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	Visual Reality is taking over the world in ways that were never thought to be possible. Essentially, anything a human could ever want to do can be done virtually now behind the lenses of a virtual reality headset. With that being said, visual reality has created a massive wave that has swept up the whole world and is allowing people in all different industries and walks of life to perform functions they never thought to be imaginable. Within this essay I will strive to explain what virtual reality really is and explain its effects within the world especially in regard to relationships and the workplace. Following that I will discuss how visual reality will drastically change the way entertainment is produced and interacted with because of the limitless applications and areas visual reality impact could potentially have. Additionally, I will also demonstrate and analyze how visual reality is going to impact and already impact manifold social institutions around the world. Visual Reality can have an immense impact on almost every facet of human lives making this technology very disruptive and forever changing the world as we originally knew it. 
Change in the Development of Relationships
Subtopic - Uses and Trends 
	The introduction of virtual reality into the world has created various positive outcomes when it comes to its role in relationships. In particular visual reality has helped strengthen relationships especially in times like we are experiencing right now with the Covid-19 pandemic. For instance, when reading Is Virtual Reality the Future or End of Intimacy, I was able to discover a way VR can help maintain relationships when it stated,” However, the rise of VR intimacy won’t necessarily end human intimacy as it may help build more meaningful interactions between couples. Apps driven by immersive tech may soon become platforms for creating intimate experiences that save long-distance relationships” (Mileva, 2019). Basically, VR allows couples who are dealing with long distance relationships to maintain intimacy as if they were their significant other physically. This step beyond texting and video chatting offers an excellent opportunity for VR to make a positive impact on the world and will continue to save relationships by creating apps like the ones discussed by the article. On a similar note, within the same article, it discusses the use of VR in terms of therapy (Mileva, 2019).  Hypothetically, VR users would be able to connect with therapists and have a much more impactful and more lifelike experience. This example is yet another area where the use of VR in an industry can create an experience with more intimacy, especially in times like we are experiencing now with social isolation and limited social interaction. Both of these trends and uses for VR just scratch the surface of the massive potential VR has when it comes to relationships. 
Subtopic - Disruptive Impact
	Visual Reality has created a very large disruptive impact within the world of relationships. I came to this understanding after reading Meeting the Challenge of Disruptive Change when it stated, “Disruptive innovations create an entirely new market through the introduction of a new kind of product or service, one that’s actually worse, initially, as judged by the performance metrics that mainstream customers value” (Christensen et al., 2020). After reading this, I was able to see how close the author's definition of disruptive innovation was to the way VR has been introduced into society. For instance, VR in terms of relationships has already found its way to create a new market as well as service when creating and maintaining relationships. This has been done in ways such as dating apps that allow you to meet others through virtual reality creating a whole new service and meeting ground for people to meet each other without actually meeting each other (Mileva, 2019). Additionally, like the text says disruptive innovations generally draw a lot of negative reactions and are initially  judged as worse than other forms of current methods. Building off that principle, VR has direct correlation with that statement and was and still is not viewed as preferable in terms of maintaining relationships. I realized this after seeing the negative reactions VR companies were receiving when attempting to replace physical intimacy with virtual intimacy. However, I believe VR to be in that stage of unacceptance now, but will not be for very long, and that it will soon become common to chat and maintain and create relationships via VR (Chayko, 2017). Both of these components of what it means to be a truly disruptive technology is perfectly exemplified by VR in terms of its association with relationships. 
Subtopic - Predictions
	Personally, I believe VR will only become a bigger part of human life in terms of relationships. Like I previously mentioned I believe VR to be receiving a lot of negative comments on its involvement with relationships due to how disruptive it is but will be completely different and very commonly used in the future. I see this as a common theme within the article Move on Over: Virtual Reality is The Future of Finding Love. The article mentions that, “Moving from screen to VR invokes “presence”—the feeling of actually being in the virtual space itself. Studies show that using apps like Skype and Facetime results in greater trust and satisfaction, compared to just talking over the phone” (Rogers, 2019). Apps like Facetime and Skype have successfully paved the way to create the sensation of presence. With that being said, VR will become even more popular than those methods because it creates an even more enhanced feeling of presence with all of its capabilities. All in all, I predict VR to have a major impact on human relationships in the future with its limitless potential and application. 
Change in Work
Subtopic - Uses and Trends 
	Visual Reality is going to drastically change the ways humans work forever. The addition of VR into the workplace demonstrates the different uses and trends it has created. For instance, one trend of VR in the workplace is described in 6 Ways VR Will Change the Workplace, when Deep Patel stated, “Virtual reality will accelerate the remote-working trend by making it easier for employees to connect with one another digitally. Facebook is already working on virtual reality chatrooms. It is possible that Facebook, or another company, will open this technology up to the business community through Workplace by Facebook or a similar platform” (Patel, 2017). Basically, VR opens up the opportunity for companies to hire and transfer even more people out of office and rather working remotely. Additionally, the increase of the use of VR chat rooms will become more popular because it offers the ability for people who are working together to collaborate in a more intimate and impactful way. Along with this trend another one this article discusses is VR’s negative impact when it comes to unmotivating humans to enter the workforce. This article explains this trend when it states, “A recent study cited in the Economist posits that video games are responsible for a major decline in workforce participation. Specifically, a study found that a significant portion of young men who play video games had chosen to work less and play videogames more” (Patel, 2017). The virtual escape VR creates can completely distort people from participating in real life events making this a popular trend with the demand and popularity of VR at all-time highs. Ultimately, this trend proves that VR will not always create a positive impact especially in terms of work. In summary, VR will shake up the working world in various ways both positively and negatively. 
Subtopic - Disruptive Impact
	Visual Reality will greatly impact the way the world works. In fact, Visual Reality can be looked at as a radical innovation according to Michael Latzer’s article Information and communication technology innovations: radical and disruptive. In this article he distinguishes radical disruptive technology to have the following characteristics, it’s based on new technology, involves great uncertainty, an entire new set of performance features (Latzer, 2009). All of these characteristics are exemplified with VR in the workplace. For instance, VR is based on completely new technology with never before used components making it truly a new experience for all workers to use. Also, VR can lead many different outcomes like I have stated before it can create a wide variety of both positive and negative outcomes making it the future of VR and work very uncertain further qualifying VR to be a radical disruptive technology. Lastly, VR provides workers with numerous new performance features that can be used in almost any industry in the world. Personally, I have seen this first hand in my past work experience. For example, at my last internship at The Verve I was a Real Estate Marketing Intern and utilized VR to provide potential clients with the opportunity to take a virtual tour because the building was not fully constructed yet. Basically, we were able to use VR and its new tools to do something that was never possible beforehand. This example is only one of many and demonstrates how powerful and disruptive VR is a technology and how great of an impact it has on the workforce. 
Subtopic - Predictions
	In my opinion, I believe VR will truly take over the workforce by storm. Along with the previous trends I have mentioned, I predict VR to play important factors in training as well as speed up the design process and create more imaginative creations. In fact, the technology has expanded into more general use at Fortune 500 corporations, where employees working in industries such as retail, logistics, and customer service are practicing in VR headsets to get better at their jobs. (Is, 2020). As you can see, since VR is cheaper to use it will be used more prevalently especially with its ability to better train workers of all kinds compared to humans and other forms of online training. In VR people are able to experience more real-life scenarios making the training more impactful and more memorable to learn from. Additionally, I predict products and software created by designers to become a lot more creative and be faster. In regard to faster design speed, I predict designers will have an easier time utilizing VR, so they don’t have to use physical prototypes anymore and rather just need to virtually design and implement to share (Patel, 2017). In addition, I believe that designers of all industries especially ones working with virtual software and art will have freer reign and creative freedom with limitless capabilities and applications VR provides humans with. 
Change in Entertainment 
Subtopic - Uses and Trends 
	Numerous uses and trends have formed as VR is introduced to the world in regard to the entertainment industry. While VR has created so many different forms of entertainment it also has played a role in recapturing previous elements of entertainment watching in ways prior. One instance where VR has shaken the entertainment world is described within the Amusement park industry particularly when the Daily Exeter mentioned that “It seems that the transfer of amusement parks to VR is the next stage of the market development. If now there are only 10 thousand VR parks in the world, then within five years in each world's megacities (Moscow, New York, London, Berlin and others) there will be at least 100 such parks (How, 2021). This trend for Amusement Parks to begin creating virtual amusement parks has increased tremendously in the past few years explaining the need for VR based experiences similar to real life ones such as riding a roller coaster. By emulating the same design as real-life coasters and using the limitless creative tools VR design programs have virtual designers a very big advantage compared to real amusement parks that need to maintain their rides, pay employees, and deal with lawsuits. In similar fashion another trend I was able to recognize is within the sports industry. Right now, fans of popular sports leagues like the NBA, MLB, and NFL all are offered the ability to get a courtside experience and share it with their friends utilizing VR technology (How, 2021). This form of watching sports will be very popular especially in times like the pandemic when sports stadiums are limited in occupancy and offers fans a trip to the game with really good tickets at a low price without actually physically being there. Both trends are only a small portion of the impact VR is making on the entertainment industry.
Subtopic - Disruptive Impact
Visual Reality has become one of the most disruptive technologies in modern history. I was able to see this after reading an article from the New Yorker when it stated, “disruptive innovation”: the selling of a cheaper, poorer-quality product that initially reaches less profitable customers but eventually takes over and devours an entire industry” (Lepore, 2014). Basically, after understanding what a true disruptive innovation is through this text, I was able to see how VR directly correlates with its qualifications. This article demonstrates exactly what has happened with VR as it is introduced to the world. Currently, VRs are being sold at a very cheap price in a variety of forms like Oculus, Sony VR, Apple VR, etc. which will then lead to VR “devouring the market” from there (Lepore, 2014). I say this because once, people have the VR in their possession they can utilize it for so many facets of life and will continue to use and pay for new innovations within the system allowing for industries to make a VR space to reach all its users. Ultimately, VR’s introduction into the world these past few years matches the description of what the author’s definition of what a disruptive innovation is further exemplifying how game changing VR really is. 
Subtopic - Predictions
	I predict Virtual Reality to have its feet in every entertainment industry within the next few years. Due to the rising demand of VR technologies entertainment companies are faced with an incredible opportunity to create virtual experiences unlike any other as well as add whatever their current in person experience is and adding it into a virtual setting. New companies and virtual designers have unlimited possibilities on creating new forms of entertainment as you can see with the current Oculus app store there are unlimited games, experiences, etc. In addition, places that are very popular in person have the opportunity to transfer their business as well as add their experience into a virtual setting to allow people to “visit” without really visiting. I predict this form of recreation of in person experiences to become very popular because of the Covid-19 pandemic and how it makes people want to enjoy these experiences without jeopardizing their safety. 
Change in Social Institutions
Subtopic - Uses and Trends 
	VR will create a huge paradigm shift with the way people are educated in the future. VR’s limitless applications allows people who are trying to learn different things a more genuine experience no matter the topic they are learning. This can be seen in The Future of Jobs and Training when they state, “I can image a Google Glass-like device where users have a step-by-step wizard to help starting to use new equipment, or where school children are using VR headsets to travel in space and time to different countries and different ages, enriching their learning experience” (Raine et al., 2019). This proposed trend will slowly become the new norm and give children who are getting taught an advantage and new perspective on the world like previous generations have not. The trend of involving VR with education especially within the younger generation will keep steadily rising. On a similar note, LSU has created a degree in online education and utilizes VR for future teachers. In their article they had mentioned another trend when stating, “VR offers a way to further educate teachers before they set foot in the classroom. Through systems such as TeachLiVe, educators can practice lessons in a mixed-reality setting, according to DistrictAdministration.com. During the lesson, student avatars respond as if they were actually in a classroom, allowing teachers to hone their skills” (LSU, 2020). The use of VR in this context further enhances both the quality of our future teachers as well as a more impactful learning experience for teachers compared to how they were previously trained. Now, teachers are able to learn in an interactive experience using VR that is not really real making it less stressful and more about learning/teaching rather than being thrown from undergraduate school into a classroom and having to learn different methods of teaching like teachers are traditionally taught. Both of these circumstances further prove just how big of an impact VR will continue to make on education. 
Subtopic - Disruptive Impact
	VR has become truly disruptive in the education field for many reasons. First, VR offers experiences that are more memorable and teach a lot more than traditional forms of media like textbooks and computers have in the past. Since VR is able to outperform these assets in regard to learning that makes the previous methods become obsolete within a short span of time. I really believe we are on the brink of VR takeover within our education system and believe that once school budgets start investing in this technology like many have begun doing, they will be able to offer a higher quality learning experience to every student with access to VR headset. 
Subtopic - Predictions
	I predict VR to be inside every classroom within the next 5-10 years. Education systems would be at a disadvantage and be doing a disservice to their students without implementing the potential learning experience VR technology offers. In addition to the classroom, I predict VR technology to be used to educate people at all levels in the world, especially the professional world. In the future, I believe corporate jobs will require some sort of virtual reality training especially for hands on tasks that can be taught in a more enriching experience through VR than online or through in person instruction (Stansberry et al. 2020). Lastly, I predict blue collar workers to start using heavy amounts of VR technology to learn skills like plumbing, woodworking, welding, etc. because in those types of trainings the material your train with costs a lot of money, so investing in VR technology that allows you to teach the skills in an easier way would lessen the amount of waste and provide a more enriching learning experience. 
Conclusion
	Visual Reality will continue to emerge as one of the most disruptive technologies in our lifetimes. Throughout this essay I have discussed the uses/trends, disruptiveness, and predictions in regard to VR and its impact on relationships, work, entertainment, and education. Essentially, after writing this assignment I was able to further realize the massive impact VR technology can have on every facet of human life. In addition, I was able to further conceptualize a world where VR is even more dominant than it is today due to how extensively disruptive VR is to every field I discussed. In conclusion, I believe VR will leave its mark on the world and create many positive experiences wherever the technology is applied to; will continue to thrive as an emerging digital technology throughout our lifetimes.
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