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The top three challenges for learning and development 
leaders are: Engaging Learners, Knowledge Transfer 
and Logistics of Consistent Training.

 
An effective way to tackle the above is to innovate and 
adopt new technologies.

With XR removed from the Gartner Hype Cycle in 
2019 and categorized as a mature technology, it 
has become clear that the organizations who were 
early adopters gained a clear competitive advantage, 
enabling them to tackle the above challenges with 
unprecedented efficiency.

Content that was typically delivered passively through 
manuals, video and interactive web-based guides was 
soon disrupted by fully immersive XR training.

Even though ultimately successful, early development 
partners like Learning Vision Reality, learned a 
multitude of lessons that have made for faster and 
smoother deployment of this technology across the 
enterprise.

In this white paper we will share with you some of 
these lessons that will help make your adoption of the 
technology easier and more successful.

“I just think that VR and AR are  
going to be a really big deal.”

 - Mark Zuckerberg
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Lessons Learned Developing Custom VR/AR Solutions for Corporate Training

Immersive technology even though in its 
relative infancy has proven some truly 
ground-breaking returns for enterprise 
training. This success and level of 
organizational- wide application have also 
caused unintentional failures in deployment.

DEPTH INSTEAD OF BREADTH

One of the main reasons for failure has to do with how 
immersive technology content is created and delivered. 
Traditional software has over the past 30+ years matured 
to become hyper-specialized based on their respective 
industries.

However so much of the content is customized and often 
designed for the first time, the best way to ensure success 
is to keep it focused and grounded on a single in-depth use 
case. The benefit to this is that early adopters are often the 
ones driving the foundation of this system, which innately 
have their foundation designed by the early users.

ENTERPRISE-WIDE SUCCESS

When looking to expand or enter the immersive technology space it’s 
advisable to plan beyond its immediate use-case.Using VR/AR for a single-use 
case is not dissimilar to using your smartphone to only send/receive a text or 
our laptop for just PowerPoint presentations, no matter how well thought out 
the transitions maybe.

At first glance, the title of this section 
may seem to contradict the previous one 
because we are now advising for breadth. 
Not quite the case, the focus on depth is 
related to custom developed content.

Often, the hardware will provide other 
out of the box applications that can be 
used across different business units. The 
drawback is that businesses adopting the 
technology should only move in calculated 
and well-planned stages. Taking a phased 

and in-depth application design approach 
ensures that what is delivered works very 
well for that business need, less capital 
is spent before ROI is measured and a 
foundation is set for future growth. 

For example, with Oculus Quest, we have 
created some very specific step-by-step 
guided training scenarios, but the devices 
themselves allow for additional useful 
collaboration tools that should not be 
ignored.

DEOPLOYING  
SUCCESSFUL 
XR (AV/VR) 
TRAINING
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Device Management
& IMPLEMENTATION

Utilize Internal 
RESOURCES

Another paramount consideration when 
looking to implement new technologies 
like augmented and virtual reality will 
be the device management internally. 
Many companies will have restricted 
networks and adding new hardware 
to their network will often undergo 
scrutiny from IT teams. When adopting 
new technology it should be discussed 
how maintenance and support will be 
provided upon implementation.

It’s important to find a trusted service 
provider who has in-depth industry 

experience to help your organization 
on its journey to successfully adopting 
immersive technology. After all, that’s 
why we have written this white paper!

Things to take into consideration are:

› Managing multiple devices from one  
  platform

› User access rights and control

› Application access and restrictions

› Hardware data and usage analytics

That said, a strategic partner is the 
only one who is willing and encourages 
collaboration. There are two types of 
internal resources who in our experience 
provide the most value. They aid to both 
increase the quality of applications 
created as well as reduce the cost of 
outsourcing development.

Subject Matter Expert: This is perhaps 
the most important component to 
ensuring that the VR/AR applications are 
a perfect fit and meet the true needs of 
the end-users. Their time commitment 
is minimal but critical. They are usually 

more engaged in the early planning and 
final validation stages of the project. 

Technology Specialists: These are 
not as critical to project success as the 
subject matter experts but they can 
help in a few ways. A common one is to 
offset some type of development cost. 
For example, some larger organizations 
like our clients Intertek created all the 
3D models with environmental scenes 
internally and simply use the VR engine 
for delivery. Others will offer in-house 
networking resources to ensure effective 
integration
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Lessons on VIRTUAL 
REALITY TRAINING

Business leaders need to be cognizant and think strategically about 
what learning outcomes looking to be achieved and their respective 
delivery methods. There are two main ways to deploy training 
applications in VR, one is through 360-video based content and the 
other is by developing custom CG- based graphical content.

Baseline models are 3D Modelled, textured and designed from scratch by the Learning 
Vision Reality team based on client designs/photos & schematics. These assets are 
optimized to become

compatible with XR technologies. Clients can also provide their models and undergo the 
same process.

Rendered CG Training

Using CG Based virtual reality is 
a good fit for hard skill training, 
due to the ability of hands-on-
interactions. Hard skill training 
needs to replicate real-world 
interactions to be effective in this 

form of training. This is where 
CG Based training and effective 
interactions combined with 
great user experience design will 
deliver a very effective learning 
experience.

This type of content is captured 
using high end 360 stereoscopic 
video cameras paired with an 
omnidirectional microphone. Once 
the video content is storyboarded 
and filmed the content is optimized 
for either VR or the web. Interaction 
points are then developed and 
integrated into the application. 
There are a series of challenges 
delivered through traditional 
methods, such as manuals and 
videos.

 Information Retention 
 Lack of Interactivity 
 User Engagement 
 Comprehensive Analytics

The immersion experience is 
absolute. This enables for a 
distraction less training experience 
while engaging visual, auditory and 
physical senses.

Analytics collected from the virtual 
system can be used to gather deep 
insights on user behavior and their 
training results

This does not only improve the 
virtual training system, but also 
to shape and form the real world 
processes and training.

Hard Skill Training

Stereoscopic 3D 360
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Using 360 Based virtual realities is a good fit for soft skill 
training, due to the ability to record real-world scenarios in 
3D 360. These scenarios allow the user to experience and 
connect naturally with the content. Many of the challenges 
aforementioned apply to soft skill training. There are 
two major advantages to using 360 content for soft skill 
training, purely realistic scenarios and fast time to value.

PURELY REALISTIC 
SCENARIOS: 
 This medium provides the opportunity to capture real 
life locations, human be- haviour, natural movements 
and advanced processes.

It replicates the real world and provides deep 
immersion. This is invaluable when the goal is 
training users to not only understand process but 
also experience emotional interpersonal queues or 
familiarize themselves with the spaces they’ll be 
working in.

FAST TIME TO VALUE:
The benefits from 360 video productions come 
greatly from the amount of time it takes to create. 
You can quickly film existing processes, products and 
locations, resulting in fast video production.

The interactions are also typically simple to create, 
including systems such as multiple choice testing, 
hazard identification and simple responses.

The core use cases for 360 based soft skill training 
are:

 Customer Service 
 Health & Safety 
 Hiring, Onboarding Training 
 Troubling Conversations 
 Employee Assessments 
 Executive Conflict & Development

Soft Skill
TRAINING
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WHEN LOOKING TO ADOPT 
AR-BASED TRAINING 
SOLUTIONS, COMPANIES NEED 
TO BE AWARE OF THE DIFFERENT 
TYPES OF HARDWARE 
AVAILABLE AS WELL AS THE 
BEST FIT FOR USE CASE. BOTH 
MOBILE AR AND WEARABLE AR, 
THERE ARE ADVANTAGES AND 
DISADVANTAGES.

Even though Augmented Reality is not as mature 
as Virtual Reality, it has its own advantages. The 
core differences in application for Augmented 
Reality is that it most effectively used as an 
assistive technology rather than training  
 
It limits training effectiveness because of the 
small field of view and limited interactions
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WEARABLE AR
Although there is an abundance of Wearable AR 
devices such as the Magic Leap, Lenovo Mirage 
and Google Glass; the two leading wearable 
devices currently are Real Wear HMT-1 and 
the Microsoft HoloLens. Key features of these 
devices:

•    IoT Data Visualization  
•    Remote Assistance  
•    Digital Workflow  
•    3D Manipulation

Augmented Reality

A key lesson learned with the HoloLens was 
that it served as a great tool for assisted work 
in safe and controlled environment. It showed 
limitations when used as a training tool, but 
another benefit would be that it integrated 
with existing Microsoft such as Microsoft 
Azure Teams. It was the leading contributor 
in advancing wearable AR technologies and 
continues to advance the technology. 

Real Wear sets itself apart from its counterparts 
but being an intrinsically safe and rugged device 
best used on- site. It showed limitations with its 
lack of hand controls, but compensates with its 
accurate built-in voice recognition navigation. 
Even though it is a newer company, it has seen 
wide-spread adoption in the industries that 
require rugged and hands free wearables.
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Augmented Reality

Mobile AR is exclusively a software-based 
technology, only limited to the mobile 
devices hardware capabilities. The three 
major software development kits are 
ARCore, ARKit and Vuforia. 
According to a recent report by PWC, 
Development and Training has the potential 
boost Global GDP by $294.2 billion (By 
2030) while VR/AR in total is forecasted to 
add more than $1.5 trillion.

This is because we now have conclusive 
evidence that VR and AR in training boosts 
engagement and knowledge retention as 
well as enabling enterprises to enforce 
consistent, measurable standards at scale. 
The major benefit to this technology is that 
the majority of employees have access 
to AR capability smart phones or tablets. 
This allows for higher degree of user 
adoption and reduced cost of deployment. 
Limitations for mobile AR are the following: 

at a faster rate due to consumer adoption. 
This allows for the processing power to 
currently stay ahead of wearables.

The technology also provides a way to train 
employees where it is not always practical 
or safe to do so in the real world. 
can be intrusive during hands-on-work, 
difficulty with support especially in diverse 
mobile infrastructure. Mobile devices 
iterate and advanced

Mobile
AR
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BRINGING IT  
ALL TOGETHER

Now that you have an understanding of the different types of use 
cases for VR/AR technology, you may be wondering what the best 
next step is for adopting each specific technology. It all comes down 
to ROI for a lot of companies that is, choosing the best use case 
where therein lies difficulty for training and / or scaling. A lot of times 
immersive training programs have a great fit for roles in which there 
is high turnover or a steady need for consistent learning.

If you have outdated training programs that could use a refresher, XR can be a useful 
tool to bring things into the 21st century as well. Lastly if you have trainers that have 
limited availability, it is useful to use them in a virtual environment that can be scaled and 
repeated without strain on them to be present all the time.

Every company is different and these decisions are part of the iterative process in 
deciding to develop an immersive training program or module. You will have to look 
internally and see where there is a definitive need and then brainstorm with our immersive 
content specialists to figure out where the best fit would be.

To learn more about utilizing virtual 
and augmented reality for training 
applications provided by Learning 
Vision Reality, contact us at 

Contributors:

Raymond Fils Cherilus,  
CEO, Founder 
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