
How to get  
started with  
VR training:  
A 7-step plan
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Virtual Reality (VR) is no  
longer a fantasy reserved  
for futurists and wealthy  
technologists.
We’re at a time when everybody with  
a smartphone has access to immersive 
technology. And since the first Oculus 
headset was launched in 2016, the  
technology has advanced beyond our 
wildest dreams. It’s even more affordable 
than most smartphones. In other words, 
it’s becoming increasingly accessible.

At the same time, more companies are 
waking up to how VR can accelerate 
their training programs. By harnessing 
the power of visual, immersive storytell-
ing in virtual environments, we’re able  
to use 3D to unlock new ways of explain-
ing concepts that are hard to commu-
nicate. We’re able to share knowledge 

with employees in a much more effi-
cient and sustainable way. And if you’re 
looking for a scalable training solution 
that lets employees train whenever and 
wherever then VR training is a great 
option.

But kickstarting your VR training program 
can be challenging for even the most 
seasoned veteran. Answering questions 
like where do you start, who do you 
involve, how do you set goals, and so on 
can often leave you feeling lost. That’s 
why we developed a 7-step plan to guide 
you through every step of the journey. 

Let’s take a quick look at the 7 steps.
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Strategy Development
Identifying your needs and  
setting goals for your  
training program

Experience design
Designing and customizing  
your training experience

Content creation
Creating the right 3D content  
to bring your products and  
services to life

Experience setup
Setting up your training  
experience in Virtual Reality

Device preparation
Making sure you have  
the right hardware

Implementation and roll-out
Creating scalable campaigns  
for adoption

Ongoing support
Supporting you with trouble- 
shooting and software guidance

If you’re looking for a scalable training solution 
that lets employees train whenever and wherever 
then VR training is a great option.
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Now let’s  
dive into how  
the 7-step  
plan works
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Step Number One
Strategy development
Behind every impactful technology, 
there’s a strong business case driving it. 
But this can be one of the most difficult 
challenges to address, and for some, the 
journey risks coming to an end before 
it even gets started. At SynergyXR, we 
have more than 14 years of experience 
helping companies define tangible goals 
that yield high ROI and make employee 
training more efficient and valuable to the 
organization. Our XR consultants partner 
with your team to identify your business 
needs, help formulate a solid use case, 
set the right goals, and guide you in put-
ting together the right team.

At this point, most companies already 
have a use case and pilot project (if not, 
don’t worry – we can help you identify 
a good starting point in a “discovery” 
workshop). This most likely comes from 
the training challenges you’re current-
ly facing in your organization. It can be 
everything from poor learning outcomes, 
removing hazards in employee training, 
reducing high costs in planning and ex-
ecuting training sessions, or something 
else. The outcome of this phase is to 
make sure the objectives and criteria for 
success are well documented and that 
everyone’s on the same page.
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Step Number Two
Experience design
Turning your strategy into an actionable 
training program is difficult if you have 
zero experience working with XR tech-
nology. At SynergyXR, we’re experts 
in designing and customizing the ideal 
training solution to help you achieve your 
goals. During this phase, we work with 
your team to define your VR training  
experience outcomes and capture the 

right look and feel. We also help you map 
out the ideal user journey and pinpoint 
the type of 3D content, videos, images, 
etc. needed to deliver the optimal training 
experience. The outcome here is a clear 
and shared understanding of what the 
experience looks like, how we define the 
roadmap, and what assets need to be 
created in the next phase.. 
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Step Number Three
Content creation
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Once a well defined VR training expe-
rience roadmap is in place, our content 
creation team begins the creative pro-
cess of transforming your ideas into 
3D content. Our team includes some 
of the world’s most talented 3D design-
ers and XR interaction design experts, 
who together with you define the scope, 
specifications and production plan for 

all content. This can range from custom 
3D objects of your products, offices, etc. 
as well as customized virtual spaces to 
stage your training experiences. Through 
an iterative testing and review phase, 
you can follow and sign-off on every step 
of the content production flow.



Step Number Four
Experience set up
Once all the content is in place, we work 
with your team to execute your VR train-
ing blueprint and offer hands-on support 
to set up your training experience with the 
right content and user journeys. This is 
where the rubber meets the road and in-
cludes an iterative process of implement-
ing, testing, and piloting to ensure we’ve 
created the optimal training experience.
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Step Number Five
Device preparation
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Once the software side of your VR train-
ing experience is ready to go, you need to 
equip your organization with the right hard-
ware. As your partner, we help you pick the 
best and most up-to-date VR training de-
vices. We have experience helping many 
other organizations procure hardware, set 
up devices, and guide you through the 
installation with on-site support.



Step Number Six
Implementation and roll-out
You’re now ready to launch your VR 
training program internally. But where  
do you start and how do you get employ-
ees excited about this? This is where 
our customer success specialists work 
closely with you to put together action-
able, scalable campaigns and initiatives 
that drive mass employee adoption and 
engagement across your entire orga-

nization. In fact, this can be one of the 
most important make or break moments 
for your VR training program. Identifying 
the right channels and messaging frame-
works as well as key internal champions 
to promote adoption are key to a suc-
cessful VR training program.
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Step Number Seven
Ongoing support
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Even after a successful launch and  
adoption, we’re still here to support you 
and have a team of world-class product 
specialists available to assist with product 
troubleshooting, software guidance, device 
management, and more. We’re constantly 
making improvements to the SynergyXR 
platform, introducing new features and 
incorporating your requests, so keeping 

you engaged in the SynergyXR communi-
ty is beneficial for both us and you. We’re 
also constantly adding to our knowledge 
base, which makes it easier to stay on top 
of updates, view tutorials and find solutions 
fast and easy.



Putting together the  
right internal team
But before you start to embark on your virtual training journey, it’s a  
good idea to set the right internal team. There are a few key roles you’ll  
need to consider: 

Executive champion
This person isn’t required in your day-to-day operations but is vital to your  
overall success. Depending on the size of your organization, you’ll need  
buy-in from someone senior level to guarantee that the organization will  
invest time and resources into your VR training program

Product owner
This is someone who can see the project through from A to Z and is passionate 
about taking ownership of the process. This person’s primary goal is to keep  
things on track and orchestrate resources.

IT representative
You’ll need someone from your IT department to ensure there are no imple- 
mentation issues and the adoption phase can run smoothly in line with the  
rest of the organization’s infrastructure.

Users
Obviously, you need to test the solution to ensure that it’ll have the desired  
impact. Make sure to have a diverse representation across organization units,  
countries (if possible), and demographics, as well as diversity in experience  
and seniority.
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Do a quick cost-benefit  
analysis for your training
A good way to get organizational buy-in and commitment to you VR training program 
is to figure out your expected ROI. To do that, we encourage you to do a simple 
cost-benefit analysis to help establish goals and manage expected outcomes.

The easiest way, at least to begin with, is to do an honest assessment of what your 
current employee training setup costs. For starters, consider these 3 cost areas:

The amount of time
employees are using on training activities versus  
what that time could be used for somewhere else  
in the organization (i.e. opportunity costs).

The effectiveness
of the training (e.g. what’s the retention rate,  
satisfaction level, need to retrain, etc.)

How much
the organization spends on transportation
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Once you have the figures for your current training program, try to do the same  
exercise for a VR training program. Next, you want to map out the benefits (incl.  
expected benefits) of each program. What we expect you’ll quickly see is that a  
VR training program is not only much faster and affordable, but more effective  
and sustainable.
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Current training program

– Travel related costs
– Time-related costs
– Environmental related costs
– Software related costs (e-learning)
– Training effectiveness costs

VR training program

– Travel related costs
– Time-related costs
– Hardware related costs
– Software related costs
– Training effectiveness costs

Now do a cost-benefit analysis
for your VR training program
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VR training is complimentary
to existing training progams
A final point, and big one, is that a VR 
training program doesn’t have to usurp 
your existing training program. Actually, 
most companies use it to supplement 
and enhance their employee training  
programs. Depending on your product  
or service, VR training dovetails perfectly 
with classroom and e-learning. Like all 
approaches, there’s a time and a place 

for using VR training (e.g. when the  
subject matter is complex and requires 
visual reference and context). At the 
end of the day, however, we think it will 
continue to enable a better way to train 
employees and enable powerful new 
ways of working as we enter the next 
generation of working in the corporate 
metaverse.



Book a demo

Try the world’s best  
VR training demo
Experience first-hand the power of VR with this 20-minute  
guided demo of SynergyXR’s VR Training Experience.  
No VR headset? Join from your PC.

W E ’ R E  H E R E  T O  H E L P

https://synergyxr.com/book-a-demo/


Read story

Read story

VR training resources
Read more about VR training and discover how companies  
like yours are already using SynergyXR to accelerate their  
VR training programs.

Why virtual reality is the 
future of employee  
training and onboarding

Training in VR not only lets you train 
people faster, cheaper and safer, but 
they’re also more likely to remember 
what they learned.

The Seven Rules of the  
Corporate Metaverse

If the Metaverse is the next evolution of 
how we’ll communicate then companies 
need a different set of rules to guide 
them. Here are 7 every company  
should know

https://synergyxr.com/why-virtual-reality-is-the-future-of-employee-training-and-onboarding/
https://synergyxr.com/the-seven-rules-of-the-corporate-metaverse/
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