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Summing it up, community is in a huge risk of facing more serious issues concerning economy. 
Sectors of economy that suffered the most in Belarus are hospitality, foreign trading, transport and 
entertainment. Therefore, it is vitally important to find ways of improving the current situation. It must be the 
main priority. 

Here are potential steps for governments to pull out of the depression faster: 
supporting startups 
Growth from the startups across the world will be supply chain to the new economy. Startup founders 

go nap just to make the world a better place. It is the key part of innovation. The concentration and creativity 
they show during the crisis will define whether they survive. It will lead the way to the new economy. 

finding a better balance between globalization and self-reliance 
Economists used to think that in a globalized world borders did not matter and a country struggling 

difficulties could always turn to other countries for help. However, now borders suddenly do matter as 
countries hold on tightly to supplying medical care and equipment. Our seemingly efficient supply chain 
was built on searching the world for the lowest-cost producer. But it has been an improvident plan. The 
system is defenseless to interruptions and the market is plainly not steady. The system was capable enough 
of absorbing problems of a rather small scale but it turned out it wasn’t ready to handle more serious issues. 
That’s why it is extremely significant to foresee the extent of problems that may appear in the economy of 
the future.  

lifting quarantine as soon as possible 
The economic aftermath of the COVID-19 pandemic cannot be calculated. Many countries 

confronted economic shock they could have never imagined. For such sectors of economy like retail the 
lockdown may appear to be crucial because e-commerce has already been its serious competitor. Many 
stores will not open again, hundreds of jobs will be lost permanently. It is self-evident that the longer the 
lockdown sustains, the harder it is to recover the economy. The public response to the situation is 
determinative: if people decide to stick to the risk-aversion, it will only strengthen the intensity of the world 
crisis. 

To sum up, the global economy was influenced by the coronavirus’ pandemic extremely. The parts 
of the economy that were impacted the most are stock markets, employment, tourism and entertainment. 
The spheres developed the most during the pandemic are e-commerce, online-entertainment and 
production of the medical goods. The potential steps for fixing current economic situation are supporting 
new businesses and preparing economic system for facing more serious issues that may appear in the 
future.   
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Human mind has an interesting ability. It is able to create imaginary worlds much more interesting 
and exciting that the one we all live in. And naturally every person gets a desire to flee into one of those 
non-existent wonderlands from time to time. That’s why we have books, theater plays, movies and 
videogames. All those forms of media help us find refuge from the dullness of our world, help us immerse 
ourself in the setting provided. Yet they lack the physicality of the experience, we are still detached, staring 
at some piece of paper, screen or monitor, preventing us from getting fully immersed. That’s where VR 
comes in. It’s a completely new form of living through made-up worlds that provides a unique feeling unlike 

https://www.bbc.com/news/business-51706225
about:blank
https://en.wikipedia.org/wiki/Economic_impact_of_the_COVID-19_pandemic


57-я научная конференция аспирантов, магистрантов и студентов БГУИР, 2021 г 

333 

anything else. And naturally there will be a demand for that said feeling. So let’s analyze whether VR is a 
profitable investment and a promising market, or just a fad that will die out completely in a decade or two. 

In order to understand the potential of VR technology one should understand the potential use of 
aforementioned technology. So that raises a question: “Where and how can we use VR?”  

Since its inception in the 1950’s and up to early 2010s Virtual Reality had seen very limited use in 
training and simulation programs for NASA and US Military [1]. Apart from that there were attempts at 
creating more available VR systems for recreational use, yet those attempts ended up in failure. It wasn’t 
until Oculus developed their prototype that the world got its first look at a conventional Virtual Reality 
headset. And even though the Oculus VR company intended for their technology to be used for recreational 
needs (mainly videogames), many saw a much greater potential for this technology. Though nowadays 
VR’s main market is still in recreation. With videogame sales making most of industry’s revenue, many 
other fields of life are showing their interest in this new technology and finding new uses for it. 

Healthcare workers use VR simulations and models to practice and to prepare themselves for 
challenging operations. In automotive industry VR is used by engineers and designers in order to check 
the visual design of the vehicle and object obscuration of its parts. This technology is actively used by 
brands such as BMW and Jaguar Land Rover to name a few. Retail industry has found a good use for VR 
by creating completely virtual shops, where customers can find and interact with goods, that were created 
using 3D scans of their real-life counterparts. Some real estate agencies began giving their clients online 
VR tours of properties that were scanned with 3D cameras, saving a lot of time and resources, greatly 
automating the process. Tourism industry found a similar use for VR, with some travel agencies providing 
their customers with VR “sightseeing trips”. Architects also have found a good use for Virtual Reality 
technology, using it to gauge their work by immersing themselves into 3D models created by them. For 
artists VR is still a largely unexplored area, but it shows some promise with appearance of new drawing 
and sculpturing software, making sculpture and painting creation process much easier and more intuitive 
[2]. 

Even though VR is a technology, that has already proven its usefulness and competency as an 
entertainment tool, there is a number of drawbacks that make many people hesitant to try it out for 
themselves. First and the most obvious problem with VR headsets is their price. In order to get and enjoy 
fully a proper high-end PC-connected headset, one would have not only to purchase the headset itself, but 
also to have a PC powerful enough to run programs for Virtual Reality devices. Apart from that customers 
need to have a rather spacious room that would allow him or her to move around freely. Even though the 
price of VR-tech has dropped significantly over the years, with newer models being much more available 
for an average person, the hefty price is still enough to scare away a lot of customers, who are not willing 
to purchase an unorthodox and “strange” gadget for several hundred US dollars. The second and the main 
problem that VR has is its effect on user’s health. Many people, using VR, experience motion sickness, 
dizziness, nausea and headaches. Despite the best efforts of hardware and software developers, there is 
no apparent way to resolve this issue apart from simply getting used to the feeling of being in a virtual 
space. What people can’t get used to is eyesight loss, which may be induced by extensive use of VR. 
Virtual Reality has a worse effect on eyes than computer and smartphone screens, due to the displays 
being so close to the person’s eyes when wearing a VR headset. Thankfully slight damage to your eyes is 
the only permanent effect VR has on human’s health. One of the other problems with virtual reality is the 
fact that it is difficult to set up. Customers are having to tangle themselves in large amounts of cables and 
to set up tracking cameras in their room that require further calibration. Yet this drawback is soon to 
disappear as newer headsets lack this problem, as they are connected to personal computers via Bluetooth, 
or do not require connection to any external hardware, being able to work on their own. 

Analyzing the current state of the VR market we can estimate a total net worth of 15.8 billion US 
dollars.  The largest regions are Asia Pacific (China having the biggest share in the market) and North 
America (USA in the lead) [3]. There are quite a lot of companies in the VR technology business, with 
Oculus, Sony and HTC doing most of the heavy lifting. As of 2017-2019 these companies produced 78 
percent of all Head-Mounted-Displays (HMD) in the world. Sony is the leader, producing 37 percent of VR 
headsets, whilst Oculus having the largest growth rate out of the big companies. This company doubled its 
production from 900000 to about 1,7 million units since 2018 up to 2019 [4]. Apart from the so called “VR 
big guns” many other companies take an interest in the Virtual Reality market, for example Microsoft, 
Google, Samsung, Apple, Unity and Nvidia. All of those companies create hardware and software for VR 
technology and are interested in its development. Since the beginning of its popularization in 2014 Virtual 
Reality market has grown exponentially. For example, the market underwent a 112 percent growth from 
2015 to 2016. This rapid growth can be traced back to several factors: novelty of the experience that VR 
provides, increasing availability to an average consumer, plethora of new technologies and startups that 
complement VR technology and big companies being interested and ready to invest in VR. Effects of 
COVID-19 pandemic should also be noted. Like the videogame market, VR experienced a significant 
increase in sales and revenue, due to mass lockdown and increasing boredom. Though the pandemic 
affected production volumes negatively, the decrease in the amount of produced HMDs and other VR 
devices is insignificant comparing it with the increased demand for them. 
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Taking into account the fact that currently Virtual Reality technology is situated in the begging of 
Pierre-François Verhulst’s adoption curve, we can expect an even greater increase in public and corporate 
interest in VR throughout the next decade. There are several predictions as to the future potential of VR. It 
is estimated to grow Compound Annual Growth Rate of 18 percent. For example, automotive industry is 
expected to grow at a CAGR of 4.8 precent (by 2025) and IT industry at a CAGR of 5 percent (by 2025). 
Various business analytics agencies expect VR market to increase in size up to 69.6 billion US dollars. 
They also believe that Virtual Reality technology will be able to boost global GDP by 1.5 trillion US dollars 
by 2030 [5]. 

As a conclusion it can be said that VR is something that is worth the time resources and energy to 
be put into. It not only has capability of bringing back investor’s funds and helping them make a profit, but 
it also has the potential to revolutionize entertainment, completely change the way many of us work and go 
about our daily lives. Due to all of those factors Virtual Reality has become one of the fastest growing 
markets in the world and for the next several years it is predicted that Virtual Reality market will not stop to 
grow. 
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Simply saying, artificial intelligence (AI) is the category of software that can ‘learn’, as humans. It is 
a great help in adapting pre-written code to the newest changes. Such an algorithm classifies data, analyzes 
it, and makes predictions. In literature there are two types of AI: AGI (Artificial General Intelligence) and 
ABI (Artificial Biological Intelligence). The second one is not so wildly used because of the lack of research. 
ABI tries to emulate the human way of thinking, while “strong” AI is a brute force to recreate such complex 
things as motions, natural physics, and even economic behavior. 

In recent years technologies have stepped forward, as well as our expectations. To meet them 
developers should constantly improve themselves. The greatly improved parameter is graphic. If a game 
looks good – the amount of it’s byers is growing exponentially. 

The first question that comes in one’s mind is how to emulate our complex reality? Such things as 
water, fabrics, trees with moving leaves, hair, clouds, and mirror’s reflections are built-in components of our 
reality. Take them away – and you will never get the true filling of presence in a game. Shades and 
reflections, building blocks of any realistic object, are very hard and time-consuming to recreate, but AI 
makes it easier. Just ‘feed’ it with information about water physics and color gradients and it will create an 
algorithm of perfect waves. And the more data about waves it will get, the more varieties it will be able to 
draw, just like a person in a drawing school. 

The newest AI algorithm got the ability to emulate human emotions and mimic, and all it needs is just 
a voice recording. It analyzes the similarities it got with sound patterns in its system, and the results are 
bearable to use in quick NPC actions and cut scenes. Small feature, but time-saving. 

The greatest point of AI usage is to create different random levels and maps in real-time. No one 
wants to draw hundreds of thousands of rooms with different objects, but AI can do it at ease. The greatest 
achievement of AI in this sphere is the creation of its own game; of course, it lacks any innovative parts and 
independence from pre-learnt algorithms in AI’s data but opens huge possibilities for in-game 


