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Abstract: Virtual reality tourism refers to the creation of virtual reality experience which enables individuals to enter
imaginings, surreal or other speculatively conceptual settings instead of actual ones that are designed to replicate a
physical place. Virtual reality tourism is that "journey™ to another land without physically going there. The possibility to
go on a trip through a dreamscape via art or dreaming. Imagery of sounds and action experience, i.e., abstract virtual
reality tourism, is a representation of experience of image that is used for evoking feelings and stirring sense, and is an
image of sounds and action experience in the world. They can be the most peaceful and meditative, or the most-wild
surreal. A spatial environment comprised of such environments involves abstract art, geometrical patterns, or any
artefacts promoting non-rigorous movement that can be put into other environments.
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. INTRODUCTION

VR tourism is the newly developed application of VR technology wherein a user can visit any place without physically
going to that place. Other experiences include water sports, farming, an animal safari, and a multitude of others. The kind
of technology has recently grown rapidly due to advancements in VR hardware and software, plus demand for such
unique and affordable travel experiences. VR tourism utilizes equipment that produces photorealistic images of tourism
destinations that one can view in a VR goggle. Based on this, it is possible to "walk through" the historical, natural, and
other cultural sites as they would be in reality, is at location. This type of tourism can also be a vehicle of raising the
accessibility of places to disabled individuals, and will, most definitely, be the least expensive mode. This also allows
visit sites that otherwise cannot be visited because of political and environmental reasons [1,2].

Benefits of virtual reality tourism. One of its advantages is providing a traveler with pre-travel planning. Travelers allow
looking into a place prior to traveling. That is, they will gain a much more accurate sense of where they are headed. In
additional, VR tourism is an attractive marketing tool for the tourism sector in situations where prospective tourists can
"preview the choice™ before they actually make it and even begin to envision the possibility of eventually visiting such
locations in reality. Second, VR tourism avoids or reduces the environmental change that physical tourism causes. Virtual
substitutes will stop natures and cultures destroying, since the number of visitors will be reduced to a certain extent,
therefore a less destructive effect will be created on each site.

Research on VR tourism also focused on the user experience, technological development, as well as what changes for
tourism it generated. As described in Studies, VR has a high potential to increase the tourism experience (high degree of
immersion and interactivity). The main obstacle remains in the high cost of the VR device and the need for high quality
contents [3-5]. Furthermore, in contrast to the majority of its counterparts, the tourism industry has “"embraced" the rapidly
expanding IT and the Internet in the sense that the implementation not only led to better services but also to better
customer satisfaction and customer satisfaction. Some of them are complete hotels' websites, electronic bookings of all
tourism services, and electronic payment system. Virtual Tourism is one of the recent developments of ICT. The one
product that has sprung out of crisis, whether a pandemic, an economic crisis or restricted movement in the physical plan
has been it [6].

Il. VIRTUAL TOURISM EXPERIENCE
Virtual tourism with virtual reality, augmented reality, 360-degree video, and interactive multimedia helps you to behold
the awe-inspiring adventures all across the globe. Virtual tourism allows you to reach your audience in a rich yet easily

affordable manner. The biggest gain of virtual tourism is that it eliminates roadblocks for traveling. Today, the internet
allows individuals with physical, financial, and logistical limitations to actually witness the wonders of the world first-
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hand regardless of their conditions. Virtual tours also offer fantastic pre-trip research, so travelers can extensively explore
the destination before making a decision to go [1]. The most immersive way of experiencing virtual tourism is through
the use of VR headsets, which allows people to experience new digital worlds. With these devices, the users feel the
reality and presence of exploring virtual worlds by detaching themselves from the real world. The more direct form of
virtual tourism through 360-degree videos and AR applications viewed from a smartphone and computer is very cheap,
which makes this concept penetrate a wider range of clientele bases [2]. From previous studies, there is evidence that
several advantages can be gained by a tourist through engagement and gratification in virtual tourism.

VR, because of the different immersion and interactivity characteristics, is bound to create much more exciting and
entertaining experiences compared to traditional media forms [3]. In addition, virtual tourism can serve as an alternative
for sustainable tourism in minimizing the negative impacts of real tourism, which include pollution caused by air travel
and destruction of the environment and culture heritage [4]. As much as virtual tourism may be beneficial, there are
constraints, for instance, the need to invest a lot in both money and time in the technology of VR and the production of
VR content. However, as we have experienced before, the world of technology is evolving rapidly, and so do we
anticipate that virtual tourism becomes common and even more sophisticated and engaging in the future [5].

Virtual tourism encompasses the totality of technologies, ranging from basic video recording to multi-dimensional
simulations that provide interaction at several levels. It is a good alternative that offers fantastic platforms from which
users can travel to various destinations and visit archaeological sites and cultural edifices without leaving their homes.
With the adoption of the latest modern technologies, virtual tourism is set to revolution our perspectives of traveling and
exploring the globe [6].

1. THE HISTORY OF VR TOURISM

Virtual reality tourism has a history since 1950. The early experiments included Morton Heilig's "Sensorama™ in 1957.
The purpose was to give the user a full multi-sensory experience. It used visual images, sound, vibrations, and even scent.
Though it was not very successful, it marked the beginning of future advancements in VR. The 90's brought great strides
regarding the technology seen, including even head-mounted display (HMD). It also saw more processing power.
Amongst the pioneers who made it more popular was Jaron Lanier and his VPL Research company. This enabled an
enhanced experience that was more interaction and thus possible to offer usage of VR technologies in some fields such
as tourism amongst many others. By the turn of the new millennium, usage in applications for VR technology has also
changed. It turned highly spread and entertaining and, hence, was utilized much for applications like 360-degree imaging
and interactive tools which helped support virtual tours conducted by museums and cultural centers. It is during this time
that the concept of virtual reality tourism is perceived as an instrument for education where people could appreciate
historic or cultural sites from comfort zones, that is, sitting within their homes. In particular, the city of Paris and the
British Museum introduced virtual tours to its audience at large [3]. It shall be remembered that this was one of the chaotic
years of 2020 characterized by the COVID-19 outbreak.

More importantly, however, it was a year marked by mass acceptability of virtual reality (VR) into the tourism sector.
The pandemic restrictions on traveling made virtual reality tours possible and feasible to reach out to potential tourists.
People could now take virtual tours of the most famous sites around the globe such as Paris or the Seokguram Grotto of
South Korea, that people can enjoy safely from their houses. VR presented an altogether new route in application towards
virtual travel; it managed to keep the whole tourism industry connected with customers from across the world [3,7]. The
industry of VR tourism took one more step ahead from where it was and started to seem somewhat realistic.

Virtual reality does seem to be keeping up with the times. Many areas will make use of this, from marketing and training
to even therapy for patients who cannot be transported due to their physical condition. Other areas of improvement for
VR tourism are the inclusion of haptic feedback and better graphics for an even more real experience simulated in a more
entertaining way [8].

V. APPLICATIONS IN VR TOURISM
Uses of Virtual tourism or virtual reality (VR) tourism has revolutionized the travel sector. They offer an array of

applications to enhance in-person experiences and interaction at places of travel. This Virtual Reality in Tourism has
Great Importance:
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A. Virtual Tours: VR enables the one to go to, the place, museum, or culture on a fun trip. It would help museum,
historical site, and nature. All could go on virtual tour from one's house. For example, the British Museum, and Louvre
museums took VR tours on exhibitions as well and provided the opportunity of art being enjoyed by people in lifetime.

B. Marketing and Promaotions: Such an experience can induce a feeling of (i.e., put people in the) "here" (i.e., present)
of a target environment, and hence can engender affective experiences of a tangible nature, which can potentially
guide the would-be traveller to conceive the experience of how it would be in that place. A potentially enormous
influence that can influence travel decisions because a growing body of literature demonstrates the effectiveness of
VR marketing in capturing destination interest.

C. Pre-Trip Preparations: VR technology allows the virtual simulation of such an environment prior to going to the actual
place. It is establishing a norm to which one attaches himself, makes a decision, and obeys it. With Google Earth VR
and similar applications, a person would be able to wear a virtual eye and be greeted by content from the world, such
as full panoramic view of cities or a monument. It has been shown by studies that virtual reality is useful for trip
planning.

D. Educational Experience: Time and Cost Effectiveness Educational tourism for VR is used for interactive teaching
and learning. Virtual field trips and simulation can be used in the understanding of events and natural and cultural
processes in history and the use of natural processes. For schools and other learning institutions, it is very effective
as the experience of learning becomes amazing, and the student learns much more by being engrossed in such material.

E. Access: VR will enable people with disabilities, the elderly, etc., to experience tourism despite their lack of ability to
travel freely. Virtual reality becomes an extraordinary tool for mass travel from home. To start with it, makes
travelling possible. Travel democratization is giving many social benefits.

F. Sustainable Tourism: VR Tourism can reduce the adverse effects of tourism on the environment. It reduces the need
for physical traveling. Virtual experiences may serve as a substitute to traditional traveling in the pursuit of sustainable
tourism activities. It can save the resources of nature.

V. BENEFITS OF VR TOURISM

Virtual Reality (VR) tourism offers numerous advantages that are reshaping the travel industry. Here are some key
benefits:

A. Advanced Destination Marketing: With VR, tourism marketers can provide experiences showing places and activities.
This will provide an opportunity to raise public awareness and interest in a destination and thereby bring in greater
tourist flow. For instance, with the help of VR, a future tourist is able to get a virtual tour of a place and this motivates
the future tourist to come to a destination.

B. More involvement VR provides more involvement into the tourist experience: The Vr allows people to become
emotionally attached to places as they can imagine places much more intensely. Increased involvement can result in
higher visitation and even destination recommendation.

C. Accessibility: Individuals with disability or mobility impairment can visit places in three dimensions via VR. A visitor
may watch places and sights that are 100 miles away and not the starting point of the visit. It is possible to take virtual
tours of museums, historical sites, and nature.

D. Time and Cost Savings: It is a win-win-win situation; tourists and the tourism sector both save economically and time
with the support of VR. Humans go to other areas to visit places where much travelling and lodging are needed, but
with VR they could visit the destination. With respect to tourism businesses, these will be able to be some of their
costs in the production of physical paper advertising ads because they will be selling to customers who have shown
no interest in visiting this location.

E. Better Planning and Decision Making: Tourism decision making to identify tourist’s destination is also

straightforward when such rich and powerful tools are available, as they can just "see it in. This covers the viewing
of photographs of hotels or of sights to be seen in the area before going.
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Sustainability: Travel is not authentic and it occurs in virtual space where the effects are minimized in respect of the
usual effects of travelling. This kind of traditional type travelling can be regarded to get replaced by virtual traveling;

it brings beneficial effects as a byproduct towards conserving biodiversity, as one on sustainability, and further cutting
down carbon footprints.

VI CHALLENGES AND LIMITATIONS IN VR TOURISM

Virtual Reality (VR) tourism offers exciting possibilities, but it also faces several challenges and limitations that need to
be addressed for its widespread adoption and effectiveness. Here are some key challenges:

A

Technological Barriers High Costs: The purchase of VR devices including VR glasses or even of a 360 camera to
record them makes quite an investment and is therefore less appealing to tourists/private organizations operating in
the tourism sector. Because of this economic constraint, general public and even small-scale tourism operators and
personal users are not able to acquire much popularity and usability. Some even consider that the massive scale VR
tourism models are rarely found due to huge initial investment, the second cost of support and upgrade also is pretty
huge after certain period of time.

Technical Issues: When installing and deploying VR systems, there is at least a technical competency to be achieved.
Technical difficulties (e.g., breakage of apparatus, software incompatibility, or high bandwidth internet) will impede
use. Such annoyances can rise from either end users or operators, who might delay their adoption of VR tourism at
first instance.

User Experience Problems: There exist particular users who may be able to up their motion sickness when using VR
headsets as well as those not very comfortable with using the said machines for an extended period. As one of its
aliases, virtual reality-induced motion sickness may be shortened as VR sickness. This is just one of the reasons why
there may not be widespread use of VR technology in tourism. Such types of health issues include dizziness, feeling
of nausea, and headaches that are most likely to be experienced by the user; these factors would soon bring about
negative effects as to how the user perceives a service or may even be limiting as far as how long one would be willing
to use VR. Narrow Sensory Experience Virtual environments include experiences such that the goal is the sound and
vision aspects of those locations, for example, VR, to enable them as closely as possible, even though the sensory
aspects of traveling such as smells or tastes are not able to be fully emulated. This constraint guarantees that, even if
tourists are visiting websites on the internet, it will never replace the "outdoor" movies taken on or during a trip. VR
employees will not be enthusiastic and also won't be capable of fulfilling a high level of experience, as there is no
experience of any senses at all.

Content Quality and Availability Content Creation: It is long and expensive. Time and money spent developing high

quality VR content is immensly high and time consuming. To develop such immersive, engaging and fun (and fully
immersed) VR experience, high level technology, human brain and a lot of capital are required. Users need to be
provided with a range of appealing, varied, and good virtual experiences from which they may focus attention on and
dwell in location, but the cost of content creation may exclude certain users. Standardization: Interoperability and
usability issues resulting from VR content and platform incompatibility and lack of standardization can be a
significant barrier. And there is the possibility or else chance that most VR systems will be based on other types of
technology than others along with different data formats, which adds complexity to the task of developing content
which can realistically be used across the board. Where it offers development in one particular area, lack of
standardization denies users a kind of complete exposure, meaning there is much less to draw out of participation in
VR tourism.

. Acceptance and Adoption Skepticism and Resistance: Some of the intended audience might be bystander and take

interest only in the offer of travel companies. For such a client, VR tourism is very different from real travels and
they take it for granted, a fad. This mistrust in the general population is in part caused by the lack of experience in
VR technology that the older generations have. This resistance can be easily overcome by effective marketing and
training that emphasize the advantages of and the possibilities of VR tourist.

Lack of Human Interaction: VR tourism lacks the social, human interaction that other modes of traditional travel
offer and, consequently, loses its attraction for some users. There are no real interactions with local people or other
travelers, and hence, the experience of VR can sometimes be isolating. For many, travel is bearable only due to the
overwhelming social component that comes with it, and in VR tours the absence of this is not very attractive to them.
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VII. FUTURE PROSPECTS IN VR TOURISM

There is a potential danger that VR tourism can promote the digital divide as those who cannot access the necessary
technology:

A. High Technology to Enhance Immergence: Future developments of VR technologies will be achieved through the
continuous development, not only of graphics, but also of haptic feedback and 3D audio technologies. The following
enhancements will lead to a more real and pleasurable virtual trip. Combination of AR: VR and AR combination can
be applied for the creation of mixed realities which interface with the virtual and real world space. Integration enables
the user to experience highly dynamic and interactive experiences.

B. Expanded Accessibility Cheap VR Gears Virtual reality technology is getting cheaper by day. The cost-effectiveness
will make virtual reality reach masses. Virtual tourism experiences will also be experienced by a large audience, as
nobody will be prevented by a lack of means. Mobile VR With more widespread use of smartphones, many customers
will enjoy virtual reality travel experiences without necessarily going for expensive VR headsets.

C. Sustainable Tourism Environmental Benefits: VR tourism can help a great deal to reduce the CO2 footprint that
implicates on the real trips. It could provide virtual alternatives that might help mitigate the negative environmental
impacts of tourism through the promotion of sustainable tourism practices. Cultural preservation: The potential of VR
for digitisation of threatened cultural heritage sites is of value insofar as digitisation can help preserve sites and, in
doing so, provide global audiences with an opportunity to experience and enjoy these sites.

D. Marketing campaigns: Tourism boards as well as travel companies will increasingly apply VR in interactive
marketing campaigns. The campaign enables potential tourists to experience destinations almost literally and in doing
so, will lead to the rise of engagement and conversion rates. Personalized Experiences: With the help of the progress
of the Al and ML, it is now possible to create personalized VR tourism experiences to suit each particular interest
and desire.

VII. CONCLUSION

Virtual reality (VR) tourism is one of the most significant trans formations within the tourism industry, creating
immersive experiences that are well beyond ordinary boundaries. In fact, with the improvement of technology in VR, it
would offer a lot more benefits and advantages, like better marketing of destinations, more accessibility to destinations,
and cost-effective options for traveling. It's possible to explore places, which can affect travel plans and make for a greater
tourism experience by previewing the destination. However, there are some disadvantages of VR tourism in which quality
content is demanded, access to technology is highly required, and there might be severe economic implications of a rise
in the absence of direct travel. Nevertheless, with continuous and rapid technological advancements, which will overcome
the challenges cited above, the future appears bright for VR tourism and is expected to supplement travel rather than
replace it at all. In brief, it has massive potential to revolutionize the travel companies from being sustainable, inclusive,
and innovative enough for the diversity of travelers [9-11].
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