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A brief survey on virtual reality technology

ZHAO Qinping, ZHOU Bin, LI Jia, CHEN Xiaowu

State Key Laboratory of Virtual Reality Technology & Systems; School of Computer Science, Beihang University,
Beijing 100191, China

Abstract This survey provides a comprehensive analysis of the development history, key characteristics and major applications of VR.
From the perspectives like VR devices, VR content and VR interaction, we briefly describe the main objectives and products of the state—
of-the—art VR researches. Finally, weproposeseveral directions that need to be further exploredin the future.
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