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Abstract:- In the context of swiftly progressing 

technological advances, Virtual Reality (VR) and 

Augmented Reality (AR) emerge as crucial developments 

with the potential to profoundly transform education, 

work environments, and society at large. This research 

article provides a thorough examination of the attitudes 

expressed by individuals towards VR and AR technology, 

as well as their corresponding experiences and views. The 

research used a custom sentiment analysis model that was 

trained using a dataset consisting of 107 responses 

obtained from a survey that was specifically created to 

investigate the various factors which influence the 

integration of AR and VR in daily life. Additionally, the 

survey aimed to measure the sentiments associated with 

these immersive technologies. The study utilizes machine 

learning techniques to identify subtle emotional nuances 

present in written responses. The sentiment analysis 

model is carefully constructed using a rigorous training 

method to assess each response and categorize sentiments 

into positive, negative, or neutral classifications. The 

factors that exert a significant influence on the 

integration of AR and VR technologies include the 

educational advantages, collaborative efforts in the 

workplace, and cost considerations. Furthermore, 

through the examination of sentiment predictions, this 

study reveals the range of emotions linked to the 

incorporation of VR and AR technologies into 

educational and professional environments. 

 

Keywords:- Augmented, Model, Machine Learning, 

Predictions. 

 

I. INTRODUCTION 

 

Virtual reality (VR) and Augmented reality (AR) are 

intelligent data and in-person interactions. While VR delivers 

a fully immersive digital experience, AR enriches the actual 

world by superimposing digital features. Although both 

technologies have many uses in a variety of industries, their 

main purposes and use cases are different. While VR 

develops fresh, immersive experiences that might or might 

not be connected to the physical world, AR improves real-

world experiences. 
 

Users of VR can interact in a completely immersive 

digital environment. Users are completely immersed in the 

virtual world and cut off from the outside world. 

 

VR is frequently used to imitate situations and settings 

that would not be practical or secure. Gaming, training 

simulations, architectural visualization, virtual tours, and 

treatment are just a few examples of applications. VR, for 

instance, can take viewers to another place, like a historical 

site, or replicate dangerous situations for teaching 

purposes.[4] 
 

By adding digital information on top of the physical 

environment, augmented reality (AR) improves it. Users can 

view and interact with both physical and digital components 

at the same time. Contextual information, instructions, or 

visualizations that improve the user's comprehension of the 

real environment are frequently provided via augmented 

reality (AR). Education, maintenance, navigation, gaming, 

marketing, and healthcare are just a few of the industries 

where it is used. For instance, AR can be utilized to see 

medical pictures on a patient's body during surgery or to 
display information about landmarks as you visit a city using 

a smartphone.[3] 

 

Historical locations, cultural icons, and natural 

attractions in Sri Lanka can all be toured virtually using 

virtual reality (VR). This might offer students and visitors 

immersive educational experiences while preserving and 

promoting the nation's rich legacy. By adding supplemental 

digital content, such 3D models and animations, over 

textbooks or educational materials, augmented reality (AR) 
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can improve traditional classroom learning. Potential tourists 

may be able to experience the splendor of Sri Lanka's 
landscapes and attractions through virtual reality (VR) before 

traveling there. This might inspire more travelers to go 

around the nation. As visitors explore tourist destinations, 

augmented reality (AR) might offer them real-time 

information and navigational aid, enhancing their entire 

experience.[4] 

 

Medical practitioners can be trained for surgical 

procedures using VR simulators, which offer a secure setting 

to conduct difficult surgery. VR can be used for real-world 

physical. 

 
Virtual reality (VR) and augmented reality (AR) 

technology integration in education offers game-changing 

benefits. By superimposing interactive digital features onto 

the real world, augmented reality (AR) improves learning by 

increasing engagement and comprehension. Dynamic 

visualizations, interactive simulations, and virtual field trips 

that bring distant locations and historical eras to life are 

beneficial to students. The facilitation of personalized 

learning experiences that take into account personal 

preferences and learning styles. On the other hand, virtual 

reality (VR) provides immersive settings that support 
experiential learning and the replication of real-world 

circumstances. Through safe virtual experimentation, cross-

border collaboration, and travel, students can develop 

empathy and a global perspective. By delivering engaging, 

personalized, and experienced learning, AR and VR both 

revolutionize education and help to create a more dynamic 

and inclusive educational environment.[1] 

 

It is challenging to implement practical, collaborative 

training for severe crises that happen too seldom in 

conventional curriculum. Technologies such as multi-user 

virtual reality and serious gaming can be used to deliver 
collaborative instruction in dynamic environments. However, 

it appears that strong presence and helpful utility are 

necessary for real training benefits [2]. EPICSAVE Providing 

aid Decisions demonstrates an innovative strategy that tries 

to further enhance on these elements with a collaborative and 

emotive scenario gaming rule. Here is a video of a gaming 

sketch's trailer. It inventively examines the design of major 

cooperative games. systems for training in virtual reality. 

Two paramedics are invited to the game. A dramatic scenario 

is presented to students and one paramedic trainer at a family 

amusement park: A five-year-old exhibits symptoms.[2] 
 

While intriguing, the incorporation of augmented reality 

(AR) and virtual reality (VR) technologies in businesses and 

educational institutions has a number of serious drawbacks. 

Adopting these technologies can be expensive at first in 

educational contexts, with costs for hardware, software, and 

training. Smooth implementation might be hampered by 

technological difficulties, such as compatibility problems and 

the requirement for specialist technical support. Additionally, 

the immersive qualities of AR and VR may unintentionally 

cause students to become distracted and lose focus on their 
learning goals. Particularly with regard to virtual reality, 

isolation is a problem that could lessen the value of social 

connections and cooperative learning opportunities. It is also 

important to consider the possibility of motion sickness and 
discomfort brought on by sensory dissonance in VR 

situations. 

 

II. LITERATURE RIVIEW 
 

The concept of Virtual Reality (VR) was first coined by 
Jaron Lanier, the founder of VPL Research, in the year 1989. 
The inception of Virtual Reality can be attributed to the mid-
1960s, as evidenced by the pioneering contributions of Van 
Sutherland, an esteemed researcher affiliated with the 
University of Utah [1]. According to Steuer (1992), VR can 
be defined as a computer-generated world that enables users 
to engage in a manner that appears realistic or physical. This 
interaction is facilitated through the employment of 
specialized electronic equipment, such as a helmet equipped 
with an internal screen or gloves embedded with sensors. [2]. 
As stated by the source referenced as [3], augmented reality 
(AR) can be conceptualized as an electronic augmentation of 
individuals' perception of reality within a framework that 
encompasses three fundamental attributes: the fusion of real 
and virtual elements, real-time interactivity, and presentation 
in three-dimensional form. 

 
Due to this rationale, AR and VR are seen as a 

technological concept rather than a specific type of 
technology. In a similar vein, it has been argued that the scope 
of AR and VR should not be confined to any one 
technological framework, but rather should be understood as a 
comprehensive notion that transcends technology [5]. 
Therefore, it is advisable for AR and VR to serve as 
complementary tools in various contexts, rather than 
attempting to substitute reality within these contexts. 
Significant changes are presently occurring in daily life as a 
result of the emergence of AR and VR paradigms. Numerous 
factors exert influence on the acceptance and utilization of VR 
and AR in the context of daily existence. The elements can be 
categorized into two distinct groups: benefits and barriers. 

 
There are numerous advantages associated with the 

integration of AR and VR technologies into daily life. 
Researchers have identified several key benefits, including 
enhanced learning, improved collaboration, increased 
creativity, and heightened safety. Enhanced learning refers to 
the utilization of VR and AR technologies to facilitate 
immersive and interactive educational encounters, hence 
enhancing students' learning outcomes. AR and VR has the 
potential to replicate authentic real-world settings, such as 
historical battlefields or medical operating rooms, hence 
facilitating enhanced comprehension of academic content 
among students. [6,7]. Improved collaboration refers to the 
utilization of VR and AR technologies to enable collaborative 
efforts among individuals situated in disparate geographical 
places. For instance, VR has the potential to facilitate the 
creation of a collective virtual environment wherein 
individuals can collaborate on a given undertaking. Similarly, 
AR can be employed to superimpose digital data onto the 
physical world, thereby aiding individuals in collaborative 
endeavors within the tangible realm. In recent years, there has 
been a growing interest in the potential of VR and AR 
technologies to enhance safety measures. One notable use is 
the utilization of VR and AR to develop secure and regulated 
environments for training and simulation purposes [8, 9]. 
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Enhanced safety measures can be achieved through the 
utilization of VR and AR technologies, which enable the 
creation of secure and regulated environments for the 
purposes of training and simulation. For instance, VR has the 
potential to serve as a training tool for surgeons, enabling 
them to practice intricate procedures without exposing actual 
patients to any potential injury. Similarly, AR can be 
employed to train firemen in effectively maneuvering through 
a burning structure [10,11]. AR and VR have the potential to 
stimulate creativity and foster innovation. For instance, VR 
has the potential to facilitate the creation of immersive 
settings that enable artistic expression. On the other hand, AR 
has the capability to superimpose digital information onto the 
physical world, thereby offering individuals novel 
perspectives and other ways of perceiving their surroundings. 
[12,13] 

 
On the contrary, previous studies have identified several 

significant obstacles hindering the integration of AR and VR 
technologies into everyday life. One of the primary barriers is 
the financial burden associated with the acquisition of VR and 
AR hardware and software, as highlighted by previous 
research [14,15]. The existing VR and AR headsets suffer 
from hardware restrictions, including a restricted field of 
view, low resolution, and limited refresh rate. These 
limitations can result in various issues such as motion 
sickness, eye strain, and a diminished sense of immersion 
[16,17]. The process of developing VR and AR content of 
superior quality entails a significant investment of time and 
financial resources [18, 19]. The primary challenges hindering 
the adoption of VR and AR technologies among users are 
safety concerns, privacy issues, and the potential for addiction 
[20, 21]. 
 

III. METHODOLOGY 

 

The research engaged 107 participants through a survey 

designed to capture their perceptions and experiences 

regarding the integration of Virtual Reality (VR) and 

Augmented Reality (AR) technologies in educational and 

professional contexts. Participants were asked to provide 

open-ended textual responses, thus enabling the extraction of 

nuanced sentiments. 
 

To enable sentiment analysis, a custom sentiment 

analysis model was developed. The model's training process 

encompassed the following steps: 

 

Sentiment Analysis using python is applied to get the 

future prediction of How will be the impact of AR and VR in 

Education and Workplaces. Based on their own responses 

provided in the survey, the custom trained model will predict 

the future status of AR and VR technologies in educational 

and workplace sectors.  
 

 Data Preprocessing: The collected textual responses were 

preprocessed, including steps such as lowercasing, 

tokenization, and removal of stop words. 

 Labeling: Each response was manually labeled with 

sentiment categories using classification – positive, 

negative, or neutral. 

 Feature Extraction: The labeled responses were 

transformed into numerical features using techniques like 

TF-IDF (Term Frequency-Inverse Document Frequency). 

 Model Selection: A machine learning algorithm was 

chosen for sentiment analysis. After experimentation, a 

suitable algorithm was identified based on performance 

metrics such as accuracy and F1-score. 

 Model Training: The selected algorithm was trained on 

the labeled response data, iteratively improving its ability 

to classify sentiments. 

 Sentiment Analysis: The trained sentiment analysis model 

was employed to analyze the sentiments expressed within 
the survey responses. The process involved the following 

stages: 

 Text Preprocessing: Like the training phase, the responses 

were preprocessed to ensure compatibility with the 

model. 

 Sentiment Prediction: The trained model predicted 

sentiment labels for each response, categorizing them as 

positive, negative, or neutral. 

 Data Analysis: The predicted sentiments were then 

analyzed to derive insights from the survey data. 

Descriptive statistics were employed to quantify the 
distribution of sentiments among the responses. 

Additionally, the analysis considered the model's 

sentiment predictions to explore trends and correlations 

with respondents' demographic information. 

 

IV. RESULTS AND DISCUSSION 

 

In a comprehensive survey encompassing five distinct 

age groups—ranging from 18 to above 55—the distribution 

of participants unveiled a substantial presence of young 

adults, with 41.3% falling within the 18-24 age bracket, 
while 30.4% and 18.5% represented the 25-34 and 35-44 age 

groups respectively. Notably, respondents aged 45 and above 

constituted the remaining demographic segment. Gender 

diversity was observed within the survey's composition, with 

33.7% identifying as female and 66.3% as male. 

 

Delving into the participants' educational backgrounds, 

the research indicated a diverse range of attainments. A 

majority (62%) held bachelor's degrees, while 17.4% 

possessed master's degrees. Notably, 13% and 7.7% reported 

high school completion and higher national diploma 

qualifications respectively. 
 

Further exploration focused on professional domains, 

revealing an equilibrium between the telecommunications 

and computer technology sectors, each accounting for 40.2% 

of the respondents. Other sectors such as healthcare, 

education, marketing, tourism, and fashion collectively 

constituted the remaining categories. 

 

The survey then navigated into the realm of augmented 

reality (AR) and virtual reality (VR) technology familiarity. 

Respondents were probed on their experience, presenting 
options ranging from having used both VR and AR, to having 

exclusively used VR or AR, and to not having experienced 
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either. Subsequently, respondents were queried about their 

application experiences. Notably, their engagements revolved 
predominantly around entertainment, followed by sports, 

virtual tours, and shopping experiences. 

 

In uncovering adoption barriers and motivating factors, 

respondents echoed concerns over high hardware costs and 

limited content availability. These findings shed light on the 

challenges faced by these technologies in achieving 

mainstream integration. 

 

Moreover, the research ventured into the realm of 

platforms and devices employed by respondents who had 

prior experience with AR and VR. While the conclusion of 
this analysis was cut off, it underscores the significance of 

understanding the preferred avenues for interacting with 

these technologies. 

 

These survey results collectively illuminate a nuanced 

landscape of age, education, industry, familiarity, and 

preferences within the realm of AR and VR technology. They 

offer invaluable insights that can guide the development, 

marketing, and adoption of these technologies across diverse 

demographic and professional strata. Within the cohort of 

respondents who had prior experience with AR and VR 
technologies, the investigation into their preferred platforms 

and devices yielded enlightening insights. It was revealed 

that a significant 71.25% of participants engaged with AR 

through the ubiquitous medium of smartphone-based 

applications, highlighting the accessibility and convenience 

that mobile devices offer for augmented reality experiences. 

 

Diving further into the technological landscape, the 

study uncovered a diverse array of immersive devices. 

Microsoft HoloLens emerged as a prominent choice, with 

30.1% of respondents having utilized this advanced AR 

headset. This preference for HoloLens underscores the 
growing interest in cutting-edge mixed reality solutions for 

various applications, from professional tasks to educational 

endeavors. 

 

Moreover, a noteworthy 12.3% of participants reported 

utilizing the HTC Vive, a leading virtual reality platform 

known for its immersive capabilities. This finding attests to 

the allure of high-end VR experiences that offer unparalleled 

immersion and interactivity, often sought after by enthusiasts 

and professionals alike. 

 
Intriguingly, 17.8% of respondents engaged with the 

Oculus Rift, a VR system renowned for its impact on the 

gaming and entertainment spheres. This statistic reinforces 

the role of VR in offering captivating and engaging virtual 

worlds, appealing to individuals across diverse domains. 

 

 

 

 

 

 
 

These findings collectively shed light on the diverse and 

evolving landscape of AR and VR devices, illustrating the 
sway of smartphone-based AR, the allure of sophisticated AR 

headsets like Microsoft HoloLens, the immersion provided 

by HTC Vive, and the captivating experiences enabled by 

Oculus Rift. The varied adoption of these devices accentuates 

the multifaceted ways in which individuals integrate AR and 

VR into their professional and recreational pursuits. 

 

 Sentiment Analysis Results 

The core focus of our investigation centered on 

conducting an intricate sentiment analysis across three 

pivotal domains: Educational Benefits, Workplace 

Advantages, and Recommendations to peers, family, and 
colleagues. The rigorous analysis of sentiment within these 

spheres unearthed compelling insights into the reception of 

AR and VR technologies. 

 

Within the realm of Educational Benefits, the sentiment 

analysis underscored a prevailing positivity, with an 

overwhelming majority of respondents expressing favorable 

sentiments. This reception resonates with the widely 

acknowledged potential of AR and VR to revolutionize the 

educational landscape by fostering engaging, immersive, and 

experiential learning environments. 
 

Turning our attention to Workplace Advantages, a 

similar trend emerged. The sentiment analysis revealed a 

significant volume of affirmative responses, signifying the 

promising role that AR and VR can play in enhancing 

productivity, training, and collaboration within professional 

settings. The resonance of positive sentiments here aligns 

with the growing recognition of these technologies as 

enablers of innovation and efficiency. 

 

In evaluating the inclination to recommend AR and VR 

technologies to peers, family, and colleagues, the sentiment 
analysis further reinforced the affirmative sentiment that 

pervaded our study. While neutral comments were not 

uncommon, the absence of negative feedback is noteworthy. 

The overwhelming positivity in these recommendations 

attests to the compelling nature of AR and VR experiences 

and the potential for widespread adoption. 

 

It is intriguing to note that the absence of negative 

comments does not simply imply neutrality, but rather 

reflects the burgeoning optimism surrounding AR and VR 

technologies. Collectively, these sentiment analysis results 
underscore the tangible enthusiasm and optimism that 

individuals harbor toward the transformative potential of AR 

and VR across educational, professional, and personal 

dimensions. 
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Fig 1 – Overall Sentiment Distribution in Survey Responses. 

 
During the enthusiasm surrounding AR and VR 

technologies, it is imperative to address the barriers and 

adoption challenges that loom on the horizon. Our study 

uncovers the persistent hurdles of high hardware costs and 

limited content availability, shedding light on potential 

obstacles in the path of widespread integration. 

 

However, it is precisely through the lens of these 

challenges that the potential for innovation emerges. The 

very momentum that propels AR and VR forward becomes 

the force that drives solutions. As the demand for 

accessibility intensifies, the industry will likely respond with 
cost-effective hardware alternatives and a surge in content 

creation. Collaborative efforts within the sectors, leveraging 

the insights from the study, can pave the way for more 

inclusive access. 

 

These barriers, though significant, ultimately stand as 

catalysts for a more robust ecosystem. Just as AR and VR are 

poised to revolutionize education, industry, and beyond, the 

resilience of the industry ensures that even the most 

formidable challenges will be met with ingenuity and 

perseverance. 
 

As our research attests, the positive sentiment 

enveloping AR and VR is not merely idealism, but a 

testament to the unwavering belief in their transformative 

power. With barriers illuminated, solutions poised for 

discovery, and a collective determination to push boundaries, 

the journey ahead for AR and VR technologies is not without 

its challenges, but it's a journey where every obstacle is an 

opportunity, every challenge a catalyst for progress. 

 

 

 
 

 

 

 

 

 

 

 

V. CONCLUSION 

 
The prevailing sentiment exhibits a predominantly 

positive trend. Within the realms of Educational Benefits, 

Workplace Advantages, and Recommendations, a pervasive 

sense of optimism arises, delineating a clear portrayal of the 

potential influence that these breakthroughs provide for the 

forthcoming era. From an educational standpoint, the 

emphasis on positivity highlights the capacity of augmented 

reality (AR) and virtual reality (VR) to change the process of 

learning by introducing immersive experiences into 

traditional classroom settings. From a professional 

standpoint, the sense of feeling serves to underline their 

ability to enhance productivity and foster collaboration. The 
endorsements have a resounding impact on 

recommendations, indicating more than just a passing fad, 

but rather a significant shift in paradigm. 

  

As we contemplate the vast array of potentialities, a 

forthcoming era emerges in which augmented reality (AR) 

and virtual reality (VR) technology bring about a 

transformative shift across all sectors. In a time, 

characterized by a significant proportion of participants 

originating from the digital technology industries, we expect 

significant and transformative changes. In the realm of daily 
existence, augmented reality (AR) has the potential to 

revolutionize communication methods, while virtual reality 

(VR) could significantly alter work environments by 

facilitating virtual collaboration and enhancing design and 

development procedures. 

  

Furthermore, a wide range of domains could potentially 

experience the realization of various predictions. For 

instance, the healthcare sector may witness the 

implementation of remote surgeries through the assistance of 

augmented reality (AR) guidance. Similarly, the field of 

education might adopt immersive history lessons as a means 
of instruction. Additionally, the marketing industry could 

introduce interactive brand experiences to engage consumers 

more effectively. The aforementioned insights into the future 

are driven by the profound belief that augmented reality (AR) 

and virtual reality (VR) have the capacity to fundamentally 

transform the ways in which we acquire knowledge, engage 

in professional activities, and communicate with others. 

  

This study, grounded in facts, indicates a paradigm 

shift. The establishment of a favorable sentiment serves as 

the fundamental basis for the transformative impact of 
augmented reality (AR) and virtual reality (VR) in several 

domains, including education, industry, and beyond. As 

individuals at the forefront of technological advancements, 

we find ourselves in a state of readiness, equipped with the 

conviction that these technologies serve as agents that propel 

us towards a more promising future. In this future, innovation 

thrives, and limitations fade away because of the 

transformative influence exerted by augmented reality (AR) 

and virtual reality (VR). 

 

 
 

 

http://www.ijisrt.com/


Volume 8, Issue 8, August – 2023                              International Journal of Innovative Science and Research Technology                                                 

                                         ISSN No:-2456-2165 

 

IJISRT23AUG1632                                                           www.ijisrt.com                   1750 

REFERENCES 

 
[1]. I.E. Sutherland, “The Ultimate Display,” Proceedings of 

the 1965 IFIP Congress, Vol. 2, 1965, pp. 506.–508 
[2]. Steuer, J. (1992). Defining virtual reality: Dimensions 

determining telepresence. Journal of communication, 
42(4), 73-93. 

[3]. Dutta, K. Augmented Reality for E‐Learning. Available 
online: https://www. researchgate. 
net/.../304078112_Augmented_Reality_for _E‐Learning 
(accessed on 13 July 2023). 
https://www.researchgate.net/publication/304078112_A
ugmented_Reality_for_E-Learning 

[4]. Wu, H.K.; Lee, S.W.Y.; Chang, H.Y.; Liang, J.C. 
Current status, opportunities and challenges of 
augmented reality in education. Comput. Educ. 2013, 
62, 41–49. 

[5]. Son, N.D. The Application of Web‐3D and Augmented 
Reality in E‐learning to Improve the Effectiveness of 
Arts Teaching in Vietnam; EasyChair: Manchester, UK, 
2019; No. 1675. 

[6]. Hussein, M., & Nätterdal, C. (2020). The benefits of 
virtual reality in education: A comparison study. 
Computers & Education, 149, 103585. 

[7]. Garzón, J., Pavón, J., & Baldiris, S. (2019). Systematic 
review and meta-analysis of augmented reality in 
educational settings. Virtual Reality, 23(1), 1-22. 

[8]. Jdaitawi, M., & Kan'an, A. (2021). A decade of research 
on the effectiveness of augmented reality on students 
with special disability in higher education. 
Contemporary Educational Technology, 12(1), 69-85. 

[9]. Noah, N., & Das, S. (2021). Exploring evolution of 
augmented and virtual reality education space in 2020 
through systematic literature review. Computers in 
Human Behavior, 122, 106723. 

[10]. Chang, H., & Chen, Y. (2019). Virtual reality for 
surgical training: A systematic review. Annals of 
Surgery, 270(3), 478-485. 

[11]. Chen, Z., & Zhang, Z. (2020). Augmented reality for 
industrial safety: A systematic review. Safety Science, 
127, 104594. 

[12]. Jones, A., & Bacigalupo, D. (2017). Augmented reality 
art: A critical review. Virtual Reality, 21(1), 1-16. 

[13]. Pivec, M., & Zapletal, M. (2018). Augmented reality for 
education: A systematic review of the literature. 
Education and Information Technologies, 23(2), 791-
820. 

[14]. Akçayır, M., & Akçayır, G. (2017). Advantages and 
challenges of augmented reality for education: A 
systematic review of the literature. Educational 
Technology & Society, 20(4), 135-152. 

[15]. Alalwan, A. A., Dwivedi, Y. K., & Rana, N. P. (2020). 
Adoption of virtual reality and augmented reality in 
marketing: A systematic review and research agenda. 
Journal of Business Research, 120, 378-392. 

[16]. Sharkey, A. J., & Sharkey, N. E. (2016). Virtual reality, 
augmented reality, and mixed reality: Definitions, 
trends, and research opportunities. International Journal 
of Human-Computer Studies, 96, 10-31. 

[17].  Slater, M., & Sanchez-Vives, M. V. (2016). Enhancing 
our lives with virtual reality. Frontiers in Robotics and 
AI, 3, 10. 

[18]. Milgram, P., Takeuchi, H., & Kishino, F. (1994). 
Augmented reality: A new way of interacting with the 
real world. Presence: Teleoperators and Virtual 
Environments, 3(4), 282-292. 

[19]. Azuma, R. (1997). A survey of augmented reality. 
Presence: Teleoperators and Virtual Environments, 
6(4), 355-385. 

[20]. Hoffman, H. G., & Khan, A. (2016). Virtual reality 
exposure therapy for anxiety disorders: A meta-analysis 
of randomized controlled trials. Journal of Anxiety 
Disorders, 45, 11-21. 

[21]. Shen, C., & Li, W. (2021). Privacy concerns in the use 
of virtual reality: A systematic literature review. 
Computers in Human Behavior, 123, 106705.. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

http://www.ijisrt.com/

	I. INTRODUCTION
	II. LITERATURE RIVIEW
	III. METHODOLOGY
	IV. RESULTS AND DISCUSSION
	V. CONCLUSION
	REFERENCES


