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Poll Results

Ther presented results only represent votes of 50-80
participants and can serve solely as an indicator. They cannot
and should not be compared to a thorough research.



How much would you charge / be willing to pay for a 5min VR
training, fully immersive?

50%
40%
30%
20%
10%

0%

How many training apps do you plan to create until the end of
the year?

How are VR initiatives orchestrated in your organisation?

0.0% Lean/i4.0 dept.

70.0% By single VR Experts/teams in business/product divisions
10.0% By central training academy

0.0% By central IT depit.

20.0% By central Innovation depit.
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Which "new" VR trends will have the biggest value for
your VR training use cases?

Better quality (higher resolution, bigger field of view, im
5.9%

Cheaper hardware
20.6%

All-in-one / standalone device
44.1%

(Full) body tracking / suits
5.9%

Handtracking
23.5%

V\_Ilertq?you ever involved in the design of a VR Training
pilot?

75%
50%

25%

Yes No Not yet

0%

How do you distribute your VR training apps to
various locations?

14.6% Oculus Store

12.2% Steam

2.4% Github

14.6% Services like Sharepoints
19.5% USB sticks

36.6% other
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What hardware fits your needs?

Xtal

Varjo

Windows MRD
HP Reverb
Valve Index
Oculus Rift
Vive Cosmos
Vive Pro
Oculus Quest
Vive Focus Plus

Other
0% 5% 10% 15% 20% 25%

Are e¥e-tracking solutions or haptics ready to be
used*

0% 20% 40% 60%

What kind of training do you use/offer?

210.8% Stand-alone VR28.

2% Blended Learning

22.5% Digital (Digital/E-learning)
8.5% Classic (Face to Face)
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When creating a VR training app, which skills are the
hardest to get (in an adequate quality)?

Developers for specific technology (e.g Subject matter experts (regarding the a

20% 16.7%
3D artist Educational experts (trainers)
3"’;0/'5 S 6.7%
. 0

VR experts (e.g. VR interaction d
53.3%

What net effect do you think COVID19 will have on the
VR/AR industry?

Very negative
Neutral

Very positive
0% 10% 20% 30% 40% 50%

How many users do you wish to deploy to in your
training?

0-10

1001-10000

101-1000

11-100
0% 10% 20% 30%
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How frequently do you improve finished VR training
apps?

Never
23.1% Monthly
30.8%

Yearly
15.4%

Quaterly
30.8%

Which training format is profiting from VR most?

Process based (e.g. human machine interacti
Classroom with show & tell

Soft and people skills

Collaborative (multi user)

Other
0% 20% 40% 60%

What drives cost for VR training app creation most? /

What is the biggest pain when creating VR training
applications?

(Ml debuging and tesing

Adding VR interactions to VR tr

Modeling / importing / refining 3D models _
0% 5% 10% 15% 20% 25%
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What is the No.1 reason V\_lhyqyou want to deploy VR
training in your organization?

Transportability of learning content
3.8%

Increase knowledge retention b

27% Lower stress level or trainee and traine

3.8%

Strengthen trainee confidence

0,
Virtualize training assets 3.8%

3.8%
Increase flexibility in training operations
15.4%

Ability to learn from failure in a safe
27%

Which development environment do you or your
customers prefer?

Unity
Unreal

Other

0% 20% 40% 60% 80%

Who is in charge of developing your VR apps?

16.7% External agencies

20.0% Both in-house teams and by external agencies
13.3% In-house - mixed teams

0.0% In-house - trainers

46.7% In-house - Unity developers

3.3% Other
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My biggest pain with distribution plattforms is:

They are no customizable
Other 15.2%
24.3%

They are not secure

_ 15.2%
I, as a business customer, can not

6.1%

They are blocked in my compa

12.1% _
They are not made for a professio

27.2%

\I?Iggs the trainer have to interact with the trainees in

Yes, interacting with them via direct
Yes, can manipulate the virtual wo
Yes, highlight relevant things

Yes, monitoring them

No
0% 10% 20% 30%

Thank you for your contribution.
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