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ABSTRACT: Augmented reality (VR) gaming is 

another sort of PC game which utilizes computer generated 

reality (VR) innovations that can give clients a totally 

practical, first-individual viewpoint of the game activity. 

Designing multiplayer virtual reality games is difficult 

because real-world influences can easily detract from 

immersion.  In the 20th century, video games became the 

most important forms of entertainment. Its influence has 

multiplied and vastly enhanced in the twenty-first century. 

The gaming business was changed in such new market 

platforms with the introduction of mobile phones as well 

as portable devices. However, in order to establish virtual 

reality gaming as a credible new medium, it is necessary to 

provide enjoyable and social virtual reality experiences. 

This paper discuss design strategies for incorporating 

social interactions throughout game design while retaining 

immersion. The authors discuss the game design of such a 

collaborative regional multi-player/platforms virtual 

reality game as well as the effect of virtual reality on 

playing both from an enterprise as well as a player's 

perspective in this article to illustrate how our 

methodologies may be used and how successful they are. 

Virtual reality technologies are fast gaining popularity 

across a wide range of sectors. Virtual reality is changing 

the way things are done in a range of sectors, from health 

to automotive, because there are great expectations for the 

future, particularly in the case of video games. 

 

KEYWORDS: Immersion, Multiplayer, Social 

Interaction, Virtual Reality, Video Gaming, Virtual Reality 

Gaming. 

I. INTRODUCTION 

Computer generated reality (VR) gaming has a place with 

another making of electronic games that utilization Virtual 

reality advancements to offer players a totally practical, 

first-individual point of view of game activity. VR gaming 

headgear, sensor-prepared gloves, hand regulators, as well 

as different adornments empower clients to both notices 

and effect the game insight. Computer generated reality 

games likely could be played on independent gadgets, 

particular gaming consoles, or refined PCs also as PCs that 

can uphold VR headsets like the Oculus Rift and HTC 

Vive. Virtual reality is primarily concerned with creating 

an accurate as well as immersive simulation of a three-

dimensional environment. As the digitalization process 

continued, virtual reality gained a lot of popularity. Virtual  

 

reality does have the ability to boost company profits while 

simultaneously boosting customer happiness. Also, VR is 

acquiring notoriety in the gaming business, which has 

benefitted from this intelligent innovation. They are the 

market's best facilitator of state of the art VR gaming. 

Some huge scope game creation firms have jumped on the 

computer generated simulation (VR) temporary fad to 

change the client experience. In the gaming industry, 

development is detonating dangerously fast. The Virtual 

Reality game business plays had a vital impact as of late. 

Augmented reality added another aspect to the video 

gaming industry. As time went on, an always expanding 

number of producers were enthusiastic about VR games. 

This changed the game's image by introducing new VR 

material or changing existing stuff.  

Associations roused by the game began to cultivate extra 

charming courses of action to attract all the more new 

players. While introducing VR game items, VR is helping 

suppliers in beating challenging issues nearby. With the 

assistance of this new inconvenient advancement, the VR 

gaming industry is supporting its business regard. 

Expanded reality headsets are ending up being better 

known among gamers. Besides, client or player 

consciousness of VR is step by step expanding. In the game 

business, a critical change and insurgency started with the 

appearance of the VR headset available. Early in 2016, VR 

headsets were brought to the market. Subsequently, the VR 

games become genuinely mentioning. People are glad to 

examine the 3D animals in the PC created virtual world 

using a VR headset like the Oculus Rift. 

A. Virtual Reality 

Virtual Reality (VR) is a simulation that gives users an 

experience that is similar to or distinct from the actual 

world; VR is essentially a technology that replaces the real 

world with a synthetic/virtual reality. As a result, the user 

feels as though he or she is in another domain or planet. 

VR employs computer-based technologies and methods to 

generate virtual worlds. Users may walk around, interact 

with items, and experience them as if they were in the real 

world in such locations. Hardware such as stereoscopic 

displays, various sensors such as motion sensors, various 

input devices, and software to combine all of these are all 

used in virtual reality. Because of these characteristics, 

virtual reality is an excellent option for simulated training, 

entertainment, interactive education, and, yes, game 

creation.  

A narrative about a goggle pair that allows the user to 

experience a fictitious world via hologram, taste, touch, 

and smell was written in the 1930s by a science fiction 
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author. It enabled users to see stereoscopic films while also 

enjoying increased sensory experiences such as seat 

motion, scents, breezes, and noises. This aids the viewer's 

absorption in the film. Since then, numerous writers and 

innovators have embraced the virtual reality notion.  

Virtual reality is extensively utilized because it can prepare 

people for a variety of circumstances without causing 

physical injury or incurring financial costs. VR is primarily 

concerned with the human brain, which employs several 

perceptual signals such as sight, smell, motion, sound, and 

haptic. Brain training with VR is based on the idea that 

when a certain environment is established, the brain cannot 

readily distinguish between actual and virtual occurring. 

As a result, virtual training is equivalent to real-world 

training. Peoples are focused on VR's application in 

gaming and its effect in this paper, which is one of many 

use cases. 

B. Virtual Reality in Gaming 

Throughout the previous quite a while, augmented reality's 

portion of the overall industry in the game business has 

been consistently developing. The new season of VR 

gaming began with the appearance of Oculus VR and 

Samsung's VR gear in 2015. HTC moreover conveyed 

Vive in 2015 with additional created controls, and before 

the years over, VR gaming had beated $4 billion in income. 

Since then, there have been over 230 VR development 

businesses that manufacture various VR software and gear. 

Oculus VR, Google, Microsoft, Unity, as well as Samsung 

are just a handful of the major players. In 2019, the VR 

gaming sector has already surpassed $15 billion in sales.  

These businesses are expected to generate roughly $23 

billion in sales in 2020, up from around $3.5 billion in 

2016. These figures demonstrate how quickly the VR 

gaming revenue business is evolving. As a result, peoples 

can see how important virtual reality is becoming in the 

game business. Virtual reality primarily relies on the user's 

ability to experience five different sorts of sensations as 

shown in Figure 1. Of course, extra VR technology, such 

as a VR suit, is necessary for some of these experiences; 

but, for others, a head mounted VR kits is sufficient. 

 

 
Figure 1: Shows the different types of sensations in 

Virtual Reality (VR) [1]. 

 Social Interaction vs. Immersion: Which Is Better? 

Traditional gaming platforms are still unable to match the 

ability of virtual reality (VR) videogames to provide 

distinct realistic experiences in imaginary worlds [2]. One 

of the essential contributing parts for a spellbinding 

computer generated simulation ongoing interaction 

experience is the framework's ability to move the client's 

perceptual and mental concentration from the genuine to 

the virtual climate to instigate tangible as well as mental 

drenching (VRGX) [3]. As a consequence, each real-life 

action or incident has the ability to disrupt this illusion. 

Any encounter with other social beings that brings the 

actual world back into view falls under this category. As a 

result, virtual reality is sometimes seen as a lonely 

technology that confines a single individual in an artificial 

world [4]. During gaming, on either hand, social 

connections are regarded to be a major aspect in having a 

good time [5]. There is a tension between social contacts 

and cognitive absorption, according to some writers [6]. 

On the other hand, Cairns et al. [2] argue that certain games 

would've been unplayable without social contact.  

According to the authors, only interactions that occur 

outside of the game's context have the potential to disrupt 

cognitive immersion. This argument is supported by Slater 

and Steed's research on the disruptive variables on 

presence. One of the most widely recognized purposes 

behind breaks in presence was listening encompassing 

commotion, for example, individuals talking. A few 

members referred to the interest in sharing their encounters 

as a component for the clear break in presence. 

With regards to these outcomes, it was uncovered that 

while playing with others, gamers feel more prominent 

levels of intellectually contribution. Different players 

should turn into a piece of a game in such a way that every 

cooperation turns into a gaming movement to beat this test. 

Creators believe that assuming all collaborations among 

players are reflected by means of game mechanics, mental 

commitment in advanced games might be supported and 

changed over into a common encounter [7]. Using this as 

a design paradigm, authors can create multiplayer VR 

games that provide all players with a rich social VRGX 

without sacrificing immersion. 

C.  Increasing the Game Space 

Social contact, agreeing with configuration model depicted 

in this work, should be incorporated as a central system of 

the game, recommending that it is fundamental for the plan 

interaction to work. At the point when game-related social 

contact happens past the virtual game climate, for example, 

in nearby multiplayer games, the virtual game world's 

cutoff points should be expanded. This is considered to as 

game space extension [8]. The essential premise of 

ubiquitous gaming as well as mixed reality gaming is the 

systematic growth of the game space [9]. These genres 

widen the magical circle of play by combining social, 

spatial, and temporal connections with digital game 

aspects [10]. 

The reinforcement of true to life pretending games, as well 

as customary pen and paper pretending games, is shared 

mental inundation. The last option game sort shows that 

tangible drenching isn't required, however it can help and 

improve the experience (for example ensembles, props). 

Substitute reality games, which are (somewhat) advanced, 

exhibit that it is feasible to make drawing in games that 

arise into the actual world, obscuring the line among the 

real world and fiction. The area based portable game 

Ingress, as well as Niantic Inc's. As of late delivered 
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Pok'emon GO, are two famous models? The progress of 

these games shows that exceptionally vivid encounters are 

reliant upon variables, for example, narrating and social 

cooperation rather than the medium's innovative qualities. 

II. LITERATURE REVIEW 

A. Sharma et al. proposed that Motion simulators have 

played a vital role in pilot training in the aviation industry. 

Be that as it may, the current flood in the utilization of 

robots for augmented reality (VR) games has produced 

another utilization for movement test systems. Movement 

prompting calculations (MCA) are fundamental for 

deciphering developments from a game circumstance to a 

test system's work area. This workspace is modest (in 

comparison to the game world), and once you approach the 

limit, you must saturate the action. In Cartesian space, each 

degree of freedom is saturated among two fixed extremes 

[11]. 

A. Rajan et al. States that augmented simulation gaming 

turned out to be more well known among the overall 

population, addictions to these games turned out to be 

more normal. According to studies, technological 

developments including such social media can lead to 

addiction, and virtual reality gaming is no exception. As a 

result, appropriate steps must be implemented to address 

such addictions. The goal of his research is to look into and 

identify the harmful effects of Virtual Reality gaming 

addiction, as well as to look into treatment options. His 

study relied on both primary and secondary data sources, 

including internet searches and questionnaires. To 

understand better VR gaming addiction, researchers 

gathered both qualitative as well as quantitative data to 

determine why such games are attractive, what the 

consequences of such addiction are, and if any steps are 

being made to address the issue [12]. 

D. Espy et al. established that Virtual reality and video 

games allow for the simultaneous regulation of more 

exercise as well as motor learning factors than other 

modalities; nonetheless, there is a clear need for resources 

to help them be used effectively in therapeutic settings. 

This paper proposes a reasonable structure for clinical 

decision-production on the determination, transformation, 

adjustment, as well as progression of augmented reality or 

gaming as a remedial activity methodology, as well as two 

contextual analyses as specific illustrations. The creators' 

system was made through embracing hypothesis deduction 

stages, which incorporate joining thoughts and parent 

speculations to clarify another construction or peculiarities 

of interest. To make his structure, he consolidated engine 

learning hypothesis, incorporated engine control 

hypothesis, Gentile's Taxonomy of Tasks, as well as 

restorative activity standards[13]. 

R. Chouhan et al. States that Virtual Reality (VR) is a high-

end user experience that uses many sensory channels to 

simulate and interact in real time. VR may transport you to 

a computer-generated environment of your choosing, such 

as a room, a city, or the inside of a human body. With 

virtual reality, you may go to any part of the human 

imagination that has yet to be explored. VR may transport 

you to a computer-generated environment of your 

choosing, such as a room, a city, or the inside of a human 

body. With virtual reality, you may go to any part of the 

human imaginations that has yet to be explored. VR 

Gaming is a sort of amusement wherein a player might 

submerge themselves in a three-layered world and 

collaborate with it. Virtual environments are often used in 

games, however they are not restricted to this. Virtual 

worlds have also been utilized for educational and 

scientific purposes. A 'virtual classroom,' for example, is 

cantered on interaction and enables students to practice 

new things in a secure setting [14]. 

III. DISCUSSION 

The gaming business was changed in such new market 

platforms with the introduction of mobile phones as well 

as portable devices. However, in order to establish virtual 

reality gaming as a credible new medium, it is necessary to 

provide enjoyable and social virtual reality experiences. To 

exhibit how our techniques may be used and the way that 

fruitful they are, the creator examine the game plan of an 

agreeable confined multi-player/stage augmented reality 

game and the impact of computer generated reality on 

gaming from both an industry and a player's outlook. The 

approaches and techniques listed below can assist VR 

game designers in implementing our approach to 

increasing the space of games. 

A. Unification 

Unification is a game plan procedure where a reasonable 

and homogeneous game topic is first distinguished. The 

subsequent advance is to plan each part of the game around 

this topic. Accordingly, all parts of a game, from the point 

of interaction to the visuals and music, should support the 

topic. Indeed, even the encompassing true climate, if 

conceivable, should be organized and formed in 

understanding. This is a promising methodology for VR 

games since the present VR frameworks don't have a 

sufficiently high degree of tactile inundation to make the 

important equipment parts totally "imperceptible" to the 

client (for example "deception of non-intercession". 

Assuming the architect can concoct a justification behind 

these defects that turns the game's topics as well as story, 

they might even have the option to help the subject. Rather 

than attempting to persuade the player that there is no VR 

framework, utilize the game's topic to clarify its presence. 

It is then conceivable to work on mental submersion and 

make up for tangible drenching lacks. 

B. Storytelling 

Great narrating makes a passionate association with the 

virtual world and its occupants, as well as including the 

player in the story's advancement. Since it gives 

significance to the moves and occasions making place in 

the virtual world, narrating brings out mental submersion 

in the player. Since the major component of VR games 

over standard games is that the player can get herself from 

a genuine perspective in the story, describing is 

fundamental. Besides, it has been shown that the story's 

thoughts and feelings are similarly as significant for the 

feeling of presence as the VR framework's specialized 

abilities. While the singular qualities of the shipping 

medium are subjected, narrating invigorates the human 

creative mind. Because virtual reality entertainment is such 

a new medium, designers must learn how to create 

captivating stories that are optimised for virtual reality. 

Describing upholds the unification of the game's subject by 

including the player mentally and genuinely. 
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C. Simulated Communication 

In many games, verbal correspondence is a typical type of 

social collaboration. Starting game-related talk while the 

game is in progress can assist with building up solidarity. 

Thus, the players ought to have a typical jargon because of 

the narrating. On the off chance that, then again, all player 

correspondence is steady with the topic, a bound together 

or homogeneous gaming experience is bound to happen. 

Since certifiable correspondence is a particularly 

significant piece of the game, it's difficult to forget about it 

without breaking it. 

D. Player Roles and Mutual Dependencies 

By allotting unquestionable situations to unequivocal 

players, the game coordinator can equip every individual 

player with marvellous cut-off points, attempts and targets, 

data about the current game state, and viewpoints on the 

virtual game world. This is a fundamental for all players to 

fan out shared conditions. This topsy-turvy conveyance of 

capacities and data can drive players to work together or 

contend contingent upon the construction of connection 

between the players and the game framework. Thusly, 

multifaceted and dynamic game-related affiliations 

emerge, making the normal gaming experience excellent. 

Giving players the decision to pick occupations that best 

suit their solitary play styles further fosters the gaming 

experience and augmentations player affiliation. 

E. Combination of Multiple Platforms 

Utilizing an assortment of game regulators and showcases 

can assist with laying out player jobs and backing the 

game's subject. Moreover, it is uncommon to find more 

than one HMD per family right now. Thus, game ideas that 

incorporate one player wearing a HMD and others playing 

with elective equipment are liked [15]. The previously 

mentioned plan components of common conditions and 

player jobs can be executed utilizing this mechanical 

arrangement. In any case, the degree of trouble and 

exertion expected to execute the arrangement might rise. 

Private information and result gadgets enjoy the benefit of 

permitting every player to have exceptional capacities, 

viewpoints on the game world, or hilter kilter information 

circulation. 

F. Social VR Game Case Study 

Lunar Escape Individuals utilized the plan strategies 

introduced beforehand to make the assembled 

multiplatform VR game Lunar Escape as a contextual 

analysis [16]. In this cooperative game, each player 

wearing an Oculus Rift while another 2 played on tablet 

Computers. All players must communicate verbally in 

order to achieve the goal [17]. To repair their broken space 

ship, the players must locate all of its components on a 

distant planet. 

G. Player Roles and Game Mechanics 

With three active players, Lunar Escape can be played 

[18]. Each player must select a unique role, which 

accompanies its own arrangement of capacities, errands, 

and points of view on the game world, or a specific info 

and result gadget [19]. 

H. Mech Operator 

The Mech is a robotic that the VR player may manage 

remotely with the use of a Razer Hydra development and 

heading recognition gaming controller. This one-of-a-kind 

gamepad was designed to provide a unique and natural VR 

experience while also complementing the game's high-

level theme. As demonstrated in Figure 2, any 

enhancement to the player's arms is meant for the Mech's 

arms. The Mech is equipped with shields and numerous 

weaponry to defend against adversaries. It has the ability 

to pass items and employ a contraption to repair the 

catastrophe area. The View of the Mech-Operator is shown 

in all three images A, B, and C, with mechanisms for 

carrying items selected. Figure B is another example. The 

Co-pilot interacts with a tablet PC's GUI to gather energy 

from minerals, as seen in Figure C. The scout notices the 

robot he's piloting and realizes that he has to collect the 

green minerals.  

 

    
                                                [A] 

 

   
                                                 [B] 

 

 
                                                   [C]                                           

Figure 2: Shows the Mech-operator of three different 

Mech Arms. 

The Mech-Operator can't change her weapons or 

apparatuses all alone. Thus, she should speak with the Co-

pilot. Safeguards, strolling, and terminating all require 

energy, which should be delivered and overseen by the Co-

pilot. The essential objective of the Mech-Operator is to 

find and gather all destruction to fix the space transport. 

The player has no other data on the game's current status. 
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I. Co-Pilot 

Utilizing a tablet PC, the Co-pilot deals with the Mech's 

inward frameworks. He can't straightforwardly associate 

with the virtual world. The Co-pilot, on the other hand, has 

the most knowledge regarding the current game state, 

including as energy and ammunition levels, open Scout 

drones, as well as a virtual world minima that is updated 

with fresh Scout information. The athlete should speak 

openly with her teammates in order to provide them with 

critical information. The major responsibility of the Co-

pilot is to choose the weapons or instruments mentioned by 

the Mech-Operator. In addition, the Co-pilot should get 

power from resources for the Mech to walk as well as 

shoot, as well as for repairs. To achieve this, she should 

bashfully rehash progressively troublesome visual 

examples showed on the tablet PC as given in Figure 2. 

J. Scout  

The Scout is in command of an unmanned reconnaissance 

drone on a mission to learn more about the planet. The 

player pilots the drone using a tablet computer and has an 

isometric view of the environment above Figure 2. Tilting 

the tablet controls the drone. For instance, in the event that 

you slant the tablet PC forward, the robot will follow. With 

a grappler, the player can gather minerals from the 

beginning. Firecrackers can likewise be utilized by the 

Scout to divert foes from the Scout or the Mech. To 

observe lost destruction and foe crowds, the Scout should 

likewise investigate and find the planet. When the Scout 

recognizes a piece of the boat, his area is shown on the Co-

pilot's minimal. 

K. Video Gaming 

When the player interacts with the visual interface, the 

player receives feedback. It may be either two-dimensional 

or three-dimensional in nature. This encompasses a wide 

range of hardware and software configurations. Though 

video games first debuted in the 1970s, it was not until the 

1980s that they became a significant element of the 

entertainment business. Initially, it was on the console 

platform, where a specific gaming device was designed 

and connected to a video monitor for display. Particular 

firms create consoles to play specific games. Handheld and 

arcade consoles are available. Handheld devices were 

portable electrical circuit devices with an integrated 

displays, controllers buttons and/or joysticks, and speakers 

to improve the user experience. In the 1970s, portable 

consoles were limited to a single game per system, but by 

the 1990s, they had expanded to accommodate many 

games on a single platform. Video games have also been 

modified for use on personal computers (PCs). Whereas, 

as individuals all know, PCs are not specialized gaming 

systems, but rather multi-game platforms. As PCs grew 

more popular, game makers moved their focus to them as 

a platform as well. Several specialized PCs and laptops 

with higher frame rates, fast CPUs, and dedicated graphics 

processors are now available for greater gaming 

performance. Virtual Reality became a term in the twenty-

first century, but its connection to gaming dates back to 

1968, when Ivan Sutherland, a computer scientist, created 

the first Virtual reality experience at his lab, "Sword of 

Damocles." Which peoples may utilize as a foundation for 

the gadgets authors use in our VR experience today. To 

immerse a player in a virtual world that reacts to the user's 

head motions, VR involves the employment of a head-

mounted device with motion tracking as well as 

stereoscopic displays (a 3D display screen having depth 

perception). A console, processing device, or computer 

must be connected to the head-mounted unit in order for 

VR to work. 

IV. CONCLUSION 

The authors exhibited our plan approach by making the 

social multi-stage VR game Lunar Escape, which 

remembers social communication for both the genuine and 

virtual universes as an intrinsic game plan include. Playtest 

gatherings were perceived by outrageous game-related 

correspondence and emphatically connected with, 

attracted play. Individuals acknowledge that the players 

had an evident level of soaking and social presence, as well 

as a positive normal VRGX. They acknowledge that the 

advancement of the game space licenses fashioners to 

make persuading VR games that are social, striking, and 

tomfoolery, as demonstrated by these results. The use of 

VR advances to configuration games with a focus on 

expanding customary restoration mediations will probably 

has a significant influence in the long haul of treatments as 

well as preparing of people maturing with and into an 

inability.  More examination is expected in a few regions 

before this advances can be coordinated into day to day 

existence as well as restoration plans, including a precise 

investigation of the properties of ideal plan yet additionally 

utilization of VR games in the facility as well as home 

climate, rising the abilities to conducts interdisciplinary 

learning and data interpretation in the arising areas of VR 

yet in addition gaming applications for those maturing with 

or into debilitation, as well as the viable fuse of VR and 

games innovations into the medical care setting and fitting 

potential in enterprises (through commercialization) of 

minimal expense VR advances in the home environmental 

elements. The ultimate results of this paper is our 

techniques may be used and the way that effective they are, 

the creator examine the game plan of an agreeable confined 

multi-player/stage augmented reality game and the impact 

of computer generated reality on gaming from both an 

industry and a player's stance in this paper. The paper's 

drawn out objectives is Virtual reality applications are 

quickly developing, and they are acquiring foothold in an 

assortment of ventures. VR is changing the state of affairs 

done in an assortment of ventures, from medical services 

to auto, as well as expectations for what's to come are high. 

REFERENCES 

[1] N. Janardan, “Impact of Virtual Reality on Gaming,” Int. 

Res. J. Eng. Technol., 2008. 

[2] S. A. Slater M., “A Virtual Presence Counter A Virtual 

Presence Counter A Virtual Presence Counter,” Presence 

Teleoperators Virtual Environ., 200AD. 

[3] W. R. Sherman and A. B. Craig, Understanding Virtual 

Reality: Interface, Application, and Design. 2003. 

[4] K. Emmerich, S. Liszio, and M. Masuch, “Defining second 

screen gaming: Exploration of new design patterns,” 2014, 

doi: 10.1145/2663806.2663855. 

[5] “WHY WE PLAY: AFFECT AND THE FUN OF 

GAMES: Designing Emotions for Games, Entertainment 

Interfaces, and Interactive Products,” in Human-Computer 

Interaction, 2020. 



 

International Journal of Innovative Research in Computer Science & Technology (IJIRCST) 

 

Innovative Research Publication                                   489 

 

[6] P. Sweetser, D. Johnson, P. Wyeth, A. Anwar, Y. Meng, 

and A. Ozdowska, “GameFlow in different game genres 

and platforms,” Comput. Entertain., 2017, doi: 

10.1145/3034780. 

[7] P. Cairns, A. L. Cox, M. Day, H. Martin, and T. Perryman, 

“Who but not where: The effect of social play on 

immersion in digital games,” Int. J. Hum. Comput. Stud., 

2013, doi: 10.1016/j.ijhcs.2013.08.015. 

[8] T. Fullerton, Game Design Workshop: A Playcentric 

Approach to Creating Innovative Games. 2008. 

[9] A. Rohr et al., “Rules of Play - Game Design Fundamentals 

Katie Salen and Eric Zimmerman The,” Abdom. Radiol., 

2018. 

[10] M. Montola, “Exploring the edge of the magic circle: 

Defining pervasive games,” Proc. DAC, 2005. 

[11] A. Sharma, M. S. Ikbal, D. T. Cuong, and M. Zoppi, “A 

sliding mode-based approach to motion cueing for virtual 

reality gaming using motion simulators,” Virtual Real., 

2021, doi: 10.1007/s10055-020-00439-5. 

[12] A. V. Rajan et al., “Virtual Reality Gaming Addiction,” 

2019, doi: 10.1109/CTIT.2018.8649547. 

[13] D. Espy, A. Reinthal, and V. Dal Bello-Haas, “A Clinical 

Decision-Making Framework for the Use of Video Gaming 

as a Therapeutic Modality,” Front. Neurol., 2021, doi: 

10.3389/fneur.2021.610095. 

[14] R. Chouhan and G. K. Sharma, “Virtual Reality: in 

Gaming,” Int. J. Multidiscip. Consort., 2015. 

[15] S. Garg, D. V. Gupta, and R. K. Dwivedi, “Enhanced 

Active Monitoring Load Balancing algorithm for Virtual 

Machines in cloud computing,” 2017, doi: 

10.1109/SYSMART.2016.7894546. 

[16] S. Garg, R. K. Dwivedi, and H. Chauhan, “Efficient 

utilization of virtual machines in cloud computing using 

Synchronized Throttled Load Balancing,” 2016, doi: 

10.1109/NGCT.2015.7375086. 

[17] R. Jha and A. K. Saini, “A comparative analysis & 

enhancement of NTRU algorithm for network security and 

performance improvement,” 2011, doi: 

10.1109/CSNT.2011.23. 

[18] P. Choudhary and R. K. Dwivedi, “A novel algorithm for 

traffic control using thread based virtual traffic light,” Int. 

J. Inf. Technol., 2021, doi: 10.1007/s41870-021-00808-6. 

[19] V. Bhatnagar, J. Ranjan, and R. Singh, “Analytical 

customer relationship management in insurance industry 

using data mining: A case study of Indian insurance 

company,” Int. J. Netw. Virtual Organ., 2011, doi: 

10.1504/IJNVO.2011.043803. 

 


