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Abstract—Virtual reality looks like a science fiction come to life. It 
gives the sensation to our nerves ofbeing there. It creates an intuitive 
connection to the events unfolding in front of the viewer. This paper 
explores about the prediction which supposed to be happen in virtual 
reality (VR) and what possible amendments can be done to make it 
more real. Secondly various industries which make use of VR and 
solving number of big technical problems. Then how the blending of 
Mixed Reality and Virtual reality can make wonders and get the 
physical and digital worlds together. And finally what if this 
technology gives the power to communicate within the virtual 
boundaries then it proves to be a height of immersion in virtual 
environment. The future of VR is tangled to the future of Augmented 
Reality, and this will influence all parts of life. The achievement of 
both technologies will also be determined by on having better 
connectivity, faster processors and of course A.I is at the basic of it 
too. 
“Actually immersive experiences are magical, elating the spirit and 

convincing users to want more”. 
KEYWORDS: VIRTUAL REALITY (VR), HEAD MOUNTED 
DEVICES (HMD), AUGMENTED REALITY (A.R), ARTIFICIAL 
INTELLIGENCE (A.I), MIXED REALITY (M.R). 

1. INTRODUCTION 

The technology which have extends the frontier of visual 
computing, by harnessing other sensory channels, an 
immersive multimodal display can further enhance a user’s 
experience in a virtual world. VR has a new way to look out 
the world. VR is something which allows everyone to 
experience the impossible because in virtual world we are in 
the environment of pure information which creates an illusion 
which makes us see, hear and touch which have actually never 
happened. The concept of virtual world significantly predates 
computers. The foremost dream is to merge the authentic 
world and virtual world together. Now a daysthe world is 
acknowledging and accepting the concept of VR but the scope 
and the uses of this technology is unexplored and unknown 

by many. Imagine taking lectures in a hall sitting in your room 
or watching a game of your favorite sport from your home. 
Ever wish to travel in a vessel from corner to corner outer 
space? All this is possible because of VR. VR is magic born 
from the womb of the expertise and technology which has 
tantalizing possibilities and a promise for a future bright and 
smart. Substituting the input our senses receive with 
computer-created information, or simulations, tricks the brain 
into believing that we are in a completely different 
environment. The end product is what we call a “Virtual 
Reality”. 

 

Fig. 1: A person working without physical laptops 

2. AUGMENTED REALITY V/S VIRTUAL REALITY 

While virtual reality is about engaging you in an entirely 
virtual world, viewed through the screen in your headset, the 
real world outer you aren’t part of that knowledge –at least not 
until you trip over the cat or accidently knock out your child 
while being immersed elsewhere. But augmented reality, as 
the name suggest, is about augmenting or adding to reality 
reality. You might be looking at your dog or up your street, 
but there could be digital characters and content put over on 
them.  

They both are different from each other  

Because of the following reasons:  
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