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Abstract  
Virtual reality is a fast expanding technology with many potential uses, from gaming to 
medical training. Virtual reality has a lot going for it, but some people are worried about the 
downsides and hazards it could pose. In order to determine if virtual reality is a boon or a 
scourge, this study will examine the technology's origins, evolution, current uses, potential 
advantages and disadvantages, and future prospects. 
The development of virtual reality (VR) technology is being closely watched at the moment. 
The technology has found use in many fields, including the arts, academia, medicine, and 
military drills. Virtual reality (VR) has revolutionised the way in which users interact with 
digital media by creating a setting that is both realistic and fully immersive. The technology 
could drastically alter the way we use and communicate with electronic devices. However, 
there are worries about the possible negative impacts of VR on society, as there are with any 
new technology. In this study, we weigh the pros and cons of virtual reality technology to 
determine its ultimate impact on our culture. 
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Introduction:  
The surprising and positive effects of 
technological progress on human life are a 
common occurrence. The use of virtual 
reality in a 3-D movie in the theatre never 
fails to amaze and thrill us, making for a 
memorable and enjoyable experience. 
Virtual reality (VR) often refers to the use of 
computer-generated imagery and other 
forms of simulation to provide an alternative 
perspective on the real world. When 
discussing virtual reality, the word "virtual" 
refers to something that is "not present 
physically but made to appear by software." 

Using VR Gear, one can feel completely 
immersed in a digital world. With this, one 
can observe, manipulate, and otherwise 
engage with the digital artefacts. Virtual 
reality (VR) is a display technology that 
distinguishes apart from conventional user 
interfaces due to the emphasis placed on 
visual viewing and tactile interaction with 
material. Virtual reality (VR) systems include 
the PlayStation VR (PSVR), the HTC Vive, and 
the Oculus Rift.  
Edwin Link created the first flight simulator, 
known as the "Pilot-maker," in 1929. The 
Army Air Corps saw potential in the 
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simulator and bought six of them in 1934 to 
use in pilot training during World War II. 
Morton Heilig published an essay titled 
"Experience Theatre" in 1950, which 
discussed how the efficient binding of all the 
senses may transport the viewer into the 
action onscreen. Sword of Damocles, the 
first virtual reality head-mounted display, 
was created by Sutherland in 1968. Despite 
setting an important precedent for future 
goggle-based methods of accessing VR, its 
bulky and big form factor doomed it to a lack 
of popularity. Virtual reality (VR) gadgets at 
the time were primarily designed for use in 
the military. From 1970 through 1990, 
numerous industries, including medicine, 
aviation, vehicle design, and military 
training, saw great success with virtual 
reality technology. More cutting-edge VR 
devices were created and funded in the early 
2000s, ushering in a new era for the VR 
industry. 
Historical Perspective on Development of 
Virtual Reality: Jaron Lanier, a writer, 
musician, visual artist, and computer 
scientist, first introduced the word "virtual 
reality" in 1986 during a conversation with 
Scott Fisher about Fisher's work on the so-
called "virtual environment." Myron Krueger, 
an American computer scientist and artist, is 
often credited as the first person to use the 
word "virtual reality" (1969). In 1992, 
Krueger invented a virtual reality device 
called the 'cave automated virtual 
environment' (CAVE), in which a 
stereoscopic image was projected onto the 
floor and walls of a cube-shaped room. The 
commercialization of this technology can be 
traced back to the 1970s.  
Virtual reality's first medical use dates back 
to the early 1990s. It was born out of the 
requirement to visualise intricate medical 

information, most notably in preoperative 
surgery planning. To facilitate 
communication and collaboration amongst 
engineers, scientists, and clinicians 
committed to advancing the use of emerging 
technologies in the fields of motor, 
psychological, cognitive, and social 
rehabilitation, the International Society for 
Virtual Rehabilitation was founded in 2009. 
Virtual reality is currently being used in many 
different areas of medicine, including 
education and training (anatomical and 
functional imaging, laparoscopic simulators), 
surgery (surgical planning and support, 
virtual endoscopy), psychiatry, 
rehabilitation, and telemedicine.  
The foundations of virtual reality may be 
traced back to the early days of computer 
graphics and simulation in the 1960s. Early 
virtual reality systems were utilised for 
military training and simulation after the 
development of the first head-mounted 
display in the late 1960s. However, virtual 
reality technology did not become more 
accessible and economical until the 1980s 
and 1990s. High-resolution displays, haptic 
feedback, and other sensory inputs are just 
few examples of how far virtual reality 
technology has come in recent years. The 
price of VR equipment has dropped, making 
the technology more affordable for both 
individuals and corporations. 
Technological Progress and Success : Web-
based 3D graphics and virtual worlds have 
been in development since the invention of 
Virtual Reality Modelling Language (VRML) in 
1994 and the Web3D syndicate in 1997. 
From the Virtual Reality Modelling Language 
(VRML), the syndicate created X3D 
specifications. WebXR, created by MDN, is a 
set of specifications for delivering rendered 
3D scenes to VR gear.  
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The most well-known piece of virtual reality 
equipment is the HMD. The advent of 360-
degree cameras, which can capture both 
360-degree responsive photography and 
360-degree panorama videos, has increased 
the output of VR images and video; however, 
due to the nature of online streaming, the 
resolution and file size of these 360-degree 
videos are severely reduced. For Instance, 
CAVE Content the size of a room can be 
displayed automatically in virtual worlds. The 
HTC Vive Pro Eye, Oculus Quest, and 
PlayStation VR are the most popular virtual 
reality (VR) devices currently available [6]. 
The head-mounted display (HMD) of any 
virtual reality (VR) device 
Virtual Reality as Beneficial Input in 
Education: There are various ways in which 
VR could improve people's lives and the 
world at large. First, virtual reality (VR) can 
be utilised to provide pupils a more concrete 
understanding of abstract ideas by providing 
them with immersive learning environments. 
Virtual reality (VR) can be used by future 
doctors to hone their skills before they 
operate on real patients. Similarly, 
engineering students can use virtual reality 
to test out concepts before constructing 
anything for real. This method has the 
potential to improve learning outcomes by 
increasing student involvement and 
knowledge retention. 
A country with a traditional educational 
system is seeing explosive growth in the 
online and digital education sector. The 
educational sector has already felt the 
impact of interactive and participatory 
modules of learning, such as the ideas 
behind smart boards, e-learning, and other 
digital platforms. The use of smart boards is 
so last year. Virtual reality (VR) based 
learning solutions have emerged as a 

promising new educational tool due to the 
inevitable progression of technology. Since 
children have impressionable minds and a 
strong grasping ability, teaching modules like 
virtual reality go a long way towards making 
learning an enriching, exciting, and enjoyable 
experience. The use of Virtual Reality, 
Augmented Reality, and Gamification as 
learning modules is expanding rapidly in the 
field of psychiatry at the moment.  
Virtual reality (VR) therapy for mental health 
issues was initially proposed in 1992 at Clark 
Atlanta University. In the years thereafter, 
other studies have corroborated its efficacy, 
particularly in the treatment of phobias [9]. 
Phobias are one of the most frequent mental 
problems, and there are numerous stories in 
the literature of VR being used to cure them. 
Progressive exposure to stimuli that elicit 
symptoms of the phobia is the core of classic 
cognitive behavioural therapy, which 
requires patients to imagine themselves in 
challenging scenarios. But this kind of 
exposure doesn't always work because many 
patients have trouble visualising an 
unpleasant circumstance. Patients with this 
disease benefit from therapy that takes 
advantage of the opportunities provided by 
VR since it exposes them to a wide range of 
stimuli in a controlled setting. 
Recent research has suggested that VR may 
be useful in the treatment of depression. In 
2014, researchers analysed the literature on 
the efficacy of virtual reality (VR) video 
games for depression. There were 1474 
people of varying ages included in the 
analysis of 19 articles.  
Virtual reality (VR) therapy for mental health 
issues was initially proposed in 1992 at Clark 
Atlanta University. In the years thereafter, 
other studies have corroborated its efficacy, 
particularly in the treatment of phobias [9]. 
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Phobias are one of the most frequent mental 
problems, and there are numerous stories in 
the literature of VR being used to cure them. 
Progressive exposure to stimuli that elicit 
symptoms of the phobia is the core of classic 
cognitive behavioural therapy, which 
requires patients to imagine themselves in 
challenging scenarios. But this kind of 
exposure doesn't always work because many 
patients have trouble visualising an 
unpleasant circumstance. Patients with this 
disease benefit from therapy that takes 
advantage of the opportunities provided by 
VR since it exposes them to a wide range of 
stimuli in a controlled setting. 
Recent research has suggested that VR may 
be useful in the treatment of depression. In 
2014, researchers analysed the literature on 
the efficacy of virtual reality (VR) video 
games for depression. In total, 1474 people 
of varying ages participated in the virtual 
reality psychiatry studies across 19 
publications.  
Virtual reality (VR) therapy for mental health 
issues was initially proposed in 1992 at Clark 
Atlanta University. In the years thereafter, 
other studies have corroborated its efficacy, 
particularly in the treatment of phobias [9]. 
Phobias are one of the most frequent mental 
problems, and there are numerous stories in 
the literature of VR being used to cure them. 
Progressive exposure to stimuli that elicit 
symptoms of the phobia is the core of classic 
cognitive behavioural therapy, which 
requires patients to imagine themselves in 
challenging scenarios. But this kind of 
exposure doesn't always work because many 
patients have trouble visualising an 
unpleasant circumstance. Patients with this 
disease benefit from therapy that takes 
advantage of the opportunities provided by 
VR since it exposes them to a wide range of 

stimuli in a controlled setting. Recent 
research has suggested that VR may be 
useful in the treatment of depression. In 
2014, researchers analysed the literature on 
the efficacy of virtual reality (VR) video 
games for depression. There were 1474 
people of varying ages included in the 
analysis of 19 articles. 
The Use of Virtual Reality in Psychiatry: The 
use of virtual reality (VR) in healthcare has 
the potential to enhance clinical results. 
When undergoing medical treatments, for 
instance, people can use virtual reality to 
alleviate their pain and fear. Exposure 
treatment, which is effective in treating 
phobias and other mental health disorders, 
can be conducted safely in VR. Virtual reality 
(VR) can also be used to train medical 
workers in a risk-free, controlled setting, 
which can help cut down on mistakes in 
patient care. 
It was at Clark Atlanta University in 1992 that 
researchers initially proposed employing 
virtual reality (VR) to treat psychological 
issues. Its usefulness, particularly in the 
treatment of phobias, has now been 
confirmed by a plethora of experiments. As 
one of the most prevalent mental disorders, 
phobias have been well documented in the 
literature as being successfully treated using 
VR. The typical approach of CBT for phobias 
is patients imagining themselves in settings 
that trigger their symptoms, which is known 
as "progressive exposure." Yet, many 
patients struggle to visualise an unpleasant 
scenario, making this form of exposure less 
than ideal in some cases.  
Therapy utilising the potentials formed by VR 
is beneficial in this disease because it 
exposes patients to a wide range of stimuli in 
a controlled setting. Evidence that virtual 
reality can help with depression has 

159



NeuroQuantology | May 2019| Volume 17 | Issue 05 |Page 156-166| doi: 10.48047/nq.2019.17.05.2079 
DR. MANDAKINI SHARMA et al/ Virtual Reality - Bane or Boom 

 

eISSN1303-5150                                                                                                               www.neuroquantology.com                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                            

 

emerged in recent years. A meta-analysis of 
studies that found virtual reality (VR) video 
games were effective in elevating 
participants' moods was conducted in 2014. 
We looked at data from 1474 people of 
varying ages across 19 publications. 
Computer games that made people feel 
good, physical activity, and psychoeducation 
were all utilised in the treatment for 
depression. Among those who participated 
in the trial, the severity of their depression 
symptoms decreased significantly after 
receiving this type of intervention. Another 
study by Valmaggia et al. looked at 24 
publications with a total of 1305 people who 
suffered from mental diseases such 
depression, anorexia, or post-traumatic 
stress disorder.  
They came to the conclusion that one can 
get the same therapeutic benefits from using 
VR as one would from using more traditional 
methods of treating these disorders. Virtual 
reality (VR) has the potential to provide 
experiences that, if done properly, can be 
therapeutically helpful but are almost 
impossible to reproduce in real life. In VR, 
therapists may provide feedback on the spot 
and use it repeatedly. Patients with mental 
disorders can be guided through simulated 
challenging scenarios using virtual reality 
technology and given feedback based on the 
current state of knowledge about their 
particular mental disorder. Patients will be 
able to handle challenging situations far 
more easily in VR than in real life since the 
simulations can be graded in difficulty and 
experienced repeatedly until the proper 
learning is attained. People who have been 
diagnosed with a mental health disorder can 
also experiment with alternative treatments 
using VR. 

Use of Virtual Reality in Rehabilitation : In 
the last ten years, virtual reality (VR) and 
interactive video games have developed 
rapidly, with the latter being utilised 
specifically to induce motor function 
recovery of paretic upper limbs in stroke 
patients. Today, we can discuss "virtual 
rehabilitation," a novel approach to 
enhancing motor function in people with a 
variety of dysfunctions by way of cutting-
edge computer technology based on VR. 
Telerehabilitation, or distance therapy, is an 
integral part of virtual rehabilitation, 
alongside 'here and now' exercises.  
Several publications, some of which meta-
evaluate the effectiveness of various 
technical solutions, have been published on 
the topic. Virtual reality (VR) games have the 
potential to be utilised at home to aid in the 
recovery of motor function in the upper 
limbs following a stroke, as discovered by 
Standen et al. Rehabilitation using VR 
assures a stronger involvement from the 
patient and increases their motivation to 
exercise on a regular basis by providing a 
wide variety of tasks, pictures, and effects 
that can make traditional motor treatment 
more interesting. Multiple studies have 
detailed the use of VR systems to enhance 
upper limb function in as little as 6 months.  
Use of VR in Entertainment Industry : 
Virtual reality (VR) and interactive video 
games have advanced rapidly over the past 
decade, with the latter being utilised 
extensively in the rehabilitation of stroke 
patients who have lost motor function in 
their upper limbs. Today, we can discuss 
"virtual rehabilitation," a novel approach to 
restoring motor function in patients with 
various dysfunctions by employing cutting-
edge VR-based computer technologies. 
When we talk about rehabilitation in the 
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virtual world, we're talking about both 'here 
and now' activities and telerehabilitation 
(distance therapy). Several studies, including 
meta-analyses, assessing the performance of 
various technological approaches, have been 
published on the topic.  
Stroke survivors may benefit from playing 
virtual reality (VR) games at home to 
rehabilitate their impaired upper-limb motor 
skills. Rehabilitation with VR ensures a better 
involvement from the patient and increases 
their motivation to exercise on a regular 
basis by providing a wide variety of tasks, 
pictures, and effects that can make 
traditional motor treatment more 
interesting. Virtual reality (VR) systems have 
been described in multiple trials to improve 
upper limb function within 6 months.  
In the entertainment industry, virtual reality 
can be utilised to create fully immersive 
experiences that deepen the user's 
involvement and connection to the content. 
Take virtual reality gaming as an example; it 
offers a more immersive experience than 
regular gaming, which in turn leads to more 
enjoyment and player satisfaction. Similarly, 
VR can be used to make documentaries and 
other forms of cinema that immerse the 
audience in an environment that is more 
likely to evoke strong feelings in them. 
Virtual reality (VR) can be utilised in the 
design and construction industries to 
produce simulations and prototypes that can 
be used by architects and designers to fine-
tune their plans before they begin 
construction. By taking these measures, you 
may boost product quality while cutting 
down on design time and expenses. 
Gaming and Subscribing to the Experience: 
The most popular usage of virtual reality 
(VR) is in the gaming industry, but the 
technology has a wide range of other 

applications, some of which are novel and 
difficult. 
The military has begun using virtual reality 
(VR) to train without endangering personnel 
or exposing them to real-world dangers. The 
military makes extensive use of simulation 
technology, including flight simulators, 
virtual boot camps, and battlefield 
simulators. Traumatised soldiers can get 
relief from their symptoms and heal faster 
by using virtual reality. The military uses VR 
equipment such as head-mounted displays 
(HMDs) equipped with a tracking system, 
data gloves for interactivity, and 3D glasses. 
For example, flight simulators have allowed 
the military to conduct aerial training 
exercises at a fraction of the expense and 
time required in a real aircraft.  
Virtual reality body scanners are already 
being used by retailers to give customers a 
better idea of how items will fit before they 
buy them online. The European retailer ASOS 
has funded the software firm "Trillenium" to 
create a virtual reality (VR) shopping 
experience. 
Virtual reality is being used in the tourism 
industry to give people a taste of a 
destination before they actually go there. 
The introduction of Google Expeditions has 
democratised travel. People of all ages may 
see the globe without leaving their homes, 
thanks to the accessibility of virtual reality. 
Infrastructural VR as a Game Changer: 
Virtual reality completely altered the 
building industry. Virtual reality is used by 
architects for design and testing purposes. 
Virtual reality allows us to not only visualise 
how a structure will look but also feel before 
it is even built. Virtual reality software like 
Revit Live is replacing 3D models in the 
architectural industry. Virtual reality (VR) can 
be used by governments to oversee and 
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administer their programmes. Thus, officers 
can save time and money by visiting 
locations using virtual reality. The ability to 
make snap judgements will also improve. 
Recent VR developments have made the 
technology more captivating and affordable. 
In today's epidemic era, virtual reality (VR) is 
used across all industries to radically alter 
how workers see the manufacturing process. 
Demand for virtual reality items increased 
significantly during lockdown, when 
individuals were restricted and bored inside 
their homes for the whole of the day. Virtual 
reality (VR) has made a big splash because it 
is fascinating to the eyes, highly modifiable, 
dynamic, engaging, and the primary update 
to the way things are seen in the present 
era. Virtual reality (VR) has revolutionised 
the classroom by providing students with a 
new and exciting way to learn. Virtual reality 
can be a useful tool for teaching students 
about the culture and history of different 
regions. Many businesses are on the cusp of 
launching VR Classrooms, which will connect 
students with teachers anywhere in the 
world. 
The View-Master toys were an early attempt 
at virtual reality (VR), but their graphics were 
blurry and the motion was too slow to feel 
real. Virtual reality as we know it today 
fundamentally alters the playing field. To 
simulate the way the human eye sees things, 
it uses cutting-edge technology to create 
stereoscopic animations in which the two 
pictures are slightly offset from one another. 
Because of this, the visuals appear real and 
responsive to touch, exactly as they would in 
the real world. 
Risks of Virtual Reality: However, there are 
also worries about the hazards and harmful 
impacts of VR on society. Addiction is a 
major issue that needs to be addressed. 

Users may become so engrossed in their 
virtual reality experiences that they 
disregard their real-world duties. Their 
private and professional life may suffer as a 
result of this. Second, there are worries that 
VR could negatively affect psychological 
well-being. Users of virtual reality systems 
could suffer psychologically if the technology 
were used to recreate traumatic events like 
war and violence. Furthermore, the all-
encompassing nature of VR could make it 
difficult to distinguish between the two 
worlds, leading to disorientation and 
confusion. Third, some worry that virtual 
reality will have a negative effect on 
interpersonal relationships. Virtual reality 
(VR) can be so engrossing that it makes its 
users forget about the world around them. 
Social connections, relationships, and 
psychological well-being may all suffer as a 
result of this. Fourth, there are worries that 
virtual reality could be used inappropriately. 
Virtual reality (VR) can be used to generate 
lifelike simulations of a variety of different 
situations, including illegal and terrorist acts. 
The public's safety and security may be 
compromised as a result of this. Eye strain, 
headaches, and even nausea have been 
reported by some VR users. Experts attribute 
this to VR's impact on the visual-cognitive 
link. Normally, when we look at anything, 
both of our eyes focus on the same spot in 
space, and our brain has learned to associate 
the two actions. This disconnection caused 
by VR is confusing to the mind.  
Data breaches and other cyber security 
threats are just two examples of the privacy 
and security hazards that can arise from the 
acquisition and use of individuals' personal 
information. The widespread adoption of 
virtual reality technology may be hampered 
by its high price and limited availability. 
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Psychologists have warned that too much 
time spent in virtual reality can impair 
people's capacity to respond appropriately 
to real-world events. It's possible that some 
people will use VR as a means of evading 
responsibility for their actions in the real 
world. 
Conclusion 
Virtual reality technology is just getting 
started, therefore its full range of 
applications has yet to be discovered. 
However, it has shown promise in a number 
of emerging fields, including healthcare, 
education, and government. Multiple 
negative consequences of virtual reality (VR) 
on both individuals and society have already 
been noted, even in the technology's 
infancy. Health, safety, privacy, and the long-
term effects of VR use are all areas of 
concern. Therefore, classifying virtual reality 
as either beneficial or harmful at this time is 
challenging. More study is needed into the 
risks and benefits of utilising it before it can 
be used responsibly. The more we learn, the 
better our chances of mitigating or even 
eradicating VR's potential drawbacks. 
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