
Lookin g for  a VR ven dor? Here 
are the quest ion s to ask.

Choosing a vendor to build your VR train ing is an  
exciting opportun ity. You want to get i t right. Not all VR 
vendors are the sam e. Each vendor has their own 
un ique set of capabili ties, processes, tools and features. 
Understanding these differences w ill help you m ake 
the best choice for your organ ization .

Many com panies start w ith a VR pilot project. The 
in itial creation  and cost of a pi lot is often  sim ilar from  
one vendor to another. Vendor differences becom e 
very clear when you want to expand your pi lot. 
Vendors have different processes to add new scenarios, 
update existing ones and distribute changes. This is 
usually due to their use of tools or lack thereof.

Certain  vendors provide tools that give you control 
over content changes and distribution . Different tools 
require different ski ll sets. Som e tools are flexible, som e 
are not. Other vendors do not provide tools. This 
m eans they m ust be involved for each and every 
change. 

Overlooking these differences is often  why 
organ izations fai l to get past the VR pilot stage. Your 
choice w ill have a sign ificant im pact on  costs and 
tim elines as you m ove forward.

Take the tim e to learn  about the differences between 
vendors and their processes. Understand how your 
team  w ill f i t in to each one. This w ill pave the way for 
your in itial and continued success. It w ill ensure that 
you find the right vendor for your organ ization .

As a gu ideli n e, here are som e quest ion s to ask any 
VR ven dor  before you  star t  a project :

1. Can we m ake changes to our VR train ing 
content w ithout your involvem ent? If so, how?

2. Do you provide a custom  VR sim ulation  which 
m im ics our real world work environm ent?

3. Can trainees perform  the sam e steps in  VR that 
they would in  the real world?

4. Can you describe your typical process for 
creating a VR train ing scenario?

5. Is the creation  process different for the fi rst 
train ing scenario vs additional scenarios?

6. What is the process for distributing a new VR 
train ing scenario w ith your solution?

7. Is the distribution  process different the fi rst 
tim e vs the second? If so, how?

8. What is the process for updating an existing, 
deployed VR scenario?

9. Who needs to be involved in  that process?

10. At what stages is custom  developm ent work 
required?

11. When does Un ity or Unreal engine need to be 
used?  Who does that work?

12. Do you track user train ing data and results?

13. Where is the user data stored?

14. Can the user data be stored on our network?

15. Can you in tegrate w ith our LMS or LXP?
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