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Abstract:

This research aims to study the impact of communication through
virtual reality (VR) and the metaverse as a qualitative shift in individual
interactions and the formation of digital communities. The study focuses
on exploring the opportunities provided by the metaverse, a network of
interconnected virtual worlds supported by augmented virtual reality and
artificial intelligence technologies, which contributes to creating
immersive digital communities that enhance social interaction and
transcend geographical barriers. A literature review methodology was
adopted using the PRISMA system to analyze studies published between
2020 and 2025. The results showed that these environments allow users
to express themselves through avatars and participate in shared
experiences. However, challenges were identified, including social
isolation, the deterioration of social skills in the real world, and mental
health issues such as anxiety and depression.
key words : virtual reality;, metaverse,, digital communities; social
interaction.
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1.Yildirim M. Globa A.; Gocer O. Brambilla A. (2024)
Multisensory nature exposure in the workplace: Exploring the
restorative benefits of smell experiences. Building and Environment —
Biophilic design boosts employee health, well-being, and productivity.
2.LiJ.; Cochrane K.A ; Leshed G. (2024)
Beyond Meditation: Understanding Everyday Mindfulness Practices
and Technology Use Among Experienced Practitioners. Proceedings
of the ACM on Human-Computer Interaction — Tech-supported
mindfulness improves mental and physical well-being.
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sequencing of multimodal data. British Journal of Educational

Technology — Shows how learners monitor cognition in immersive

VR.

4.Sakr A ; Abdullah T. (2024)

Virtual, augmented reality and learning analytics impact on learners,

and educators: A systematic review. Education and Information

Technologies — Reviews VR/AR potential for immersive learning,.

5. Tolentino R.; Rodriguez C.; Hersson-Edery F.; Lane J.;
Abbasgholizadeh Rahimi S. (2024)

Perspectives on virtual interviews and emerging technologies

integration in family medicine residency programs: a cross-sectional

survey study,BMC Medical Education — Examines applicants'

perceptions of virtual interviews post-pandemic.

6. Walkington C.; Nathan M J.; Hunnicutt J.; Washington J.;
Zhou M. (2024)

New kinds of embodied interactions that arise in augmented reality

dynamic geometry software. Journal of Mathematical Behavior —

Shows how AR supports mathematical engagement.

7.Taguchi N ; Hanks E. (2024)

Social virtual reality for L2 Spanish development: Learning how to

interact with others in a high-immersion virtual space. Modern

Language Journal — High-immersion VR supports second-language

interaction skills.

8.McGivney E. (2025)

Interactivity and identity impact learners' sense of agency in virtual

reality field trips. British Journal of Educational Technology — Finds

VR boosts agency through full-body interactivity.

9.Flynn A ; Koh W.Q_; Reilly G.; Brennan A ; Redfern S ;
Barry M.; Casey D. (2025)
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10. Sharma P.; Bhattacharya S.; Bhattacharya S. (2025)

HR analytics and Al adoption in IT sector: reflections from
practitioners. Journal of Work-Applied Management — Discusses HR
analytics and Al adoption in the IT sector.
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