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T Virtual reality is like an illusion of an imaginary world where the viewers see and hear the simulation created in a computer. 
VR (Virtual Reality) is an interactive computer simulation, giving the users a feeling of being present in a virtual reality world. 
VR is totally an artificial environment created with the help of software and presented to the user and the user believe 
and accept it as the real environment. Presently VR is used for the simulation of an original environment for training and 
education or an imagined environment is developed for the purpose of gaming or interactive story.

Arts

INTRODUCTION
Film is an incredible medium but essentially it was the same 
now as it is then. It’s a collection of rectangles played in a 
series, and we call it as frames. We have done unbelievable 
things with those rectangles. When we start of thinking about 
the frames and its representations, it’s just a window to an-
other world, it connect us to a virtual world. But is it really 
virtual? Can we feel like the depth, smell and other parame-
ters in this virtual world? If the answer is a no, that means we 
have certain limitations in the current cinema frames. People 
started trying to break these barriers in these frames in the 
early 1970’s. In the early stages of cinema itself several ex-
periments were took down for adding additional dimensions 
to the film such as wind, smell, etc. to create reality to the 
frames and also to make the viewers to feel that they are im-
mersed into the frames. But unfortunately these experiments 
never fulfilled the thirst of viewer to travel to a dream world. 
Director’s imaginations had certain limitations in portraying 
some unnatural sequences in cinema. In this time visual ef-
fects played a substantial role in helping the director make his 
dreams come true as such. Again dimensions in cinema were 
a big barrier for the film makers to communicate the viewers, 
because the viewer won’t get the exact essence of sequences 
every time. The viewer was always looked through a window 
and never immersed in the frame. The frame was another 
world for him always. This became a major drawback of the 
conventional cinema frames. But now, with the invention of 
virtual reality it’s in no doubt that we will break this barrier 
soon.

WHAT IS VR (VIRTUAL REALITY)?
Virtual Reality is a simulated reality created with the help of a 
computer. The technology used in the computer replicates a 
real or imaginary environment and the user can interact with 
this virtual environment. Virtual realities are displayed on a 
head mounted display or we call it as VR headset. Virtual re-
ality is in its preparatory stage now. It is sure that miracles will 
happen after the progression of this technology. Not only in 
entertainment media but also in every aspects of human life 
the technologies like virtual reality, augmented reality , artifi-
cial intelligence will make the human’s life better.

VIRTUAL REALITY THE PAST, PRESENT AND THE FUTURE
People started experimenting on virtual reality since 1838. 
With the help of Stereoscopic photo viewer Charles Whear-
stone showed that brain can construct 3 dimensional images 
from 2D. That was a beginning.  An equipment called Link 
trainer later invented in 1929 to train the pilots that helped 
the aeronautics for training the pilots in an easier way. The 
Link Trainer simulated bad weather or night with the help 
of pumps and valves that blows air attached to it. In 1936 a 
short story that predicts the form and functions of VR helmets 

was published by the Pygmalion’s Spectacles. The View-Mas-
ter stereoscopic photo viewer released in 1939 and that was 
primal from of VR headset that we are seeing nowadays. 
This brought 3D photos of monuments to the public. Mor-
ton Heiling patents a Telesphere Mask in 1960, which was 
a head-mounted with 3d display for showing films, but the 
absence of head-tracking was its major barrier. Later in 1961 
Philco Corporation’s Headsight used a screen for each eye and 
a head-tracking system linked to cameras for remote view-
ing of dangerous military situations. Ivan Sutherland and Bob 
Sproull create the Sword of Damocles head-tracking system 
in 1968 at Harvard University.  Next year Artist Myron Kruege 
made a computer-controlled environment that responds to the 
people in it and named Glowflow. The Aspen Movie Map is 
filmed in 1978 which was produced by MIT, paved the way 
for services such as Google’s Street View and the game ‘Atari 
Shock’ wiped billions off money from the American videog-
ame companies in 1983. Virtuality’s 1000 Series arcade ma-
chines are released in 1991 and they offered nine computer 
games. Feature film The Lawnmower Man in 1992, brought 
the concepts of VR to a wider audience. Nintendo’s Virtual 
Boy is launched in 1995 to worldwide which used primitive 
graphics. In 2012 Palmer Luckey invented Oculus VR, later it 
sold to Facebook in 2014 and launched its first product, the 
Rift VR helmet, in 2016.

Going to the movies gets a entire new aspect in the VR (Vir-
tual Reality) Cinema. It offers you an immense experience to 
watch movies like you’ve never done before. Moreover, there 
will not be any usual cinema chairs and also the big white 
screen is nowhere to be seen. Because of the immersive na-
ture of the VR-movies the characteristic red cinema chairs will 
be replaced by custom made rotating chairs. This allows you 
to liberally look around and see what’s happening in every 
perspective of you. More and more virtual reality movies do 
not only contain 360 degrees visuals, but also the sound that 
moves in the same direction as your head. This generates a 
special dimension to the virtual experience. 

So far VR is used in video games and Hollywood has been 
gradually catching the potential of VR. VR has the potential to 
attract and immerse the users into the world of virtual reality. 
But presently we are facing a lot of physical challenges while 
shooting a VR video. Because it’s shot in a 3600 with a cube 
of cameras there are some practical problems. Although VR is 
certainly the future, but don’t expect the VR to replace the big 
screens. It’s not going to replace the TV or theatre screens. It’s 
a new medium.
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