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Immersive vs. semi-immersive

A Semi-immersive VR is an environment in which the user is not
fully surrounded by the virtual world or the user is not able to
actively interact with the virtual reality
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Immersive vs. semi-immersive

A Semi-immersive VR is an environment in which the user is not
fully surrounded by the virtual world or the user is not able to
actively interact with the virtual reality

A Immersive VR is an environment in which the user is fully
surrounded visually, audibly, and physically and in which the
user is able to interact with and manipulate the virtual world






