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Abstract: Usually, virtual situations are created with visual and sound jolts, but less often do they include 

haptic incitement. We made a breeze cannon using components that could be used in a virtual environment 

and compared it to four conditions: no wind, self-generated wind, object-generated wind, and nature-

generated wind. People said they felt more immersed in the environment when the wind was caused by their 

claims. Recounted suggests that moving discuss may help reduce test system ailments. As virtual situations 

become more prevalent in different places, the idea of being "drowned" in a virtual space becomes more 

important for customer engagement and satisfaction. This study looks at how adding a mimicked breeze to 

virtual situations can improve the user's feeling of closeness. It uses a multi-disciplinary approach that 

includes human-computer interaction and brain research, as well as natural design. This not as it was 

question adds to the idea of closeness in VR, but it also has some useful ideas for developers and engineers 

who want to make their client experiences better. Adding a recreated windup suggests a new way to 

improve VR apps, which could affect the design of gaming scenarios, virtual getting ready recreations and 

useful apps.. 
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