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Course Objectives:

1. The paper intends to adept students in building their perspective towards the prevalent
experiential world of virtual phenomena across cultures.

2. It intends to enable them in building their psychological skills towards developing
better psychological models of intervention through this knowledge.

3. The paper shall also enable in sensitizing them towards the ethics, challenges and
cultural nuances of the growing dominance of the virtual world.

Learning Outcomes:
The successful completion of the course will enable the students to
1. Understand perspectives and psychological skills regarding virtual experiential world
2. Demonstrate sensitized comprehension and towards the ethics, challenges and cultural
nuances of the growing dominance of the virtual world.

Course Contents:
Unit 1: Introduction: Consciousness Virtual Reality and Augmented Reality, philosophical
foundation, debates and current trends. From Meta-physical to virtual space -immersion vs
Absorption, Inreality and embodiment, MetaUniverse, Experience vs. augmented reality vs
virtual reality.

(10 Hours)

Unit 2: Technologizing Self and identity: embodiment and virtual reality Interplay of self and
technology, Online identities, internet socialization: Emerging concerns, challenges, and
possibilities (Un) making of plural selves- embodiment, and inquiry. .

(10 Hours)
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Unit 3: Reuvisiting the notions of culture, nation and globalization: Advancement of virtual
reality in context of health- monitoring of health, current narratives on psychotherapies,
employing virtual reality to address existential challenges The big data theory- Sharing and
Surveillance. Power, control, and inequality around Glocal issues- paradox of autonomy and
subservience, deindividuation, polarization in virtual spaces. .

(10 Hours)

Unit 4: Psychological dimensions in Ethics in Virtual spaces:. The perceptions around
privacy and security in virtual reality. The absence and presence of the Agency in virtual
space. Deconstructing the code of conduct in internet behaviour Psychological concerns of
situating the self in wvirtual, augmented and physical reality.applications around
cyberbullying, trolling, cybercrime and theft.

(10 Hours)
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