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Abstract—This paper discuss what Virtual Reality has to offer. It discuss the aims of making Virtual reality as real as possible which some artist of VR installations argue that VR has to manage. This paper lists some of the primary fields where VR really has a lot to offer - such as art, experiment and entertainment.
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I. INTRODUCTION
F
or many artist ,social scientists, philosophers etc. virtual reality has been giving birth to a long list of discussions from what is technical possible to discussions about identity and self in virtual reality. In this paper I will argue that virtual reality has to be viewed and treated as something different from reality in the sense that it is not just a new way to perceive reality. Only if we treat virtual reality as a phenomenon, which can offer something, completely different from reality it will be possible to draw on the potentials in virtual reality. Following I will list the main areas where VR have a lot to offer as art, as experiment and as entertainment.

II. Virtual reality as art

CAVE
 and OSMOSE are virtual reality (VR) installations  - VR art projects trying to make the feeling of a complete immersion. VR as art can give us a special art-experience where you step into the room of art instead of standing in front of it (Wennberg 2000). You get the feeling of being part of the art and in some of the installations you are even capable of making an influence on the art by different kinds of interactive interfaces, such as for example using breath and balance for navigation (Davies 1998). By VR art installations artist invite people to enter and influence the room in which they have created the art. 

Then Virtual reality is tree dimensional art. It is an expanded art experience different from the usual passive art experience.

III. virtual reality as scientific experimet

The VR art-projects have given birth to a lot of reflections of how we understand and perceive our self and body when 

entering a VR installation fools our mind and body. Some even go as far as insisting on a redefinition of the identity of self (Wennberg 2000). VR may give the opportunity to these kind of philosophical or physiological questions. The feeling you get by entering VR is obviously relevant to the discussions about the object-subject distinction and more neurologically to get knowledge on how our brain work when it is fooled by being in a situation not real nor superficial (Jones 1995). 

Then VR is an experiment for science where we can draw a lot of relevant knowledge of the consciousness of the mysterious human being.

IV. Virtual reality as entertaintment

In for example computer games you can experience to get immersed in VR – to get the feeling that somebody is really walking right behind you. Playing computer games you enter another world -a world of VR. Not only as offend violent games can VR be entertaining. As mentioned above entering an art project is also an entertaining experience parallel to the artistically experience. As entertainment VR make you enter a dream world that plays with your senses and thereby offering you excellent entertainment.

V. Virtual Reality - A dream world 

Now I have given my idea of what VR has to offer   - as art, experiment and entertainment. That is how we have to treat VR. We have to settle with the idea that the big challenge for VR is creating a way to feel and sense the same way as in reality as for instance Wenberg suggests  (Wennberg 2000).  By trying to imitate the unique factors that characterize reality VR has nothing new to offer. VR is not another reality; it is a dream world where fantasy can be visualized. TheVR’s great potential is not to copy reality in a 3 dimensional version  - VR shall not outdo computer communication but instead break the conventions (Qvortrup 2000). Let VR be a dream world where the final step for full immersion not is touching but fantasy. 

In VR you have a potential playground for your mind and the unique is that your actions have not got any serious consequences, which is by the way another characteristic of reality. 

Break the conventions instead of reproducing them. Let VR be a dream world.
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� A VR artwork made at the Royal institute of technology in Stockholm. A technique for projecting three-dimensional pictures on several walls of a room.





