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1. Introduction
The research that will be conducted for this subject will be how Virtual reality can affect people psychologically using different setting, this will look at how lighting and different moods and environments can affect people emotionally and psychologically and then will go on to looking how it is used to help people in medical fields and could be used to try and help people with phobias by helping them confront them without having to do it in real life and have the risks of doing it in real life such as dealing with heights.

 This research will be tested using a few environments in the unreal engine each ranging from different colors to different themes and will then is used to test how people feel in when placed in certain situations and environments. Using the information found, it will be used to look into the possibilities to where virtual reality can go and the future of this system whether it will silly be pushed for games or how it could be implemented in other areas of study and services other than just games such as health and classrooms for teaching.
This will be using a Qualitive method of research to gather the information and compare the results with either existing results or the results of the test conducted.

2. methodology
For the examination of the question can Virtual reality help people it will look at a few things and use questionnaires and surveys to determine how it has either helped the Person or not at all. This will also look at lighting and how that has affected their opinion of the situation. 
How will I choose people? 

The test will be done with a few select people in doing this it will gather enough information to determine if using different lighting will help people, the type of fear doesn’t depend on who will be picked but arachnophobia will be chosen as it is the most common fear amongst others. .
How will the test be conducted? 

The test will be done using a HTC vive and an environment in the unreal engine. The scenario will be the same for each person. Each participant will go into the virtual reality and be presented with what they fear and in their own time see how close or how much time they can spend with their phobia before needing to come out of the virtual reality. This will then be changed with different lighting to see if it helps people see their fear as more approachable.
How will the results be recorded? 

After the participants go under the Virtual reality they will take a survey or interview, which they can either take anonymously or put their name down, once this is done they will fill it out rating how it helped them with an explanation of their experience whether it was good or bad. Once all the surveys or interviews have been completed all the results will produce and average, then to see if the experience helped them and to see if the results are positive.

3.  PROJECT SPECIFIC RESEARCH
For this project the aim of the research will look at how lighting has been used in games and how people make decisions in them. It will also look at how people react to the Virtual reality and if this will intensify their fear more as the simulation will seem more real towards the person. 
Lighting can be an essential part to any game or media in this case. As stated by Carl Granberg in his book, ‘ lighting of a world can dramatically affect how the world impacts players, this is also present in films and on the stage as lighting can affect a person mood, expectations and the amount of information is revelled’. (C. Granberg, 2014). What this is telling us is that lighting can be the key factor in how a person takes a situation so with their fears it is entirely possible to help people by putting them in the situation of lighting being ‘nicer’ to the player, helping them perceive it in a better way as supposed to it being in a darker environment and making the scenario to seem more intimidating.
Virtual reality for people can also be an intimidating or exciting thing as it puts the person in the experience first-hand and their actions are more personal to them as they are the ones conducting them. This with lighting could determine how a person is going to interact with the situation they are in. As Virtual reality is now becoming a growing part of gaming it is being pushed more. In Anthi Katisirkou’s book they state that ‘VR environments can crate motivating and engaging environments and relay information more effectively’ (A. Katisirkou, 2011).  What this shows is that VR can be the next thing to help people in other Medias such as education and other sources. Knowing this means that knowledge in how to light environments will also be need to help people using this form of hardware to give information as kids or even people with disabilities could be in these environments and will need extra care.

4. PROPOSED OUTCOMES
The best outcome which will come from this research will be that a better understanding of lighting will be made and could be reproduced in other areas such as games to determine how a player would conduct themselves in certain situations when lit up differently. The best way this will be shown is that when the fear is in darker areas people will be more afraid of it but if the fear or object is lit up more and is more visible it will not seem as intimidating.
Another outcome for this research could show that even though the fear is lit up more and could be seen as it more predicable to see what it’s going to do it could still be powerful and hard for the person to encounter as they are able to see it more their fear might trigger more, but this outcome could be more dependent on the person other than the lighting.
The last outcome that could come from this is that there is no difference in lighting. With this outcome it will show that even though lighting can be a big factor in how people perceive certain objects and things in games, it is also dependent on the person and how they perceive lighting and make their own choices. With this information it would be good if more testing could be done on this subject with a bigger testing group so that more results could be gathered to see if lighting things in different ways could be more beneficial towards a person.
With the information gained from this small test and the research it will also help people with lighting development and help with development with games, as with this understanding it is possible to develop level in a way that it will benefit a player and guide them through the game without telling them what to do so it makes them feel as if they made the decision themselves whilst not having the player feel as if you are holding their hand through the game.
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