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ABSTRACT

The rise of remote work has enhanced flexibility but poses challenges in commu-
nication and collaboration. Virtual reality (VR) offers a transformative solution,
providing immersive experiences that simulate face-to-face interactions, create
dynamic virtual meeting spaces, and facilitate collaborative work. This chapter
explores VR’s practical applications, showcasing successful implementations in
various industries. It also covers the technical and organizational aspects of VR
adoption, guiding organizations to leverage VR for improved remote work outcomes.
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1. INTRODUCTION

The initial use of VR in remote work indeed focused on creating virtual meeting
spaces where users could interact using avatars. This phase laid the groundwork
for the more sophisticated VR applications we see today. One notable reference
detailing these early developments is the research conducted by Steuer (1992), titled
“Defining Virtual Reality: Dimensions Determining Telepresence,” published in
the Journal of Communication.

Steuer's paper discusses the foundational concepts of virtual reality and telepres-
ence, which are critical for understanding how early VR systems functioned. These
initial systems aimed to create a sense of presence and immersion, allowing users
to interact in a virtual space as if they were physically present. The study highlights
how the rudimentary technology of the time, such as basic head-mounted displays
and limited graphical capabilities, still managed to establish a sense of shared space
and interaction.

In the early 2000s, further research and development built upon these concepts.
For example, a study by Biocca and Levy (1995) in “Communication in the Age of
Virtual Reality” examined the use of avatars in virtual environments for collaborative
tasks. These avatars were simple digital representations of users but were crucial
in enabling basic non-verbal communication cues, such as gestures and spatial
positioning, which are important in remote collaboration.

A more specific example is the work done by Schroeder (2002) in his book “The
Social Life of Avatars: Presence and Interaction in Shared Virtual Environments.”
Schroeder's research delves into how early VR systems used avatars to facilitate
interaction in virtual meeting spaces. Despite being rudimentary, these systems al-
lowed users to experience a sense of presence and engage in collaborative activities,
such as virtual meetings and shared virtual tours.

These early applications of VR in remote work environments demonstrated the
potential for immersive virtual spaces to enhance communication and collabora-
tion. They provided valuable insights and set the stage for the development of more
advanced VR technologies. According to Fereydooni and Walker (2020), “Virtual
Reality (VR) is a computer-generated environment that simulates a realistic expe-
rience, allowing users to interact with the digital space through sensory feedback
and motion tracking.” Today, modern VR platforms benefit from these foundational
studies, incorporating high-resolution graphics, sophisticated motion tracking, and
advanced interaction techniques to create fully immersive virtual workspaces.
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