Companion App
customization available)

Akimbo out of the box

Gambit !
(Pistol only, right hand only.
Start the Companion app after
the game connects to the
devices)

Pistol2

Valve Index with Knuckles



A few players using a Valve Index HMD and its Knuckles have reported us their in-game hands fly away while shooting in
long burst. 

We have developed a driver to fix this. 

The driver does not work with other headsets; only Valve Index might need it. If you don't own a Valve Index headset or
your in-game hands don't fly away while using the Knuckles controllers with your Index HMD, you can skip this section.

1. Close the Companion-App and shut down VR if
it's been turned on.

2. Go to your Companion App installation folder. 
3. Open the folder "Valve-Index-Knuckles-driver".
4. Install the driver.
5. Restart the Companion App.
6. Enable Advanced mode.
7. Go to Valve Index tab.
8. Enable the feature with the toggle button and

tweak the sliders to your preferences.

Install the driver
Additional help :

1. Try to reduce the kick power produced by the
mode you're currently using (either SteamVR or
Native/Mods).

2. Extend the Shots delay.
3. Reduce the rumble duration.
4. Don't forget to save your configuration.

Accelero Max: Limits max acceleration of your in-game
hand.

Freeze Duration: How much time your hand gets frozen
after a kick if it hits max acceleration.

Finetune your Knuckles settings

1. Go to the folder "C:\ Program Files (x86)\
Steam\ steamapps\ common\ SteamVR\
drivers".

2. Delete the folder "!ProtubeDriver1”.

Uninstall the driver
companion app valve index knuckles fix settings
 

Steam Workshop
You can download and share presets with the community
with the Companion App's Steam Workshop.

This page lists all items you’ve previously subscribed to for
the Companion-app.

You can search for a specific item in your list using the
search bar.

companion app steam workshop page

https://steamcommunity.com/app/2649770/workshop/


If you don’t have any items yet or want to open the
application workshop in a single click, you can press the
“Open Workshop” button. 

After subscribing to an item from the steam application,
you might have to restart the Companion-application to
see newly added items.

To import a subscribed item into the preset manager, click
the “Import Preset” button.

Your preset will be imported, and the button will change its
status to “Imported”.

To unsubscribe and delete the item from your computer,
click the “Unsubscribe” button.

Importing presets
In advanced mode, you can upload your own items after
clicking on the “Workshop Editor” button.

You can upload a new item every 15 minutes but if you
need to modify an existing one the delay is shorter (no
delay on lightweight items).

Your item can be reported and will be removed from the
Workshop if it doesn’t respect Steam guidelines.

Steam Workshop Editor

To export your presets and upload an item:
1. Start by preparing a folder outside the

Companion-application. The folder will be your
item uploaded on Steam Workshop.

2. If it’s not already done, export your desired
preset to the folder, or move the preset to that
folder.

3. When your folder is ready and you’ve put all
your files inside, open the Editor in the
Companion-application.

4. Fill in the required fields.
5. Precise your prepared folder location.
6. Import an image that will represent your

content.

companion app steam workshop editor
 

Exporting your presets
If you want to edit an existing item belonging to you, you
will have to specify its ID.

Your Item ID is the last numbers in the URL bar of the
Steam app workshop, either web or desktop. Example:
“https://steamcommunity.com/workshop/filedetails/?id=
3104917878” 

Patch notes: Not required but can provide useful
information to users on item updates.

When you’re done, click the “Create/Update” button to
upload your item on steam.

Edit existing item

Streamers Addon
In advanced mode, the top bar contains a “Stream Plugin” button.

This feature is destined for content creators and streamers. It is similar to input overlay for gaming controllers. 

With it, you show an icon of your haptic devices on your stream overlay. This icon will blink each time you use it. 

https://help.steampowered.com/en/faqs/view/6862-8119-C23E-EA7B


Clicking the button opens a browser window.

You can import that browser source inside your favorite
streaming software.

Then, follow the written instructions on the source.

You can change the device type by clicking on the image
logo multiple times, and the channel by clicking on the
button right under each device.

Once set-up, the tracked devices will be highlighted when
a kick is detected.

By confirming changes, you save the current settings for
your next broadcast sessions.

When you erase all, your saved configuration will be
cleared.
 

FAQ and Troubleshooting

I want to set up my 2 devices for SteamVR
 

1. Make sure Advanced mode is disabled (the button should be gray).
2. Make sure both of your devices are connected to your PC by going into the side panel option "Connected

Devices". If you see 2 cards with a battery percentage above 0, you're set.
3. Now, go to SteamVR tab below.
4. There should be 2 toggle buttons present on the menu. Make sure they're ticked "on".
5. Enable the SteamVR tab's toggle button.
6. Fine-tune your SteamVR settings.
7. Create new presets and save them through the preset manager (top right) if you want to keep your settings

for your next sessions.



I want my 2 devices to kick separately in Steamvr mode
 

1. Make sure both of your devices are connected to your PC by going into the side panel option "Connected
Devices". If you see 2 cards with a battery percentage above 0, you're set.

2. Enable the Advanced mode. The "Connected Devices" panel becomes "Channel Manager". You can manage
signals by channel.

3. Go to SteamVR tab below.
4. Disable the listen events on "All" channel.
5. If you didn't change manually your channels, your first 2 devices are going to be in RifleButt and RifleBolt (1

device per channel).
6. Make sure you have only 1 listen event side (right or left) enabled on each Channel setting (eg. RifleButt only

has Left hand controller and RifleBolt only has Right hand controller).

If your left device shoots on right events: 
1. Enable SteamVR tab's toggle button
2. Swap the listen event between the 2 channel settings.
3. You should be all set up.

If your devices still don't kick although they display percentages:
1. Note in which channels you just enabled your parameters.
2. Assuming you are still in Advanced mode, navigate to "Channel manager" tab.
3. There is an orange button under each of your devices.
4. Ensure that each device's assigned canal corresponds to the ones you just set up in the SteamVR tab.

How can I reduce the kick or rumble of natively compatible games or mods using the companion-app?
 

1. Launch the Companion App first, then your game.
2. If you didn't set channels manually go directly in the "Native and Mods" tab.
3. Adjust the sliders until you have a good result while testing in-game.
4. Save your configuration as a preset so you can keep it for your next session.

Pistol1 is not always Left hand
 
Pistol1 may not always be set as the left hand, and which gets assigned to it depends on which device paired first to the
game.
 
Games that have Pistol1 + Pistol2 usually have an "invert channel" or "swap hands" option in the settings allowing you to
change which hand your 2 ProVolvers are assigned to.

 
 



More than 2 devices kicking at the same time impossible
 
It is only possible to use a maximum of 2 devices at a time.
 
If one tries to pair 3 devices or more, only the first 2 devices paired to a game will receive informations. The remaining
will receive nothing even if they pair to the game.
 
In some games, paring more than 2 devices will result in interrupting the pairing process of the "additional device".

 
 

More than 2 devices and game crashes with Companion app
 
Some native or modded games simply don't work with the Companion App at all when using 2 devices.
 
If the Companion App is already running, affected games may crash or won't launch properly.
 
If one launches the Companion App after a game is running, it may still crash, or haptic device constantly pair over and
over.
 
Even if none of these occur, any changes made to the game's haptic events will not apply no matter what.

 
 

Device history with modded games
 
To use any mod on PC, you must have a maximum of 2 devices paired for a game to transmit haptic signals to a devices
properly.
 
The game cannot know if your paired devices are on or off. So there is a risk that a signal is sent to an off device.
To be safe, unpair any unused devices from the Bluetooth menu.

 
 



bHaptics & ProTubeVR haptics on PC
 
The ForceTube and ProVolver only work with Bluetooth 4. They are not compatible with Bluetooth 5 dongles. They can
work, according to some customers, on Intel chipset WiFi+BT (specifically AX200, AX210, AX220) which can be found
directly on some motherboards, or bought as PCIE adapter cards. Also, they do not work well with Realtek chipset in any
capacity.
There is always a risk that those do not work, so be aware.
 
The Bluetooth 4.2 dongle we provide runs a Qualcomm chipset. It does not have the capability to let you run both a
ForceTube or ProVolver & a bHaptics product simultaneously.
 
Newest bHaptics products come with a Bluetooth 5 dongle that runs on a Realtek chipset. They used to come with a
Bluetooth 4 dongle that let users run both ProTubeVR and bHaptics devices simultaneously. 
 
bHaptics products still work with BT4.0 (according to their website).
 
The solution is to find a Bluetooth dongle that can let both ForceTube/ProVolver & bHaptics work at same time.

DISCLAIMER:
Please keep in mind that none of the solutions proposed under are certified to work. The provided Bluetooth 4 dongle we
provide is certified to work with any ProTubeVR's haptic devices. bHaptics being a different company and using a
different technology, we ask you not to expect a magical working solution.
 
1 -  Get which Bluetooth 4 dongle bHaptics used to provide with their products and aquire it.
 
2 - Find a Bluetooth 4 dongle that is not Realtek. It may take tries and errors to find one that works well with both
ProTubeVR and bHaptics devices. Asus USB-BT400 and TP-Link UB400 dongle has been reported to work! 
 
3 - For users with onboard Bluetooth from motherboard or PCIE Card that is Intel Chipset AX200, AX210, or AX220. Make
sure to install WiFi antenna even if you don't use WiFi, because it boosts BT signal strength.
 
Note: Bluetooth transmitters have a limit on how many devices can be actively paired simultaneously. This means it is
not possible to use every single bHaptics product while also using 2 of our haptic devices (ForceTube+ProVolver, or 2X
ProVolver).
 



Tutorials

____________________________________________________________________________________________________
____________________________________________

The ForceTube and the ProVolver use the same Haptic technology, so all the following instructions
are similar for both. If there are any differences, we will let you know.
As the ForceTube is the original product, all the haptic devices are called “ForceTube” on the
Bluetooth pairing and on the Companion app.

____________________________________________________________________________________________________
____________________________________________

ForceTube

ForceTube Gen2
Discontinued

ForceTube Explorer ForceTube Storm

Haptic Setup
INTRODUCTION

1 - HAPTIC DEVICES



ProVolver

ProVolver Explorer
Discontinued

ProVolver Elite

____________________________________________________________________________________________________
____________________________________________

There are 2 LEDs inside the haptic device:

The first little one is always red and means the module’s microcontroller is on.
The second one is the battery level LED, it changes accordingly:

White: 80 to 100%
Green: 30 to 80%
Red: <30%
Orange: Haptic device is plugged and charging.
It blinks red very quickly (3 Hz) if you have a battery cell with a too low charge
level to work. In this state, the module will not work and needs to be charged.
Blue: Haptic device overheat. The module will lock itself and won’t work for a
while, until it has cooled down. Once the blue LED is off, you can use the module
again.

The bigger LED blinks when the haptic device is not connected to an application (not to be
confused with not paired) and is steady when connected. 

After unboxing, the first thing you will need to do is charge your device. It arrives on low charge
and takes about 6-8 hours to full charge*. You will know it is charging by the yellow/orange LED
when plugged in. To charge it, use the provided cable on a PC USB port, or 500mA USB charger.

2 - BATTERY AND LED



Again, if you do not see a yellow/orange LED when plugged in, it is not charging, and you will need
to try a different power source.
*After full charge, unplug the module without too much delay. Overcharging is the best way to
damage batteries and shorten their lifespan.

Important: trying to use a USB-C-to-USB-C or an electrical outlet instead of your PC can result in the
module not receiving any charge or damaging the battery cell. You should use it as instructed
above for it to charge!

The battery level LED turns orange when the module is charging. After 6 to 8 hours of charging,
your Haptic device will be fully charged. You can check it by unplugging it (restart it if it shuts down
when unplugging) and check that the battery level LED is white.

We also recommend that you charge your device every 5-6 months if it is not actively in use.
Also, charge it only when the battery is low (battery level LED becomes red), avoiding the battery
cell to be damaged.

Important notice: It is best to keep the battery level between 20 and 80% to assure a longer
battery life.
So only green battery level.
Also, it is recommended to store the module with a battery over 80% when not used for over a
month. Avoiding the battery to be damaged.

____________________________________________________________________________________________________
____________________________________________

To use the Haptic device, you first need to power it on and pair it with Bluetooth on your OS
(Android for Meta Quest and Windows for PC HMDs).

If your computer does not have Bluetooth 4, plug in the provided Bluetooth dongle, and enable
Bluetooth.
(If you have BT5, you will need to disable it on the device manager first, then plug the provided
dongle)
To pair it to Windows 10, power your module on and make sure it is not connected to another
computer/phone/Meta Quest before (the batteries level LED should blink). 

Windows 11 user, please check those settings first:

3 - BLUETOOTH PAIRING

3.1 - On Windows
......................................................................................................................................................
...................................................................



In "Bluetooth & other devices > Devices" (Bluetooth & other devices>view more devices)
change the option "Bluetooth devices discovery" to "Advanced".
Click on the "More Bluetooth settings" and check the "Allow Bluetooth devices to find this
PC" box.

Windows 10 user, you can skip to those following steps directly:

1. Open the Windows settings.
2. Click "Devices".
3. Click "Bluetooth and other devices".
4. Turn on Bluetooth if it isn't done.
5. Click "Add Bluetooth or other device".
6. Click "Bluetooth".

7. All the haptic devices are called “ForceTube” on the Bluetooth pairing and on the
Companion app.
Your module should appear with numbers aside. It’s your module’s unique ID. 

8. Click on your ForceTube.
9. Wait a few seconds while your module is pairing to Windows. It may ask to check a code,

just skip and proceed. 

Troubleshooting:“

https://help.protubevr.com/uploads/images/gallery/2025-04/yCQimage.png


If your Haptic device is paired on Windows but cannot connect to games or the
Companion Application, it may be due to a pairing with the bad Bluetooth
transmitter (mainly Windows problem).

Windows OS can only allow one Bluetooth transmitter, but all devices ever
paired to one transmitter cannot be paired to another from the same computer
at the same time.

This problem can occur if you have different Bluetooth transmitters installed or
even if you moved your Bluetooth dongle to a new USB port and Windows had
difficulties recognizing it, assuming it is a new Bluetooth dongle even if it isn't.

So, you should try to remove the ForceTube from your Bluetooth devices to pair
it again.
If you have difficulties to remove it:

1. Go to your Device Manager.
2. Click on "View".
3. Click on "Show Hidden Devices".
4. Open the "Bluetooth" tab.
5. In this "Bluetooth" tab, uninstall all unconnected devices (they have

lighter icons) by right-clicking them and selecting "Uninstall device"
and restart your computer.

6. Once done, try to pair again your module on Windows.

If you accidentally remove a device, you should not, try to unplug it, restart your
computer, and plug it again.



The picture shows 2 important things:

1. There are two Bluetooth transmitters. Here, "Generic Bluetooth Radio",
is the one provided with your product. The other one needs to be
disabled.

2. The elements in light blue (transparent) are paired devices but are not
connected.

Additional Connection Troubleshooting:

If after the troubleshooting steps you still cannot get the haptic device to
connect to the companion app or games, or perhaps to be seen by Bluetooth to
pair, here are some more steps to try:

1. If you have an Android phone:

Download the APK on our GitHub.
Install the ForceTube’s Android application APK on your phone.
Try to pair the haptic device to your phone (like a normal Bluetooth
device) with the application.

If you see it and the module is pairing, then the problem is
somewhere on your computer.

“

https://github.com/ProTubeVR/ForceTubeVR-User-Content/raw/master/Android%20Applications/ForceTubeForAndroid.apk


To pair a haptic device on Meta Quest:

1. Power on the module and the Meta Quest. The haptic module’s battery LED should blink.
2. On the Meta Quest, access the Bluetooth settings.
3. Start the process of pairing a new device and look for the device named “ForceTubeVR

#######”.
4. Click on the device and wait until the “Pair” button shows, then click on it.
5. Your module is now paired to your Meta Quest standalone HMD.
6. At this point, the module’s LED will continue blinking, showing that it is not connected.
7. The module will only “connect” and have a stable LED once a compatible game is

launched (refer to part 4.1 below).

____________________________________________________________________________________________________
____________________________________________

If it still does not connect, contact our Customer service on our

website.

2. If the problem is on your computer, the first thing to check is the
Bluetooth dongle.

If you were using one you already had, try uninstalling it and using the
provided one.
If you were using the provided dongle, try uninstalling it, unplug it,
restart your computer, and plug it on different USB ports (on the front
of the PC is best). 

If after trying various USB ports it still does not work, then the
issue is likely the Bluetooth dongle. Contact our Customer

service on our website to have your Bluetooth dongle replaced.
Alternatively, simply acquire another Bluetooth dongle to test. It
must be 4.2 Bluetooth compatible or less.

 3.2 - On Meta Quest
......................................................................................................................................................
...................................................................

4 - PLAY

4.1 - Native integration in games
......................................................................................................................................................

https://www.protubevr.com/en/content/6-customer-support
https://www.protubevr.com/en/content/6-customer-support
https://www.protubevr.com/en/content/6-customer-support
https://www.protubevr.com/en/content/6-customer-support


Some games integrate the haptic device to be natively compatible.

List of compatible games (Reddit post)

You can refer to this Reddit post to see the list of all natively compatible games.
This list show which games can be played with our haptic devices without needed an external app.
It also explains which game has which feature (rifle, handgun, both-handed handguns or multi
device supports).
It also tells on which platform the compatibility is supported (represented by a link to the related
platform’s store).

You are invited to read everything from this post, as every information is crucial.

For PCVR users (Steam), some games have mods that allow native compatibility.
Some manipulation is required, so please refer to the list of native mods (Reddit post).

These natively compatible games only need you to keep a paired module when you launch them,
and it will automatically connect.
You can adjust the power and duration of haptic feedback using the Companion Application, but
this application is not mandatory for those games.

For more details, go to section 5.

Other (non-natively compatible) games will work with the haptic devices if you launch them via
SteamVR and use the Companion Application.

For more details, go to section 5.

When playing with Meta Quest headset using the Quest link/Air link/Virtual Desktop/Steam Link, if
the Steam game has an OculusVR Mode, Steam may start it with this mode by default, so you need
to make sure Steam uses SteamVR (OpenVR):

Find the game’s .exe file.
Right click -> Properties -> Compatibility.
Check “run compatibility mode” option and select windows 7.

...................................................................

4.2a - Backward compatibility with SteamVR
......................................................................................................................................................
...................................................................

4.2b - Playing with an Oculus/Meta Quest standalone Headset
......................................................................................................................................................
...................................................................

https://www.reddit.com/r/ProTubeVR/comments/ku0iy4/list_of_native_forcetubevr_titles/
https://www.reddit.com/r/ProTubeVR/comments/10ey1o0/list_of_mods_for_forcetube_provolver_integration/
https://store.steampowered.com/app/2649770/ProTubeVR_CompanionApp/


Check “run this program as administrator”.
Apply the changes.
Go to your steam library.
Right Click -> Properties -> General.
Write “-openvr” in the launch options.

Be sure to launch your games from SteamVR, especially if using Virtual Desktop (do not launch
games directly from it).

____________________________________________________________________________________________________
____________________________________________

The companion application allows our haptic devices to work with any games launched through
SteamVR to have haptic feedback. Even those that are not natively compatible.
For more information, and how to use it, please refer to the Companion App documentation.

You can download the Companion App (Steam) here.

Have fun!

5 - STEAM COMPANION APPLICATION (FOR WINDOWS)

https://www.protubevr.com/en/content/88-companion-app-for-haptic-accessories
https://store.steampowered.com/app/2649770/ProTubeVR_CompanionApp/


Tutorials

Overview
Our haptics products (ProVolver pistol and ForceTube shoulder stock) simulate
the recoil of your firearm on your hand and/or shoulder. VR immersion exceeds
all expectations.
 
They replicate weapons from small to heavy firearms, even lasers, and the
firing mode (single shot, burst, full auto).
 
The magic happens thanks to our developers, who were able to "capture" the
game's signals when your virtual gun fires.
This way, the haptic module knows:

when you pull the trigger and when you stop,
the firing rate (the time between shots),
the strength of the recoil (depending on the caliber),
the rumble (depending on the caliber and firing mod). 

It is a lot more precise and realistic than the other methods (sound detection
and physical trigger, activating each time you pull the trigger). 

provollver haptic pistol
forcetube haptic gun stock

We work with VR studios to integrate
our force feedback modules directly
into the games.
 
This collaboration allows :

a "plug and play"
solution
greater precision with the
weapons feedback,
in-game customization of
the experience,
the use of the haptic
module with Oculus / Meta
Store's games,

Native compatibilities
In addition to these titles, wonderful
modders from the community are
adding mods to enable native
integration into popular games that
do not.
 
For games with such a mod, usage of
the Companion App SteamVR
compatibility feature is not required,
just like with native titles.

Mod compatibility
For PCVR games that are neither
native nor have a mod, you need to
use the Companion App SteamVR
compatibility feature. 
 
For PCVR games that are native, you
can use the Companion App to
finetune your experience. 

SteamVR compatibility

Haptic Compatibility and VR
Games



List of compatible games

The native integration is present in over 60 titles across multiple platforms including PC, Quest, & Pico headsets. This
list of native titles is growing continuously. 
 
You can sort by compatibility type, name etc... Mod links are available by clicking on the link mode button.
 
It's best to browse the table in desktop or landscape version of the phone.
 
If you do not see a game you play on this list or the mods list above in important links, there is a backwards compatibility
tool specifically for SteamVR/OpenVR. Otherwise, hit up the devs of the game in question and request they add support.
 
NOTE: All Quest games work on Quest 2, Pro, 3, and 3S unless otherwise explicitly stated.
 

Meta Quest titles

Titles name and link to shop Recommended
device Information

ARK&ADE

Alvo

Augmented Defender

Enable in Profile, Guns
Quest 3 & 3S exclusive
mixed reality title, not
compatible with Quest 2 or
Pro

https://www.oculus.com/experiences/quest/4609792345698021/
https://www.oculus.com/experiences/quest/6937410016334124/
https://www.meta.com/experiences/5128569437244342/


Cactus Cowboy 3 Fully
Loaded 

FREE GAME!!!
Enable in options

Clay Hunt VR

Crisis Brigade 2 reloaded

Gambit!

GUNS | DEMO

Larcenauts

Mission X Arena LBVR Arcade

Onward
Enable in Settings>Haptics
No haptic with handguns

https://www.oculus.com/experiences/quest/4182707631759769/
https://www.oculus.com/experiences/quest/4182707631759769/
https://www.oculus.com/experiences/quest/4341884889233002/
https://www.oculus.com/experiences/quest/5167901379894551/
https://www.oculus.com/experiences/quest/3580009512106870/
https://www.meta.com/en-gb/experiences/8960111530681079/
https://www.meta.com/en-gb/experiences/7394342280606798/
https://www.oculus.com/experiences/quest/3126295830741280/
https://missionxvr.com/index
https://www.oculus.com/experiences/quest/2677344882310094/


ProHibition (SideQuest)
ProTubeVR's SideQuest
demo

Shock Troops

Sniper Elite VR
Enable in Settings>Controls
page 2

Sniper Elite VR: Winter
Warrior

Space Pirate Trainer DX

Sweet Surrender VR
Enable in
Settings>Vibrations

VR Practical Shooting

Warchasm Choose L/R in settings

https://github.com/ProTubeVR/ProHibition/blob/master/Prohibition.apk
https://www.oculus.com/experiences/quest/5092088964195390/
https://www.oculus.com/experiences/quest/2544573735586536/
https://www.meta.com/en-gb/experiences/6011996155534803/
https://www.meta.com/en-gb/experiences/6011996155534803/
https://www.meta.com/en-gb/experiences/1663790613725314/
https://www.oculus.com/experiences/quest/4723352327707414/
https://www.oculus.com/experiences/quest/3875542155842635/
https://www.oculus.com/experiences/quest/3619628068084513/


ZAP Enable in menu

Zero Caliber: Shooting
Range

FREE GAME!!!
Enable ProTubeVR in
settings under haptics;
choose L/R in settings

Zero Caliber 2
Enable ProTubeVR in
settings under haptics;
choose L/R in settings

Zombie Army VR

SteamVR titles

Titles name and link to shop Recommended
device Information

Alvo

Cactus Cowboy 3 Fully
Loaded

FREE GAME!!!
Enable in options

https://www.meta.com/experiences/zap/6399664690055006/
https://www.meta.com/experiences/zero-caliber-shooting-range/28977152765262966/
https://www.meta.com/experiences/zero-caliber-shooting-range/28977152765262966/
https://www.meta.com/experiences/6072194326150034/
https://www.meta.com/experiences/zombie-army-vr/6133688003342021/
https://store.steampowered.com/app/2000590/Alvo_VR/
https://store.steampowered.com/app/1657760/Cactus_Cowboy_3__Fully_Loaded/
https://store.steampowered.com/app/1657760/Cactus_Cowboy_3__Fully_Loaded/


Cactus Cowboy - Desert
Warfare

Contractors No haptic with handguns

Crisis Brigade 2 reloaded

Dead Second
For double wielding
ProVolvers, swipe L/R
channels in settings

Gambit!

Gun Club VR

Half-Life 2: VR Mod

Half-life 2: VR Mod -
Episode One

Half-life 2: VR Mod -
Episode Two

Honor and Duty: D-Day

https://help.protubevr.com/uploads/images/gallery/2025-07/zF2header.jpg
https://store.steampowered.com/app/2554800/Cactus_Cowboy__Desert_Warfare/
https://store.steampowered.com/app/2554800/Cactus_Cowboy__Desert_Warfare/
https://store.steampowered.com/app/963930/Contractors/
https://store.steampowered.com/app/1066180/Crisis_Brigade_2_reloaded/
https://store.steampowered.com/app/2139350/Dead_Second/
https://store.steampowered.com/app/1736120/Gambit/
https://store.steampowered.com/app/691320/Gun_Club_VR/
https://store.steampowered.com/app/658920/HalfLife_2_VR_Mod/
https://store.steampowered.com/app/2177750/HalfLife_2_VR_Mod__Episode_One/
https://store.steampowered.com/app/2177750/HalfLife_2_VR_Mod__Episode_One/
https://store.steampowered.com/app/2177760/HalfLife_2_VR_Mod__Episode_Two/
https://store.steampowered.com/app/2177760/HalfLife_2_VR_Mod__Episode_Two/
https://store.steampowered.com/app/1316000/Honor_and_Duty_DDay/


Hot Dogs, Horseshoes &
Hand Grenades (H3VR)

Larcenauts

Onward
Enable in Settings>Haptics
No haptic with handguns

Pavlov VR

Enable in Settings
(Do not mistake for "Pavlov
Shack" on Quest, which is
not compatible)

Resist Enable in Settings

Sniper Elite VR 
Enable in Settings>Control
page 2

STAND OUT : VR Battle
Royale

SURV1V3
Haptics only work when in a
match

https://store.steampowered.com/app/450540/Hot_Dogs_Horseshoes__Hand_Grenades/
https://store.steampowered.com/app/450540/Hot_Dogs_Horseshoes__Hand_Grenades/
https://store.steampowered.com/app/421190/Larcenauts/
https://store.steampowered.com/app/496240/Onward/
https://store.steampowered.com/app/555160/Pavlov_VR/
https://store.steampowered.com/app/1914750/Resist/
https://store.steampowered.com/app/752480/Sniper_Elite_VR/
https://store.steampowered.com/app/748370/STAND_OUT__VR_Battle_Royale/
https://store.steampowered.com/app/748370/STAND_OUT__VR_Battle_Royale/
https://store.steampowered.com/app/722180/SURV1V3/


Sweet Surrender VR
Enable in
Settings>Vibrations

Tales of Glory 2 -
Retaliation

Vertigo 2
Choose L/R hand in
gameplay settings before
playing

Virtual Battlegrounds

Virtual Hunter

Warchasm Choose L/R in settings

War Dust VR: 32v32
Battlefields

Zombie Army VR

Meta Rift titles (PC)

https://store.steampowered.com/app/638130/Sweet_Surrender_VR/
https://store.steampowered.com/app/1089780/Tales_Of_Glory_2__Retaliation/
https://store.steampowered.com/app/1089780/Tales_Of_Glory_2__Retaliation/
https://store.steampowered.com/app/843390/Vertigo_2/
https://store.steampowered.com/app/823940/Virtual_Battlegrounds/
https://store.steampowered.com/app/1549850/Virtual_Hunter/
https://store.steampowered.com/app/1184260/Warchasm/
https://store.steampowered.com/app/957790/War_Dust_VR_32v32_Battlefields/
https://store.steampowered.com/app/957790/War_Dust_VR_32v32_Battlefields/
https://store.steampowered.com/app/2058030/Zombie_Army_VR/


Titles name and link to shop Recommended
device Information

Contractors

Onward Enable in Settings>Haptics

Sniper Elite VR
Enable in Settings>Control
page 2

Zombie Army VR

Pico titles

Titles name and link to shop Recommended
device Information

Contractors

Larcenauts

 

https://www.oculus.com/experiences/rift/2250162051701470
https://www.oculus.com/experiences/rift/1216866718419997/
https://www.oculus.com/experiences/rift/1501313913294054
https://www.meta.com/fr-fr/experiences/pcvr/zombie-army-vr/4971177679604182/


List of haptic mods (PC)

Here you will find all the mods currently available that add native support for our haptic products (ForceTube and/or
ProVolver) to games that don't already have it. Instructions on how to set up each mod should be available within each
link. All of these mods are PC only.
A big thank you to the modders who have decided to add our plugin to their mods.
If there is a game you would love to see a mod for, please hop into our Discord #haptic-mods channel and let the
modders (@haptic modder) know. To date, native integration has been added to pre-existing bHaptics mods.
 
NOTE: Unless stated otherwise directly within the download page, each mod supports 2x haptic devices. This will either
be left/right hand channels, or both on the same channel. It depends on the game. If you happen to own 3 ProTubeVR
haptic devices, you can only have 2 of them in your PC BT device history when using any of the mods for them to work.
When you have 3 or more in BT device history, even if you only power on 1 device to connect, functionality may not send
kick to your powered device.

Titles name and link to mod Recommended
device Information

After The Fall

Arizona Sunshine

Arizona Sunshine 2

Audica

https://discord.gg/YTbMEk3zT9
https://store.steampowered.com/app/751630/After_the_Fall/
https://github.com/Astienth/AfterTheFall_Provolver/releases/latest
https://store.steampowered.com/app/342180/Arizona_Sunshine/
https://www.nexusmods.com/arizonasunshine/mods/3
https://store.steampowered.com/app/1540210/Arizona_Sunshine_2/
https://github.com/Astienth/ArizonaSunshine2_protube/releases/tag/1.0
https://store.steampowered.com/app/1020340/AUDICA_Rhythm_Shooter/
https://www.nexusmods.com/audica/mods/2/


Bonelab

Boneworks

Compound

Crossfire Sierra Squad

https://store.steampowered.com/app/1592190/BONELAB/
https://www.nexusmods.com/bonelab/mods/163/
https://store.steampowered.com/app/823500/BONEWORKS/
https://github.com/Astienth/Boneworks_Protube/releases/latest
https://store.steampowered.com/app/615120/COMPOUND/
https://github.com/Astienth/ProTube_Compound/releases/tag/1.0
https://help.protubevr.com/store.steampowered.com/app/1636030/Crossfire_Sierra_Squad/
https://github.com/Astienth/CrossFireSierraSquad_Provolver/releases/tag/1.0


DOOM 3 Quest

(Team Beef Quest Port)
IMPORTANT! You must

own the game on PC to be
able to transfer to Quest
following instructions on

the website. You must also
run the haptic service

provided in instructions
below before you run the
game, every time you run
the game for it to work.

Instructions First install
the Haptic Service. Once

installed, run it once to give
it the permissions required
for bluetooth Google Docs
hapticservice-v0.2.0.apk
Once you've done that,

you'll need this version of
Doom3Quest. Google Docs

doom3quest-1.2.2-
forcetube-beta1.apk if

you've not played
Doom3Quest, then you'll

need install the apk, run it
once to give it file system
permissions, then you can

follow the installation
instructions (for copying

the pak files to the quest)
on here

Duck Season

Far Cry VR Mod

Gazzlers

GTFO

Guardians Frontline

https://store.steampowered.com/app/208200/DOOM_3/
https://www.doom3quest.com/
https://store.steampowered.com/app/9050/DOOM_3/
https://drive.google.com/file/d/1nY38mbyoJJTwxUsVArE2c2SILuJixcPn/view?usp=sharing
https://drive.google.com/file/d/1bfM2sShXx0CwAcULttMliOImyZIELnzY/view?usp=sharing
https://www.doom3quest.com/
https://store.steampowered.com/app/503580/Duck_Season/
https://github.com/Astienth/DuckSeason_bHaptics/releases/tag/0.1
https://help.protubevr.com/uploads/images/gallery/2025-07/HA2header.jpg
https://farcryvr.de/
https://store.steampowered.com/app/1707620/GAZZLERS/
https://github.com/Astienth/Gazzlers_Provolver/releases
https://store.steampowered.com/app/493520/GTFO/
https://github.com/DSprtn/GTFO_VR_Plugin
https://store.steampowered.com/app/1481440/Guardians_Frontline/
https://github.com/Astienth/Guardians_Frontline_Protube/releases/latest


Half-Life: Aylx

High on Life

Into the Radius

Into the Radius 2

Jedi Knight XR - Outcast /
Academy

Mod available on PCVR,
Pico and Quest

(Team Beef Quest Port)
IMPORTANT! You must

own the games on PC to be
able to transfer to

standalone headset
following the instructions
on the SideQuest page.

INTEGRATION DOES NOT
WORK ON QUEST 3

CURRENTLY

Medal of Honor Above and
Beyond

Metal Hellsinger

Pistol Whip

Resident Evil 7 Biohazard

Resident Evil Village

https://store.steampowered.com/app/546560/HalfLife_Alyx/
https://github.com/Astienth/Provolver_HalfLifeAlyx/releases/tag/1.0
https://store.steampowered.com/app/1583230/High_On_Life/
https://github.com/Astienth/HighOnLife_bHaptics_ProtubeVR/releases/latest
https://store.steampowered.com/app/1012790/Into_the_Radius_VR/
https://github.com/Astienth/Provolver_IntoTheRadius/releases/latest
https://store.steampowered.com/app/2307350/Into_the_Radius_2/
https://github.com/Astienth/IntoTheRadius2_bHaptics
https://sidequestvr.com/app/15472
https://sidequestvr.com/app/15472
https://store.steampowered.com/app/1402320/Medal_of_Honor_Above_and_Beyond/
https://github.com/Astienth/MedalOfHonorAAB_bHaptics_ProVolver/releases/tag/1.0
https://github.com/Astienth/MedalOfHonorAAB_bHaptics_ProVolver/releases/tag/1.0
https://store.steampowered.com/app/1061910/Metal_Hellsinger/
https://github.com/Astienth/MetalHellsinger_bhaptics/releases/tag/0.1
https://store.steampowered.com/app/1079800/Pistol_Whip/
https://www.nexusmods.com/pistolwhip/mods/3
https://store.steampowered.com/app/418370/Resident_Evil_7_Biohazard/
https://github.com/Astienth/RE7_bHaptics_Provolver/releases/tag/1.0
https://store.steampowered.com/app/1196590/Resident_Evil_Village/
https://github.com/Astienth/RE8_bHaptics_Provolver/releases/tag/1.0


Superhot VR

The Light Brigade

The Living Remain

The Walking Dead Saints &
Sinners 2 Retribution

Vertigo Remastered

Zombieland VR Headshot
Forever

Games on this list do not currently work for one or more platform. Which platforms will be specified.

Titles with broken compatibility

Alvo: Pico
ARK-ADE: SteamVR, Pico
Cactus Cowboy Plants At War: all platforms
Contractors: Quest
Crisis Brigade 2 reloaded: PCVR
Dead Second: Quest
Ghosts of Tabor: all platforms
Gun Club VR: Pico, Quest
Resist: Quest

https://store.steampowered.com/app/617830/SUPERHOT_VR/
https://github.com/Astienth/Provolver_SuperHot/releases/tag/1.0
https://store.steampowered.com/app/1579880/The_Light_Brigade/
https://www.nexusmods.com/thelightbrigade/mods/2/
https://store.steampowered.com/app/594220/The_Living_Remain/
https://www.nexusmods.com/thelivingremain/mods/2/
https://store.steampowered.com/app/1947500/The_Walking_Dead_Saints__Sinners__Chapter_2_Retribution/
https://github.com/Astienth/TWDSS_Retribution_bhaptics_protube/releases/tag/1.0
https://github.com/Astienth/TWDSS_Retribution_bhaptics_protube/releases/tag/1.0
https://store.steampowered.com/app/1318090/Vertigo_Remastered/
https://www.nexusmods.com/vertigoremastered/mods/2
https://store.steampowered.com/app/1296970/Zombieland_VR_Headshot_Fever/
https://www.nexusmods.com/zombielandvrheadshotfever/mods/2/
https://www.nexusmods.com/zombielandvrheadshotfever/mods/2/


SteamVR and the Companion App
For the games without native compatibility, we made a
"Companion App", synchronizing your computer and the
feedback module.
 
When used with PCVR/SteamVR games, this application
will recognize the signals sent by the games to the
headset, and activate the haptic module accordingly.
 
Learn all you need to know about the Companion App.

companion app steam page

Troubleshooting
Before launching the game

Make sure to power on your haptic device(s) before launching the game to ensure the game sends signals to them
properly.
 

Compatible games connect but do not send kick or rumble events

If you power on a device after the game launches, it may connect to the game like normal, but not receive any
kick/rumble events.
 
In this case, simply close and open the game again.
 
Similarly, if for whatever reason you have to power off a device, you will still likely need to restart the game.
 

For Meta Quest 2/3/Pro on PCVR

When using Meta Quest/2/Pro to run a PCVR game, make sure to remove your haptic devices from the headset's
Bluetooth devices history.
 
To use your haptic device with a PCVR game, it needs to be connected to PC Bluetooth. Doing this eliminates any
potential connection issues.
 

https://www.protubevr.com/en/content/88-companion-app-for-haptic-accessories
https://bit.ly/PTVR-CompApp


PC Connection issues 1

Make sure only one Bluetooth transmitter is on your PC.
 
If your OS is Windows 11, you need to enable Advanced Bluetooth. 
 
If using on board Bluetooth (built into the motherboard), make sure any Wi-Fi antenna that came with it is connected.
 
On motherboards with built-in Wi-Fi/Bluetooth, Bluetooth uses the Wi-Fi antenna to boost its signal.
 
If using a dongle, make sure any on board Bluetooth is disabled, and that only one Bluetooth dongle is connected
 

PC Connection issues 2

- If on board Bluetooth isn't working, try the included dongle, following the steps above.
 
- If the dongle isn't working, try different USB ports.
 
- If it still doesn't work, make sure in devices & printers or device manager that it is functioning properly.

- If it is functioning properly and after a PC reboot it still doesn't work, hit up support, and in the meantime consider
trying/getting another dongle.
 
Realtek Bluetooth chipsets don't work with our devices, so make sure to get something from Intel.
 

Meta Quest 2/3/Pro connection issues 1

Make sure both the haptic device(s) and Headset have full power.
 
If the issue persists, remove the haptic device(s) from Bluetooth devices in the headset then fully power off the headset
then power it off, and try pairing the device(s) again.
 
This step may also be necessary after headset system updates.
 

Meta Quest 2/3/Pro connection issues 2

Make sure you understand how the device behaves when connected to your headset.
 
Default behavior is for headset to show a code, you need to 'confirm' then choose to connect. Simply connect when it
shows the code.
 
At this point in time, it will show up in device history, not actively paired/connected.
 
It will be in standby mode, with the white or green light blinking indicating standby mode until you launch a native game.
 
It will then connect to the game.
 
Some games require enabling haptics in the options, before it will connect.
 
Some of these may require restarting the game after enabling for the device(s) to connect.
 



Meta Quest 2/3/Pro connection issues - More than 2 haptic devices

If you have more than 2 ProTubeVR haptic devices, you may encounter disconnect/reconnect issues when in a game if all
3 are connected to your headset.
 
To solve this, go to settings like you want to pair a new BT device, and in the BT device history, remove the haptic device
listed that you are not actively using for the game in question.
 
This should solve the issue.


