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Introduction
Virtual Reality Technology can simply be described the use of computer technology to simulate environments. The experience positions a user in to a given 3D reality with interactive visual and auditory effects. Virtual Reality technology in the early stages has been prototyped and developed mostly to enhance gaming experiences, with several attempts on other fields. However, in recent times, there has been institutions both private and public, that have invested plenty of resources to see the technology redesign experiences in certain fields of interest. 
Some of the interesting institutions to be covered in our case study include the National Institute of Standards Technology (NIST) that are making simulations for first responders, Surgical Theater LLC simulating patients anatomy and lastly NVIDIA playing the role of manufacturing VR technology tools. Henceforth, the research will narrow down to how the three institutions create and influence national policies that shape new technologies, critical to the United States Economy.
National Institute of Standard Technology
	The National Institute of Standard Technology is one of the oldest institutions to venture in physical science laboratory in United States. Since 1905, the institution has been at the forefront of delivering quality inventions under the U.S Department of Commerce, making it a credible source for our case study, (NIST, 2019). Considering their position in history, they have not been left out in exercising VR technology as part of their agenda for the general public safety.  
Surgical Theater LLC
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