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Executive Summary

Adequate, impactful training is vital for a successful business, but the workforce is changing, and companies
need to adapt their training programs. New generations prefer immediate and/or face-to-face feedback, are
motivated by personal growth, and prefer flexible work environments. Therefore, organizations are dealing
with a more geographically distributed workforce. All this adds up to a logistical nightmare for HR and learning
and development (L&D) teams trying to implement consistent and effective training programs for employees in
different locations, age groups, and backgrounds. Integrating Extended Reality (XR) training, which includes
Augmented Reality (AR), Virtual Reality (VR), and Mixed Reality technology, into processes can be a great way
for companies to recruit and retain workers of all ages and backgrounds. XR training also enables companies to
make employee learning more interactive and engaging, which canimprove onboarding and retention. Continue

reading to learn how to use augmented and virtual reality in training and their benefits.

Because of the Covid-19 pandemic, businesses around the globe are under pressure to reskill and upskill their
workforces. Leading companies are now focusing on new ways to train, engage and retain workers. Extended
realities (XR) such as Augmented reality (AR) and Virtual reality (VR) have emerged as effective tools to reduce
costs, remove distance barriers, improve productivity, enhance learning, and reduce errors across almost every

industry.
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Virtual Reality

Virtual Reality (VR) is the term used to describe a
three-dimensional, computer generated environment which
can be explored and interacted with by a person. That person
becomes part of this virtual world or is immersed within this
environment and whilst there, is able to manipulate objects or
perform a series of actions. Morton Heilig invented the first
VR device named the Sensorama in 1962.

A few vyears later, the concept of Virtual Reality was
made popular by VR pioneer Jaron Lanier. Virtual Reality
creates a completely computer-generated world which can be
interacted with and related to by the user. There is no
connection with the physical world in Virtual Reality. While
users cannot physically touch any objects in the virtual world,
they can interact with virtual objects rendered within the
virtual world.

In the past, VR has been primarily associated with the
gaming industry. However, advancements in technology, the
high level of internet connectivity, and cheap bandwidth have
paved a way for its application and acceptably across multiple
industries. Virtual Reality’s unique value proposition is to
educate and entertain users via an interactive and immersive,
digital content experience. Though it started with gaming,
Virtual Reality has now become a highly acceptable and
valuable tool in many industries ranging from Education, Sales
& Marketing, Sports, Construction & Engineering, Healthcare,
and Teleconferencing, just to name a few.
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Augmented Reality

Augmented reality (AR) is an interactive experience of a real-world environment where the objects that
reside in the real world are enhanced by computer-generated perceptual information. AR can be defined as a
system that incorporates three basic features: a combination of real and virtual worlds, real-time interaction,
and accurate 3D registration of virtual and real objects. The overlaid sensory information can be constructive
(i.e. additive to the natural environment), or destructive (i.e. masking of the natural environment). This
experience is seamlessly interwoven with the physical world such that it is perceived as an immersive aspect of
the real environment. In this way, augmented reality alters one's ongoing perception of a real-world
environment, whereas virtual reality completely replaces the user's real-world environment with a simulated

one.

The uses of Augmented Reality are numerous. With the Covid-19 pandemic and the need to practice social
distancing, any means of interaction with objects and humans has been limited. This is where AR shined with its
ability to superimpose information on objects in the real world. Some areas where AR can add value while still
maintaining social distancing are shopping and retail, travel, education, marketing, manufacturing,

infrastructure, print media, and publishing.
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Why Use XR?

As the need to gain new knowledge grows, skills gaps are widening across industries. With estimates that as
much as 35% of the topskills needed in jobs can change on an annual basis and with many companies still using

ineffective, traditional learning formats to address this issue, it is time for a change. Fortunately, a number of

innovative options have emerged. Many are turning to Extended Reality (XR) solutions such as Augmented

Reality (AR) and Virtual Reality (VR). These technologies use computer graphics and wearables to create altered
realities for training purposes. Through simulated interactions and scenarios, employees engage in experiential
learning. So far, this method has been highly effective in helping employees learn faster and retain knowledge
longer.

According to a recent study by PwC, VR-trained employees

RES EARCH completed trainings up to four times faster than classroom
learners and one and a half times faster than online learners.

The same study found that VR learners were 275% more

FI N DI NGS confident to act on what they had learned during training,
which leads to better knowledge retention.

Despite spending an average of $1,300 per employee
annually on training, research shows that learners forget 70%
of the content within 24 hours and nearly 90% in a month.
Therefore, it is not surprising that over 90% of executives
participating in a survey conducted by Accenture agree
existing employee training methods need to be more effective
for their workforce. XR can bring static concepts to life.
VR-based learning taps into the power of interactive, visual
3D models to augment the learning experience. According to a
study by Thermopylae, we respond and process visual
information at a high rate. The study shows 90% of
information transmitted to the brain is visual, and humans
process images 60,000 times faster than text.

Using XR for employee training makes the learning experience more enjoyable and engaging for employees.
You can also enrich XR training with game elements. For example, a technician may earn achievement points for
correctly identifying and fixing an issue with a virtual machine. Immersive experiences usually cause emotional
reactions and encourage social learning among employees when they share those reactions. XR tools also

enable “learning by doing,” which facilitates the absorption and retention of information.
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The advantages of training with XR are becoming increasingly apparent as more and
more companies adopt and use it. XR training can be beneficial in manufacturing,
healthcare and medicine, oil and gas, and retail, among other industries. Digital twins of
workplace settings can be created in VR with interactive 3D models so a trainee can
practice without the risk of damaging equipment, loss of resources, slowdowns in
production, and personal danger. Because VR engages the sense of proprioception, it
harnesses our instinctive spatial understanding of the world around us. Being immersed in
a VR environment also means distractions are eliminated and focus is improved. Studies

improving soft skills with patients.
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A number of high-profile companies have had great success using XR for training.
Examples include Walmart, which has trained more than 1 million employees in VR and
is expanding their XR training programs. Some of Walmart’s trainings include soft skills
such as dealing with customers. Training Walmart employees on a new piece of
equipment in VR reduced the time required from 8 hours to 15 minutes and eliminated
the need for trainers to travel to stores to conduct the training. Boeing found that
workers trained in Augmented Reality were able to assemble an aircraft wing section in
35% less time than those trained using traditional methods. And the industrial
agriculture company AGCO GSl reduced training time by 60%.

» Improved Collaboration

» Streamline Onboarding

Extended reality can put an end to lengthy on-job onboarding programs and training
periods. Utilizing XR technology for onboarding and training can significantly reduce
the training period as the employees learn faster and retain information longer through

immersive learning environments.

» Safe and Cost-effective Training
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» Effectively Develop Career Skills




q XR GURU ® A White Paper On Using (XR) Extended Reality in

! I Tiierdiie Leaining Lok Workforce Development and Employee Training

Developing, updating and supporting software and
headsets for VR, AR and MR, can be expensive. In addition,
there is the cost creating and deploying training content in a
3D environment. As is the case with any financial decision,
you should perform a "cost-benefit" analysis.
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XR Guru is one of the world's first extended reality platforms tailored towards the needs of employers and
employees in multiple industries. XR Guru provides career exploration and workforce development content in
Augmented Reality (AR) and Virtual Reality (VR) created to help companies effectively and cost-efficiently
recruit, engage, train {(e.g., reskill and upskill), and retain workers. Organizations and trainers can use the
content in AR/VR to train employees on process-oriented and behavioral capabilities in interactive and
engaging ways.

XR Guru is a device agnostic platform designed to be used across Android, iOS, and Oculus Devices with a
single XR Guru account. Create an account in one platform and seamlessly sync across platforms.
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