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ABSTRACT

CONTEX: 
For the past few years there has been much press and marketing hype regarding a future where
Virtual Reality (VR) and Augmented Reality (AR) will be commonly used for entertainment, 
education, and training.  This paper will explore the current use of large group immersive 
displays, along with a mix of personal head mounted displays (HMD) for VR/AR training 
applications.

OBJECTIVE: 
The objective of this presentation is to illustrate benefits and considerations for the use of a mix 
of displays—a strategy for viewing and interacting with 3D content using a combination HMDs 
and larger group immersive displays.  Example displays and use cases will be discussed.

METHOD: 
Methods of using VR/AR displays and 3D content depends on user group requirements, 
content/task complexity, and technology tolerances.  The approach illustrated in this paper will 
focus on group design review plus training analysis and planning objectives.  Examples will 
show how a mix of VR/AR display systems facilitates collaboration and content sharing to meet 
these objectives.

RESULTS: 
By using VR/AR displays and applications, organizations have achieved ROI with time and cost 
savings as well as improved collaboration for complex design problems like developing 
processes for task training.  Applied to education and training, this mix of VR/AR displays can 
support instruction and curriculum design by providing a process to share a wide variety of 2D 
and 3D media and experiences in a classroom or field settings. 

CONCLUSIONS: 
This paper discussed examples of how VR/AR display systems are be used to effectively 
combine 2D and 3D content and applications for improved understanding and insight among 
stakeholders, faster decision making, and development of more efficient task training.
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