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ABSTRACT  



In  Brazil  and  in  the  world  are  being  developed  research  focused  on  the simulation whith RVI systems from the areas of health to the arts. The possibility of realization  of  what  is  thought  and  feeling  that  before  was  only  considered abstraction or imagination permits a collective sense of transcendence. The Virtual Virtual  Reality  -  RV, Augmented  Reality  -  RA  and  systems  structured  by  neurals networks such as systems multiprojection consolidate this supposed union between the  abstract  and  imaginary.  However,  the  applications  of  these  systems  as  social technologies  can  be  generating  expectations  and  conflicts  or  generating  forms misleading  to  perceive  the  world.  This  article  attempts  to  build  a  dialogue  on  the subject  is  observing  the  constructs  of  these  systems  when  employed  as  applied social sciences  



  

INTRODUCTION 

 

La  simulation,  cependant,  correspond  à  des  stades  antérieurs  de  l'activité intellectuelle  avant  l'exposition  rationnelle:  imagination,  mental  bricolage, tentatives et erreurs. 



(Lèvy, 1993) 

 



In  the  1990s,  Brazil  was  already  developing  scientific  and  technological researchs  focused  on  Virtual  and  Augmented  Reality.  The  definition  of  Virtual Reality  would  "The  Virtual  Reality  (VR)  is  a  simulation  that  uses  computer graphics  to  create  realistic  visions  of  the  world  (Grigore  and  Coiffet,  1994)." 



Its main features are soaking it because involves the user in the simulation and interactivity  for  the  user's  actions  are  answered  by  the  system. The  conditions  for RV system:  a)  Interface high quality b) High interactivity  c)  Immersion  d) Use of Involvement and e) Analogy to the real world. 

User  satisfaction  is  subject  to  control  interactive  computational  processes,  but the way the user interacts depends on some features. According to (Guimarães et al, 2003),  "(...)  intuitive  knowledge  [...]  about  the  physical  world  [...]  used  to manipulate the virtual world." To Both, is necessary to use helmet of visualization, digital caves, customs, mices, etc. 

According Kirner (2008), "The technological approach, the evolution of Virtual Reality  is  treated  from  the  standpoint  of  various  parameters.  It  involves:  systems, 1 

