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ABSTRACT: The use of VR to create fully realistic educational environments has
recently grown in popularity. New methods of training and orienting personnel have emerged
as a result of the fast development of technology. Virtual reality (VR) has the potential to
enhance engagement, memory retention, and skill acquisition; Deloitte was an early adopter
of this technology in corporate training. With virtual reality (VR), employees may practice
solving real-world problems in an immersive, lifelike environment. Without taking the risks
associated with on-the-job training, they are able to learn by doing. This strategy streamlines
the onboarding process and helps new employees comprehend the company's culture, norms,
and practices more quickly. According to research by Deloitte, VR enhances workers' trust in
one another, recall of previously learned material, and overall productivity. This abstract
takes a look at the possible benefits and drawbacks of adopting virtual reality (VR) for
training and onboarding, as well as how VR might revolutionize the way companies develop
their employees in the modern era.

KEYWORDS: Immersive Learning, Simulated Environments, Interactive Training Modules,
Experiential Learning, Real-time Feedback, Skill-based Simulations, Employee Engagement

. INTRODUCTION

In today's fast-paced business world, companies are continuously seeking innovative ways to
engage their employees and enhance their performance. Manuals, presentations, and
classroom instruction are common components of orientation and training programs. These
programs may be lengthy, and there's no guarantee that employees will be adequately
engaged in real-life situations. Now more than ever, thanks to advancements in virtual reality
(VR) technology, learning-by-doing simulations are more lifelike, interesting, and engrossing
than ever before. By recreating authentic work environments, virtual reality (VR) helps
students make the transition from classroom theory to practical application. This provides a
risk-free environment where workers can hone their abilities while gaining practical
experience.

Virtual reality (VR) induction allows new employees to fully grasp the ins and outs of their
company's culture, policies, and processes. Virtual reality (VR) simulations of office layouts,
workflows, and interpersonal interactions could replace conventional orientation programs in
making new hires feel more at home and secure in their positions. The stress of starting a new
work is reduced by this all-around experience, which increases learning and encourages early
involvement. With virtual reality (VR), employees may get a feel for the office environment
before they ever set foot there. This immediately reinforces the organization's principles,
gives them a better feeling of space, and aids in learning safety protocols.
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The field of continuing training and skill acquisition has demonstrated that virtual reality

(VR) can be an effective tool for practical learning. Without the fear of losing a lot of money,

workers can perform challenging jobs, solve problems based on situations, and make wise

choices in realistic models. With virtual reality training, you can safely practice in dangerous

environments multiple times. This is of the utmost importance in industries where errors can

have catastrophic consequences, such as healthcare, logistics, and manufacturing. It is also

possible to tailor VR courses to suit particular job requirements. In this way, we can be sure

that the training is relevant, up-to-date, and contributing to our overall objectives.

OBJECTIVES OF THE PAPER:

e To investigate the potential of virtual reality to enhance the engaging and productive
training of new staff.

e To investigate into how virtual reality-based training might help employees gain new
skills and keep the ones they already have.

e To investigate the possibility that immersive VR models can save training time and
expenses. Taking stock of the staff's mood and self-assurance following VR instruction.

e To give me a rundown of the limitations and challenges of adopting VR for corporate
training. To propose VR-based corporate training and CPD initiatives.

Il. RESEARCH METHODOLOGY
To determine the impact of virtual reality (VR) on new hire orientation and training, this
study employed a mixed-methods strategy, which combines qualitative and quantitative
research methodologies. The study's overarching objectives are to characterize and
investigate the ways in which VR enhances participation, learning outcomes, and skill
development in the workplace.
DATA COLLECTION METHODS
Describes the steps used to collect data, which may have included observation,
questionnaires, interviews, document analysis, or secondary sources.
PRIMARY DATA:
» Surveys/Questionnaires: In order to gauge the efficacy of virtual reality training and the
level of engagement and satisfaction among employees.
> Interviews: The implementation's benefits and drawbacks were determined through
semi-structured interviews with HR managers and trainers.
» Observations: It is feasible to monitor the level of participation in virtual reality modules
by observing training events.
» SECONDARY DATA:
The best way to learn about virtual reality is to read up on it in academic journals, training
manuals, company reports, and case studies.

I1l. LITERATURE SURVEY
Marques, 1. C. P. (2025): This study contributes to the existing body of knowledge on the
subject by reviewing the literature on virtual reality (VR) and its potential applications in
organizational training and development. In addition, it lays out a strategy for further research
and provides a methodology for conceptual analysis. The PRISMA checklist served as the
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foundation for this systematic evaluation. The VOSviewer program (version 1.6.19) creates a
well-organized framework, and content analysis classifies the many theme groups into
categories. In all, 201 articles from the years 19982025 that are indexed in the Web of
Science and SCOPUS databases are considered in this review. Specifically, the findings
reveal four overarching themes: (1) VR's promise and its potential applications in various
sectors; (2) VR's challenges; (3) VR's ability to impart new skills; and (4) VR's role in
corporate strategy. In order to better integrate these concepts, the authors propose a
conceptual approach. Future study should focus on developing social skills (empathy,
leadership, etc.), addressing ethical concerns with virtual reality training, and conducting
longitudinal studies to determine the long-term effects of VR on learning outcomes and
organizational effectiveness.

Desai, G. (2025): By making training more engaging, interactive, and cost-effective, virtual
and augmented reality (VR/AR) are altering the face of employee development and training.
It examines the ways in which these technologies facilitate learning, memorization, and the
safe application of previously acquired abilities, particularly in challenging or hazardous
occupational contexts. The writers discuss the merits of training with both augmented and
virtual reality. For instance, they discuss how augmented reality can be used to provide real-
time education by superimposing content on top of the actual work setting. Users' reluctance
to utilize it, technological issues, and costly equipment are some of the major issues they
mention as obstacles to acceptance. Considerations of the future, such as the potential
integration of virtual reality and augmented reality into broader employee development
programs, round out the essay's call to action for lifelong learning and creative thinking.
Abdelhay, Sameh (2024): This study examines the efficacy of VR-based training in
enhancing employees' skill sets, with a particular emphasis on the ways in which business
culture, engagement, and immersion contribute to this. This study examines the potential of
virtual reality (VR) to enhance training outcomes by simulating real-world scenarios in a
controlled environment, drawing on theories from social cognitive science and experimental
learning. A comprehensive, multichannel survey was distributed to employees who had
undergone virtual reality training. The associations that were directly, indirectly, mediating,
or moderating were examined using structural equation modeling. Virtual reality training
improves training efficacy, according to the study. Mediating between the two, immersion
and engagement both have their uses, while each individual may reap different rewards from
them. The correlation between virtual reality (VR) immersion, effective training, and VR
engagement is strengthened, according to research, by an innovative company culture. What
this demonstrates is how crucial it is to have a supportive setting in order to really enjoy
virtual reality. We receive a fuller view of VR training's efficacy thanks to the study's
integration of immersion, engagement, and company culture. In addition, businesses can
benefit from the advice on how to create engaging virtual reality content, foster innovation-
focused company cultures, and make effective use of VR to manage cognitive load,
particularly in highly specialized occupations.

Tulsiani, Ravinder (2024): This study investigates the potential of gamification with VR to
create highly immersive and interesting educational settings. These settings have the potential
to alter the methods used to recruit and train new staff. Virtual reality (VR) allows new hires

—@ Page | 15 |

This is an open access article under the creative commons license https://creativecommons.org/licenses/by-nc-nd/4.0/

JSTE


http://www.ijera.com/
http://www.jstejournal.com/
https://doi.org/10.65713/jstev2i202
https://creativecommons.org/licenses/by-nc-nd/4.0/

Journalof | joyrnal of Science and Technology Excellence

Science & )
Technology ISSN: 3108-3102| Volume 2 Issue 2 April-June 2026
Excellence www.jstejournal.com DOI: https://doi.org/10.65713/jstev2i202  JSTE-02

to practice in a risk-free setting while experiencing realistic scenarios, allowing them to take
action, make decisions, and learn from their mistakes. Serious training content is made more
engaging, motivating, and memorable by incorporating game elements such as points,
certificates, leaderboards, and role-playing tasks. The research reveals practical applications
of virtual reality that model learning after gaming. Making realistic simulations based on
actual work tasks, incorporating incentive systems, and collecting performance data to
monitor students’ growth are all part of the package. Since making a mistake in the real world
could have disastrous consequences, it also demonstrates how safety and compliance training
can be done through virtual reality games. Finally, this study demonstrates how learning and
development professionals may leverage virtual reality (VR) gaming to pique learners'
attention, expedite the onboarding process, and improve training outcomes through the
establishment of quantitative, real-world connections between virtual practice and actual
results.

Lund, G.K., Ortova, M., & Syversen, A.G. (2023): This case study examines the use of
virtual reality (VR) technology by a Norwegian manufacturing SME to assist temporary
workers in their transition to the company. The writers conceived up and developed a
thorough VR experience that simulates actual manufacturing work circumstances in order to
assist new hires in acclimating to their positions. The purpose of this was to give new hires
some time to familiarize themselves with their roles, the office environment, and team
dynamics before their first day on the job. According to the study's usability tests and
qualitative comments, virtual reality (VR) pre-onboarding boosts initial engagement, eases
beginners' anxieties, and cultivates a feeling of team belonging. Important components of
team dynamics, such as communication and task clarity, can be enhanced by immersive
simulations. Better socializing is the result of this. According to the survey, a few issues
include the varying degrees of digital literacy among employees, the necessity for specialized
technology, and the high expense of creating high-quality virtual reality content. In general,
the authors state that VR has the potential to be a helpful tool for pre-onboarding, particularly
in remote hiring or during staff turnover. However, it requires meticulous preparation,
institutional backing, and ongoing assessment in order to be put into practice.

Abdul Salam, Z. (2023): According to this research, a digital platform that integrates VR and
AR could greatly benefit an electronics company's new hire orientation. The researchers
devised a novel approach to staff orientation. Here, new hires can participate in interactive
lectures that mirror real-world business procedures, explore a digital replica of the company's
physical locations, and practice for real-world job-related activities. Results showed that
compared to traditional orientation programs, the VR-enhanced onboarding significantly
improved engagement, reduced perceived anxiety, and accelerated job adaptability. The
evaluation was based on feedback from new hires. A deeper sense of belonging and
comprehension of how companies function were noted by individuals. The study delves into
application issues such as hardware costs, training design challenges, and material update
requirements. It also offers solutions to make platform development more cost-effective and
integrate it into a comprehensive HR induction framework.

Varshney, Deepanjana (2022: This essay delves into the details of virtual employee
orientation (VEO), a concept that gained traction during the COVID-19 pandemic, and
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examines its significance from a commercial standpoint. Examining real-world business
scenarios and how firms shifted to virtual onboarding processes demonstrates the efficacy of
VEO initiatives. The research covers the fundamentals of virtual onboarding, including
videoconferencing systems, and the elements that must be present for an accessible and
efficient onboarding process. In addition to outlining best practices, the paper suggests that
managers implement a well-planned, high-tech virtual induction process that allows their
organizations to customize the tools and procedures to their particular needs. Engagement,
technology constraints, and cultural integration are some of the new trends and potential
difficulties that are examined. It also offers recommendations for future VEO processes that
will make new hires feel more welcome, connected, and productive.

Biener, Verena; Kalamkar,(2022). The research team behind this project hopes to learn more
about the potential benefits and drawbacks of using virtual reality (VR) in the workplace for
knowledge workers. Fourteen individuals put in a full week's worth of time in a VR
environment, working eight hours every day. Photos of people working in a traditional PC
environment were shown so they could compare their experiences. Virtual reality users
reported higher rates of job overload (35%), frustration (42%), negative emotions (11%),
anxiety (19%), and eye strain (48%). Usability testing revealed that the VR system
significantly degraded. Users reported a 36% drop in system usability, a 16% drop in
productivity, and a 20% drop in happiness. Another concern was simulator sickness; two
individuals had to exit the first virtual reality practice due to migraines, anxiety, and nausea.
The fact that the negative emotions appeared to go away at the end of the week, nevertheless,
suggests that the individual was adaptable. By outlining the present issues and potential
future improvements with VR for extended jobs, the study lays the groundwork for future
research into VR-based workflows over the long term.

Smith, A.J., & Rao, P. (2021): This study investigates the potential of virtual reality (VR) as
an alternative to conventional orientation methods with the goals of increasing employee
enthusiasm and memorization. A medium-sized technology company conducted a quasi-
experimental research on two groups of recently hired employees. While one set of new hires
went through the motions of a more conventional onboarding process replete with classroom
lectures and presentations, the other set of new hires used virtual reality (VR) technology to
experience actual work environments, company culture, and job responsibilities. One month
later, the results showed that the VR group was significantly happier, had greater ability in
performing tasks, and remembered company regulations significantly better. Virtual reality's
lifelike features helped individuals feel more at ease, engaged, and acclimated to their new
role more rapidly. Virtual reality onboarding boosts initial production and fosters a sense of
emotional connection to the organization, according to the study. This could result in reduced
early turnover.

Lee, M. T., Johnson, C. H., & Garcia, L. F. (2021: This research examines the efficacy of
virtual reality training programs that immerse new hires in the technology during their initial
few weeks on the job. In this multi-method study, prospective machine operators were
immersed in a virtual reality environment that mimicked the actual workings of a
manufacturing company's floor, hazards, and tasks. Pre- and post-training assessments shown
significant improvements in situational awareness, technical competence, and response speed.
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Participants reported more self-assurance and less perceived onboarding stress after
completing VR training, which allowed them to practice skills in a risk-free virtual
environment. The research investigates the potential of VR to deliver effective, scalable, and
repeatable instruction. As a result, it's a great resource for companies looking to enhance their
training and recruiting procedures.

IV. ROLE OF VIRTUAL REALITY IN EMPLOYEE ONBOARDING
A cutting-edge method of training and onboarding employees, virtual reality (VR) allows for
immersive and realistic simulations of work environments. The program provides an
opportunity for prospective employees to learn about the company's culture, procedures, and
roles without putting themselves in harm's way. Virtual reality (VR) simplifies complex
processes, which makes learning more enjoyable and aids memorization. It also facilitates
cross-locational training standardization, which guarantees that all employees receive
consistent, high-quality instruction. As a whole, VR improves the efficacy, efficiency, and
enjoyment of conventional training.
ROLE OF VIRTUAL REALITY IN EMPLOYEE ONBOARDING
Immersive Learning Experience: Virtual reality (VR) allows new hires to experience their
career in a simulated environment and engage with realistic simulations of their tasks.
Without the pressure of real-world failure, students are able to gain a deeper understanding of
the company's procedures and practices through this practical training. By making studying
more engaging and enjoyable, virtual reality aids in memorization. When workers go from
part-time to full-time, it boosts their self-esteem. Under this approach, induction moves from
a state of passive observation to one of active engagement.
Safe Skills Practice: Tasks that are complex, technically challenging, or potentially
hazardous can be safely performed in a virtual reality (VR) environment. Without
endangering themselves or the business's assets, they can practice scenarios until they
become proficient. As a result, individuals are better prepared for training and make less
mistakes overall. Virtual problem-solving environments allow workers to hone their abilities
by mimicking real-world challenges. The eventual result will be a less rocky and more secure
entry into the workforce.
Faster Adaptation to Company Culture: New hires can familiarize themselves with the
office's layout, team dynamics, and culture with the usage of virtual reality. They can learn
the company's ideals, participate on virtual travels, and engage with coworkers in realistic
environments. This helps individuals feel less alone and less overwhelmed by the transition to
a new work. Engaging in direct cultural contacts, whether online or otherwise, motivates
people to participate. Workers pick up on expectations and policies fast.
Personalized and Consistent Training: Virtual reality (VR) can help businesses ensure that
all employees learn the same material during regular training sessions. Furthermore,
programs can be adjusted to accommodate various work functions or individual learning
rates. A high quality of induction is guaranteed across departments and locations by this
consistency. There are many different methods to learn, and people are more engaged, with
personalized experiences. Helping workers out reduces early turnover and increases
production.

—@ Page | 18 |

This is an open access article under the creative commons license https://creativecommons.org/licenses/by-nc-nd/4.0/

JSTE


http://www.ijera.com/
http://www.jstejournal.com/
https://doi.org/10.65713/jstev2i202
https://creativecommons.org/licenses/by-nc-nd/4.0/

Journalof | joyrnal of Science and Technology Excellence

Science & _
Technology ISSN: 3108-3102| Volume 2 Issue 2 April-June 2026
Excellence www.jstejournal.com DOI: https://doi.org/10.65713/jstev2i202  JSTE-02

Cost and Time Efficiency: Companies can cut costs on things like travel, instructor training,
and physical training materials by implementing virtual reality into their onboarding process.
Allowing employees to go through modules at their own speed reduces downtime. New hires
may make an immediate impact because to VR's accelerated learning curve. Everybody wins
when workers are able to do their jobs better. It's a flexible choice that can accommodate both
remote staff and expanding enterprises.

V. EMPLOYEE TRAINING
When workers get the training they need, they are better able to carry out their duties in a
safe, efficient, and knowledgeable manner. Both new and current employees can benefit from
this. Online courses, role-playing games, and instructor-led seminars are all examples of tools
that could be used for this purpose, which could involve learning about new technology,
bringing new staff up to speed, or improving existing skills. This investment helps the
organization stay ahead of the competition, boosts production, and keeps employees around.
METHODS OF EMPLOYEE TRAINING
Businesses can provide their employees with multiple training options. Among the many
methods available, these are among the most common for training staff.

. - .
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> >
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Tralning Training
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Vu-lny Training
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On-the-Job Training: Employees learn by doing as they go about their regular work under
the watchful eye of a supervisor. This method enhances workers' confidence and
memorization by allowing them to immediately use newly acquired abilities in real-life work
scenarios. Because it makes use of in-house resources and reduces the need for external
training programs, it is typically less expensive. In most cases, supervisors or more seasoned
employees will observe the training and provide feedback and corrections as they occur. As a
whole, on-the-job training boosts workplace productivity by allowing employees to acquire
job-specific skills more rapidly.

Classroom Training: Employees are required to attend specific training programs, which
may be conducted online or in person. A facilitator or trainer teaches the staff the necessary
skills during these gatherings. Software development, project management, and rule
following are all examples of complex or technical skills that benefit greatly from this
approach. Many various approaches, including lectures, demonstrations, group discussions,
and hands-on activities, are used in classrooms to aid students' learning. When workers are
interested in what they're doing, they may ask questions and explain concepts more easily.
Classroom training ensures that workers acquire job-specific knowledge and abilities by
providing a structured environment for concentrated study.

E-Learning: A variety of digital resources, including online classrooms, webinars, and video
lessons, are utilized in e-learning. When employees have the option to complete modules at
their own speed and from any location with an internet connection, it greatly enhances their
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independence and convenience. In order to gauge students' level of understanding and
engagement, online learning often makes use of interesting simulations, assessments, and
tracking their progress. Companies whose workers are located in different locations or who
do remote work can greatly profit from this. Employees may learn efficiently and without
disrupting their work schedules using e-learning, which combines easy access with well-
organized content.

Coaching/Mentoring: Mentoring and coaching involve pairing staff members with more
seasoned educators who can guide them professionally and provide emotional support as they
work through challenging assignments. With this individualized approach, workers are better
able to acquire new abilities, hone their existing ones, and advance in their jobs. Whereas
coaching tends to be more task-oriented and time-sensitive, mentoring is often more of an
ongoing process of development. Particularly effective for developing one's capacity for
leadership, communication, and interpersonal relationships. Regular assessments and
constructive criticism ensure that workers will keep learning and applying what they've
learned on the job.

Cross-Training: Cross-training refers to providing workers with opportunities to learn new
skills or gain experience in different departments or roles within an organization. A versatile
workforce that can step in and assist when needed is the result of this method of operation. In
addition, it promotes teamwork, mutual understanding, and increased caring for team
members. Employees have greater opportunities for professional development and easier
access to information as the company becomes more adaptable and reduces business risk.
Staff members who have received cross-training have been shown to be more resilient and
adaptable, qualities that will serve your company well as it evolves.

Soft Skills Training: Interpersonal and communicative abilities, including teamwork,
conflict resolution, customer service, and self-awareness and management, are the focus of
"soft skills" training. Skills in effective communication and teamwork are rising in
importance as businesses see a direct correlation between these factors and increased output
and satisfied customers. Activities such as workshops, role-playing games, models, and group
projects can help hone these abilities for use in the real world. Employees who have received
soft skills training report higher morale and more positive work environments as a result of
their improved ability to communicate and collaborate with customers and colleagues.
Compliance Training: Compliance training educates workers on how corporate policy,
laws, and regulations impact their work. Topics such as these include regulations regarding
the security of personal information, anti-harassment procedures, health and safety
requirements, and industry-specific credentials. By outlining specific tasks for employees to
complete, this training reduces the likelihood that policies will be disregarded, so protecting
the business from potential financial or legal complications. Workshops, online courses, or
even just regular old classroom instruction can all serve as forms of compliance training.
Upholding ethical standards is achieved by consistently providing compliance training to
ensure the safety of both the firm and its personnel.
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V1. ANALYSIS AND DISCUSSIONS
1. PARTICIPANT DEMOGRAPHICS AT DELOITTE

Number of
Category Percentage
Employees
New Hires 60 60%
Experienced Hires 23 23%
Interns 17 17%
Total Participants 100 100%
120
100
80 -
a0
40 -
20 - l
D N
Mew Hires Experienced Hires Interns Total Participants

INTERPRETATION: The data shows that new hires make up 60% of Deloitte’s VR
onboarding and training participants. Among the new personnel, 17% are interns and 23%
have prior work experience. This demonstrates that comprehensive virtual reality training is
being prioritized for the purpose of onboarding new staff. This distribution emphasizes the
significance of providing new hires with comprehensive training and orientation to guarantee
the smooth operation of the business.

2. DELOITTE TRADITIONAL VS VR-BASED ONBOARDING PERFORMANCE

. Traditional VR-based
Metric . . % Improvement
Training Training
Average Training 32 hrs 21 hrs 34%
Hours
Knowledge
Retention (After 30 62% 88% 42%
Days)
Completion Rate 84% 97% 15%
Error Rate Du'rlng 21% 79 67%
Job Simulation
Employee
Confidence Score 3.4 4.6 35%
(1-5)
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INTERPRETATION: Virtual reality training outperforms traditional training methods in all
relevant respects, according to the study. Virtual reality training has many advantages over
traditional methods, including a shorter learning curve, improved memorization, reduced
training time, and less errors made during on-the-job trials. Additionally, the fact that
employee confidence increased from 3.4 to 4.6 indicates that the training was highly effective
and that learners were significantly more engaged.

3. VR TRAINING SATISFACTION SURVEY AT DELOITTE

Evaluation Parameter Mean Score (out of 5) Standard Deviation
Ease of Use 45 0.4
En
gagem(_ent & 4.7 0.3
Interaction
Realism & Immersion 4.6 0.35
Relevance to Job Role 4.4 0.45
Overall Satisfaction 4.8 0.25
6
5
a
3
1
0
Easeof Use Engagement &  Realism B Relevance to Owerall
Interaction MMIMersian Jak Role Satisfaction

INTERPRETATION: The review found that all indicators had mean values over 4.4 out of
5, indicating that the VR training system was well-received by the participants. Students
found the virtual reality experience to be both engaging and practical, as evidenced by their
high ratings of Overall Satisfaction (4.8) and Engagement & Interaction (4.7). When the
standard deviation of scores is small, it indicates that the subjects were consistent in their
positive feedback.
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4. IMPROVEMENT IN EMPLOYEE PERFORMANCE AT DELOITTE AFTER VR

TRAINING
Pre-Training | Post-Training
Department Score (100) Score Improvement

Consulting 68 88 20
Risk Advisory 64 86 22
Audit & Assurance 66 83 17
Technology Services 71 92 21
Human Capital 69 90 21
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INTERPRETATION: Virtual reality training significantly enhanced performance across the
board. From seventeen to twenty-two points, they rose. Risk Advisory saw the largest change
at 22 points, followed by Technology Services at 21 points, and Human Capital at 20. Thus, it
is clear that the training had a significant impact in many other domains. The data suggests
that VR training is an effective method of departmental skill improvement and job readiness.

5. EMPLOYEE FEEDBACK BREAKDOWN

Feedback Category Positive Neutral Negative
Real-world Simulation 265 28 7
Reduced Training Stress 240 45 15
Interaction Quality 255 37 8
Comfort With 230 56 14
Technology
Overall Experience 272 21 7
200K
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]
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INTERPRETATION: The data shows that the majority of participants had a positive
impression of the virtual reality training session. Across the board, the proportion of good
reviews far outweighed the negative. Both the overall experience and the real-world
simulation received mostly positive feedback (265 and 272, respectively). This demonstrates
how much effort was put into creating a user-friendly and realistic experience. A small
minority of participants gave neutral or unfavorable responses, indicating that most people
prefer and are comfortable with the technology.

VII. FINDINGS AND DISCUSSIONS

e Sixty percent of new hires use the virtual reality orientation program; why? This
demonstrates an intentional effort to reduce time-to-productivity and accelerate early
integration.

e By offering more realistic and faster learning experiences, VR-based training improves
the effectiveness of learning. The result is a 34% decrease in the average amount of training
hours, going down from 32 to 21.

e There is a 42% improvement, from 62% to 88%, in knowledge retention after 30 days.
This demonstrates that, compared to more conventional methods of learning, immersive
learning environments improve memorization.

e Completeness rates increase to 97% and the number of errors committed in employment
simulations decreases to 67% when using VR. Evidence like this suggests that training with
simulated environments and real-world tasks improves accuracy and preparedness. Virtual
reality enhances comfort in the workplace, promotes professional confidence, and reduces
fear, as seen by a 35% increase in confidence from 3.4 to 4.6.

e With an overall satisfaction rating of 4.8 out of 5, employees describe virtual reality (VR)
training as engaging, immersive, and practical. That it is both an entertaining and practical
method of education is evident from this.

e Virtual reality orientation is effective for individuals with diverse skill sets and learning
styles, as demonstrated by the consistently favorable comments from users and the low
standard deviations.

¢ Virtual reality is making strides across the board, but the areas of risk advisory (+22) and
technology services (+21) stand out for the breadth of its applications.

e A large majority of respondents felt that the learning environment was beneficial to their
mental health, with 265 in favor of real-world simulation and 240 in favor of less training
stress.

e With such a small percentage of negative responses across the board, it's clear that most
people think virtual reality has educational potential (7—15). The efficient utilization of the
technology is demonstrated by this.

VIII. CONCLUSION
The advent of virtual reality (VR) has opened the door to previously unimaginable levels of
immersion. Because of this, virtual reality has become a valuable resource for training and
orienting new staff. It aids new hires in comprehending and remembering complex tasks by
allowing them to participate in realistic simulations of work environments. By simulating
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real-world conditions, virtual reality (VR) education lessens the dangers associated with
hands-on learning in potentially hazardous environments. By allowing employees to learn at
their own speed and repeatedly, it speeds up the onboarding process while also boosting their
confidence and competency. Because of the interactive nature of VR, people are more
engaged and enthusiastic about learning, which in turn makes the experience more enjoyable
and fruitful. With virtual reality (VR) having the potential to standardize training methods
globally, this might guarantee that all students study the same material. Over time, companies
can save money by cutting down on errors and the amount of time employees need direct
supervision. The feedback characteristics of virtual reality systems make it easy to notice
when learning is succeeding and when it is failing. If you're looking to boost morale,
retention, and output without breaking the bank, virtual reality (VR) is the way to go.
Because it integrates state-of-the-art technology with practical training, virtual reality (VR)
offers a fresh approach to assisting individuals in securing employment in the modern era.
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