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12 ways companies
are already using
the Metaverse

in 2022
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Extended Reality (XR)

Is used to describe
technologies that blend

the real world with the virtual

Although there’s a great deal of overlap
between the different technologies, XR
is best viewed on a spectrum with VR
comprising the most immersive of the
technologies while AR uses technology
to enhance real-world objects and
environments. The concept of XR is
often used synonymously with that
of the Metaverse.

Extended Reality is a nascent but rapidly
evolving technology. Read any article and
you’ll likely be bombarded with figures
about how much the industry is expected
to grow. In truth, the XR industry is
changing so fast that it’s hard to predict
the extent of this. However, the most
recent estimate by Citi estimates that the
market for the Metaverse economy
could reach between $8 trillion and $13
trillion by 2030.

@

When it comes to physical devices,

in 2021 the market for Augmented Reality
and Virtual Reality headsets grew by
92%. Therefore, it’s only natural that the
amount of people expected to interact with
the Metaverse is also forecast to grow
substantially, and that the time spent in the
Metaverse will increase. The consultancy
firm Gartner estimates that by 2026, 25%
of people will spend at least one hour a
day in the Metaverse.

As this article will demonstrate, part of the
explanation for this massive growth is the
versatility of XR and the sheer number of
industries it can apply itself to. It’s easier
than you think to get started, and as the
technology matures, the prices will
become more affordable.



https://synergyxr.com/news-and-updates/untangling-the-extended-reality-knot/
https://www.citivelocity.com/citigps/metaverse-and-money/
https://www.citivelocity.com/citigps/metaverse-and-money/
https://www.idc.com/promo/arvr
https://www.idc.com/promo/arvr
https://www.gartner.com/en/articles/what-is-a-metaverse
https://www.gartner.com/en/articles/what-is-a-metaverse
https://www.gartner.com/en/articles/what-is-a-metaverse
https://synergyxr.com/news-and-updates/how-to-get-started-with-vr-training-a-7-step-plan/
https://synergyxr.com/news-and-updates/how-to-get-started-with-vr-training-a-7-step-plan/
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XR is an umbrella
term that encompasses
AR, MR and VR

Sune Wolff | Chief Technology Officer at SynergyXR
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v @ 5 Augmented Reality (AR)
A view of the physical world with an overlay
of digital elements
S O

Mixed Reality (MR)

A view of the physical world with an overlay
of digital elements where physical
and digital elements can interact

Virtual Reality (VR)

A fully immersive digital environment

@
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Now let’s look at
the 12 use cases
that are already

In action in 2022.

@
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Number One
Remote Support

Almost overnight, the Covid-19 pandemic
disrupted the status quo of how companies
went about their day-to-day business.

For Sanovo, a producer of egg processing
machinery, the restrictions on international
travel required the company to rethink how
it carried out maintenance of its equipment
aroundthe globe.

Using the Microsoft HololLens device,
SynergyXR developed an easy-to-use
platform where technicians simply place
their HoloLens on, and the support

@

technician is able to provide remote
support wherever they are in the world.
By using this solution, Sanovo has been
able to reduce the time taken to repair
their machines from two days

to just a few hours.

Yet, even as international travel slowly
starts to recover to pre-pandemic levels,
many companies are sticking with remote
support solutions due to their economic,
environmental, and timesaving
advantages.

has been able to
pair their machines
hours.



https://www.sanovogroup.com/
https://synergyxr.com/cases/sanovo-finds-the-perfect-solution-to-maintaining-machines/
https://synergyxr.com/cases/sanovo-finds-the-perfect-solution-to-maintaining-machines/
https://synergyxr.com/cases/sanovo-finds-the-perfect-solution-to-maintaining-machines/
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Number Two

Technical Product Training

Working with machinery often demands
specialist training that in many cases
requires specific certification before un-
supervised use. Adding to this, certain
machinery is often dangerous to use,
as well as expensive to replace in case
of damages.

The world’s largest pump manufacturer
Grundfos is using VR to conduct pro-
duction training. Here, employees use
a Virtual Reality headset to see the
product in a life-like operational envi-
ronment. Grundfos uses several dif-
ferent applications where employees
train with digital twins of physical in-
stallations of machines.

@

With interactive guidance throughout

the training, this can also be altered
depending on the needs of the employee.
The success of this is collaboration is
perhaps best demonstrated by the fact
that the training time has been reduced
from 6 weeks to just 4 days.

Sune describes how by using VR,
employees can repeat the training
asmany times as they need, accounting
for a sort of training that is “on the job”
but without the risks associated with this.
Therefore, using VR for training has the
potential to reduce injuries in the work-
place, as well as prevent the need to
replace costly equipment.


https://www.grundfos.com/
https://synergyxr.com/cases/grundfos-reduces-training-time-from-6-weeks-to-4-days-with-vr/
https://synergyxr.com/cases/grundfos-reduces-training-time-from-6-weeks-to-4-days-with-vr/
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Number Three

Soft Skill Training

XR is not just a training tool for the ware-
house or factory floor. Increasingly, XR is
being used as a tool to develop soft skills.
For example, the company Mursion has
developed a whole range of soft skills
training programs ranging from leadership
training to mental health awareness.

Similar examples include the company
Equal Reality which has developed Virtual
Reality programs aimed at div-

@

ersity training while Virtual Speech
offers courses such as public speaking
and leadership communication.

Thomas Fenger, Chief Experience Officer
at SynergyXR, describes how using XR is
an effective tool to develop soft skills,
and is so immersive and realistic that
it’s an effective substitute for real world
training.


https://www.mursion.com/
https://www.mursion.com/services/corporate/leadership/
https://www.mursion.com/services/corporate/leadership/
https://sites.google.com/equalreality.com/partner/home
https://virtualspeech.com/courses/public-speaking-online
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Number Four

Employee Onboarding

The modern labor market is increasingly
flexible, with employees increasingly likely
to change jobs and change career paths
altogether. This creates challenges for
employers as they attempt to get new
employees up-to-speed as soon as pos-
sible. Furthermore, in a globalized, post-
pandemic world, where remote working
has become the norm for many, com-
panies are forced to train employees
online.

SynergyXR has partnered with Grundfos
to develop remote onboarding programs
for new employees. Here, employees will

Faster learning

4x

More productive

@

be able to quickly see how the company’s
products work. Not to mention, this will
also greatly reducing travel and labor
costs by thousands of dollars.

A recent study by PwC has demonstrated
the power of using VR in training, with
some of the key findings including that
participants were 4 times faster to
learn the required skills, were 4 times
more focused, as well as more confident
to apply the skills that they learnt during
training.



https://www.forbes.com/sites/bryanrobinson/2022/02/01/remote-work-is-here-to-stay-and-will-increase-into-2023-experts-say/?sh=54a146020a6c
https://www.forbes.com/sites/bryanrobinson/2022/02/01/remote-work-is-here-to-stay-and-will-increase-into-2023-experts-say/?sh=54a146020a6c
https://synergyxr.com/cases/grundfos-virtual-onboarding-delivers-accelerated-learning-in-an-unforgettable-immersive-experience/
https://www.pwc.com/us/en/tech-effect/emerging-tech/virtual-reality-study.html
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Number Five
Retalil

As physical retail shops struggle to adapt
to the growing shift towards online shop-
ping, using XR represents an oppor-
tunity to revitalize the traditional
shopping experience.

With AR, customers no longer need to try
clothes on to see how they fit. They can

use a virtual fitting room to choose the look
that fits best. For example, Timberland has

installed displays where visitors can see
a mirror-like view of themselves and try
on different clothes. Companies are also
experimenting with AR takeaway content,
where companies are giving potential
customers an AR app showcasing the
products.

US Adults
are already
using VR

34%

@

SynergyXR is helping companies
transform their webpages and webshops
into AR experiences. With web-based
augmented reality (called WebAR)
customers can use their smartphones

to instantly see products in Augmented
Reality — all without having to down-
load an app.

Corey Morris, Chief Marketing Officer

at SynergyXR, sees this as a growing
trend and an easy way for businesses to
quickly make the leap into the Metaverse.
Recent studies show that 34% of adult
US consumers are already using AR
when shopping and 71% said they
would buy more if they used AR.


https://www.youtube.com/watch?v=5TZmQPdhpak
https://wear-studio.com/the-ultimate-guide-to-augmented-reality-ar-in-retail/
https://wear-studio.com/the-ultimate-guide-to-augmented-reality-ar-in-retail/
https://synergyxr.com/webar/
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Number Six
Recruitment

In an attempt to smoothen the hiring
process and to make sure they are
attracting the best talent, a growing
number of firms are turning to XR.
Grundfos is using virtual reality tech-
nologies to bring together candidates
from all over the world in their Graduate
Programme.

Sune describes how, thanks to VR, the
Graduate Programme application pro-
cess was able to bring candidates to-
gether and complete fun and interactive
activities. Similarly, XR can be used to
gauge candidates’ competencies.

For example, Jaguar has worked with
Gorillaz to produce a code-breaking
challenge that used MR.

@

On the flip side, another element of the
recruitment process that employers are
using is to demonstrate what the company
can do for potential employees. For ex-
ample, General Mills has been using XR
to demonstrate the company’s working
environment and culture to candidates.

For companies that are sourcing from

a global talent pool, using XR solutions
is a great way to attract the best po-
tential candidates who would other-
wise be hesitant about traveling long
distances for an interview. Besides, if you
bring a couple of Virtual Reality headsets
with you to the next college employment
fair, then you are sure to stand out from
the crowd.


https://synergyxr.com/cases/grundfos-uses-virtual-reality-to-remotely-evaluate-applicants/
https://synergyxr.com/cases/grundfos-uses-virtual-reality-to-remotely-evaluate-applicants/
https://media.jaguar.com/news/2017/06/jaguar-land-rover-and-gorillaz-seek-new-engineering-talent-alternate-reality
https://media.jaguar.com/news/2017/06/jaguar-land-rover-and-gorillaz-seek-new-engineering-talent-alternate-reality
https://arpost.co/2021/06/02/how-xr-is-shaping-the-future-of-recruitment/
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Number Seven
E-Commerce

app. Within just a few clicks, the user was

Although the rumors about H&M opening
a store in the Metaverse proved false,
the e-commerce industry is nevertheless
embracing Extended Reality. The pan-
demic has boosted retailers interest in
investing in XR technologies, with an
increased consumer desire to visualize
purchases when they were unable to visit

physical stores. But some companies have

already been ahead of the game. Back in
2017, IKEA launched its AR IKEA Place

@

able to choose a piece of furniture and
visualize how it would look in their homes.
In 2021, IKEA went one further with IKEA
Studio, allowing you to design an entire
room. This not only allows you to drop the
tape measure, but also channel your inner
interior designer.



https://www.forbes.com/sites/markfaithfull/2022/01/06/ceek-and-you-wont-find-hm-denies-metaverse-rumors/?sh=1566ce45244c
https://www.forbes.com/sites/markfaithfull/2022/01/06/ceek-and-you-wont-find-hm-denies-metaverse-rumors/?sh=1566ce45244c
https://www.xrtoday.com/virtual-reality/is-ar-vr-the-future-of-ecommerce/
https://www.xrtoday.com/virtual-reality/is-ar-vr-the-future-of-ecommerce/
https://www.xrtoday.com/virtual-reality/is-ar-vr-the-future-of-ecommerce/
https://www.ikea.com/au/en/customer-service/mobile-apps/say-hej-to-ikea-place-pub1f8af050
https://www.ikea.com/au/en/customer-service/mobile-apps/say-hej-to-ikea-place-pub1f8af050
https://www.wired.com/story/ikea-revamped-ar-app-design-entire-rooms/
https://www.wired.com/story/ikea-revamped-ar-app-design-entire-rooms/
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Number Eight
Interior Design

XR’s inherent visual quality has already
seen it being used in several XR app-
lications. The full extent to which XR

will be used for interior design remains
to be seen, but the companies that are
enjoying the most success are using AR

as a method of visualizing indoor spaces.

Using digital twinning technology, market
leader Matterport has developed appli-
cations where users are able to create
everything from 3D photographs to pro-
viding measurements and dimensions of
construction projects.

@

In most cases, all the user needs is a
smartphone.

A similar example is the Israeli company
Resonai. Using Al and real-time data, the
company has built the program Vera
which allows you to visualize everything
from a shop floor to an office space.

This gives designers and event planners
enormous flexibility and adaptability.

You can either visualize every detail of a
planned new building, or simply arrange a
single room ahead of an event.


https://synergyxr.com/news-and-updates/create-real-digital-twins-in-less-than-an-hour-with-synergyxr-2-0/?_hsmi=208885106&_hsenc=p2ANqtz-8Hw5UWZlBTEYgcMnHh_KxFOQtZ8SsNb9KOvyN0lIxDv6Vu7jAbMhk49MHJSZ6r174YmNbLZPgbzzC38jXaDv550kYZ7w
https://matterport.com/
https://www.resonai.com/
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Number Nine

Healthcare and surgery

In a sector where attention to detalil

is paramount, Extended Reality in the
healthcare industry has the potential
to provide better training to students in
turn reducing the risk when it comes to
performing operations.

@

The company OSSO VR is pioneering
the use of Virtual Reality in the healthcare
industry by developing a platform where
people can practice operations, as well
as observe others performing them

in real time.


https://www.ossovr.com/

Number Ten
Sales

For businesses that have gotten used
to quickly jumping between Zoom calls
for sales, using XR can ensure that you
can continue to maximize time and re-
duce travel costs, while ensuring a lively
and engaging client experience.

According to Thomas, by using XR,
businesses are easily able to show
pro-ducts in the relevant environment.
Furthermore, for anyone in the business
of selling large, heavy pieces of machinery,
using Augmented and Virtual Reality
makes it far easier for potential clients

to see and even test out a new product.
In addition, using XR allows you to tailor
specific products quickly and easily to
clients, thus enhancing the client journey.
SynergyXR, for example, has been

@

working with Vikan, a producer of hy-
gienic cleaning tools to develop digital
twins of their products and concepts

with customers, effectively recreating

the feeling of a physical showroom.
Elsewhere, Danish company Kompan
lets users design their own playground or
fitness area using AR.

According to Corey, while much of the
workplace has become accustomed to
remote working, a sort of Zoom fatigue
has set in for many employees. However,
by using XR tools, companies can
retain the benefits of working remotely
while ensuring that the personal touch
is not lost.

workers.



https://synergyxr.com/cases/how-vikan-connects-virtually-with-its-customers-during-covid-19/
https://synergyxr.com/cases/how-vikan-connects-virtually-with-its-customers-during-covid-19/
https://synergyxr.com/cases/how-vikan-connects-virtually-with-its-customers-during-covid-19/
https://www.kompan.com/news/ar-app-imaginit
https://www.kompan.com/news/ar-app-imaginit
https://www.kompan.com/news/ar-app-imaginit
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Number Eleven
Education

Extended Reality in education has really
gathered pace in the last few years, with
applications now catering to everything
from virtual field trips to more collaborative,
interactive learning in the classroom. XR
in education is currently being used right
from early years learning up to higher
education, as educators explore new
and innovative teaching methods. XR
research has also focused on creating
a more inclusive education system.
One such use case is in the US, where

@

the Department of Education is using
virtual reality to help students with autism
and learning disabilities. The project, led
by researchers at the University of
Kansas, is aimed at developing kids’
social skills in the safe environment of
Virtual Reality. Although this specific case
is still in its research phase, it nevertheless
demonstrates the power that XR has to
change people’s lives for the better.



https://www.techrow.org/
https://variety.com/2018/digital/features/voiss-interview-vr-hmd-1203086576/
https://variety.com/2018/digital/features/voiss-interview-vr-hmd-1203086576/
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Number Twelve

Fitness Industry

As was the case for so many sectors,
Covid-19, almost overnight, upended the
modus operandi of the fitness industry.
With gyms and many sports clubs forced
to close for extended periods of time,
this forced people to get creative with
howthey work out and stay in shape.

A whole array of apps and programs that
incorporate XR have been created over
the past couple of years, ranging from full
immersion VR to AR, with the size of the
virtual fitness industry predicted to reach
$60 bn USD by 2027.

@

At the heart of the most successful
applications is not just letting people
exercise, but also retaining the fun

and social component of exercise.

One such example is FitXR, which uses
immersive VR technology to recreate
sports and activities such as boxing and
dancing. What’s more, FitXR main-tains
the social aspect of many fitness activities
by offering a multiplayer mode where
you can work out in real-time with
friends.


https://www.alliedmarketresearch.com/press-release/virtual-online-fitness-market.html#:~:text=Online%2FVirtual%20Fitness%20Market%20Expected%20to%20Reach%20%2459.23%20Billion%20by%202027,-Speak%20with%20Analyst&text=North%20America%20dominates%20the%20online,wellness%20organizations%20across%20this%20region.
https://www.alliedmarketresearch.com/press-release/virtual-online-fitness-market.html#:~:text=Online%2FVirtual%20Fitness%20Market%20Expected%20to%20Reach%20%2459.23%20Billion%20by%202027,-Speak%20with%20Analyst&text=North%20America%20dominates%20the%20online,wellness%20organizations%20across%20this%20region.
https://fitxr.com/
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The potential for
Extended Reality
IS endless

It’s used by businesses to ensure a more productive operation,

by governments to improve the education system and by research
bodies to discover even more possibilities. Such are the possibilities
with Extended Reality that we at SynergyXR believe it is a case
of if, and not when, it’ll come to your industry.

@



ENTER THE CORPORATE METAVERSE

Try the world’s best
Corporate Metaverse
demo experiences

At SynergyXR, our motto is to bring XR to the people.
That’s why we’ve created these mind-blowing demo
experiences to give you a first-hand perspective of
how the Corporate Metaverse is revolutionizing the
way we work across all industries.

No VR headset? Join from your PC or Mobile

Get started



https://www.idc.com/promo/arvr

VR training resources

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

How to get started with
VR training: A 7-step plan

Kickstarting your VR training can be
hard. Follow these actionable 7-steps
to guide you through every step of
the journey.

Read story

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

Read story



https://synergyxr.com/news-and-updates/how-to-get-started-with-vr-training-a-7-step-plan/
https://synergyxr.com/news-and-updates/the-seven-rules-of-the-corporate-metaverse/
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