
VIRTUAL REALITY FOR BUSINESS IN 
EDUCATION AND TRAINING

 MARKET RESEARCH 



1. Introduction to Virtual Reality for business in Education and Training, Q3 2020
a. Description and scope
b. Research methodology

2. Executive summary
3. VR for business in Education and Training

a. General information about the VR Education and Training market
b. TOP VR EdTech applications in the pandemic
c. VR education solutions. Space
d. VR education solutions. Exploring the Earth
e. VR education solutions. Art
f. VR in enterprise training

g. VR in healthcare education and training
4. Research findings and conclusions

 

Table of Contents



Introduction to virtual reality in
Education and Training,

Q3 2020



As UNESCO states the COVID-19 pandemic severely impacted education and nation-wide school closure affected over 90% of 
the world’s student population. The pause in the learning brings lower job-readiness and difficulties in breaking through a 
professional arena. The current job market is unstable. There is a persistent need for skills improvements, knowledge sharing, 
and updates. JET BI executes the market research to prove Virtual Reality (VR) is a useful tool to deliver learning and 
training in the safety of personal homes matching the level of immersion people would experience in a classroom or 
training hall settings. The team conducted secondary data research to analyze the recent growth of EdTEch companies 
developing immersive solutions for education and training.

The report studies examples of how VR potential changes the way students learn. Immersive technology delivers 
experience and immerses in ways that are not possible with traditional learning materials. At the same time, virtual reality 
facilitates a higher level of knowledge retention. 

The report analyzes the way businesses exploit VR in training. It provides examples of how immersive training makes it 
possible to replicate a real-world experience and practice it many times without fear of mistake or injury. With the COVID-19 
pandemic, the workplace itself becomes an unsafe environment, so the aim of the report to study how VR-led employee 
training in any scenario improves job performance.

The report aims to analyze the data on the immersive market globally. The research is conducted to identify technological 
trends, potential competing solutions, and the forecast for the period of 2020-2025. The focus of the report is on further VR 
solutions development and how they are going to be used in the forthcoming years. 

Description and scope

https://en.unesco.org/covid19/educationresponse
https://jetbi.com/


Research methodology

The search strategy was applied with the review of industry-specific articles, conference proceedings with all inclusion criteria. 
The scope embraced a comprehensive literature review, associated keywords, and search terms. 
Google Scholar database was the main source for general, social science, and technological literature. A series of keywords 
was applied:

“Virtual Reality” OR “Virtual Reality App” OR “Immersive Technologies” OR “VR” OR “XR” OR “AR” OR “Augmented 
Reality” OR “Immersive simulation”

AND
 “Education” OR “Training” OR “Learning” OR “Teaching” OR “Application for Education” OR “Application for Training”. 

As the aim of the report is to provide the current situation in the education and training industry, so we have chosen the 
literature dated from 2018 -2020. Early articles were used for providing an in-depth analysis of the problem and explaining 
the modern trends. 
The literature search included 1 670 sources. A cursory study was executed to mark general trends and include them in the 
report.
The applications that are included in this report are listed in industry-specific reviewers as well as at Steam VR, Oculus, and 
Viveport. As the COVID-19 pandemic drives distance learning, several articles were scanned to consider the most popular VR 
solutions that are currently used. It means that the app launch might be earlier than the above mentioned period of 
2018-2020, but the industry experts emphasize their effectiveness and application now.

 

https://store.steampowered.com/app/250820/SteamVR/
https://www.oculus.com/experiences/quest/
https://www.viveport.com/


Executive summary



Technology-aided education progresses with the introduction of immersive 
technologies. VR improves knowledge retention by bringing personal 
experience into training and education. Two trends in technology evolution 
allow educational institutions to incorporate virtual and augmented reality 
technology into the teaching process:

1.  price drop per unit of hardware, 
2. the expansion of academic research in the potential of these 

technologies.
Special attention should be paid to the fact the education system is 
country-specific with its unique education structure and sources of funding. 
For example, The UK Authority states 96% of universities and 79% of colleges 
in the UK are using AR or VR in some capacity. 
Here is the list of the VR potentials that are exploited the most by the 
education and training industry:
● engagement that concerts the whole tedious process into an 

entertaining experience,
● the possibility to train complex and demanding tasks in a safe 

environment (especially for surgical operations, for example, when a 
certain level of competency has to be achieved),

● experiential learning when you get cognitive skills by doing, 
● the possibility to create environments that are problematic or 

impossible to visit in reality,
● the possibility to interact and explore to have a better understanding 

of the subject, 
● building more intimate connections between educators and 

students. 

Executive 
summary

https://www.ukauthority.com/articles/vr-and-ar-attract-education-sector-interest/


VR is a new platform for teaching. It is going to help those who have problems 
with the current education modes while improving the whole process. The 
potential to those countries that provide substantial fundings to VR education 
can apply the system to the whole region as there is a standard curriculum 
that is adhered to.
Corporate training is customized for each customer. To set up a VR training 
system ROI should be analyzed. Even though a lot of studies prove the VR 
potential and show tangible benefits, further research is needed. At the same 
time, the report provides examples, demonstrating revenue growth with the 
implementation of VR training. With the COVID-19 pandemic, there is a 
significant surge in VR educational apps usage, whether it is language apps, 
virtual tutoring, video conferencing tools, or online learning software. 
McKinsey recommends VR training simulations and virtual classrooms as one 
of the strategies for adapting workplace learning in the times of coronavirus.
Some of the VR platforms, such as EON Reality and Veative Labs, made their 
resources and platform free of cost until the end of the pandemic. Teachers, 
students, employees, employers can use the basic features. 
What the pandemic made it clear is the importance of disseminating 
knowledge across borders, companies, and society. In a present 
contactless world, VR is an important tool assisting the truly continuous 
development of human resources.

Executive 
summary

https://www.globenewswire.com/news-release/2019/12/17/1961785/0/en/Online-Education-Market-Study-2019-World-Market-Projected-to-Reach-350-Billion-by-2025-Dominated-by-the-United-States-and-China.html
https://www.mckinsey.com/~/media/McKinsey/Business%20Functions/McKinsey%20Accelerate/Our%20Insights/Adapting%20workplace%20learning%20in%20the%20time%20of%20coronavirus/Adapting-workplace-learning-in-the-time-of-coronavirus-vF.ashx
https://eonreality.com/ar-vr-remote-packages-covid-pandemic/
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Research and markets platform has identified VR as an area with 
an unexpected rise in demand in the Coronavirus pandemic. As 
education is regarded as the primary use case for VR, the period 
of lockdown drives the increase in educational VR solutions. At 
the same time, the pandemic and the increase in demand will 
push this particular market further. The use of immersive 
technologies in education and training is forecasted to grow by 
the year 2025. Before the pandemic, the analysts predicted 42,9% 
CAGR. 
VR application in education and training includes: 

1. academic use in schools and universities
2. workplace learning. 

Driving factors: 
● digital transformation 
● actual use comfort (flexible schedule, more individual 

accountability
● student-centered learning
● cost-effective.

VR in the Education and Training market

https://www.researchandmarkets.com/
https://www.prnewswire.com/news-releases/covid-19-impact-assessment-on-the-virtual-reality-industry-a-key-opportunity-for-creators-of-vr--ar-systems-to-promote-their-products---researchandmarketscom-301038353.html


According to Lasse Jensen this is a list of cognitive skills 
when VR is more efficient than other non-immersive 
technologies : 

● remembering and understanding spatial and 
visual information and knowledge

● visual scanning or observational skills
● controlling the emotional response to stressful or 

difficult situations.

According to Statista report on the most common use 
cases of VR in America for the year 2019, the educational 
purposes comprise 29.9%. The same source forecasts an 
upward trend for VR hardware and software through 
2023. So the potential impact of the technology has the 
result in 23 million jobs will be enhanced by VR and AR 
technologies where training will play an important role. 
As Huawei’s white paper states ‘Education and Training 
Ignite the VR market’. 
 

XR in the Education and Training market

https://link.springer.com/article/10.1007/s10639-017-9676-0
https://www.statista.com/statistics/1013066/united-states-virtual-reality-use-cases/
https://www-file.huawei.com/-/media/corporate/pdf/ilab/education-training-ignite-vr-market-winwin-opportunity.pdf


The companies that enjoy the highest demand in the pandemic. 
Engage VR, a VR training and education platform for content 
creation, hosting, and consumption. It is designed for 
educational institutions’ usage as well as corporate training. 
There are use cases for meetings and sales. Up to 50 remote 
users can participate in one classroom. The platform has a library 
of 1200 3D objects that can be used for content creation. Engage 
VR has 21+ virtual locations, including lecture halls and the moon. 
Engage supports forms for virtual assessments.

EON Reality is a platform for any reality as it is stated at their site ( 
using any device, web, mobile, AR, and VR) to browse pre-built 
3D content, import assets, create from scratch, and distribute 
the learning experience from one place. It has tracking to test 
students. EON Reality Educations is a non-profit platform that is 
designed to conduct VR research for school-level applications. 
EON Learn for Life Program brings vocational and technical skills 
to developing countries. The platform is teamed up with the UN. 

 

TOP VR EdTech solutions in the pandemic 

https://engagevr.io/
https://eonreality.com/


ClassVR unites a standalone Head-Mounted Device with a VR 
interface and professional services. This is an immersive content 
provider for education. It embraces all the stages of preparing 
and delivering the materials to students, including an online 
portal with training support. ClassVR adapts its content to the 
specific curriculum. It is especially handy during closures as 
immersive worksheets help to conduct self-assessments and 
measure progress as they learn from home. 

Veative is an immersive platform with branded hardware and 
software providing professional services and executing content 
and app management. It is applied to enterprises, schools, and 
educational groups. The library of content includes training for 
diverse industries. The apps are ready-to-use. In the wake of 
COVID-19, Veative has launched a library of free immersive 
learning content that can be used from the browser. Veative 
collaborates with Lenovo to provide its entire VR content 
collection available on Lenovo VR headsets through the new VR 
Classroom 2.0 solution. 

 

TOP VR EdTech solutions in the pandemic 

https://www.classvr.com/
https://www.veative.com/
https://www.lenovo.com/gb/en/vr-classroom/
https://www.lenovo.com/gb/en/vr-classroom/


The list provides examples of how VR’s potential to immerse 
in an interactive virtual environment stimulates students’ 
engagement. It is possible to explore a space that is hard or 
impossible to do in real life. As an example, space-related 
applications:

Titans of Space allows exploring the Solar system within 
guided tours.

Star Chart is a Virtual Reality Planetarium. 

Multiverse allows learning about astronomy, navigating 
through space environments while chatting with your 
friends, and discovering new planets together.

Apollo 11 VR unites the class in astronomy and history and 
immerses into the story of the greatest journey taken by 
humankind. 

Mission: ISS provides an experience of how to live onboard 
the international space station. 

 

VR educational solutions. Space 

https://store.steampowered.com/app/468820/Titans_of_Space_PLUS/
https://store.steampowered.com/app/460580/Star_Chart/
https://www.oculus.com/experiences/rift/1936934136403643/
https://store.steampowered.com/app/953840/Apollo_11_VR_HD/
https://www.oculus.com/experiences/rift/1178419975552187/?locale=ru_RU


National Geographic Explore VR allows you to discover 
the most iconic locations on the Earth, ranging from 
kayaking on icebergs to snapping photos of wild 
animals and climbing a wall of ice. 

Ocean Rift is a VR aquatic safari park allowing you to 
explore a vivid underwater world.

Wander VR immerses the user into places around the 
world. 

Gadgeteer and immersive chain-machine builder. It is a 
physics-based VR puzzle game.

Science VR delivers science labs to learners while they 
stay at home visualizing human knowledge. It provides 
a memorable experience. 

American Museum of Natural History’s T. rex: Skeleton 
crew allow VR users to build a T. rex skeleton bone by 
bone.

VR educational solutions. Exploring the Earth

https://www.oculus.com/experiences/quest/2046607608728563/?locale=ru_RU
https://www.oculus.com/experiences/rift/1253785157981619/?locale=ru_RU
https://www.oculus.com/experiences/go/1887977017892765/?locale=ru_RU
https://gadgeteergame.com/
https://www.sciencevr.com/
https://www.viveport.com/38908318-8887-4ca8-aec5-af10fec00d0e
https://www.viveport.com/38908318-8887-4ca8-aec5-af10fec00d0e


Tilt brush opens endless possibilities in painting 
in 3D space with VR and infinite color palette.

SculptrVR is the app where a VR user can create 
shapes, carve way then, paint them, move them, 
and fuse with other shapes. In other words, you 
can sculpt in VR. 

Mona Lisa: Beyond the Glass provides a virtual 
experience combining moving images, sound, 
and interactive design to create a deeply 
engaging way to Vinci’s life.

Anne Frank House VR provides time travel to the 
Second world war and the experience of a Jewish 
girl hiding from the Nazis.

VR educational solutions. Art 

https://www.tiltbrush.com/
http://sculptrvr.com/
https://arts.vive.com/us/articles/projects/art-photography/mona_lisa_beyond_the_glass/
https://www.oculus.com/experiences/go/1596151970428159/?locale=ru_RU


The COVID-19 pandemic has revealed the need for digitalization as work from home policy requires remote access to data as 
well as keeping the same level of efficiency. VR plays an important role in equipping employees with global skill 
requirements and market expectations in times of economic instability.

VR is a valuable tool for creating soft skills where face-to-face communications and presence are key to the success in this 
context. Walmart is an example of how to apply VR for corporate training and help to minimize stress levels at peak periods. 
The solutions are designed for budget Oculus headset to cut costs and provide wider access. 70% of employees who had VR 
training had higher results in the exam than the group that followed the standard training without the application of 
advanced technologies. Employee training satisfaction was 30% higher for those who trained in VR. 

Fidelity Investment uses VR for remote onboarding to replace traditional in-person training programs. VR assists the 
employees to see the problem from a customer’s point of view and boost empathy. As the result, the company marks a 10% 
increase in caller customer satisfaction since the launch of VR training.

VR provides a hands-on demonstration of expertise, delivers the experience of executing the work. United rentals 
company trains sales reps to rent construction equipment to job sites. Immersive technologies are used to bring 
construction sites into the classroom to deliver the experience of working on a site without actually being there. Applying the 
VR technology showed an increase in job efficiency and reduction of training time by 40%. 

Boeing adopts immersive technologies as a tool to install the electrical wiring property. The company unlocks the potential 
of XR to work with a hands-free interactive 3D diagram.

JET BI sets a new perspective on how to visualize Salesforce data by introducing a new tool to manage customer relations. 

VR in enterprise training 

https://corporate.walmart.com/newsroom/innovation/20180920/how-vr-is-transforming-the-way-we-train-associates
https://www.investmentnews.com/fidelity-tests-virtual-reality-simulators-196697
https://www.strivr.com/resources/customers/united-rentals/
https://www.boeing.com/features/2018/01/augmented-reality-01-18.page
https://www.youtube.com/watch?v=sTqZkFofBv8


VR allows the understanding of difficult to process 
information in an easier and more user-friendly way. The 
technology application to educate healthcare 
practitioners, trainee medical students about surgical and 
therapeutic procedures, to enhance understanding in 
anatomy and physiology serves as a good example of 
how immersive and interactive training assists in attaining 
good results. Further VR application evolves and is used as 
a tool for conducting surgical simulations where it is 
possible to study operating areas closely. Surgeons can 
rehearse the procedures and exercise precise steps. 

VR experience provides the solid background of the VR 
users to be prepared for the real-life situation where 
precision matters. As a result, complications and trauma 
cases are reduced. Doctors use virtual models to prepare 
themselves for working on real bodies or assist during 
certain surgeries with quick access to data in 3D format.

VR in medical education 



VR is a great tool that transforms medical education. Medical realities is an immersive technology platform offering a 
better way to learn. It is scalable, transformative, and effective. 

Surgeons can accomplish real-life operations quicker and with minimal damage to tissues while rehearsing the exact 
succession of steps in HMD. Surgical simulations from Ghost productions allow conducting essential surgeries such as 
Robotic Assisted Knee Surgery or to study medical animation for several medical devices and cardiology focused projects. 

OSSO VR is another example of a training and assessment platform designed for surgeons and hospital staff. 

Acadicus by Arch Virtual is a virtual learning platform that allows learn and teach in VR. It allows to participate in different 
simulations and get the experts’ professional insight. Examples: Arch Virtual Medical Device Reel,, Virtual Medical 
Simulations: status asthmaticus, etc.

VR is applied in training healthcare professionals as well as volunteers. One of the examples is how NHS uses Virti in order 
to upskill the newcomers to work properly with patients diagnosed with COVID-19. The program covers key areas:

1) the proper use of personal protective equipment
2) interacting with patients and their families
3) navigating through an unfamiliar intensive care unit.

We are Alfred from Embodied Labs teaches healthcare specialists and caretakers empathy to elderly people. It allows 
experiencing age-related changes from the first-person patient perspective in virtual reality. 

VR medical simulations and training

https://www.medicalrealities.com/
https://ghostproductions.com/medical-vr-virtual-reality/
https://www.youtube.com/watch?v=j3Ms4JQXp-Y&feature=emb_logo
https://www.youtube.com/watch?v=xKJVsynMfsI&feature=youtu.be
https://ossovr.com/
https://acadicus.com/
https://www.youtube.com/watch?v=nvKKeGFd41k
https://acadicus.com/virtual-medical-simulation-status-asthmaticus-training-code/
https://acadicus.com/virtual-medical-simulation-status-asthmaticus-training-code/
https://www.med-technews.com/news/nhs-workers-use-xr-tech-for-training-during-covid-19-pandemi/
http://www.virti.com/
https://www.youtube.com/watch?v=pOW7oG6bIFI


Research findings and conclusion
Q3 2020



The world has to face the long-term implications of COVID-19. Digital transformation impacts training and education, but 
the major changes are still to be expected. 
Meantime, the learning process is using immersive technologies as test pieces. There are no systematic VR textbooks. 
The comprehensive approach to education is closely connected with the standardization of content. It can take place 
within one country where the curriculum for the specific age group is standardized at a national level. However, higher 
education as well as vocational and corporate training is customized for each customer. In this case, the costs go up. 
To solve this issue VR training providers are designing development toolkits for the customers to use, as an example with 
Engage VR. 
The education system still needs content that is prepared by teachers who are guiding students through the lesson. At 
the present moment, a lot of VR content is professionally generated and in some cases, it is difficult to adapt to the existing 
curriculum and standardize. 
VR hardware is still expensive even though the manufacturers strive to put the prices down. Schools cannot install VR 
classrooms due to limited budgets. A lot of content is targeted for the ‘high end’ VR. Some affordable VR helmets have just 
entered the market, some research and new content are expected to come.
VR education and training providers have to face one more challenge is the length of lessons and training in VR. Some 
basic hygiene norms, as well as a course of adaptation to VR, have to be conducted in order to exclude the negative impact 
on students’ health.
The pandemic changes the way we learn and work. VR offers an opportunity to maintain learning continuity for 
students and employees. This is the time for preparing for a brighter post-COVID-19 reality by applying game-changing 
technologies.

Conclusion



● https://www.fortunebusinessinsights.com/industry-reports/virtual-reality-in-education-market-101696
● https://www.ukauthority.com/articles/vr-and-ar-attract-education-sector-interest/
● https://link.springer.com/article/10.1007/s10639-017-9676-0
● https://www.statista.com/statistics/1013066/united-states-virtual-reality-use-cases/
● https://www.statista.com/statistics/1121601/number-of-jobs-enhanced-globally-by-vr-and-ar/
● https://www-file.huawei.com/-/media/corporate/pdf/ilab/education-training-ignite-vr-market-winwin-opportunity.pdf
● https://www.globenewswire.com/news-release/2019/12/17/1961785/0/en/Online-Education-Market-Study-2019-World-Market-Projected-to-Reach-3

50-Billion-by-2025-Dominated-by-the-United-States-and-China.html
● https://www.mckinsey.com/~/media/McKinsey/Business%20Functions/McKinsey%20Accelerate/Our%20Insights/Adapting%20workplace%20learni

ng%20in%20the%20time%20of%20coronavirus/Adapting-workplace-learning-in-the-time-of-coronavirus-vF.ashx
● https://eonreality.com/ar-vr-remote-packages-covid-pandemic/
● https://www.prnewswire.com/news-releases/covid-19-impact-assessment-on-the-virtual-reality-industry-a-key-opportunity-for-creators-of-vr--ar-s

ystems-to-promote-their-products---researchandmarketscom-301038353.html
● https://engagevr.io/
● https://eonreality.com/
● https://www.classvr.com/
● https://www.veative.com/
● https://www.lenovo.com/gb/en/vr-classroom/
● https://store.steampowered.com/app/468820/Titans_of_Space_PLUS/
● https://store.steampowered.com/app/460580/Star_Chart/

References

https://www.fortunebusinessinsights.com/industry-reports/virtual-reality-in-education-market-101696
https://www.ukauthority.com/articles/vr-and-ar-attract-education-sector-interest/
https://link.springer.com/article/10.1007/s10639-017-9676-0
https://www.statista.com/statistics/1013066/united-states-virtual-reality-use-cases/
https://www.statista.com/statistics/1121601/number-of-jobs-enhanced-globally-by-vr-and-ar/
https://www-file.huawei.com/-/media/corporate/pdf/ilab/education-training-ignite-vr-market-winwin-opportunity.pdf
https://www.globenewswire.com/news-release/2019/12/17/1961785/0/en/Online-Education-Market-Study-2019-World-Market-Projected-to-Reach-350-Billion-by-2025-Dominated-by-the-United-States-and-China.html
https://www.globenewswire.com/news-release/2019/12/17/1961785/0/en/Online-Education-Market-Study-2019-World-Market-Projected-to-Reach-350-Billion-by-2025-Dominated-by-the-United-States-and-China.html
https://www.mckinsey.com/~/media/McKinsey/Business%20Functions/McKinsey%20Accelerate/Our%20Insights/Adapting%20workplace%20learning%20in%20the%20time%20of%20coronavirus/Adapting-workplace-learning-in-the-time-of-coronavirus-vF.ashx
https://www.mckinsey.com/~/media/McKinsey/Business%20Functions/McKinsey%20Accelerate/Our%20Insights/Adapting%20workplace%20learning%20in%20the%20time%20of%20coronavirus/Adapting-workplace-learning-in-the-time-of-coronavirus-vF.ashx
https://eonreality.com/ar-vr-remote-packages-covid-pandemic/
https://www.prnewswire.com/news-releases/covid-19-impact-assessment-on-the-virtual-reality-industry-a-key-opportunity-for-creators-of-vr--ar-systems-to-promote-their-products---researchandmarketscom-301038353.html
https://www.prnewswire.com/news-releases/covid-19-impact-assessment-on-the-virtual-reality-industry-a-key-opportunity-for-creators-of-vr--ar-systems-to-promote-their-products---researchandmarketscom-301038353.html
https://engagevr.io/
https://eonreality.com/
https://www.classvr.com/
https://www.veative.com/
https://www.lenovo.com/gb/en/vr-classroom/
https://store.steampowered.com/app/468820/Titans_of_Space_PLUS/
https://store.steampowered.com/app/460580/Star_Chart/


● https://store.steampowered.com/app/953840/Apollo_11_VR_HD/
● https://www.oculus.com/experiences/rift/1178419975552187/?locale=ru_RU
● https://www.viveport.com/38908318-8887-4ca8-aec5-af10fec00d0e
● https://www.sciencevr.com/
● https://gadgeteergame.com/
● https://www.oculus.com/experiences/go/1887977017892765/?locale=ru_RU
● https://www.oculus.com/experiences/rift/1253785157981619/?locale=ru_RU
● https://www.oculus.com/experiences/quest/2046607608728563/?locale=ru_RU
● https://www.oculus.com/experiences/go/1596151970428159/?locale=ru_RU
● https://arts.vive.com/us/articles/projects/art-photography/mona_lisa_beyond_the_glass/
● http://sculptrvr.com/
● https://www.tiltbrush.com/
● https://corporate.walmart.com/newsroom/innovation/20180920/how-vr-is-transforming-the-way-we-train-associates
● https://www.investmentnews.com/fidelity-tests-virtual-reality-simulators-196697
● https://www.strivr.com/resources/customers/united-rentals/
● https://www.boeing.com/features/2018/01/augmented-reality-01-18.page
● https://www.medicalrealities.com/
● https://acadicus.com/
● https://www.youtube.com/watch?v=pOW7oG6bIFI
● https://ghostproductions.com/medical-vr-virtual-reality/
● https://www.youtube.com/watch?v=sTqZkFofBv8

References

https://store.steampowered.com/app/953840/Apollo_11_VR_HD/
https://www.oculus.com/experiences/rift/1178419975552187/?locale=ru_RU
https://www.viveport.com/38908318-8887-4ca8-aec5-af10fec00d0e
https://www.sciencevr.com/
https://gadgeteergame.com/
https://www.oculus.com/experiences/go/1887977017892765/?locale=ru_RU
https://www.oculus.com/experiences/rift/1253785157981619/?locale=ru_RU
https://www.oculus.com/experiences/quest/2046607608728563/?locale=ru_RU
https://www.oculus.com/experiences/go/1596151970428159/?locale=ru_RU
https://arts.vive.com/us/articles/projects/art-photography/mona_lisa_beyond_the_glass/
http://sculptrvr.com/
https://www.tiltbrush.com/
https://corporate.walmart.com/newsroom/innovation/20180920/how-vr-is-transforming-the-way-we-train-associates
https://www.investmentnews.com/fidelity-tests-virtual-reality-simulators-196697
https://www.strivr.com/resources/customers/united-rentals/
https://www.boeing.com/features/2018/01/augmented-reality-01-18.page
https://www.medicalrealities.com/
https://acadicus.com/
https://www.youtube.com/watch?v=pOW7oG6bIFI
https://ghostproductions.com/medical-vr-virtual-reality/
https://www.youtube.com/watch?v=sTqZkFofBv8
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