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Virtual reality (VR) is a simulation which generated in computers. In virtual reality, an individual can interact within a human-made environment of three dimensions. This can be done using exceptional electronic devices such as special goggles that have screens or gloves fitted with sensors. In correlation with the above explanation on the virtual reality subject, simulation can also be described as the illustration of behavior or traits/characteristics of a given system, which is done by using the extra system (Schneider, 2016). Mostly, they happen to be programs of a computer designed for that specific purpose. However, we are living in a world of simulation. This factor is proved and supported by different reasons, which are irrefutable and unquestionable.
According to Hanson, (2001) it is true that a huge number of people like to pretend as well as watching other people pretending. Basing our argument on storytelling, to plays, then movies, and virtual reality, we manage to make people feel as if they are watching events and places that are imagined.  Nevertheless, we keep improving on how to play our roles such as generating an environment. This environment should ensure that many people can be able to witness what has been happening when everyone pretends that he/she is a dissimilar person in a new place as well as time.  However, playing such a role when it comes to simulations can become good, thus suggesting that individuals are prone to forget that the role is a simulation.
Living in simulation can further be attributed from the holodeck. Holodeck is a television show on Star Trek Next Generation.  It has offered an environment that is computer-generated. The environment is then enabled to permit people who are real to play roles among themselves and simulated people who are sophisticated by computers. In today's generation, human beings who are simulated in computers are characterized by a pale shadow. This shadow is said to have sophistication and complexity of human beings who are real. Additionally, as Nick, (2003) affirms, simulated humans may become more sophisticated as real human beings if we continue making improved at a cheaper charge. In this the holodeck, it is not possible for a simulated person to recognize that they have been stimulated. This factor makes us questionable and doubt on how assured are we that we are not people who are simulated in the holodeck future simulation. 
 Bostrom (2003) conveys his idea concerning the concept '' could we be living in simulation'' Bostrom says that species of humans can get defunct before they reach the ''posthuman'' stage.  This posthuman civilization is expected to have the ability to control an actual number of simulations of the evolutionary of posthuman. In today's life, we exist in a simulation of computers.  This factor trails a belief which says that there is an important chance that one day we will all become posthumans. In addition, it also believed that posthumans run ancestors' simulations, though it is a false unless we currently exist in a simulation.
According to Dainton (2012), it is ''intelligence explosion''-or singularity- foreseen by Good for a human to create and design artificial intelligence or Als which are powerful than them. Besides, these creations and designs are Vinge, while others can become real very quickly. With the arrival of intelligent machines, we should consider how to deal with the machines and ascertain if the singularity is impending. It is dangerous to combine massive power and superintelligence because it will enable computers to generate and maintain virtual environments of a size and complexity that cannot be devised. It is unfortunate that we are living in a simulation because we are capable of creating and designing things that we cannot control and devise.
Chalmers (2017) advocates about virtual reality and claims that virtual reality is characterized by being having genuine, which is a reality. He says in virtual digitalism, there are virtual objects, and they are digital objects that are real.  Never the less, Chalmer also argues that these virtual objects are against virtual factionalism, and he says that virtual items are fictional. According to Chalmers (2017), in virtual reality, perception needs not to be illusory, and at the same time, those virtual worlds can roughly have the similar kind of values compared to life in worlds which are not virtual.
In summation, springboard is used to present science fiction to philosophical discussions, which are meaningful, mostly on scientific developments that are new. In this concept, philosophy clamps a science fiction to account as argued by Chalmers (2017) and therefore it is enjoyment and fantastic for its awesome possibilities and illustrations. On the other hand, science fiction is reminding philosophy that thoughts are a dull thing if there is no play; therefore, it is hoped that the volume will discover it's into to individuals who aim at inventing things concerning the view of a technological world as well as the implication of our present epoch.
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