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Abstract 

 
This paper presents a robust literature review on the subject of Virtual Reality and its use in training and educational 
systems. Firstly, the beginnings of Virtual Reality are presented, then, advantages and disadvantages of virtual reality 
environments are described. Various characteristics of Virtual Reality are highlighted, which have positive or negative 
influence on learning or training ability of individuals. It is shown how various organizations could benefit from using 
virtual reality in their daily activities. Such aspect as sense of presence is also described, which has tremendous effect on 
how subjects perceive information in virtual world.  
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1. Introduction  

 

Previous research on this new technology is very helpful as it shows potential benefits and answers many questions, 

thus allowing to continue new studies based on the accumulated knowledge. Nowadays, Virtual Reality (VR) technology 

is used in various areas for various purposes. It is used in training, education, psychology, etc. Studies carried out in this 

field suggest that training in virtual environments can replace the hours spent in the real world. This comes very handy 

when training in real environments is impossible due to risk or cost. Although this technology is still in its infancy, it is 

confidently gaining momentum and in the near future many people will be dealing with VR on a frequent basis, be it 

watching movies in VR, playing games or improving skills for their profession.  

 

 The first traces of VR came from the world of science fiction. Stanley G. Weinbaum's 1935 short story "Pygmalion's 

Spectacles" is recognized as one of the first works of science fiction that explores VR. It describes a google-based VR 

system with holographic recording of fictional experiences including smell and touch [1]. Furthermore, if we go back to 

the early 1950s, it was the time when Morton Heilig developed the Sensorama, a multisensory simulator with wind and 

scent production, vibratory sensation and 3D display [2][3].  
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