
95 

 

International Journal of Scholarly Papers for Media and Communication 

 
 

 

For citation: 

Custovic, E., Spahic, E. (2023), „The Impact of Virtual Reality on the Future of Media 

and Communication”, Media Dialogues / Medijski dijalozi, Vol. 16, No. 1, pp. 95-104. 

 

 

The Impact of Virtual Reality on the Future  

of Media and Communication 

 

 
Assistant Professor ENITA CUSTOVIC 

Department of Journalism, Communication Science 

Faculty of Political Sciences, University of Sarajevo, Bosnia and Herzegovina 

e-mail: enita.custovic@fpn.unsa.ba 

 

Associate Professor EHLIMANA SPAHIC 

Department of Political Science 

Faculty of Political Sciences, University of Sarajevo, Bosnia and Herze-

govina 

e-mail: ehlimana.spahic@fpn.unsa.ba 
 

 

 
A R T I C L E  

I N F O  

Received: March 30, 2022  /   Revised from: April 30, 2022 

Accepted: May 30, 2022   /   Available online: January 15, 2023 
DOI 10.14254/1800-7074/2022.16-1.6 

 

mailto:enita.custovic@fpn.unsa.ba
mailto:ehlimana.spahic@fpn.unsa.ba


96 

 

ABSTRACT 

This paper explores the impact of virtual reality (VR) on the future of media and 

communication. The study aims to investigate how VR technology affects various 

aspects of media and communication, including journalism, advertising, entertain-

ment, and education. In addition, the research aims to provide insights into the po-

tential benefits and challenges of VR in the media industry and identify the key fac-

tors that may influence its adoption and integration into mainstream communication 

practices. In this context, the authors have comprehensively reviewed existing liter-

ature. The findings suggest that VR has significant potential to transform the media 

industry, offering new ways to engage audiences, enhance storytelling, and create 

immersive experiences. However, several challenges, such as cost, accessibility, and 

ethical concerns, need to be addressed to ensure the widespread adoption of VR. The 

research concludes by providing recommendations for media organizations and 

content creators to effectively leverage the potential of VR and capitalize on the op-

portunities it presents. 
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INTRODUCTION 

Virtual Reality (VR) technology has the potential to revolutionize the way we 

consume and produce media and the way we communicate with each other. VR al-

lows users to immerse themselves in a virtual world and interact with it, giving a 

new level of engagement and interactivity. The impact of VR on the future of media 

and communication is a topic of growing interest and importance. The development 

of VR technology has rapidly advanced in recent years, with improvements in hard-

ware, software, and content creation tools. As a result, VR has become increasingly 

accessible to consumers, with VR headsets becoming more affordable and wide-

spread. This accessibility has opened up opportunities for VR in various industries, 

including media and communication. 

One of the most significant impacts of VR on media and communication is its 

ability to give immersive and interactive experiences that allow users to engage with 

content in new ways. For example, VR can be used in journalism as a more immer-

sive and engaging way for audiences to experience news events and for educational 

purposes to create interactive learning experiences. In advertising, VR arranges a 

new direction for brands to connect with consumers by creating more engaging and 

memorable brand experiences. Also, Virtual Reality can be used in entertainment, 

such as gaming and cinematic experiences, to create more immersive and engaging 

user adventures. 

Despite the potential benefits of VR, various challenges must be addressed for 

widespread adoption to occur. These challenges include the cost of hardware and 
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content creation, accessibility for users, and ethical concerns such as privacy and 

data security. It is essential to understand the potential benefits and challenges of VR 

in media and communication to leverage this technology effectively. As Hodges 

(2019, p. 5) notes, VR can provide immersive learning environments that enhance 

the educational experience. Additionally, De Lorme and Reid (2020, p. 20) highlight 

the potential of VR in advertising, giving new opportunities for marketers to engage 

with consumers. 

This paper aims to explore the impact of VR on media and communication and 

try to identify the potential benefits and challenges. It also anticipates recommen-

dations for media to purchase the potential of VR effectively. 

 

 

1. THE ROLE OF VIRTUAL REALITY IN TRANSFORMING MEDIA   

    AND COMMUNICATION 

VR has emerged as a transformative technology for media and communication, 

with significant potential to raise how we consume and create content to a higher 

level. Recent research has highlighted the effectiveness of VR in creating immersive 

and engaging experiences for viewers (Kaimara and Ju, 2020, p. 14). In addition, VR 

has been found to enhance empathy and understanding, leading to increased emo-

tional impact and retention of information (Naim et al., 2020, p.74). 

In journalism, VR has created interactive and informative news stories, pro-vid-

ing viewers a more engaging and memorable experience (Boly, 2019, p. 19). VR has 

also been used in marketing and advertising, creating more personalized and targeted 

content for consumers (Lee et al., 2020, p. 69). 

The potential of VR in transforming communication is not limited to media con-

sumption but also extends to content creation. VR can new opportunities for collab-

oration and co-creation, leading to more effective communication and team-work 

(Bhattacharya et al., 2020, p. 114). VR can also create virtual environments for re-

mote communication and training, increasing accessibility and efficiency (Li and 

Wu, 2020, p. 183). 

The immersive nature of VR enables users to experience situations that would 

not be possible with traditional media. For example, VR can create virtual clas-

srooms, allowing students to attend lectures and collaborate with peers from remote 

locations (Dunleavy et al., 2019, p. 144). VR can also create virtual museums, pro-

viding users a more interactive and engaging experience (Cheng and Tsai, 2020, p. 

129). 

In addition, VR can be applied to create simulations for training and education, 

allowing users to practice skills and procedures in a safe and controlled environment 

(Makransky et al., 2019, p. 14). VR has been particularly effective in fields such as 



98 

 

medicine and aviation, where hands-on training is crucial for safety and perfor-

mance. 

Moreover, VR can create new opportunities for social interaction and collabo-

ration. For example, VR can be exploited to create virtual meeting spaces, allowing 

remote teams to collaborate and communicate in a more immersive and engaging 

way (Hodges et al., 2019, p. 7). Also, VR can create social experiences, such as 

virtual concerts and festivals, giving the users a sense of presence and shared expe-

rience (Cheng and Tsai, 2020, p. 131). 

As VR continues to evolve and become more accessible, it has the potential to 

transform the way we communicate and interact with others. However, challenges 

also need to be addressed, such as the high hardware cost and the need for more user-

friendly interfaces (Dunleavy, Dede, and Mitchell, 2019, p. 146). 

Finally, VR technology can transform communication, collaboration, and learn-

ing. Its immersive and interactive nature has already been shown to be effective in 

various fields and is likely to be adopted more widely in the future. As technology 

continues to evolve and become more accessible, it is essential to explore its po-

tential and address the challenges that come with it. VR has emerged as a transform-

ative technology for media and communication, with significant potential to enhance 

engagement, empathy, and understanding among viewers. As technology evolves 

and becomes more accessible, it will likely be adopted more widely, creating new 

opportunities for immersive and personalized communication. However, further re-

search is needed to understand the impact of VR on media and communication fully 

and to identify new applications and opportunities for this marvelous technology. 

 

 

2. THE CHALLENGES OF VIRTUAL REALITY IN MEDIA AND  

    COMMUNICATIONS 

While VR has great potential, several challenges must be addressed to realize 

its potential and for its widespread adoption fully.  

One of the biggest challenges is the cost of VR hardware and software, which 

can be prohibitively expensive for many consumers and organizations (Dunleavy et 

al., 2019, p. 146). Issus of VR costs can make it challenging to scale VR experiences 

and limit their accessibility to only those who can afford them. High-end VR head-

sets, such as the Oculus Quest 2 or the HTC Vive Pro, can cost several hundred to 

thousands of dollars, making them out of reach for many people. In addition to the 

headset itself, users may need a high-performance computer or gaming console to 

run the VR software, increasing the cost. This high cost can limit the accessibility of 

VR, particularly for people on a budget or in developing countries with limited re-

sources. Companies are working to create more affordable VR hardware and soft-

ware solutions, such as standalone VR headsets or mobile-based VR experiences, to 
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overcome this challenge. Additionally, as technology advances, VR costs are ex-

pected to decrease over time, making it more accessible to a broader audience. 

Another challenge is the lack of standardization and uniformity in VR techno-

logy, which can create compatibility issues and hinder collaboration between differ-

ent platforms (Cheng and Tsai, 2020, p. 14). Previously mentioned issues with stand-

ardization and uniformity can be particularly problematic for content creators who 

need to create VR experiences that can be accessed across multiple devices and plat-

forms. Many different VR hardware and software platforms are available, each with 

unique specifications and requirements. The diversity of VR hardware and software 

can multiplay developers' difficulties in creating VR content that works seamlessly 

across all platforms, as they may need to create multiple versions of the same content 

to ensure compatibility with different devices. Also, the lack of standardization can 

lead to fragmentation in the VR market, making it more difficult for users to access 

and enjoy VR content. For example, a user who owns an Oculus Quest may be unable 

to access content only available on a different VR platform, such as the HTC Vive.  

Challenging accessibility to VR content on different platforms has initiated efforts 

to create more standardized VR development tools and platforms, such as the Open 

XR API, which aims to create a standard interface for VR and AR devices. Addi-

tionally, the emergence of cross-platform development tools, such as Unity and Un-

real Engine, can help developers create VR content that works across multiple de-

vices and platforms. However, standardization and uniformity in VR technology re-

main an ongoing challenge that will require continued effort and collaboration from 

the VR industry.  

Furthermore, there are ethical concerns related to VR content, such as the po-

tential for virtual violence and objectification of individuals or groups (Hodges et 

al., 2019, p. 9). These issues must be addressed to ensure VR experiences are created 

and consumed responsibly. VR can create highly immersive and realistic experiences 

that can be difficult to distinguish from reality. Some ethical concerns related to VR's 

potential impact on users include: 

 Safety: VR content can create dangerous or risky situations for users, such 

as simulating extreme sports or military combat. User safety and the poten-

tial for users to be harmed or injured while using VR have raised concerns. 

 Privacy: VR content can collect and store user data, including their move-

ments and behavior within the VR environment. User privacy and the po-

tential for their personal information to be accessed or shared without their 

consent is an additional concern. 

 Social impact: VR content can have a significant impact on users' emotions, 

attitudes, and beliefs, which can, in turn, affect their behavior in the real 

world. The potential for VR content to promote harmful or unethical beha-

vior, such as violence or discrimination, raises concerns. (Ibid., p. 10) 
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The VR industry must develop ethical standards and guidelines for creating and 

distributing VR content. Ethical standards and guidelines for VR should include 

measures ensuring that VR experiences are safe and respectful, protecting user pri-

vacy, and promoting responsible behavior within the VR environment. In addition, 

users should be informed about the potential risks and ethical considerations related 

to VR content and provided with the tools and resources to make informed decisions 

about their use of VR technology. 

The next challenge is that the learning curve for creating VR content can be 

steep, requiring specialized skills and knowledge that may be difficult for those un-

familiar with the technology (Makransky et al., 2019, p. 246). As a result, the learn-

ing curve can limit the number of content creators who can effectively leverage the 

potential of VR in their work. 

Lastly, there is the challenge of maintaining user engagement in VR experien-

ces. While VR can offer immersive and engaging experiences, there is a risk of users 

becoming disengaged if the experience is not compelling or if technical issues arise 

(Cheng and Tsai, 2020, p. 7). Therefore, according to Bailenson et al. (2008, p. 37), 

VR developers must focus on creating compelling and varied VR experiences de-

signed to keep users engaged over time. VR experiences designed to keep users en-

gaged over time can include: 

 Interactivity: VR experiences should provide users with a high level of in-

teractivity and control, allowing them to explore and interact with the envi-

ronment meaningfully. 

 Immersion: VR experiences should be highly immersive, providing users 

with a sense of presence and feeling fully immersed in the virtual environ-

ment. 

 Variety: VR experiences should offer various activities and challenges, 

keeping users engaged and interested over time. 

 Personalization: VR experiences should be personalized to the user's inte-

rests and preferences, providing a more tailored and engaging experience. 

 

By focusing on these factors, VR developers can create engaging and compel-

ling experiences, leading to greater user adoption and a more successful VR industry. 

Despite the challenges, the potential benefits of VR in the media and commu-

nication industries make it an exciting and rapidly developing field. As VR technol-

ogy evolves and improves, it will likely become an increasingly important part of 

the media and communication landscape, providing new opportunities for creative 

expression and engagement. 
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3. RECOMMENDATIONS FOR USING THE POTENTIAL  

    OF VIRTUAL REALITY 

To effectively leverage the potential of VR in media and communication, media 

organizations and content creators can take the following recommendations: 

 Prioritize accessibility: One of the most significant challenges of VR tech-

nology is its cost, which limits its accessibility. Media organizations and 

content creators can prioritize creating affordable VR experiences to ensure 

a broader audience can access their content. They can also collaborate with 

VR hardware manufacturers to ensure that VR technology becomes more 

affordable in the future. 

 Develop standards and guidelines: As VR technology is still in its early sta-

ges, there is a lack of uniformity in the hardware and software used to create 

and access VR content. Developing standards and guidelines can help ensure 

compatibility and streamline the creation of VR content. Media organiza-

tions and content creators can work with industry organizations to develop 

these standards and guidelines. 

 Address ethical concerns: VR content creators need to be mindful of the po-

tential risks associated with virtual violence and objectification of individu-

als or groups in their content. Therefore, they need to ensure that their con-

tent is not harmful or insensitive. Media organizations and content creators 

can work with experts to ensure their VR experiences are ethical and inclu-

sive. 

 Invest in training and development: Creating VR experiences requires spe-

cialized skills and knowledge. Therefore, media organizations and content 

creators must invest in training and development to ensure they have the 

necessary skills to create compelling VR content. They can also collaborate 

with educational institutions to develop courses and training programs to 

address the skills gap in the industry. 

 Experiment with new forms of storytelling: VR offers new possibilities for 

storytelling, such as interactive narratives and immersive experiences. Me-

dia organizations and content creators can experiment with new forms of 

storytelling to take advantage of the unique opportunities offered by VR 

technology. 

 Collaborate with other industries: VR technology can revolutionize several 

industries beyond media and entertainment, such as healthcare and edu-cat-

ion. As a result, media organizations and content creators can collaborate 

with these industries to create innovative VR experiences that solve real-

world problems and create social impact. 

 Utilize data and analytics: VR technology provides new ways to collect and 

analyze user behavior and engagement data. Media organizations and con-

tent creators can use this data to optimize VR experiences and create more 

engaging and personalized content. 
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 Embrace interactivity and participation: VR technology allows users to par-

ticipate in the content they consume actively. Media organizations and con-

tent creators can embrace this interactivity and create immersive experiences 

that allow users to shape their narratives and explore different perspectives. 

 Focus on user experience: As with any form of media and communication, 

the user experience is crucial to the success of VR content. Therefore, media 

organizations and content creators should prioritize creating seamless and 

intuitive user experiences that are easy to navigate and understand. 

 Stay up-to-date with technology advancements: VR technology is rapidly 

evolving, and advancements are constantly being made. Media organiza-

tions and content creators must stay up-to-date with these advancements to 

ensure their VR experiences remain relevant and innovative. 

 

By considering these recommendations, media organizations and content crea-

tors can create compelling and innovative VR content that engages and captivates 

audiences. 

 

 

CONCLUSION 

The impact of virtual reality on the future of media and communication is an 

area of growing interest and research. The potential of VR to create immersive and 

engaging experiences for audiences in journalism, advertising, entertainment, and 

education has been widely recognized. In addition, studies have shown that VR can 

enhance the storytelling experience and improve learning outcomes. However, chal-

lenges such as cost, accessibility, and ethical concerns must be addressed for VR to 

be widely adopted and integrated into mainstream communication practices. 

Media organizations and content creators can take steps to effectively leverage 

the potential of VR by investing in high-quality hardware and software, collaborating 

with other organizations, prioritizing ethical considerations, and increasing accessi-

bility. While there are certainly challenges associated with VR in media and com-

munication, the potential benefits of the technology are significant. By addressing 

these challenges and effectively leveraging the potential of VR, media organizations 

and content creators can create a new era of engaging and immersive media experi-

ences that have the potential to transform the industry. 

As VR becomes increasingly popular and accessible, it is crucial to prioritize 

ethical considerations such as privacy, consent, and representation. In addition, the 

potential for VR to create immersive and realistic experiences also raises important 

questions about the responsibility of media organizations and content creators to rep-

resent and contextualize these experiences accurately. 

Furthermore, the ongoing COVID-19 pandemic has further emphasized the po-

tential of VR in media and communication. With social distancing measures limiting 
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in-person experiences, VR offers a unique opportunity to create engaging and im-

mersive experiences accessed from home. 

Finally, the impact of VR on the future of media and communication is complex. 

As VR technology continues to advance and become more accessible, it will be nec-

essary for researchers, media organizations, and media content creators to con-tinue 

exploring the potential benefits and challenges of VR. Furthermore, they will need 

to develop effective strategies for leveraging the technology to create engaging and 

immersive experiences for audiences. 
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