
   The origins of the term ‘virtual’ point towards meanings such as ‘virtues’, ‘potency’, 

and ‘capable of producing a certain e�ect’. The emphasis is on the ‘potential’ of 

something rather than simply ruling out that something is ‘not real’ or ‘fake’. Does 

that mean altering the virtual realm holds the potential to remold reality? This was 

the question we had upon embarking on the Lachrymatory project and looked at 

some examples of how the virtual a�ects reality.  

   In sport psychology, there is a technique called mental imagery training which 

requires athletes to focus on visualizing the actual competition and rehearsing sports 

through mental imagery. This is highly e�ective for enhancing performance because 

‘imagery shares neural and behavioral similarity to the genuine experience.’1  This can 

even be applied to lucid dreams. A team of researchers from the Institute of Sports 

and Sports Sciences, Heidelberg University conducted research on practicing sports 

in lucid dreams and their studies revealed that lucid dream practice can enhance 

physical performance.2  There are many other areas where the virtual domain is used 

as a means to prepare for something ‘real’. Take the example of many medical 

trainings and technical trainings that are now done through VR. Novices are trained 

through VR simulations which prepares them to successfully complete a task in real-

life and we also simulate the look of architecture through 3D modeling before the 

actual building process.  

   If so, can virtual games that hold a metaphoric narrative also impact the story of 

our own reality? Can we use virtual storytelling as a means to create a reality that 

better serves all of us? Can we ‘re-create’ reality through virtual ‘re-creation’? This was 

what we wanted to experiment with the Lachrymatory project. The story begins in a 

world where many people get lost because there are no stars in the skies that can 

show direction. But as the player reaches Omega Point, the player can fly a star up to 

the sky. As more players join this story, the number of stars will increase. It is a game 

that attempts to draw a symbolic image of how we can find direction in the story of 

our own society, where there seem to be no true stars to ‘look up’ to. We're sowing 

seeds in the virtual and eagerly wait to see the sprouts in reality. On the right side 

are some topics for discussion. 

Virtual: The Dynamis of the Real
      How do imaginary stories impact reality? 

Are there any stories that have impacted your 

life in any way? What was the story and how 

did that impact your life?  

     What kind of a future do you dream of? 

Are there ways you could use the virtual 

domain to actualize that future?   

     The Lachrymatory starts from the story of 

a 'Boy’ who has lost his way. In your society, 

what are some areas youth struggle to find a 

‘way’ in real life? Are there certain 

environments that make youths more prone to 

'losing track’ of life?   

     What kind of 'stars’ would be needed to 

guide such youth in real life?  

     What kind of a 'star’ would you want to 

fly?  
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