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The word virtual reality has become a part of society today. The word is used in many situations such as business meetings, technology expos, and even the workplace but what does it mean? Virtual reality simply is the use of computer software in collaboration with hardware to generate images and sounds realistically for it to replicate a real world environment (Earnshaw, 2014). Virtual reality simulates the user’s physical form into this environment by allowing the user to interact with the environment such as moving objects, walking in the environment as well as using head gestures to control the view of the environment. Technological giants such as Samsung often market this technology as an “immersive experience.” This is because virtual reality seeks to transcend into a virtual environment which simulates the human senses of visual, hearing and as well as feeling in some setups. 
virtual reality is refers to computer technologies that is make an emulation system to simulate a real environment or simulate a physical experience that is a very good technologies for many different ambit. For example, VR would likely use on the city planning, geographical survey and distance education. Since at 1950s the first concept of virtual reality came from science fiction. The virtual reality that is include the sight, sound smell, and touch. At 1968 Ivan Sutherland created first virtual reality and augmented reality head-mounted display system. After that virtual start attract some media coverage, even some people try to use virtual reality technologies compare with wright brothers’ pioneering invention of the airplane. Since at 1991 Carolina Cruz-Neira, Daniel J. Sandin and Thomas A. DeFanti from the Electronic Visualization Laboratory created the first cubic immersive room,after one year the artist Maurice Benayoun created the first VR artwork connecting in real time 2 continents: the "Tunnel under the Atlantic" between the Pompidou Centre in Paris and the Museum of Contemporary Art in Montreal.he "Tunnel under the Atlantic" between the Pompidou Centre in Paris and the Museum of Contemporary Art in Montreal. 2007 google introduced the street view In 2013, Nintendo filed a patent for the concept of using VR technology to produce a more realistic 3D effect on a 2D television.
Development of VR:
The Virtual reality is a technology that uses software to replicate the human presence in an environment through realistic images, sounds and surroundings. The three dimension environment is in the limelight, which is a huge development in 2016. This has been observed that some haptic systems are introduced the forced feedback in armed training, gaming and medical fields.
How does it works:
VR technology is very similar to interacting with objects in the real world only in a computer-generated simulation. VR technology today can include everything from headsets to advanced controllers, headset surround systems, platforms for walking/controlling the action and more. VR headsets block out the outside world and present a whole new view for the user. When you put on a professional series VR headset, you should feel like you are in the scene and interacting with it.



VR comparing with other technologies:
The big difference between virtual reality and other technology is that it provides the 3D dimension along with human presence. Interestingly force feedback in different field is also a big difference.
Comparing VR now and past:
Comparing the virtual reality with the past, this is to mention that the hardware configuration was not easy in the past.  The screen resolution, 3D graphics and motion tracking was not introduced in the past.
Comparing VR companies for example (Google, PlayStation, Samsung):
Google, Play station, and Samsung are the big example of the virtual reality. Play station is focusing on different 3D and 4D games. Samsung is focusing on different electronics products and screen resolution. In last, the Google is focusing on the card board to enable the users to build their views. Thus, the big difference is the focus among these three companies.
     Comparing VR with AR(Augmented reality):
The Virtual reality is all about the computer generated simulation of real life. Comparatively, the Augment reality refers that technology that enables the humans to interact with the environment in more meaningful ways. The mobile applications are the perfect examples. 
Future:
The virtual reality will get more physical in future. Different sensors will be used in every application, which will enable the prominent human presence. To exist in the era of technology, the wireless devices will be used in the future.
VR Trend:
The untold possible usages give VR technology a big potential to be applied in different areas. In the predictable future, VR technology will be widely used in different fields more than games likes education, shopping experience and military training. The untold possible usages also create a big potential market for VR technology. As a result, more and more big companies start to step in this industry and expand the market. From the appendix 1, we can clearly see the investment activity changes for VR industry. The investments are low and stable before quarter four 2014. However, after Magic Leap raises huge round in Q4 2014, the investments are increase rapidly compared to previous periods. Also, Facebook acquire Oculus with 2billion dollar in first quarter 2014, which means a dominant player had entered the market.
Moreover, according to a report from BI Intelligence [appendix 2], which provides proprietary forecasts for VR headset shipment and revenue, we can clearly see the sharply upward trend for the following years. The revenue increases dramatically since 2015 which is same as the data provided by [appendix 1].  The revenue grow fast year by year, it is 10 times higher in 2020 (around 25millions) compare to 2015(around 2millions). The usages and functions are not fully developed for VR technology so far. With the development of VR technology, we can predict that the market will be expanded rapidly in the following years and the possible is unlimited.
Technical environment
Big screen smart phone, smart TV, high-definition television gradually popularization, everyone could watch HD video.
Virtual reality technology has been mature
Virtual reality display, algorithm, VR devices and interactive technology is still having a lot of space to improve.
 Economic environment
The world economy is growing rapidly and per capita income increase. Mobile phone, computer manufacturing industry chain is complete. The price of spare parts is constantly lower.
 Social environment
20 to 30 years old of young people is the mainstream of Internet consumption. The entertainment consumption demand increases and brand effect has had a huge impact to the consumer. Consumers lack of the cognition of virtual reality.
 SWOT:
Strength
Along with the development of science and technology, the customer experience requirements keep improving, and the current normal equipment has not completely meet the requirements of users. The emergence of VR breaks through the existing mode of entertainment and it has a lot of business models. A number of different industries are investing in this market.
Weakness
The current VR faces many technical problems need to be solved, such as hardware, image technology, data, etc. This makes the VR breakthrough becomes difficult. The cost of VR is relatively high, and this leads to a slower market popularity. Now, VR does not have enough content, that makes the customer stickiness is not strong.


Opportunity
The VR industry was in its infancy, but the whole market has great potential for future growth. According to the Digi Capital forecast, to 2020, the global AR and VR market scale will reach $150 billion. If someone could ahead in the VR market, that he can get unimaginable returns.
Threats
VR entrepreneurial teams will face fierce competition. Not only that, the world's biggest tech giants, such as Facebook, SONY, HTC, they won't miss this great cookie. No huge fund as a backstop, may be eliminated quickly.
Application:
 First, Man learning through virtual reality. For example, astronomy students can learn about the solar system and how it works by physical engagement with the objects within. They can move planets, see around stars and track the progress of a comet. This also enables them to see how abstract concepts work in a three dimensional environment which makes them easier to understand and retain. This is useful for students who have a particular learning style, e.g. creative or those who find it easier to learn using symbols, colours and textures. One ideal learning scenario is medicine: virtual reality can be used to develop surgery simulations or three dimensional images of the human body which the students can explore. This has been used in medical schools both in the UK and abroad. The use of virtual reality in medicine is discussed in a series of separate articles in the virtual reality and healthcare section. It is able to present complex data in an accessible way to students which is both fun and easy to learn. Plus these students can interact with the objects in that environment in order to discover more about them
Then there is the fact that children today are familiar with all forms of technology and use these at school as well as at home. They have grown up with technology from a very early age and unlike adults, do not have any fear or hesitation in using it. Plus we live in a technological society. So it makes sense to implement virtual reality as one of several forms of technology in order to educate tomorrow‘s technological elite. Education has moved on from books, pencils and pens to the use of interactive technologies to help impart knowledge and understanding.
Second, Virtual Reality in business.
Virtual reality is being used in a number of ways by the business community which include:
•   	Virtual tours of a business environment
•   	Training of new employees
•   	A 360 view of a product
Many businesses have embraced virtual reality as a cost effective way of developing a product or service. For example it enables them to test a prototype without having to develop several versions of this which can be time consuming and expensive.
Plus it is a good way of detecting design problems at an early stage which can then be dealt with sooner rather than later.
Business benefits For some businesses, fully immersive virtual reality a la CAVE system is the way forward. They like the fact that they can use this to test drive a product in the early stages of development but without any additional costs (or risks) to themselves.This is particularly useful for companies who produce dangerous or potentially harmful products which need to be evaluated before use. They can test their product within a virtual environment but at no risk to themselves or their employees. And virtual reality technology has advanced to the stage where it has a high degree of realism and efficiency. Some companies use virtual reality to help with data analysis and forecasting trends in order to gain an edge over their competitors. One example of this is a system developed by researchers at the University of Warwick which is designed to help businesses gain a greater understanding of their data.

In Conclusion In the early 1900’s people had a conception of having a device that immersed an individual in a computer-generated environment. However, True VR full potential was unlocked by douglas Engelhard, also Douglas has designed the head mounted display and that has been improved on for years. Augmented reality does not immerse one in technology but technology is added to real life. Here technology supplements reality such as images projected on a wall. Mixed reality is a hybrid of the two technologies and is often used in some gaming setups (Ohta,  & Tamura, 2014).  virtual reality is still a budding technology and it ranges from $100 for mobile VR to $1000 for computer based VR. Comparing with other gaming models virtual reality offers an all sense type of gaming environment which is sensationally stronger than controller based entertainment. The biggest strength is the response time the device offers individuals gaming in competitive settings.
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