Virtual Reality
in Learning and
Development

environments for training; distinct from
augmented and mixed reality

@} = Immersive, computer-generated

_ ‘ - Strategic adoption: 75% of Fortune 500
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VR training j, 3 o
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- Strongest outcomes for procedural skills, ! :

@ safety, and soft skills; less proven for i
declarative knowledge —
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The Business Case and
Market Landscape
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Immersive training market: $16.4B in
2024, projected to $69.6B by 2030

51% of companies now integrate VR
into their strategy

75% of Fortune 500 companies are
implementing or piloting VR training

VR is cost-effective vs. classroom
at ~375 learners; vs. e-learning at ~1,950

Healthcare, manufacturing, defense,
and logistics lead adoption
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The Learning
Science of Immersion

e Presence and embodiment
boost engagement and
spatial task recall

e Deliberate practice:
repetition, safe failure,
instant feedback

e Research: strong gains in
procedural skills and confidence;
mixed results for declarative
knowledge

» Best for hands-on, spatial,
or high-stakes tasks;
not for simple content

@ ¢ Use VR to simulate, not to

replace all learning methods




High-Value Use Cases Across the Learning Lifecycle

o Safety & compliance: hazard recognition, e Technical skills: equipment operation,
emergency response, PPE procedures maintenance, assembly sequences

o Soft skills: difficult conversations, ¢ Onboarding & assessment: spatial
empathy, and DEI scenarios orientation, cultural immersion, certification



Case Studies: What
Successful Deployments Look Like

~

e Walmart: 96% less training time;
onboarding cut from 8 hours to 15 minutes

e Boeing: 90% improvement in first-time
quality with XR technical training

e Samsung: 550,000 partner safety
workers trained using VR and digital twins

e Goodyear: OSHA-aligned VR safety
training scaled from one factory to multiple sites

e Kia: gamified VR assembly training \

prepares workers before day one | \




Designing Effective
VR Learning Experiences

- Ground design in explicit |
behavioral objectives, not technology

- Storyboard every interaction and |
decision point in spatial detail |

- Scaffold content into levels,
with tutorials for first-time users

- Calibrate visual fidelity to learning
goals to manage cognitive load

- Build immediate feedback and
branching consequences into

~ practice loops

- Pilot with end users and

iterate frequently




Technnology,
Platforms,
and Hardware
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Standalone headsets lead for
flexibility; PC-tethered for
maximum fidelity

No-code authoring and
CAD-to-XR workflows
accelerate development

LMS integration via xAPI,
SCORM, LTI, and SSO
standardizes reporting

MDM, fleet logistics, hygiene,
and accessibility ensure
smooth operation

Front Cameras
and Sensors

Processing
Module

Optical
System

Facial Interface
and Cushion

Battery
and Power
Management



Measuring Impact
and ROI

* - Move beyond completion rates:
track errors, time-to-competence

* - Advanced metrics: eye tracking,
biometrics, behavioral telemetry

* - Savings: reduced training time,
travel, and safety incidents

* - Report outcomes tied to
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Change Management
and Learner Adoption

e Address fears: job security,
surveillance, and disruption

e Budget 30% of project for
change management

e 5-15% of users may experience
motion sickness

e Design comfort features and
alternative training paths

£ 3
* Avoid the pilot trap: 70% of |
pilots fail to scale QL

® Train champions and facilitators cig AR
before rollout - ' . ‘ ' B



Ethical and Practical
Considerations

® VR collects sensitive data:
movement, gaze, voice, biometrics

® Informed consent requires clear
disclosure of data use

® Prioritize psychological safety
in emotionally intense scenarios

® Design for inclusion: diverse
bodies, abilities, and representation

® Plan for sustainable device lifecycle
and e-waste management




Assessing
Organizational
Readiness

® Readiness spans infrastructure,
human, organizational, and

pedagogical factors Stakeholder

Ty Alignment
e Prioritize problems over

technology when selecting
pilot opportunities

e Map stakeholders: learners,
trainers, IT, unions, and
executive sponsors

e Define success criteria and
baseline metrics before
deployment

j Organizational Pedagogical



Building Your VR Learning Roadmap

e Phased rollout: pilot, measure, scale, institutionalize ...
e Typical pilot timeline: about 12 weeks; full deployment: 6-18 months - . - ;

e Build vs. buy: 70% off-the-shelf, 25% customized, 5% custom ; ' . .'

e Budget 20%+ for change management; hardware logistics add 25-35% Y .




Common Pitfalls
and How to Avoid Them

Starting with technology instead of
pinpointing the training problem

® Underestimating change management and
hardware logistics—budget 20-30% for
adoption

Measuring completion rates rather than
behavioral outcomes like error rates or
time-to-competence

® Building for demos instead of real-world
conditions: connectivity, MDM, and support

® Treating pilots as throwaway experiments,
risking the 70% failure-to-scale rate
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Action Planning
and Next Steps
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Apply course insights to your
organization's specific training gaps

Prioritize evidence-based selection,
iterative design, and integrated evaluation

Use readiness, pilot planning,
and ROl tracking templates

Start with problem-first pilots;
budget ~30% for change management

Explore further learning resources
and vendor evaluation tools




PersonWise.

PersonWise - Al digital-human course platform

Scan the code or click anywhere to watch this course live, with voice Q&A
personwise.ai/t/874e9751/public


https://personwise.ai/t/874e9751/public?entry_surface=public_courseware_pdf

