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        irtual reality (VR) isn’t a new technology. In fact, it’s been around for decades. However, it’s only recently 
that we’ve begun to experience the efficacy and power of VR. It is revolutionising how each of us communi-
cates, learns, and consumes content across multiple areas. Key applications exist in the consumer space, in 
both commercial and enterprise markets.  

Our objective in creating this report was to go beyond the traditional noise and hype of VR being used for a 
marketing initiative or at worst, a cheap gimmick. Whilst novel in its approach, we believe that VR has a far 
more pertinent role to play in our lives and the opportunity to add value beyond our expectations. We have 
recognised the role that VR can play in training. Industries associated with high risks such as construction and 
manufacturing can benefit massively from immersive virtual training.  

The harsh reality is that due to extreme pressure and certain constraints, organisations tend to fall back on 
traditional training methods. Unfortunately, these traditional approaches don’t always take into account the 
best way to present or experience training material. This means that more effective training methodologies 
that leverage off technology and in doing so improve knowledge retention and increase confidence, have 
been placed on the proverbial backburner.   

Accidents, workplace fatalities, an inability to train their staff in the most appropriate manner have been the 
main areas of concern for businesses in the construction, manufacturing, and petrochemical industries. 
Failures in these areas have an impaired impact on its profit. It's in this holding pattern that mistake start to 
emerge, and short-term decisions become long-term problems resulting in workplace accidents and fatali-
ties, an inability to train staff effectively and an overall increase in costs. Simply put, businesses that don’t train 
their team in the best way possible run the risk of losing money! And this is where VR steps in. VR has the power 
to help teams experience and work through real-life working scenarios, building their confidence and retain-
ing that knowledge.   

Our research included a survey completed by a range of senior decision-makers currently using VR or con-
sidering the use of VR from industries involved in construction, manufacturing, property development and 
professional services. To accompany our survey, we also conducted a series of in-depth interviews with a 
cross-section of VR and tech-adoption experts and well as experts in the field of workplace training. We 
believe that the combination of a qualitative and quantitative approach has resulted in a report that is rich in 
data and insights, which provide a holistic and contextual story as to why VR is an investment into the devel-
opment and upliftment of staff and an investment into an organisations competitive-edge and on-going 
business strategy.  

Our interviews with these key decision-makers helped us understand the critical skills they deem necessary 
for their respective high-risk industries. Furthermore, we were able to gather insight into which of those skills 
are the most difficult to teach and focus on how VR might help these executives utilise this specific technology 
to deliver immersive, memorable and impactful training experiences that are cost-effective and scalable. 
The findings highlight that training focused on safety and risk assessments and soft skills such as interperson-
al skills and communication are high on the business agenda. Unfortunately, these same skills are also the 
most challenging to teach because they come with the physical risk associated with many on-site training 
experiences - we're talking about physically getting out into the field and trying not to make a mistake that 
could cost you your life. Similarly, in the instance of soft skills training, it’s almost impossible to have someone 
absorb and retain that knowledge if they are not experiencing it first-hand.  

Additional topics raised by the respondents included a need to discover how VR could give them a competi-
tive edge, reduce on-site injuries, and scale their training (to name a few). The most crucial need for most 
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respondents was ensuring staff would retain the information they had learnt and felt confident they could  
make mistakes but in a secure setting. It should go without saying that lowered training costs were also an 
essential requirement.  

The beauty of VR is that it empowers individuals to fully experience a scenario, make mistakes in a safe envi-
ronment and build their confidence as they progress through the content. The added benefit for the busi-
ness’s bottom line is that VR training comes in at an overall reduced cost compared to conventional training 
methods, increasing productivity and reducing work costs. These long-term benefits make it easier to view VR 
as a business investment instead of a “nice-to-have”.  

Whilst VR isn’t necessarily novel, the way we learn and retain that knowledge is something that more and 
more businesses are having to get to grips with. And as the world transitions from a blended approach to the 
working environment, so do the mechanics of how we train staff, how we help them learn, and how businesses 
provide the right scaffolded learning journey that leverages off technology to retain that knowledge and put 
it to use.  

The key findings of our report show that:

Over 70% of leaders in the Construction and Engineering industries predict that 
Virtual Reality and immersive technologies will fundamentally change the way 
we learn in the workplace.

73% of research respondents predicted that VR will be an important component of 
their business strategy in the next 5-10 years. 

63.2% of the respondents think VR has a unique ability to teach innovative and 
creative thinking that no other medium offers. 

More than half of the research respondents have either implemented or
considered implementing VR into their training protocols because of the immer-
sive benefits it offers. 

The three areas that VR is predicted to make a
fundamental change in business operations are 
Workplace Training & Safety, Product Development 
and Marketing  
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 s Jacques travelled up to the eighth floor of 
the near-complete construction site, he felt 
encouraged. Progress was going well, and he felt 
confident with what he had to complete today. 
Walking through the site, Jacques mentally ticked 
off all the elements that needed addressing and 
the snags he had to attend to. Once on the land-
ing, he saw his colleague James and raised his 
hand in greeting. Jacques was glad to be working 
with someone he could rely on.    

The two men started to work through their check-
list, noting that an overhead electric wire was dan-
gerously close to coming loose and that the barri-
er system was not in place. Remembering that 
electrical shocks are critical dangers on a con-
struction site, Jacques made a mental note to 
repair it first.    

While the two of them started to plan how to tackle 
the electrical wiring, they heard a hissing sound 
only to see that one of the gas pipes had ruptured. 
As they ran towards the pipe, they realised that the 
situation was much more severe than either of 
them imagined. They had minutes to get the situa-
tion under control.  

It was in between moments of thundering heart 
rates and the increased sweat forming on their 

brows that they realised neither had thought to 
bring their gas masks with them. Suddenly, secur-
ing the gas pipe became a secondary problem 
and getting out of the building alive was the 
number one priority. They had minutes to spare 
before they would be overcome by the fumes and 
subsequent physical effects, possibly even death. 
Frantically looking around in anticipation for any 
colleagues who might be close by, they saw that 
they were alone. No one was there to help them. As 
the panic started to reach fever-pitch, both James 
and Jacques began to run towards the exit. Giddy 
on their feet and overwhelmed by the ensuing 
panic, matters only got worse when Jacques 
dropped to the floor and started to convulse. In the 
distance, an alarm sounded. An overhead voice 
accompanied the incessant blasts, exclaiming, 
“Abort mission! Abort mission!”   

James looked towards Jacques, who had miracu-
lously got to his feet. As if coming out of a night-
mare, both men shook their heads. Hearts still 
galloping, they took off their headsets. It hadn’t 
been real. It was just a VR simulation, and it hadn’t 
gone the way either of the men had wanted; they 
had made mistakes, big ones, but it had been in a 
safe environment - unlike in a real-world scenario, 
they would live another day.  
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The previous story is based on a real event that took 
place. Unfortunately, the difference between our 
story and reality is that neither of the men were in a 
simulation but rather in a real-world setting. Both 
men passed away. As devastating as that might be, 
it’s something that is all too common in the con-
struction, manufacturing and petrochemical indus-
tries. Whilst traditional safety training methods have 
been the standard for getting staff to understand 
what’s required of them, there’s a big difference 
between telling people how to manage a high-risk 
situation and having them experiencing it.   

According to the Occupational Safety and Health 
Administration (OSHA), a lack of proper training 
remains the driving force behind the high number of 
deaths in these industries. The reality is that more 
organisations need to approach training that uses 
tools designed to equip staff with the necessary 
skills and confidence before they even start a pro-

ject. Research has proven that virtual reality (VR) is 
an ideal tool for training – especially in high-risk 
scenarios - but without the costs or dangerous 
results of a real-life situation.  

In industries where the work is labour intensive and 
hazardous, the difference between good and great 
is significant, even life-changing. We now know that 
VR can bridge that gap by providing teams and 
individuals with the opportunity for repetitive prac-
tice in a safe environment where attention, rehears-
al, and repetition form the foundation for success. 
Moment by moment, VR is challenging these indus-
tries to push their teams out of their comfort zone 
and into a learning zone that practically gears them 
up for life-threatening situations.  
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Traditional training methods are 
no longer as effective as they used to be. The 
“talk and chalk” or death by Powerpoint 
methods have failed to focus on individual 
training requirements and  left staff feeling 
less engaged with the content and dimin-
ished in their confidence to carry out tasks that require critical thinking (Flores, 2012; 
Castellanos, 2020). And whilst online elearning is a more contemporary option for train-
ing, the retention and completion rates are still not as high as they could be. These con-
ventional and more current training methods and their effects are equally ubiquitous within 
the construction, manufacturing and petrochemical industries with research continuing to 
highlight the reduced impact that these methods have in transferring what individuals can 
learn, retain and apply in real world scenarios (Stone & McLaurin, 2012; Zhao et.al, 2021).  
Managing high-risk training environments, trying to balance equally high traditional train-
ing costs, and working out how to scale the process has left many businesses asking them-
selves:

"How can we train and educate our staff in a way that 
is cost-effective and efficient but still delivers an
 immersive, memorable and impactful experience?  "
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 ur research study tested the hypotheses that safety training in a virtual reality (VR),
specifically in industries associated with high risk, would be feasible and more effective, in 
terms of experiential learning, retention and recall rates, and scale. 
Recognising the significant and mutli-facted impact that VR has to play in staff training, the 
current study aimed to gather the following from our research respondents:

The following report provides insights from industry experts operating in the United States, 
Europe and across Africa. The majority of respondents are involved in the construction, 
industrial, and manufacturing industries; however, a few extended into marketing and 
product innovation areas where workplace training remains a crucial objective. The 
research respondents hold senior-level positions within their respective industries and have 
varying understandings of virtual reality (VR) and its applicability to workplace training. 
However, for those who had yet to implement VR into their businesses, our research findings 
indicated that they were eager to understand how they might use VR in their industries. In 
order to gather a rich and more detailed description of the respondents' experience with VR 
and thoughts on the future of VR in their specific industries, both qualitative (in the form of 
in-depth interviews) and quantitative methods (in the form of a research survey) were 

used. 
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Their experiences and 
thoughts on the most 
necessary yet most 
difficult skills to teach 
in their industry 

Their understanding of 
VR and its application 
as a tool for skills 
training  

The benefits they have 
experienced using VR 
as a mechanism for 
training staff  1 2 3

O

SIZE OF RESEARCHED BUSINESSES INDUSTRIES RESEARCHED

Construction

Number of employees
1-20

20-50

50-100

more than 100

Manufacturing

Professional Services

Training &
Development

Property
Development
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          e’re explorers on a mission. Our mission (and 
we’ve chosen to accept it) is to guide you through 
the world and possibilities that VR has to offer, and 
without taking you too far down the proverbial 
rabbit hole, we’re excited to bring to light all the 
delights that VR has to offer.

Taking the findings from our research we’ve 
focused on some common misconceptions, 
debunked a few myths and dived into the areas 
where respondents believe VR would play a signifi-
cant role in their business. We’ve backed these 
sections with case studies from industry experts 
and those who love VR just as much as we do.

We think the Mad Hatter, from Alice in Wonderland 
said it best when he exclaimed “You know what the 
issue is with this world? Everyone wants some 
magical solution to their problem and everyone 
refuses to believe in magic.” Thankfully, we believe 
in magic, more specifically the magic that comes 
with VR and its ability to transport each of us to new 
worlds of enchantment, wonder, and mystery. 
We’re talking about worlds where the impossible is 
possible, learning is an adventure and VR is the 
magical solution!   

Technology has become a prevalent part of our 
personal and professional lives. It's the symbolic 
bridge between the industrial age to the knowledge 
era. The knowledge era brings a profound shift in 
how organisations train and empower their staff, 
provide value for their customers, and support their 
suppliers and the broader ecosystem. Today, the 
key source of organisational success will be a com-
pany's ability to transition from industrial era 
approaches towards techniques that harness the 
imagination and provide a supportive environment 
where employees can grow and thrive. To achieve 
these goals, organisations must implement a radi-
cally new way of operating, and part of this process 
includes implementing training methods that staff 
openly embrace. Companies that fail to respond to 
this change will undoubtedly be left behind. 

  Sozo Labs VR Training Report Basis of report: A snapshot overview
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Landscapes of here and now:

The future of workplace
training and development  
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O Our research
respondents 
stated that
the most
challenging skills 
to teach in their
industry include:  
Interpersonal & 
soft skills
training, health & 
safety, equipment 
inspection
& equipment use. 
Over 70% of them 
believe VR will 
play a significant 
role in helping to 
teach these skills.

“I think VR, for training in the
workplace, will become the dominant 

form of training in the future. VR is
outperforming traditional forms of 

training significantly”
Alex Rühl - Industry expert & research respondent 

 ur research indicates that training focused 
on safety and risk assessments and soft skills 
such as interpersonal skills and communication 
are high on the respondents business agenda. 
Based on the findings, these skills and competen-
cies are not only critical for the running of a suc-
cessful business, but they also happen to be the 
most difficult to develop and according to our 
research the most challenging to teach. Soft skills 
training requires organisations to give their staff 
time to be human; this means learning from 
real-world and immersive experiences, leading to 
higher impact and retention, making mistakes 
and learning through confidence building. 

Virtual reality offers a unique solution for 
soft-skills training. Contemporary research sug-
gests that experiences in VR help participants (or 
in this case trainees) to have empathetic experi-
ences (Martingano et. al 2021). It’s in these immer-
sive and interactive training simulations that 
trainees get to experience authentic emotional 
reactions to virtual events in a safe environment. 
These authentic and compassionate responses 
to VR training exercises often lead to increased 
emotional empathy which in turn positively im-
pacts an individual's motivation to learn, be more 
attentive and engaged in training and open to 
learning new skills. This profound emotional em-
pathy then creates the motivation to learn, to 
change, to upskill. 
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Many industries are plagued by the 
ever-changing workplace trends, revised 
business protocols and regulatory con-
trol, not to mention the constant evolu-
tion of in-demand skills. This can result in 
missed opportunities for a business  to 
upskill their staff in an enjoyable way, 
promote knowledge retention and 
create a thriving company culture. Ac-
cording to a recent Gallup report an im-
pressive and perhaps sobering percent-
age of staff members believe learning 
and development in the workplace are 
crucial - we’re talking 87%! In the same 
report, only a meagre 29% of employees 
are "very satisfied" with the current train-
ing opportunities available within their 
organisations. We’re not throwing stats 
around to sound smart; what we’re high-
lighting is the need for businesses to 
utilise the right tools to promote learning 
in an engaging manner, improve knowl-
edge retention, and provide staff with a 
safe place to make mistakes and learn 
before they get into the “real world”.  

The beauty of VR means we 
empower our staff by helping 
them get used to high risk or 

hazardous environments and 
learn the correct behaviour 
without compromising their 

lives.

 hile high risk and labour intensive 
industries have enjoyed some advances in 
terms of safety equipment and technology 
(helping make everyday jobs more manage-
able), the reality is that many employers 
continue to face multiple challenges - spe-
cifically high rates of fatal and non-fatal ac-
cidents among their staff. The truth is that 
much of the evaluation around construction 
and manufacturing work revolves around the 
cost of material and management efficiency. 
It’s the classic “how much do we need to put 
in to get the most out in the shortest amount 
of time” question - it’s something so many of 
us face. However, we should consider how 
safety might play a role in improving the effi-
ciencies of a business and positively impact-
ing the evaluation of the organisation's suc-
cess.  

W



Unfortunately, because organisations continue to 
prioritise expenses and increased work hours to 
complete projects, implementing more effective 
ways to prevent fatalities through training efforts 
have been placed on the proverbial back-burner. 
Research shows that when viewed in the longer 
term, accidents, workplace fatalities, an organisa-
tion's inability to train their staff in the most appro-
priate manner has an impaired impact on the 
organisation's profit. Simply, businesses that don’t 
train their team in the best way possible run the risk 
of losing money!

Thankfully there is a way to improve the quality of 
staff training, especially in industries associated 
with high risks like construction and manufacturing. 
Some of the most effective  methods include refin-
ing the training content, promoting trainees' inter-
ests, and leveraging the power of  technology that 
places staff in a learning environment geared 
towards engagement, observations, and experi-
ence. We take for granted that it’s easy to work in 
dangerous environments when things are going 
well and plans go accordingly. What we often 
forget is the panic, loss of control and consequenc-
es of what could happen when things go wrong. 
One of the most effective ways to mitigate this risk 
and take on a proactive approach is by imple-
menting immersive VR training methods that help 
staff build up habits that become second nature.

Whilst stricter regulations and 
more on-site safety training

efforts have been put into place; 
there has yet to be a notable 
decrease in safety accidents.

The International Bank for Reconstruction and Development:
The World Bank, 2017
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There’s a global transition towards VR adoption in 
multiple areas, particularly  within onsite safety 
training and other workplace training efforts. VR in 
this context plays a critical role in taking staff 
members on an immersive journey that is so close 
to real-world experiences without exposing them 
to real-world dangers. The benefits of this are 
enormous. Not only do staff members get to expe-
rience what it’s like having to enter a “live” con-
struction site, and be confronted with the multiple 
hazards that accompany a particular environ-
ment, they’re also able to identify and assess risks 
without the fear of seriously hurting themselves. 
There’s also the added benefit that organisations 
can now scale their training efforts by having mul-
tiple staff members involved in the VR training at 
one time. 
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brows that they realised neither had thought to 
bring their gas masks with them. Suddenly, secur-
ing the gas pipe became a secondary problem 
and getting out of the building alive was the 
number one priority. They had minutes to spare 
before they would be overcome by the fumes and 
subsequent physical effects, possibly even death. 
Frantically looking around in anticipation for any 
colleagues who might be close by, they saw that 
they were alone. No one was there to help them. As 
the panic started to reach fever-pitch, both James 
and Jacques began to run towards the exit. Giddy 
on their feet and overwhelmed by the ensuing 
panic, matters only got worse when Jacques 
dropped to the floor and started to convulse. In the 
distance, an alarm sounded. An overhead voice 
accompanied the incessant blasts, exclaiming, 
“Abort mission! Abort mission!”   

James looked towards Jacques, who had miracu-
lously got to his feet. As if coming out of a night-
mare, both men shook their heads. Hearts still 
galloping, they took off their headsets. It hadn’t 
been real. It was just a VR simulation, and it hadn’t 
gone the way either of the men had wanted; they 
had made mistakes, big ones, but it had been in a 
safe environment - unlike in a real-world scenario, 
they would live another day.  

Research studies indicate that 87% of staff believe learning 
and development in the workplace is crucial. But only 29% 
are satisfied with current training offerings. 

What makes VR so effective is its ability to allow 
individuals to use their whole body in a very natural 
way. Essentially they're leveraging off “embodied 
cognition,” which is a fancy way of saying they are 
learning through sensory signals that conjure 
different reactions and accelerate learning and 
retention. This is far different from antiquated train-
ing sessions requiring staff to sit in a lecture room 
or move a mouse over the screen in other slightly 
less outdated but altogether less effective training 
simulations. 

Training and development initiatives that advance 
individual and team skills can improve an organi-
sation's company culture, boost employee 
efficiency, and reduce staff turnover. Global studies 
indicate that employee staff turnover can cost 
businesses up to $630 billion annually, so imple-
menting solutions that focus on improved staff 
training and retention is a no-brainer.  

VR provides users with the opportunity to perform 
tasks and take learning to a new level in remote 
real-world settings, computer-generated worlds or 
a combination of both. In fact, pretty much every 
area of human activity is a contender for VR... 
except maybe interpretive dance.    Susan - Construction & engineering

project manager, research respondent 



Myths and Mayhem  
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O

Aside from its potential to ruin a great hair-
style, the scariest thing about VR, for a number 
of years, was its price. If you had to go back to 
the 1980’s you’d be looking at a price tag of 
$350,000 for the world’s first VR products. A lot 
has changed in the last few decades, and 
thankfully, due to the increased adoption of 
this tech, VR has become more and more 
affordable for consumers.  

 Facebook’s standalone Oculus Quest headset, 
which hit the market in May 2019, is a prime 
example of VR’s growing accessibility. Priced 
at just $399, the headset doesn’t require users 
to purchase an expensive gaming computer 
to explore immersive VR worlds—the entire 
experience is contained within the headset 
itself. 

 Reducing the reliance on expressive processing power and storage will start to diminish thanks to the rollout 
of 5G. This will have a further reduction in costs associated with implementing VR in the workplace. VR soft-
ware might also be viewed as an expense, but compared to the more traditional approaches to training and 
development, it’s minimal in the long term. The beauty of VR software also lies in its ability to be bespoke and 
concentrate on the needs of your business and team as opposed to more generic training methods that 
have a “spray and pray” approach. 

 ur research findings indicated three key areas where respondents had misconcep-
tions about the use and impact of VR namely high costs, fear of the unknown (adoption 
rate) and VR’s application beyond gaming.  Further research established that these areas 
were not unique to this study but rather a much broader population. We understand the 
trepidation that might accompany something new, like VR and the latest Justin Bieber 
single. However, one of the critical objectives of this report is to investigate and understand 
our respondents' concerns and provide insight into why they shouldn't view VR with trepida-
tion. Unfortunately, we can’t offer any insight into Justin Bieber. 

What we have been able to do is take these three greatest concerns into consideration, 
conduct further research with industry experts and bust those VR myths.

Myth 1:
It’s going to cost a lot of cash
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Myth 2:
The old way is the best way
Distrust of new technologies is a common reaction, 
especially in traditional industries where the adage 
of “this is how we’ve always done it” seems to be the 
answer to requests for new ways of doing things. 
While a few respondents highlighted mild trepida-
tion over VR adoption with their older colleagues, a 
significant portion argued that the adoption of VR 
wasn’t an age issue but rather an exposure oppor-
tunity. And we couldn't agree more. The divide 
between those who embrace VR and those who 
don’t depends on how VR is introduced into an 
organisation and its application area.  

Businesses that 
want to embrace the 

future of work will 
have to rethink their 

past assumptions 
about training and 

development.
Establishing a frame-

work influenced by 
the collective

knowledge & learning 
capabilities of all staff 

members is the
foundation of that 

success.

David -Manufacturing & automotive
consultant, research respondent
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Myth 3:
VR is only for entertainment
When people think of VR, they tend to picture 
gamers exploring simulated worlds or corpo-
rate event-goers interacting with immersive 
marketing tactics. This is because the two most 
prominent applications for VR have been in 
marketing and gaming. And while VR is viewed 
primarily as a technology for entertainment, just 
like Crocs and socks, this is an increasingly 
outdated perspective. Which brings us to our 
final challenge - VR’s perceived limitation in 
terms of scope. Yes, VR has been used exten-
sively in the gaming space. While the predictive 
growth of VR in this area (a not so insignificant 
$11 billion in the next five years) is illustrative of 
the fact that VR is massive in the gaming space, 
this 11-billion-dollar figure is a red herring.   Ana-
lysts believe that the non-gaming application 
of VR will be driven by business adoption and 
worth a significant $117 billion.    

Thanks to its ease of use, lowered costs and bespoke software 
applications, VR is the veritable new kid on the block that’s 
transforming the lives of organisations and individuals on a 
global level. Due to the immersive learning and training that 
VR offers, corporations now have consistent and effective 
training solutions for thousands of employees who genuinely 
feel that their jobs have been enhanced. VR is simply not just 
for entertainment. And the professional world is starting to 
take notice. 

Want some proof? VR applications have been utilised to 
recreate dangerous environments, helping workplace train-
ees in construction, engineering, and military combat practice 
in a safe simulation. Using VR for remote workplace training 
has allowed PwC to train up to 1000 people a day. Further to 
this are the findings that 91% of organisations are already 
leveraging or planning to adopt VR or AR technology (TechRe-
public, 2020). 

I think the big misconception 

is that VR is specifically for 

gaming. Many see it as a 

technology that's kind of like 

an advanced 3D television 

where it's kind of this novel 

experience. The reason that's 

a big misconception is 

because VR is actually just a 

totally new computing plat-

form. We call it the spatial 

computing revolution for a 

reason. VR is just one part of 

the puzzle.

Theo - VR Thought leader, research 
respondent 



Creating
moments
of
delight
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W e hope we’ve debunked some of 
those myths and put your mind at ease 
and that just like Alice there are very 
few things in this world ( and the world 
of VR) that are impossible. Which 
brings us to the fun part where we get 
to outline just how effective VR can be 
in creating moments of delight that are 
impactful and measurable and add 
real value to your business and your 
teams. The following section of the 
report highlights insights from our 
research respondents, specifically 
those who use VR in their business.  

We’ve also pulled in some of the big 
guns to give their take on just how seri-
ously organisations are taking VR and 
the amounts (million Mr Bond, millions) 
they are investing into VR hardware 
and software alike. We use the word 
“investing” deliberately. In the 
not-so-distant future VR will no longer 
be seen as a nice to have but a need to 
have, an essential tool in a business 
toolkit. And just like a business might 
invest in payroll software or set aside 
specific funds for operational expens-
es, VR will undoubtedly become its own 
line-item in a budget and for an excel-
lent reason. 

It has been predicted that the VR 
global market size will more than 
double in the next three years from 
shifting from less than $5 billion to over 
$12 billion. Perhaps more interesting 
and noteworthy is that almost 70% of 
VR applications are being developed 
for industrial applications. This shows 
that the adoption of VR is making that 
transition from the world of gaming 
and entertainment to areas within 
specific industries that require a boost 
in productivity, enhanced business ca-
pabilities, and safety.  

VR isn’t just about 
increasing
productivity,
maintaining
knowledge retention 
rates of 75%
(impressive), and
reducing workplace 
injuries by 43% (even
more impressive).
It's also about
creating those
moments of delight 
that inspire, motivate 
and encourage your 
team every step of 
the way. 
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Giving you a
Competitive Edge 
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Over 60% of our research respondents believe VR will give them a 
competitive advantage due to its ability to create a more active 
learning and training environment characterized by better effi-
ciency, productivity and safety.  The physical world and trainee risk 
tolerances force many businesses to train in environments that 
can only simulate a tiny fraction of the real risks and hazards of a 
real job site. VR can push exercises to the precipice of realism, 
taking the trainee through mental and emotional challenges all 

the way to hazardous threats and actions. 

Having a team who can manage these perils with confidence and 
fortitude in a shorter period of time and at a lower-overall training 

cost is noteworthy! 



Borderless innovation 
The data from this study has revealed just how promising VR technology is in the arena of 
workplace training. Virtual training solutions have the potential to save vast amounts of em-
ployees safely, effectively, and cost-efficiently. Corporations that have already implement-
ed VR training into their employee development strategies have seen spikes in their staff's 
knowledge retention and skills development, with simultaneous decreases in workplace 
injuries. As VR becomes the standard for large-scale training in the construction, manufac-
turing, and petrochemical industries, companies will see huge benefits in investing in a be-
spoke virtual training solution that fits their unique needs perfectly.      

Apple’s purchase of multiple VR companies strongly 
indicates that VR will be crucial to the future of business...
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We’re living in 
a time when 
competition 
for talent is 
fierce!
Companies 
who have VR 
embedded in 
their
approaches are 
increasingly being 
viewed as progressive 
and more
attractive to prospective 
new hires and clients.  



Creative & innovative thinking
As stated earlier, there’s an often misun-
derstood notion that VR is expensive. 
There are two problems with this senti-
ment. Number one, you’re not paying for 
VR, you’re investing in a solution for your 
business, and secondly, as the use and 
adoption rate of VR increases, the costs 
start to decrease. Findings from our study 
indicate that workplace training continues 
to be a massive expense for businesses. 
It’s logistically and financially fraught. 
Costs often extend beyond the actual 
training but into elements such as expen-
sive training facilities, transporting train-
ees to the site, and hidden expenses like 
lost revenue. And because training is an 
ongoing requirement, especially in con-
struction and manufacturing, these costs 
are recurring and often become a grudge 
purchase.  

The use of VR means that training no 
longer needs to take place in dangerous 
and expensive environments. Only after 
completing an immersive training module 
will new recruits need to climb the building 
site of a skyscraper or enter the factory 
floor. VR empowers staff to become more 
familiar with the future work environments, 
and by simulating dangerous environ-
ments, they can now hone their skills and 
start to feel self-assurance in their abili-
ties. Whilst the initial investment into VR 
might seem like a significant amount, the 
long-term benefits outweigh the initial 
costs; the message you sent to your staff 
through their immersive training experi-
ence and the knowledge they acquire and 
apply becomes the driving force behind 
your newly acquired asset.    

A recent study shows that immersion in 
virtual reality training has one of greatest 
impacts on creative thinking and problem 
solving. (Hu & Shien, 2016).  Businesses 
with staff who can think creatively and 
apply an innovative mindset are also 
more likely to have higher rates of prob-
lem-solving, collaboration, increased pro-
ductivity, positive staff morale and bet-
ter-integrated processes and procedures. 
For industries founded on problem-solv-
ing (like manufacturing and construction), 
it's critical that staff embrace new creative 
thinking methods.  
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If VR tech is developed at scale, it can change the 
conversation about workplace training and 
onboarding. There are real benefits when training 
people in highly immersive environments. Compa-
nies that choose to invest in their workers by part-
nering with VR experts to develop a bespoke train-
ing solution will see long-term benefits. After 
upfront costs of headsets and an immersive train-
ing simulation, VR training will be a long-term 
investment. VR helps with employee confidence 
and efficiency. Virtual training can be used in 
tandem with traditional training methods like 
classroom or eLearning settings to give staff the 
best possible tools to help them deal with often 
complicated and dangerous jobs. 

A further benefit of VR is that it is a scalable solution 
for training. Training large amounts of people can 
be a considerable cash-sink. VR can be quickly 
replicated across many sites, regions, and coun-
tries without requiring any infrastructure or highly 
skilled trainers. The simulated environments can 
be re-used for other scenario-based training 
giving economies of scale from the initial invest-
ment. A VR application that teaches employees 
how to work at heights can also teach them how to 
safely deal with electrical issues or replace dam-
aged equipment. With VR, training can now be 
consistent and replicable at scale.    

21
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Scaling for the future

VR has the potential to
drastically reduce the cost of training 

while increasing the number of training 
scenarios.

Susan - Construction & engineering project 
manager, research respondent 
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Real-time measurements 
It is also important to note that VR applications 
will have in-built objective performance meas-
ures. They can be developed to measure employ-
ees' speed, accuracy, and retention rate while 
performing virtual training. The performance of 
employees in relation to their co-workers is also a 
useful metric to see if your team is doing well. This 
means that companies can monitor relative and 
absolute employee performance in training.

Allowing new
trainees the opportunity to experience the job in 
an immersive simulation can help to give them a 
clearer picture of what it entails, helping to deter-
mine if the role is a good fit for a given candidate, 
or even if a shift in roles is required for an existing 
employee.

Extensive training in safe and immersive simula-
tions has changed the conversation about work-
place training. Employees get hurt less often, 
recall more information, report feeling more 
confident, and can be trained at scale. Ultimately 
the question that large companies will need to 
ask is: “Are we going to be pioneers in our industry 
and invest in a bespoke virtual training solution? 
Or are we going to continue with the same unin-
spiring training protocols that haven’t really been 
effective in improving performance or preventing 
injuries for decades?” 

   

Research by PwC has 

demonstrated that 

staff using VR as a 

training tool are over 

270% more confident to 

apply the skills they 

learned & over 3x more 

emotionally connected 

to the content they’re 

learning. Who wouldn’t 

want that type of en-

gagement &

connection?  



Expert
Insights
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I  
Leave the spray and pray method for your compe-
tition. Hoping for VR to be a panacea to all your 
workplace woes is not the solution. Where it does 
work is when it’s used for a specific purpose within 
a particular industry. Industries like oil and gas, 
construction, automotive, and healthcare are all 
starting to embrace and invest heavily in VR 
because they can see a clear ROI. Its use as a mar-
keting tool is not what interests them. In workplace 
safety is high on the agenda, such as oil and gas 
and construction, VR provides an opportunity for 
teams to jump into a real-life immersive experi-
ence without the usual risks. The same goes for 
healthcare, where surgical and other procedures 
have started to use  

 
The challenge in all of this is helping businesses 
make that positive cost-benefit connection and 
understanding the true investment potential of VR. 
And perhaps that’s where the truth lies. It’s an 
investment, not only for an organisation's staff but 
for their business as a whole.  

  

Laser focus

VR as their key application 

“VR training can be
significantly more flexible 
than more typical forms of 
workplace learning.
Employees can touch upon 
their skills, practice often, 
and use the headsets in 
short bursts when they feel 
like upskilling or honing 
their existing skills.” 

Theo
Priestley

     nternationally acclaimed tech guru, author, and 
futurist, Theo Priestly, is no stranger to technology's 
role in businesses that want to survive and thrive. 
Priestly has spent over 20 years evaluating trends 
in the marketplace, providing insight into new and 
emerging technologies, and carefully evaluating 
and communicating the role they might or might 
not have in society and business. He’s also been 
placed (multiple times) within the Top 100 global 
technology influencer and evangelist on the Inter-
net of Things (IoT), Artificial Intelligence (AI), Virtual 
Reality (VR) and Fintech. It would be difficult to find 
a more appropriate individual to provide insight 
into the future of virtual reality (VR) and its efficacy 
across various applications within different indus-
tries. 

Having spent a significant amount of time using 
and evaluating different tech trends and applica-
tions, Priestly recognises the need for VR beyond a 
gaming or marketing gimmick. That’s not to say 
that VR shouldn’t be used for gaming or marketing, 
it certainly has its uses, but there’s far more range 
for this tech than meets the eye. And, like all good 
things, it needs to be considered and based on 
moderation. Based on Priestly’s experience, he 
suggests the following should be considered for 
the inclusion of VR: 

Technology Futurist
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A ngela Schaerer is the digital trans-
formation manager at a leading inde-
pendent school group. For the last 18 
years, Schaerer has worked with many 
local and multinational organisations in 
transforming learning environments for 
teachers and learners. She has also 
spearheaded the task of ensuring the 
early adoption of new technologies in the 
classroom, and empowering teachers 
and learners to use innovative technology 
as a tool for transformative learning expe-
riences.  

Her crucial belief is that the “key to being 
successful in the tech sector is a commit-
ment to continuous learning”. Schaerer’s 
creative use of Technology in the class-
room and beyond positions her as a 
thought leader in adopting novel technol-
ogies for educational purposes.   

Using technology as a key driver, Schaerer 
has worked tirelessly with other industry 
thought leaders to foster innovative ap-
proaches to pedagogy and teacher de-
velopment. In a past project, she was a 
key player in putting together an initiative 
which resulted in over 25 000 teachers 
and school leaders improving their profi-
ciency in the use of novel information 
communication technology (ICT) tools 
that would result in innovative teaching 
and engaged learners. A more recent 
success was initiating and running with an 
on-campus e-sports programme, using 
Minecraft: Education Edition. The objec-
tive? Facilitating STEM (science, technolo-
gy, engineering and mathematics) edu-
cation, capitalising on student interest, 
and increasing students' engagement 
with regards to creativity, critical thinking, 
teamwork and problem solving - all the 
skills necessary for a successful and sig-
nificant future!  

Schaerer’s current focus extends towards 
building collaborative partnerships across 
multiple ecosystems, including the South 
African Department of Basic Education, 
and working with schools and teachers 
and other stakeholders to provide a rigor-
ous support framework for meeting the 
nation's education priorities. Tech forms a 
big part of this focus.  

New technologies and their applicability 
to the teaching and learning environment 
have always excited Schaerer. However, 
she feels that this should always come 

Blended learning due to the pandemic
is a catalyst for change. 

Angela
Schaerer
Education and Digital
Transformation Specialist 
  

“Key to being successful in the tech sector 
is a commitment to continuous learning”
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with a disclaimer. Throughout her work with 
technology in education, the common trend 
Schaerer believes we should always take note 
of is a defined use-case for that tech and 
ensuring there’s a clear return on investment. 
She highlights that “Technology must be 
proven to solve a problem better than previ-
ous methods. Of equal importance is the need 
for technology to be used in conjunction with 
traditional teaching methods to cater to the 
needs of individual trainees.” Schaerer has 
found that people have different needs at 
different times. If technology does not obvi-
ously make learning better, she questions its 
necessity. This pragmatic approach has been 
the cornerstone of her success. When it comes 
to virtual reality (VR), Schaerer believes that a 
VR teaching experience could be hugely ben-
eficial as a teaching tool. The unique proposi-
tion that VR offers is an objective training 
standard.
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“if using a VR application 
for training allows me to 
better leverage data to 
understand where sup-
port for individuals is 
needed, I can enable them 
to learn effectively, and 
offer support where it is 
needed.”

In her years of teaching, Schaerer has 
realised that people respond differently in 
a classroom setting. The pop-psychology 
pseudo-science of ‘learning styles is a 
myth she has roundly debunked; we 
rather need to focus on the type of con-
tent and the medium it’s presented in. 
That’s not to say that a range of teaching 
tools isn’t useful in a given context. “Some-
times direct instruction is the best tool for 
teaching,” says Schaerer. However, other 
times, immersive learning in a ‘learning by 
doing’ style, thanks to VR, is more effective. 
Again, it all depends on the content and 
the learning objectives.  

Experience has shown that VR can provide 
an active learning environment where 
students are excited to explore and prop-
erly engage with course material when 
used in the right context. Furthermore, 
when properly created, VR allows these 
individuals to absorb abstract concepts at 
a deeper level and without distractions. 
Schaerer agrees with this, stating that the 
future of education using standardised, 
scalable virtual solutions can fundamen-
tally shift how society approaches learn-
ing and teaching.  

There’s no doubt that the power of VR will 
transform the future of education and 
learning. But it needs to be facilitated by 
those who are equally passionate about 
its efficacy, understand how and when it 
should be used, and are open to the world 
of possibilities it offers – because, as 
Schaerer states, “…they are boundless.” 

Learning by doing in the proper context 



Big
Benefits



Our research respondents, who have already adopted VR,
have put it to use in the following areas: 

health & safety
training

product
development

marketing

staff
onboarding
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 ngela Schaerer is the digital trans-
formation manager at a leading inde-
pendent school group. For the last 18 
years, Schaerer has worked with many 
local and multinational organisations in 
transforming learning environments for 
teachers and learners. She has also 
spearheaded the task of ensuring the 
early adoption of new technologies in the 
classroom, and empowering teachers 
and learners to use innovative technology 
as a tool for transformative learning expe-
riences.  

Her crucial belief is that the “key to being 
successful in the tech sector is a commit-
ment to continuous learning”. Schaerer’s 
creative use of Technology in the class-
room and beyond positions her as a 
thought leader in adopting novel technol-
ogies for educational purposes.   

Research respondents indicated that VR would have the
biggest impact

in the following areas of their business:
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Return on Investment 

Mitigating risks
before they occur 
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    erhaps one of the most significant benefits of VR 
is the return on investment (ROI) businesses are 
starting to see. VR technology has the opportunity 
to revolutionise the way current and future staff 
learn, retain and apply information. However, 
knowing just how much of an impact VR will have 
on your staff and their training output is critical. A 
study in 2018 highlighted that some businesses 
were spending between $900 and $1000 per staff 
member training. And yet, despite this massive 
amount, the rates of workplace injury and staff 
turnover remained high.  

But there’s hope! Research by PwC indicates that 
when used as a training tool, VR has successfully 
assisted in decreasing re-work costs and 
increased staff productivity. We’re talking a signif-
icant 20% gain in productivity and 20% reduction 
in rework costs. Added to this is  the fact that staff 
trained via VR tend to be  four times more focused 
during the training session when compared to 
those who use an e-learning alternative.  Equally 
impressive is the fact that staff engagement 
levels , when using VR for training, increased by 
92%, demonstrating once again the positive ROI 
VR training offers.

Need more proof? In a study to determine the 
cost-effectiveness of training in VR, the U.S Navy 
compared an eight-hour training course on an 
actual price of experiments versus the same 
training using VR. The result? By investing $1.28 
million into a VR solution that provided their 
teams with interactive and immersive experienc-
es, the Navy saved a whopping $4.24 million with 
a final ROI of $2.96 million. The study was focused 
on training for just one piece of equipment. Multi-
ply that ROI for every piece of equipment where 
training is required, and you'll soon realise that the 
limits are boundless.  

 

Huge companies like Walmart, Microsoft, Audi, 
and Ford  have used VR in training for years and 
continue to do so. However, VR training is not just 
for multinational  players. Open-minded and 
progressive businesses of all sizes are starting to 
reap the direct and indirect costs-saving bene-
fits that come from using VR.  

Staff safety is of enormous concern, especially 
when it comes to construction sites. The future of 
training programmes needs to provide staff with 
an alternative to current options that are more 
accessible and safer. Thanks to VR, staff can 
now practice working on construction equip-
ment with ease and build up their confidence as 
they do so. This results in a reduction of injury 
and damage to the equipment.  

 

The direct costs of the 
infamous “turnover injury 

cost-cycle” represent 
$50 Billion in expenses for 

American companies 
every year.

Occupational Safety & Health Administration

P



Timelines back on track

Mitigating
Risks

Timelines
Back On Track

Reduced
Labour Costs

Time &
Cost Saving

Reduced labour costs 

Time and cost saving 

Thanks to VR a 
series of scenarios 
can be presented 
to trainees allow-

ing for a more 
realistic responses 

R O I

The rapid adoption 
of VR is bringing 

the cost of invest-
ing in this solution 
down. Not making 
use of VR will be 

more expensive for 
your business in 

the long run.

Offering manage-
ment and clients 

with a quick 
overview and 

status update of 
projects 

Significantly 
reduce costs 

throughout the 
entire design and 

development 
phase and cutting 

down on onsite 
visits 

VR allows for virtual 
inspections on 

projects, allowing 
for errors and 

faults to be identi-
fied and fixed 

before construc-
tion or product 

development takes 
place 

Talking 
through how a 
project might 
look is difficult 

especially 
when you’re 
with a client. 
Being able to 

show them 
what it will 

look like as the 
project pro-

gresses is far 
more valuable 

and has a
significant 

impact

Susan - Construction & 
engineering project 
manager, research 
respondent 
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Projects in the construction and manufacturing industry are often volatile, with 

deadlines being pushed out at multiple stages. The benefit that VR offers is its 

ability to provide management and the client with a quick overview of where the 

project is, what changes still need to be implemented and what needs to be 

adapted to get the project back on track. 

 

Instead of having multiple staff members on-site, VR now allows site 
managers to review the project in their office, calculate the area that 
needs to be worked on, and then get the required personnel and equip-
ment into place.  

 

Trying to solve or fix a problem on-site during a build can be time-con-
suming and costly. Thanks to VR, there’s now the option of having virtual 
inspections on projects, allowing for errors and faults to be identified and 
fixed before construction or product development takes place. Rework-
ing an area of a project due to miscalculations is a reality. However, VR 
simulations of a project can now provide up-to-date views of job site 
conditions and mitigate any potential costly mistakes.  
 



Case Study

“I think most people think that VR is 

specifically for gaming, or it's a 

novel technology when actually, it 

will revolutionise the way that you 

do everything.”
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A lex Rühl is an award-winning VR 
filmmaker focused on creating immersive 
experiences that impact people's lives. 
The ethos that Rühl lives by is that VR will 
“revolutionise how we do everything”. This 
is a pretty big statement, but for Rühl , it’s 
clear that society is on the brink of enter-
ing a technological revolution in terms of 
spatial computing where human-ma-
chine interaction brings about new levels 
of interaction and support like never 
before. VR technology is a pivotal element 
of spatial computing and can change 
how ordinary people interact with tech-
nology every day.  

Rühl speaks about the multiple uses of VR, 
with one example being its efficacy in a 
hospice where frail members of society 
use the tech as a means to “exist beyond 
[their] reality”. Other insights that Rühl 
offers about the value that VR offers 
extends to non-gaming entertainment 
like “visiting” art museums, stepping into 
the world of famous shows such as Cirque 
du Soleil, or discovering the ancient tombs 

of Egypt. For Rühl , VR also has a massive 
role in the development of soft skills train-
ing and has shown that the use of VR con-
sistently improves engagement and 
knowledge retention rates. In fact, based 
on her own experience, Rühl believes VR 
will start to become increasingly common 
as a tool for workplace training.  

Being the all-rounded individual that she 
is, Rühl has personal experience writing 
and implementing training systems 
focused on:   

After going through a training session 
using VR, the client feedback that she 
receives almost always relates back to 
experiencing a greater sense of calm, im-
proved levels of confidence, and a feeling 
of being better prepared to face profes-
sional challenges. Being more comforta-
ble when having difficult conversations 
can be a godsend for individuals in the 
workplace - Rühl has experienced 
first-hand how VR can help individuals 
learn how to do this. 

VR as a mechanism for
training in the workplace  

Alex
Rühl
Award-winning
VR filmmaker  

Unconscious bias training 

Soft skills training 

Leadership training 

Demonstrate the importance of 
cybersecurity 
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“When you are in VR, it’s as close to 

doing the actual thing as possible; 

your brain retains that memory as if 

you actually did it. For something like 

soft skills, you’re going to have a 

huge amount of focus and confidence 

when you feel like you’re actually in 

that scenario, demonstrating those 

soft skills, especially when it comes 

to having hard conversations or un-

derstanding how to handle uncom-

fortable situations in the work-

place.”
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The beauty of VR, suggests Rühl , is that it 
brings together the creative, engaging 
and connectedness of the real world with-
out the distractions, risks and excessive 
costs that are so often associated with 
other training efforts. It’s time that more 
industries start to see VR as the norm and 
not the exception and recognise that it’s 
not a “novel technology” but rather an 
asset that will revolutionise the way we do 
everything...now and in the future.   

Breaking Barriers
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    of our research re-
spondents stated that creative 
and innovative thinking were 
key to their business and be-

lieved that VR  might help pro-
mote these skills in their busi-

ness. A recent study shows 
that immersion in virtual reali-
ty training has one of greatest 
impacts on creative thinking 
and problem solving. (Hu & 

Shien, 2016).  Businesses with 
staff who can think creatively 

and apply an innovative mind-
set are also more likely to have 
higher rates of problem-solv-
ing, collaboration, increased 

productivity, positive staff 
morale and better-integrated 
processes and procedures. For 

industries founded on
problem-solving (like manu-

facturing and construction), it's 
critical that staff embrace new 

creative thinking methods.



Objective Completed
Conclusion:
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 ecades of development, testing and 
improvements to both hardware and software 
have resulted in immersive technology like VR 
being adopted in multiple industries and applica-
tions. The adoption of VR has resulted in individu-
als and teams working through real-life working 
scenarios, retaining more knowledge, building 
their confidence and positively improving an 
organisation's bottom-line in the long term.  

In complex occupational professions or highly 
technical industries, traditional workplace training 
can be logistically and financially fraught. Costs 
can include paying for expensive training facilities 
and equipment to be rented or built, hiring experts 
to execute the training, transporting trainees to 
the site, as well as many other hidden costs – like 
potential lost revenue. By investing in VR, 
long-term costs of training are destined to 
decrease and the value attributed to staff knowl-
edge retention and application will increase.

As workplace education and training become 
more sophisticated, companies will need to stay 
updated with contemporary methods to remain 
relevant. Training solutions that utilise immersive 
VR will allow businesses across industries to keep 
staff engaged, reduce workplace injury and turn-
over rates, and improve the acquisition of skills 
and knowledge. Virtual solutions are no longer an 
interesting gimmick that a construction or manu-
facturing company might choose to spend some 
of their budgets on. Instead, VR training repre-
sents the future. Virtual training is an investment 
that will improve the reliability of workers and 
keep them entertained in the process.

VR represents a relatively high initial cost, but the 
ROI of this technology is tried and tested. Investing 
in a robust VR training application is the differenti-
ation factor that will produce higher quality, more 
efficient, and more connected employees, who 
are never at any risk of injury during the often 
dangerous initial training exercises.  

 

The future of the working environment has 
changed. So has our collective need to train 
current and new staff and provide a platform 
where they can act, react and interact in a safe 
and contained environment that still manages to 
push the boundaries. We believe that the time is 
ripe for business professionals, specifically those 
in the construction and manufacturing industries, 
to understand and embrace VR's potential, and 
grab hold of new opportunities that are destined 
to change the business landscape for the better 
now and in the future. 

D

We believe that at 
its current rate of 
adoption VR training 
costs are most 
likely to decrease 
as more and more 
businesses see it as 
a smart investment 
into the future of 
their staff and the 
company. 



Speak to us about how we can collectively unlock value and 
generate new solutions to old problems through the use of 

VR.  

Are you 

www.sozolabs.com 

ready 
to 

imagine 
your 

world? 

At Sozo Labs we believe technology should be a tool that allows our clients to do something in a more efficient 
and engaging way. We don’t see virtual and augmented reality as gimmicks. We see them as opportunities to 
create new solutions to old problems. Our mission at Sozo is to engage and delight our customers, using immer-
sive technology in creative ways. 

This content is for general information purposes only, and should not be used as a substitute for consultation with 
professional advisors. © 2021. All rights reserved. 


