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Abstract:  In the 20th century, people started to pay a lot of attention to virtual reality technology, which 

has since developed into a new business. VR may be used in a variety of sectors, including entertainment, 

medical, and science. VR technology now provides a variety of benefits and drawbacks in many industries. 

This essay examines the benefits and drawbacks of contemporary technology via an examination of how VR 

has been used in various sectors. It is crucial that virtual reality technology develops and becomes widely 

used. It has altered the dull and passive manner of computer and human contact and improved the 

humanity of the two-way exchange. Virtual technology today offers both benefits and drawbacks, despite 

the fact that it is heavily ingrained in people's lives. It is possible to view the use of analytical technologies 

more impartially and ongoing improvement in next research and development. 

 

Keywords: VR, technology, next research. 

 

REFERENCES 

[1]. Lindner, P. (2020). Better, virtually: the past, present, and future of virtual reality cognitive behavior therapy. 

International Journal of Cognitive Therapy, 1-24.  

[2]. Bucher, J. (2017). Storytelling for virtual Reality. https://doi.org/10.4324/9781315210308 

[3]. Sundar, S. S., Kang, J., & Oprean, D. (2017). Being there in the midst of the story: How immersive journalism 

affects our perceptions and cognitions. Cyberpsychology, Behavior, and Social Networking, 20(11), 672-682.  

[4]. Yan, Z., & Lv, Z. (2020). The influence of immersive virtual reality systems on online social application. 

Applied Sciences, 10(15), 5058. https://doi.org/10.3390/app10155058  

[5]. Soler-Adillon, J., & Sora, C. (2018). Immersive journalism and virtual reality. Interaction in digital news 

media, 55-83.  

[6]. Lindell, D., & Thatte, J. Virtual Reality Motion Parallax with the Facebook Surround-360.  

[7]. Sánchez Laws, A. L. (2017). Can immersive journalism enhance empathy? Digital Journalism, 8(2), 213–228. 

https://doi.org/10.1080/21670811.2017.1389286 


