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 T
raining teams are al-
ways looking for ways 
to engage learners and 
improve delivery and 
information retention. 

They do so in a variety of ways, such 
as online learning modules, virtual 
classrooms, instructor-led sessions, 
and multimedia. However, direct 
practice or live-action walkthroughs 
can be missing in training programs. 
Those are vital because they enable 
learners to connect the information 
with action. 

Consider the 70-20-10 model, which is based on the  
principle that 10 percent of the learning process happens in 
the classroom, 20 percent happens informally, and 70 percent  
is experiential and comes from practicing the skills. That 70 
percent could be via a step-by-step procedural process or a 
crucial conversation with a leader or co-worker. 

Although ideal, the 70-20-10 model is not always practical.  
What if the skills are dangerous, such as operating an open pit  
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mine or oil rig? What if they are expensive to re-create 
because they involve costly equipment or you can’t repli-
cate locations and procedures? 

Because of the potential hazards learners may face, 
sometimes as L&D professionals, we cannot send learners 
into the field to start practicing. Yet, we need to equip them 
with the necessary skills to do their job well. That’s where 
virtual reality comes in. 

This technology stands out for experiential training 
because it doesn’t compromise learners’ safety and provides  
the direct practice learners need. VR is versatile—we can 
re-create dangerous or harsh conditions for practicing 
such skills as operating complex, heavy machinery as well 
as office settings or shopping centers for customer service 
skills practice.  

In this issue of TD at Work, I will:
• Review the different versions of extended reality.
• Detail the skills and team members necessary for  

creating VR programs. 
• Explain the process for developing VR content. 
• Explore case studies for using VR for learning.

Reality Check

While VR has been around since the 1960s, it has only 
recently found itself in a more prominent consumer 
position, thanks to improvements in the hardware and 

software market. According to data that analytics com-
pany ARtillery Intelligence collected, the demand for 
VR is projected to grow to more than 12 billion by 2024. 
ARtillery also points out that an estimated 23 percent  
of households now own or use a VR headset. 

Before I delve into the ways you can use this tech-
nology for L&D, let’s review the foundational knowledge 
of what VR—or, more accurately, CGI VR—is and how it 
fits into the immersive technology landscape, which is 
often referred to as extended reality. XR is the umbrella 
term that groups VR, augmented reality, mixed reality, 
and 360-degree video. It’s helpful to know the simi-
larities and differences between those technologies 
because they each can provide solutions for different 
types of learning problems. 

CGI Virtual Reality
With CGI VR, a person is completely immersed in a VR 
world via a headset. They are transported to another 
time or place with the ability to explore and inter-
act. CGI VR experiences can simulate working on an 
oil rig, take users into an open pit mine, put them on 
a busy street performing at an on-site utility location, 
or enable them to have an office conversation with an 
artificial employee. The possibilities, places, and inter-
actions are customizable to your organization’s learn-
ing needs. 

An essential distinction of CGI VR from other 
immersive options is that it is an entirely computer-
generated virtual space. VR experiences rely on high-
end graphics and visuals to be as true to life as possible 
when re-creating scenes. Even with that ability, they are 
still distinguishable from a live environment. Developers 
and 3D artists create VR environments with the author-
ing and design tools often used in video game design.

Use cases: Consider these cases when you may want 
to use CGI VR as part of your learning portfolio: 
• The process, procedure, or skill is dangerous to prac-

tice in the real world. 
• The cost of traveling or using tools in training is high. 

CGI VR provides reusable, high-dollar process training 
for a fixed cost. Think in terms of refilling or replac-
ing extinguishers after training or taking a tool or 
machine off of the production line.

Figure 1.   
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• Training requires exceptionally specialized environ-
ments, such as simulating a walk on Mars, diving with  
a submarine, working on an oil rig for repairs, or refu-
eling an aircraft in-flight.

• The task is repetitive and requires consistent, repeat-
able actions before the learner executes the steps cor-
rectly. Those may be soft skill conversations, properly 
assembling a widget, or landing a plane.
I can’t emphasize enough that when considering 

CGI VR as a learning solution, this learning modality is 
most beneficial when used to fit into one of these or 
similar use cases. CGI VR experience works best not as 

a stand-alone application but as part of a blended learn-
ing solution as a way to practice skills or as a means of 
active learning reinforcement.  

Augmented Reality
AR is the digital overlay of information onto the real world. 
AR can include any type of media you would put into an 
e-learning module. The technology keeps users in the real 
world. Most AR experiences are built for mobile devices 
because those devices are readily available, contain con-
sumers’ necessary components, and align with users’ 
capabilities and adoption. According to consumer data 
company Statista, in 2021, there were 800 million mobile 
AR users versus 410,000 AR headset users globally. 

AR experiences are most effective when providing  
needed information at a specific time or location. For 
example, if a user needs help transitioning from one step 
to the next in a process, AR can provide guidance and 
identify a safe pathway for doing so.

Use cases: Use AR as a performance support tool or as  
a means of accessing guidance from others when in a 
remote location. For example, workers can scan a code to 
find step-by-step instructions. Or they can use AR glasses 
or other smart technology for remote guidance, such as 
to troubleshoot a problem. 

Mixed Reality
Mixed reality has the same capabilities as AR but enhances 
the digital overlay experience by recognizing and interact-
ing with the world around the user. Mixed reality is an evo-
lution of AR that relies on environmental recognition—such 
as walls, floors, or other objects in the room—to enable 
digital content to appear more naturally in the space.

Use cases: MR experiences can bring a user’s environ-
ment to life with new furniture or seeing whether a new 
TV will fit on the wall or enabling a person to try on an 
outfit with a specific pair of shoes. As a learning tool, MR 
provides a more interactive, deeply engaging experience.

360-Degree Video
Also called VR or sometimes immersive video (more on that 
next), 360-degree videos—sometimes shortened to 360 
video or even 360—are recorded with a specialty camera 
and then stitched together into a sphere. They include all 

CGI Virtual Reality Use Cases

While I don’t recommend using CGI VR as a 
stand-alone application in any field, there are 
many industries where this type of training can be 
beneficial as part of a learning package. For exam-
ple, these industries are using immersive reality: 
• Construction for project and assembly 

visualization
• Automotive for vehicle repair and virtual 

dealership tours
• Aviation for repair work and training for 

hard-to-see components 
• Field service for remote assistance 

and guidance
• Military and defense for military training, such 

as communicating and managing stress in 
combat situations and real-time recognition

• Insurance for claim handling and 
inspection simulation

• Healthcare for working with patients with 
dementia and for surgery practice

• Corporate for leadership training and soft 
skills development

Those use cases and industry examples are just 
some of what’s happening with CGI VR today. 
The list is not meant to limit what is possible 
nor exclude any industry or use case. Rather, it is 
intended as a stepping stone when thinking of 
how CGI VR can be a valuable addition to your 
L&D portfolio and keep building from there.




