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ABSTRACT 

Virtual reality (VR) is a technology which permits communication with a computer-simulated environment, be it one that mirrors the real world or an imaginary 

one. 

The secret to knowing, sensing, and touching the past, the present, and the future is in it. It provides the tool via which we can design and construct our own unique 

reality. It might involve making a video game or enjoying a virtual tour of the world, or it could include travel to an extra-terrestrial world or through our own 

suitable home. By being cautious and keeping an open door policy, we may witness the most terrifying and trying events through virtual reality. Additionally, it is 

used for military education, training, and gaining experience with hypothetical scenarios. 

Nowadays, the majority of people are aware of what virtual reality is. However, we will provide a brief overview of VR in this study, as well as a few important 

elements of its history, terminology, and classes of VR systems, as well as its role in modernization and reviews and analyses of VR. 

while advancing the notion of integrating VR into the mass media industry. 

Keyword’s:- Virtual reality, working, It’s types, survey, history, introduction. 

1. Introduction 

How cool would it be to experience something that does not actually exist. 

To be able to live one's imaginations in front of our eyes is a whole new experience of another world. 

The concept of virtual reality is based on this very definition. 

The creation of virtual reality environments involves computer technology. 

In virtual reality, the user becomes immersed in a space that is three-dimensional. 

Users are immersed in and interact with 3D worlds instead of viewing a screen in front of them. 

Types of VR: 

1.Non-Immersive: 

Virtual reality which is not immersive is often ignored because it's so common. 

Non-immersive VR technology creates a virtual world on a computer, but the user is still aware of and in control of their physical surroundings. 

An excellent instance of non-immersive VR is video gaming. 

The virtual environment can be interacted with using standard devices such a keyboard, mouse, or trackball. 

2.Semi-Immersive: 

This kind of VR delivers an experience which is partially based in a virtual environment. 

With graphical computing and large projector systems, such as flight simulators for aspiring pilots, this kind of VR can be used for educational and 

training purposes. 

http://www.ijrpr.com/
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A semi-immersive VR system consists of a relatively powerful graphic processing unit that can be connected to several television projection systems, a 

large screen monitor, or a large screen projection system. 

3.Fully-Immersive: 

This type of VR has not yet been created but is under development and might be available soon. 

It creates the most realistic simulation experience which can have an effect on sight to sound to sometimes even olfactory sensations. 

For example, Car racing games gives the user the sensation of speed and driving skills. 

For this an HMD (Head Mounted Device) or BOOM (Binocular Omni Orientation Monitor) uses small monitors placed in front of each eye which provide 

stereo, bi-ocular or monocular images. 

How does Virtual Reality actually work? 

The concept of VR is to provide a sense of being present in the environment being simulated by presenting to the eye what it would have seen if it was 

there and, above that the image should change instantly with respect to the point of view.  

Eye parallax is the perception of depth by each eye seeing a slightly different image near it. Objects placed at far distances project the same image on 

each eye.  

The basic outfit for VR is a goggle-like helmet with a display for each eye. Each display shows a slightly different image of what someone would see if 

they were there in the surroundings. When the head is rotated, the image rapidly updates or changes so it feels like the user is making these changes by 

moving their head. But it is actually the computer that is following the head movement. 

Virtual Reality Components: 

Hardware Components: 

There are a major of five hardware components in VR: 

1.Computer workstation: 

A computer workstation is defined as a high-performance microcomputer that is designed to perform technical and scientific tasks. 

They help in manipulation and visualization of different types of complex data such as 3D mechanical design, engineering simulation animation rendering 

of images, and mathematical plots. 

2.Sensory Displays: 

Sensory displays helps in displaying the simulated virtual environment to the user. Some examples of sensory displays are the computer visual display 

unit, the head-mounted display (HMD) etc. 

3.Head mounted displays: 

The Head mounted displays are the goggles that the user wears which presents a screen in front of both eyes of the user. The Oriented sensors mounted 

on the helmet control the view, the segment of the virtual environment generated and displayed. 

4.Visual Display Unit (VDU) or monitors: These are used for the displaying of the simulation. There are two kinds of visual display unit which are the 

CRT monitors and the LCD monitors.  

5.Binocular Omni-Orientation Monitor (BOOM): The structure of BOOM is a mounted 

jointed mechanical arm with tracking sensors that are present at the joints. A counterbalance is also used to stabilize the monitor, so that when the user 

releases the monitor.it remains balanced. The user must hold the monitor and put their face up-to it to see the simulation. 

Software Components: 

There are 4 types of software components: 

1.3D modelling  software 

This software is used in the construction of the geometry of the objects in a virtual world and also details the visual properties of these objects. 

2.2D graphics software 

It manipulates the appearance of the objects to enhance their visual details. 

3.Digital sound editing software 

Digital sound editing software is used to produce and mimic sounds that objects would make within the virtual environment. 
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4.VR simulation software 

The use of this software is to bind all the components together to form the whole simulation. It is used to code the behaviour of the objects and set the 

algorithm that the virtual world would follow. 

II. LITERATURE REVIEW 

Utilising a 3D computer-generated world that the user can explore and interact with to create a real-life simulation of one or more of their five senses 

(Burdea & Coiffet, 2003; Gutierrez, Vexo, & Thalmann, 2008; Guttentag, 2010) is the generally accepted definition of virtual reality (VR). More In 

accordance with CruzNeira, Sandin, DeFanti, Kenyon, and Hart (1992; Williams & Hobson, 1995), the following are the three primary aspects of VR: 

(1) Visualisation, which generally entails the use of a head-mounted display that enables the user to look about; (2) Immersion, which involves the 

suspension of trust and the physical representation of things; and (3) Interactivity, which corresponds to the degree of control over the experience. The 

concepts of "virtual environment" and "virtual world" frequently appear in VR research. In the words of Guttentag (2010), experience VR seems similar 

to being totally immersed in a world that is virtual. In their study on the use of virtual worlds in tourism education, Singh and Lee (2009) additionally 

make use of the term. The concept of "virtual reality" is never used by the authors; rather, they're using the term "virtual environment," even though the 

study's major focus is on concepts that describe VR. as "virtual environment" is not a technical term, it can be defined in research in a range of methods, 

from the simple "e-learning" (Bray, 2002) to probably the most immersive form of VR—virtual worlds. 2009's Singh & Lee 

Mr. Daniel A. Guttentag (2008) explained the broad concept of the application and significance of virtual reality for the travel industry in the article he 

wrote titled "Virtual Reality: Applications and Implications for Tourism." When asked, "What is virtual reality?" He gave a thoughtful response to the 

question and gave a good overview of virtual reality in the travel industry. Which, regardless common, is a suitable question given that, when seeking 

the truth, one might not even be aware of what truth is? The definition of VR used in this research depends on definitions that appear in the literature on 

this topic by Burdea and Coiffet (2003), Vince (2004), and Gutierrez, Vexo, and Thalmann (2008) Interactivity was initially suggested as a necessary 

component of VR by Vince (2004) and Gutierrez et al. (2008), but this paper's definition allows it to be optional so as to discuss more types of technologies 

that are related to tourism and are still very closely related. His main focus was the planning and management of how virtual reality can be implemented 

as substitutes of tourism, while he also wrote about the future of technologies related to VR. The study's limitations involve the following: - It finished in 

2008 - The primary subject matter was the VR visitors field:- Mr. Daniel A. Guttentag. 

Virtual Reality (VR), which is also referred to as Virtual Environments (VE), has attracted concern in the past few years, according to the Tomasz 

Mazuryk and Michael Gervautz in the research paper "Virtual Reality History, Applications, Technology, and Future" released in 1999.Lots of attention 

over the past few years. This interest raises rapidly in reaction to extensive media coverage. However, very few people truly know what a virtual 

environment is, its basic concepts, and its remaining problems. The paper offers an overview of the history of virtual reality, a list of basic terminology 

and types of VR systems, as well as applications of this innovation in various fields of science, employment opportunities, and entertainment. The 

inspection of commonly used VR systems is exciting. Input devices, output devices, and software are all parts of the VR application and are being fully 

studied, including the connections among them. Additionally, the influence of human factors on VE design issues is discussed. Finally, including 

technological and social aspects of VR's future will be taken to consideration. technical personnel limits, new research methods, and Applications that 

might be implemented are discussed. On average individuals, VR might have benefits as well as drawbacks, based on speculative thinking Even the social 

part and VR fear had been covered. The Study's drawbacks is that it is restricted in time to 1999.- It includes the use of VR for particular fields, like 

training, education, etc. :- Tomasz Mazuryk and Michael Gervautz. 

III. Research methodology 

The approach to research simply explains the method by which a researcher plans a study in order to ensure valid and trustworthy findings that address 

the research's aims, objectives, and questions. How the researcher made the following choices, in specific: 

● Which type of data needs to be gathered? 

● Who should provide it?  

● How to collect it? 

● How to evaluate it?  

You can find a chapter or part on research methodology addressing each of these subjects in every official academic research project. A solid methodology 

chapter offers explanation regarding the approach used, which is essential. To put it another way, the methodology chapter should support the design 

choices by proving that the approaches and techniques chosen are the most suitable for the purpose of the research 

Data collection  

The data needed for making the report is obtained from two separate sources.  

• Primary Data  
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• Secondary Data 

Primary Data 

The majority of the data is gathered using surveys. 

Secondary Data 

The dealer's news and periodicals are a good source of secondary data. Data like company profile and product profile are collected from the web. 

PRIMARY DATA COLLECTION METHODS 

The concept of "primary method" describes the process that collects data. Primary data can be collected using a variety of methods, which are basically 

divided as survey and experimental methods. 

Survey Technique: 

Using surveys or questionnaires, data is collected from people as an element of a research technique 

Sampling: 

The sampling strategy is a critical component of the research design. It specifically addresses to three questions. 

● Who needs to be surveyed (the sampling unit), 

● how many need to be surveyed (sample size),  

● how should they be chosen (the sampling technique) 

Questionnaire: 

The participants are provided with a list of questions printed on a form to fill out; open-ended as well as closed-ended inquiries are used. Before being 

used for data collecting, the questionnaires are developed and tested. 

Closed-ended questions: These inquiries include all conceivable solutions and prewritten response categories, and respondents are obligated to pick one. 

Example: Multiple choice questions, scale questions. 

Open-ended questions: Open-ended inquiries provide respondents the freedom to speak for themselves in their responses. There aren't any tick boxes on 

the questionnaire; instead, there is a blank space for the respondent to enter their answer. 

For the convenience of the units filling it out, we will use closed-ended questions that are MCQ based in this survey report. 

IV. Survey and Analysis 

We created a survey containing following questions and There responses : 

1)Do You Know About VR 

 

    Opinion No. Of respondents % of respondents 

Yes 31 88.57% 

no 4 11.43% 

Total 35 

 

100% 
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2)  Have any prior experience in VR 

    Opinion No. Of respondents % of respondents 

Yes 15 42.86% 

no 20 57.14% 

Total 35 100% 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

3)  Ratings given to VR 

    Opinion No. Of respondents % of respondents 

0 2 5.71% 

1 2 5.71% 

2 3 8.58% 

3 8 22.86% 

4 10 28.57% 

5 10 28.57% 

Total 35 100% 
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4) Do you recommend VR 

    Opinion No. Of respondents % of respondents 

Yes 32 91.43% 

no 3 8.57% 

Total 35 100% 

 

 

 

 

 

 

 

 

 

 

 

 

V. Conclusion 

In conclusion, VR technology is still evolving and there is a lot more potential for progress. Virtual technology is being said to have immense scope for 

future. Artificial Intelligence plays a vital role in the development of this technology. It is also quite versatile as it has the ability to save lives, can be 

used for entertainment and learning, and also, it can be used commercially for business advancements. According to research reports, by 2030, experts 

estimate the industry as a whole will be worth more than $76 billion, a massive growth from $26.75 billion in 2021. It will be interesting to see what 

innovations arise during that time and how much easier augmented reality can make our lives.  
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