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__________________________________________________________________________________________ 

Abstract: Virtual Reality yet another creation by mankind which will lead to a great change in the human 

society. As, we know about the importance of this digital age which led lead us to a whole new realm. Now, the 

question arises, Will Virtual Reality cause people, and society as a whole, to lose their ‘grip’ on the real world? 

Or is it just yet another advancement which will bring us to the next level? Like any another technological 

development it has its pros and cons. Virtual reality (VR) could be a technology that permits a user to act with 

computer-simulated surroundings, be it a true or unreal one. Most current virtual environments are primarily 

visual experiences, displayed either on a visual display unit or through special stereoscopic displays, however 

some simulations embody further sensory data, like sound through speakers or headphones. Some advanced, 

exteroception systems currently embody tactile info, typically called force feedback, in medical and recreation 

applications. Virtual Reality is taken into account amongst one of the foremost exciting technologies nowadays, 

perpetually evolving and rising. According to Eric Drexler, a world renowned pioneer of this field, VR is "A 

combination of computing and interface devices (goggles, gloves, etc.) that gifts a user with the illusion of being 

in an exceedingly 3 dimensional world of computer generated objects." The term virtual reality, isn't finite in its 

that means, however typically includes desktop VR, immersion VR, wherever the spectacles and gloves area unit 

used, and projection VR. The virtual reality technology isn't nonetheless excellent and still too pricy for the 

individual. The utilization of high-end VR is especially restricted to larger corporations, and to special areas 

like medical surgery and pilot coaching. Home users are restricted to desktop virtual reality programs, that lets 

them navigate in three-dimensional worlds, however rarely offers the sensation of truly being there. The 

entertainment industry has nonetheless to embrace the technology fully scale, however in his book virtual reality 

Howard Rheingold states, Virtual Reality nowadays is used in architecture, engineering and design, tomorrow 

in mass-market entertainment, surrogate travel, virtual surgery, by following century VR can have reworked our 

lives. Users will move with a virtual setting or a virtual artefact (VA) either through the utilization of normal 

input devices like a keyboard and mouse, or through multimodal devices like a wired glove, the Polhemus boom 

arm, and position treadmill. The simulated setting may be just like the real world, for instance, simulations for 

pilot or combat coaching, or it will take issue considerably from reality, as in VR games. 

 

Keywords Used: Virtual Reality 

__________________________________________________________________________________________ 

 

I. INTRODUCTION 

Using a VR receiver, we're placed into a 3D simulated reality that we inspect in 360 degrees, rather like within 

the planet. We will sometimes move with the virtual atmosphere, and, in some cases, even move around. 

VR headsets use stereoscopic displays to immerse us within the simulated world, and a lot can go with 

controllers which enable us to envision our hands before us, permitting us to move with additional parts of 

whichever virtual expertise we are taking part in. Some examples are PlayStation VR, HTC Vive, etc. 

 The goal is to align the person’s head and eye movements with changes within the virtual world to form the 

illusion of an alternate reality. 

VR may be accustomed in describing straightforward virtual experiences, like observing 360 degree photos as if 

you are within the actual atmosphere, and far additional advanced experiences like VR games and interactive 

films. 

It is additionally distinct from modified reality, or AR, that may be a term accustomed to describe virtual 

pictures and simulations are unit overlaid onto real environments. The Microsoft HoloLens, a holographic 

computer device designed into a receiver, is that the most salient example of associate degree AR receiver. 

As with any new technology, the appearance of computer game brings with it a bunch of recent specifications, 

most of which may appear slightly confusing. 
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II. TYPES OF VIRTUAL REALITY 

Virtual Reality worlds could also be classified into 2 classifications relying upon the consequences their viewers 

will exert upon the planet. they will be classified as either PASSIVE or INTERACTIVE. 

PASSIVE. in an exceedingly passive VR world, the viewer will observe and acknowledge, however he cannot 

alter it. A standard example could be a typical flick. The viewer might become terribly immersed, or lost, within 

the world of the flick, its locations and actions. As it seems to the viewer, he will have completely no impact on 

the result. Such worlds will give sense inputs to any of the senses to extend the realism of the expertise. we've 

seen variety of moves during this direction within the flicks. Colors are additionally added. Sound provided 

another sense. Stereo sound will convey the impact of motion. The employment of surround sound takes this 

one step farther. incurvate screens (or even encompassing screens) will raise the impact of reality "being there". 

Cinerama movies used 3 cameras and 3 projectors to produce a large image on a incurvate screen. Stereo sound 

will enhance the impact, one among the first Cinerama movies opened with a read through the window of the 

door of AN craft many thousand feet up. This was shown with one projector on the middle screen. Shortly into 

the flick, the craft door was opened. at the same time, the opposite 2 projectors were turned on and therefore the 

sound volume was redoubled, giving a really realistic impact of standing within the door. All such sense inputs 

increase the sensation of being "in" the virtual world, even if the viewer cannot have an effect on his virtual 

surroundings. 

 

INTERACTIVE. In virtual worlds the viewer will interact together with his virtual surroundings. within the 

house tour delineated higher than the viewer may open a drawer or amendment his speed or direction through 

the house. this can be the kind of system we tend to sometimes think about after we mention computer game. 

Here, the viewer not solely will observe a created world however will cause things to happen in it, amendment 

the scene by moving objects, or maybe have an effect on the action. 

The degree to that the user will move with the virtual world will vary wide from one system to a different. The 

interaction is either single or multi-sense. for instance, in an exceedingly house tour you open a drawer. In one 

system you will move your hand and see the drawer open. In another, a lot of advanced, system you not solely 

see the virtual hand open the drawer, however you furthermore may feel the bit of the virtual drawer on your 

real hand. Obviously, such a system would need rather more complicated style than one sense system. 

Whether a system permits interaction with only 1 or multiple senses, the capabilities of interaction (degrees of 

action) also can vary. victimisation the house tour as VR example once more, one system might enable you to 

regulate the speed at that you progress through the house however need that you simply follow a preset route. 

Another might enable changes in route: go into one space one trip, a distinct one next time. A lot of advanced 

system may enable not only in solely changes but in speed of walking and variations of route, however may 

additionally enable you to change the viewing angle and appearance around in several directions. One system 

may enable you to open drawers, another to maneuver objects from one location to a different. Also the degrees 

of action and the sophistication of the system. 

A system also can be a lot of interactive if it provides feedback. in barely walking through the house and gap the 

virtual drawer, the sole feedback provided can possible be visual: You see the drawer open. If a correct kind of 

management glove or alternative device is provided, it also can be attainable to "feel" the drawer after you grasp 

it and pull it open. Such systems with tactile feedback will greatly enhance the sensation of reality of the system, 

however need complicated hardware and in depth laptop capabilities 

 

III. CHALLENGES 

The big challenges within the field of VR developing are higher in following systems, finding a lot of natural 

ways that to permit users to act among a virtual atmosphere and decreasing the time it takes to make virtual 

areas. There are not several corporations that are acting on input devices specifically for VR applications. Most 

VR developers have to be compelled to have confidence and adapt technology originally meant for one more 

discipline, and that they have to be compelled to hope that the corporate manufacturing the technology stays in 

business. It might take a team of programmers over a year to duplicate a true area accurately in virtual house. 

Another challenge for VR system developers is making a system that avoids unhealthy engineering. Several 

systems have confidence hardware that encumbers a user or limits his choices through physical tethers. while 

not well-designed hardware, a user might have bother along with his sense of balance or inertia with a decrease 

within the sense of telepresence, or he might expertise cyber sickness, with symptoms which will embody 

disorientation and nausea. Video game depends on the existence of systems that address problems with ‘large 

scale’ virtual environments. within the returning years, as a lot of analysis is finished we have a tendency to see 

VR become as mainstay in our homes and at work. because the computers become quicker, they'll be ready to 

produce a lot of realistic graphic pictures to simulate reality higher. It will be attention-grabbing to examine 

however it enhances artificial reality within the years to come back. It's terribly doable that within the future 

we'll be act with virtual phones. 

 



Aditya et al., International Journal of Emerging Technologies in Computational and Applied Sciences,  17(1), June-August, 2016, pp. 14-16 

IJETCAS 16-208; © 2016, IJETCAS All Rights Reserved                                                                                                                      Page 16 

IV. CONCLUSION 

This paper proposes that technology is very real and so difficult that public cannot be able to differentiate 

whether or not they are inside virtual or actual reality. Technology most actually has the aptitude to travel 

haywire. it's possible that VR can end up to be a technological advancement that humans are unable to manage 

and can take over all of humanity. If society is clever enough to make such a technology it ought to be clever 

enough to choose and manage its penalties. usually times within the history, society in its completeness has been 

subject to selections created by those of the inventors of latest experience, while not in the direction and 

authority of society upon VR it might visit squander, or perhaps end up to be society enemy of types. However, 

just in case of medical field exercises, Medical mental attitude may cause premature and short-sighted clinical 

applications of VR. while not skilled self-regulation, abuse by experimentalists and inept therapists appears all 

too possible. A VR machine is also developed, for clinically excusable functions, to treat phobias or facilitate 

establish adaptive behaviours in response to worry. No matter what humanity is in responsive of video game, the 

individual mind still has instincts that can't be verboten. That's one in all the disadvantages of VR. However, if 

society entirely is left to think about its uses, the affects might be conjointly smart or unhealthy. 
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