
Discovering Virtual Reality

Introduction

Virtual reality (VR) is a simulated environment that can 

be created with computer technology. VR allows users 

to experience a different world without leaving their 

homes. VR can be used for entertainment,  education, 

and training.

VR  has  been  around  for  decades,  but  it  has  only 

recently become affordable for consumers. The first VR 

headsets  were  released  in  the  early  1990s,  but  they 

were  expensive  and  bulky.  Today,  VR  headsets  are 

more affordable and more accessible than ever before.

VR is still  a relatively new technology,  but it  has the 

potential to change the way we live and work. VR can 

be  used  to  create  immersive  learning  experiences, 
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realistic  training  simulations,  and  engaging 

entertainment experiences.

One of the most exciting things about VR is that it can 

be used to create experiences that are impossible in the 

real  world.  For  example,  VR  can  be  used  to  create 

simulations of dangerous or hazardous environments. 

This  can  be  used  to  train  people  for  jobs  that  are 

dangerous, such as firefighting or bomb disposal.

VR  can  also  be  used  to  create  immersive  learning 

experiences.  For  example,  VR  can  be  used  to  take 

students on virtual  field trips to historical  sites or to 

explore the human body in 3D.

VR is also a great way to experience entertainment. VR 

games can be immersive and exciting, and VR movies 

can transport viewers to other worlds.

The possibilities of VR are endless. As the technology 

continues  to  develop,  VR  will  become  even  more 
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affordable  and  accessible.  This  will  open  up  new 

possibilities for education, training, and entertainment.

VR  is  a  powerful  tool  that  can  be  used  to  create 

amazing experiences.  As  the  technology continues  to 

develop,  VR  will  become  even  more  powerful  and 

versatile. It is an exciting time to be alive, and VR is one 

of the most exciting technologies that is emerging.
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Book Description

Discovering Virtual Reality is an in-depth exploration 

of the history, technology, and applications of virtual 

reality.  Written  by  Pasquale  De  Marco,  this  book 

provides  a  comprehensive  overview  of  this  exciting 

new technology.

In Discovering Virtual Reality, you will learn about the 

origins of VR, from its early roots in the 1950s to its 

modern  incarnation  as  a  cutting-edge  consumer 

technology.  You  will  also  learn  about  the  different 

types of VR headsets and controllers available, as well 

as the different types of VR software and applications.

Discovering  Virtual  Reality  also  explores  the  many 

different  ways  that  VR  is  being  used  today,  from 

education  and  training  to  healthcare  and 

entertainment.  You  will  learn  about  the  benefits  of 

using  VR  for  these  applications,  as  well  as  the 

challenges that still need to be overcome.
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Finally, Discovering Virtual Reality looks to the future 

of  VR.  You  will  learn  about  the  latest  trends  in  VR 

technology and the many exciting new ways that VR is 

expected to be used in the years to come.

If you are interested in learning more about VR, then 

Discovering  Virtual  Reality  is  the  book  for  you.  This 

book  provides  a  comprehensive  and  up-to-date 

overview of this exciting new technology.

Whether you are a student, a researcher, or a business 

professional, Discovering Virtual Reality will give you 

the  knowledge  you  need  to  understand  VR  and  its 

potential impact on our world.
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Chapter 1: The Dawn of Virtual Reality

The history of virtual reality

Virtual reality (VR) is a simulated environment that can 

be created with computer technology. VR allows users 

to experience a different world without leaving their 

homes. VR can be used for entertainment,  education, 

and training.

The history of VR can be traced back to the early days 

of  computing.  In  the  1950s,  researchers  began  to 

develop  computer-generated  images  that  could  be 

viewed on a screen. In the 1960s, the first VR headsets 

were developed. These headsets were large and bulky, 

and they required users to be tethered to a computer.

In  the  1970s,  VR  began  to  be  used  for  training  and 

simulation purposes. The military was one of the first 

users of VR, and they used it to train pilots and soldiers. 

In the 1980s,  VR began to be used for entertainment 
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purposes. The first VR arcade games were released in 

the early 1990s.

In the 1990s, VR technology continued to develop. The 

first  consumer  VR  headsets  were  released,  and  VR 

became more affordable and accessible to the general 

public. In the 2000s, VR began to be used for a variety 

of  applications,  including  education,  training,  and 

entertainment.

Today, VR is a rapidly growing industry. VR headsets 

are becoming more affordable and more powerful, and 

VR is being used for a wider range of applications than 

ever before. VR is still a relatively new technology, but 

it has the potential to revolutionize the way we live and 

work.

Here are some of the key milestones in the history of 

VR:
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 1950s:  Researchers  begin  to  develop computer-

generated  images  that  can  be  viewed  on  a 

screen.

 1960s: The first VR headsets are developed.

 1970s:  VR  begins  to  be  used  for  training  and 

simulation purposes.

 1980s:  VR begins  to  be  used for  entertainment 

purposes.

 1990s:  The  first  consumer  VR  headsets  are 

released.

 2000s:  VR  begins  to  be  used  for  a  variety  of 

applications,  including  education,  training,  and 

entertainment.

 2010s: VR becomes a rapidly growing industry.

VR is still  a relatively new technology,  but it  has the 

potential to change the way we live and work. As the 

technology continues to develop, VR will become even 

more affordable and accessible, and it will be used for 

a wider range of applications than ever before.
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Chapter 1: The Dawn of Virtual Reality

The different types of virtual reality systems

There are three main types of virtual reality systems:

 Head-mounted  displays  (HMDs) are  worn  on 

the  head  and  display  virtual  reality  images 

directly  to  the  user's  eyes.  HMDs are  the  most 

immersive type of virtual reality system, as they 

completely block out the user's view of the real 

world.

 Desktop virtual reality systems use a computer 

monitor  to  display  virtual  reality  images. 

Desktop  virtual  reality  systems  are  less 

immersive than HMDs,  but  they are also more 

affordable.

 Mobile  virtual  reality  systems use  a 

smartphone  or  tablet  to  display  virtual  reality 

images.  Mobile  virtual  reality  systems  are  the 
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least  immersive  type  of  virtual  reality  system, 

but they are also the most portable.

Each  type  of  virtual  reality  system  has  its  own 

advantages  and  disadvantages.  HMDs  are  the  most 

immersive,  but  they  are  also  the  most  expensive. 

Desktop virtual reality systems are less immersive, but 

they  are  also  more  affordable.  Mobile  virtual  reality 

systems are the least immersive, but they are also the 

most portable.

The best type of virtual reality system for you depends 

on  your  needs  and  budget.  If  you  want  the  most 

immersive  experience  possible,  then  an  HMD  is  the 

best  option.  If  you  are  on  a  budget,  then  a  desktop 

virtual reality system is a good option. If you want a 

portable virtual  reality system, then a mobile virtual 

reality system is the best option.

In addition to the three main types of  virtual  reality 

systems,  there  are  also  a  number  of  other  types  of 

virtual reality systems available. These include:
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 Projection-based virtual reality systems use a 

projector to display virtual reality images onto a 

screen.  Projection-based  virtual  reality  systems 

are less immersive than HMDs, but they can be 

used  to  create  large-scale  virtual  reality 

experiences.

 CAVE  systems use  a  room-sized  projection 

system  to  display  virtual  reality  images.  CAVE 

systems are the most immersive type of virtual 

reality  system,  but  they  are  also  the  most 

expensive.

 Haptic  virtual  reality  systems use  haptic 

feedback to provide users with a sense of touch 

in virtual reality.  Haptic virtual reality systems 

are  still  in  development,  but  they  have  the 

potential  to  make  virtual  reality  experiences 

even more immersive.

The  different  types  of  virtual  reality  systems  offer  a 

wide range of possibilities for creating virtual reality 
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experiences. The best type of virtual reality system for 

you depends on your needs and budget.
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Chapter 1: The Dawn of Virtual Reality

The benefits of using virtual reality

Virtual reality (VR) is a simulated environment that can 

be created with computer technology. VR allows users 

to experience a different world without leaving their 

homes. VR can be used for entertainment,  education, 

and training.

VR has many benefits, including:

 VR can be used to create immersive learning 

experiences. VR can be used to take students on 

virtual field trips to historical sites or to explore 

the human body in 3D.  This  can help students 

learn  more  effectively  and  remember 

information better.

 VR can be used to provide realistic  training 

simulations. VR can be used to train people for 

jobs  that  are  dangerous  or  hazardous,  such as 
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firefighting or  bomb disposal.  This  can help to 

prevent accidents and save lives.

 VR  can  be  used  to  create  engaging 

entertainment  experiences. VR games can be 

immersive  and  exciting,  and  VR  movies  can 

transport viewers to other worlds. VR can also be 

used to create virtual concerts, sporting events, 

and other live events.

 VR can be used to improve mental health. VR 

has  been  shown  to  be  effective  in  treating 

anxiety,  depression,  and  post-traumatic  stress 

disorder  (PTSD).  VR  can  also  be  used  to  help 

people  with  autism  spectrum  disorder  (ASD) 

develop social skills.

 VR  can  be  used  to  connect  people  with 

different  cultures. VR  can  be  used  to  create 

virtual tours of different countries and cultures. 

This  can  help  people  to  learn  about  different 

ways of life and to break down barriers between 

people.
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VR is a powerful tool that can be used to improve our 

lives  in  many  ways.  As  the  technology  continues  to 

develop,  VR  will  become  even  more  affordable  and 

accessible.  This  will  open  up  new  possibilities  for 

education, training, entertainment, and healthcare.

15



This extract presents the opening three 

sections of the first chapter.

Discover the complete 10 chapters and 

50  sections  by  purchasing  the  book, 

now available in various formats.
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