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We create AR/VR training
improves and saves lives
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Whoam I?

New Zealand based producer of VR/AR serious games
Film & Television Producer
Independent Director
Futurist / Tech Horizon Scanner



We create AR/VR training which
improves and saves lives

We make your business and employees safer






WHAT IS THE DIFFERENCE?
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TOP TRENDS IN EMERGING TECH HYPE CYCLES

Expectations

Virtual Assistants
loT Patform
Smart Robots

Edge Computing

Augmented Data
Discovery

Smart Workspace

Connected Home
Deep Leaming Piateau will be reached in:

B Machine Learning @ less than 2 years
¥\ Autonomous Vehicies 2105 years
Nanotube Blectronics < :
@ 5to10years

Cognitive Computing
Blockchain /\ more than 10 years

9 Commercial UAVS (Drones)

Conversational
Brain-Computer /\ User Interfaces @ Cognitive Expert Advisors

Interface £\ Volumetric

A ™
Quantum Displays

Computing Digital Twin

@ Serverless
PaaS

56

/\ Human

Augmentation
Neuromorphic
Hardware )
Deep Reinforcement
Learning

£\ Artificial General
4D Printing /X, Intelligence

Smart Dust /X

Enterprise Taxonomy
and Ontology Management

Software-Defined &
Security

Augmented
Reality

As of July 2017
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TOP TRENDS IN EMERGING TECH HYPE CYCLES

2019

Digital Twin —,
Biochips —.:
Smart Workspace _\ I Deep Neural Nets (Deep Learning)
Bram-Cmmpute_r Interface 1\ Carbon Manohibe
Autonomous Maobile Robots =\

Sanart Robot \ loT Platform
ma obols
Virtual Assistants
Desp Nowss) Natwork ASICe —, % Silicon Anode Batteries
Al PaaS }
Quantum Compuling @ Blockchain
5G —
olumetric Di5p|a\‘r5 —_ . Connected Home
Self-Healing System Technology A\ Autenomous Driving Level 4
Conversational Al Platform —
Autonomous Driving Level 5 — @ Mixed Reality
Edge Al
Exoskeleton —
Blockchain for Data Security

Knowledge Graphs 3 Pardware
4D Printing

Arificial General Intelligence A\

__ Neuromorphic
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Smart Fabrics @
Smart Dust A
A\ Flying Autonomous Vehicles
ABiotech — Cultured or Artificial Tissue

Augmented Reality

As of August




TOP TRENDS IN EMERGING TECH HYPE CYCLES
2021

Secure Access Service Edge (SASE)
. Social Distancing Technologies
Embedded Al . -
Explainable Al
Data Fabric gl
Composable Enterprise
Al Augmented Development

’ Carbon-Based Transistors
Responsible Al

Multiexperience
Digital Twin of the Person

Packaged Business Capabilities Citizen Twin

Generative Al
Composite Al
Adaptive ML

Bring Your Own Identity

Social Data
Private 5G
Generative Adversarial Differential Privacy
Networks Biodegradable
2-Way BMI (Brain Sensors
Machine Interface)
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Ontologies and Graphs

() Health Passport
Self-Supervised Learning

Low-Cost Single-Board

Computers at the Edge DNA Computing and Storage

Al-Assisted Design
Authenticated —
Provenance

Peak of
Innovation Inflated Trough of Slope of Plateau of
Trigger Expectations Disillusionment Enlightenment Productivity

Time




WHY IS THE TIME NOW?

Why its good to be a fast follower rather than an early mover,

The cost of the headset hardware has reduced by over 50% and is no longer tethered.

Headsets can be leased as device as a service (DaaSs),
- Maintenance and support comes with hardware,
- Headsets are now set up as business tools not toys.

Data is now linked into your existing learning management systems (LMS)
- Capture what was looked at, how tasks were completed and confirm competency,
- Connect the software to your LMS and track employee completion.

Software is no longer bespoke, it is now available as software as a service (Saas)
- Buy off the shelf solutions and pay per user or per headset,
- No cost development pathways working alongside software developers,

Quality of content is now photorealistic
Everything looks like the real equipment and is 1:1 scale,






WHAT ARE THE BENEFITS?

Traditional training content does not deliver the same results as AR/VR.

Retention Injury reduction Task efficiency Training time Memory recall Task completion
75% 43% 90% 75% 8.8% 2.7x

Lectures have 5%, reading VR training reduces 90% of participants confirm Training time is cut by 75%. The increase in memory Trainees are 2.7 times more

10% and audio visual 20%. It workplace injuries and that VR training helped them recall compared to desktop likely to accurately complete

beats all other training other accidents by 43%. improve efficiency. training. real-world tasks the first

than on-the-job. time.

A study by PwC found that VR training was far more effective than traditional training methods like classroom education or self-paced
online learning at creating an emotional bond to the content being taught and instilling the confidence that employees need in order to best
perform their jobs.

4x 275% 3.75x 4x

4x faster to train compared to classroom 275% more confident to apply skills learned after 3.75x more emotionally connected to content 4x more focused than e-learning peers.
learning. training. than classroom leamners.



WHAT ARE THE BENEFITS?

Specific to Aviation

Give trainees access to equipment virtually.
No need to ground aircraft or turn on real equipment,
- Save valuable simulator time by allowing trainees to practice at home.
- Newer generation employees are expecting this type of training.

Give trainees access to trainers virtually.
Provide consistent training through virtual guided walk throughs,
- Free up the trainers for the “real world” training.

Lower cost of training.
Lower the environmental impact of the training,
- ROI on costs of VR training are immediate,
- Headsets cost as little as $250 USD per month,
- Software cost as little as $100 USD per month per module.
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HOW TO GET STARTED?

What are the pitfalls here?

Do a toe dip by selecting an off the shelf solution on a leased headset.
The cost to entry is sub 5k USD

- Link to your LMS.
Make sure you have a support system that is not relying on internal IT.
IMPORTANT — Don’t lock yourself into a certain headset or try and build something bespoke!

Ensure the content you select is solving a problem that cant be solved with simpler technology ie a
video / E-Learning.

DeC|de how the trainees will access the hardware.

A specific location
- Provide a dedicated headset

Headset management system to supply headsets as required to complete the training

IMPORTANT — Ensure you integrate this into the training and educate of the existence. If you don’t make
it a requirement to complete the VR training you will not get the results you are after.



HOW TO GET STARTED?

What are the pitfalls here?

Prowde H&S Guidance.

Provide simple and easy to use instructions that a trainee can operate with different levels of tech competency.
- Hygiene Control guidance.
- Make sure you have a support system that is not relying on internal IT.

IMPORTANT — Ask your supplier for their guidance and to confirm they have designed their
mechanics using user centric design.

Ensure what you buy integrates with others.
- No one company will solve all your AR/VR problems.
IMPORTANT — Ensure you ask your suppliers if their systems work alongside others, how easy they are to
update and if they can modify to your requirements.



“The important thing is to start and do so
in a way you can fail fast”
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