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Two decades of VR development
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Lessons Learned: Immersive experience

1

VR/AR environments offer a unique ability to
iImmerse learners in environments they are
studying.
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Lessons Learned: Enhanced learning outcomes

2

Exciting and efficient tools which can provide

positive learning outcomes, increase learner

motivation, teach 21st century job skills, and
Improve the learning.
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Lessons Learned: Systematic development process

3

A systematic content development process
integrating user-centered design process,
system analysis techniques, UDL principles and
relevant frameworks from educational literature
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Lessons Learned: Integration with other training material
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Virtual Reality Assessments

Simulations serve as online
labs to engage with material

Reinforcement of learning
materials through immediate
feedback
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Device agnosticism

1

Compatibility with operating systems, browsers
and different types of devices, including
notebooks, tablet PCs and smartphones.
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Effective system-level integration

2

* Effective integration capabilities with other
systems (talent management, training,
compliance...)
 Support for blended learning approaches
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Collaborative VR for training

3

Need for methods to provide training when
trainers and trainees are geographically
separated
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Assessments, reporting and tracking

4

* Ability to create and modify assessments
with ease
 Validated methods to assess a trainee’s
performance
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ADA compatibility, Usability, Security

5

* Need to make VR/AR accessible to everyone
 Create/Borrow/Update the guidelines from
HCI literature
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Presenter
Presentation Notes
Alright, so the key take aways here are that it is possible to create VR sims on just about any budget with a small team of developers. VR for training seems to work best when the student is actively engaged in the curriculum, so interactivity is key. 
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