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How can Virtual Reality and Augmented Reality address the increasing
knowledge transfer needs caused by technology disruption?
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The Big Problem

Technology kills jobs every day and creates new ones Traditional learning cannot cope with pace of change Lack of skills needed for full-time employment
The rapid technology disruption kills jobs every day (see also Traditional knowledge transfer cannot cope with this There are 3 billion workers in the world of which

increasingly too many will not have the skills needed
to land full-time employment

MIT Review) Paradoxically, technology disruption creates new rapid pace of change
jobs every day



http://money.cnn.com/2016/01/18/news/economy/job-losses-technology-five-million/
https://www.technologyreview.com/s/515926/how-technology-is-destroying-jobs/
http://theconversation.com/automation-wont-destroy-jobs-but-it-will-change-them-55318
http://www.mckinsey.com/global-themes/employment-and-growth/the-world-at-work

PERCENTAGE CHANGE IN U.S. MANUFACTURING JOB OPENINGS
AND HIRES, SEASONALLY ADJUSTED
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The growing shortage of skilled manufacturing
workers
Manufacturing job openings are quickly outpacing the supply of

Advanced economies have suffered a severe drop in productivity growth.
In the US productivity growth averaged just 0.5% per year from 2011 to 2016,
compared to 3% from 1996 to 2005 subpar economic growth and stagnant
wages, with momentous social and political repercussions

qgualified candidates, resulting in a growing gap in the industrial
workforce. 3.5 million manufacturing jobs available over the next
decade in the US, 2 million of which will go unfilled.


https://hbr.org/2017/03/augmented-reality-is-already-improving-worker-performance
https://youtu.be/AwZ3yYydOH4

Shrinking
budget

Knowledge
Race

The Education Problem

We need to teach more with less Global shortage of 18M teachers Need of learning solutions
Less time and less money! India needs another 1.2m teachers Peter Smith UN: “This is Darfour of children’s future in
terms of literacy. We have to invent new learning solutions

America needs 2.3M teachers or we are as good as writing off this generation”

Sub-Saharan Africa needs a miracle


United Nations News Centre - Global teacher shortages ...

ABOUT EON REALITY

T



About EON Reality

Leader in VR AR based Knowledge transfer

EON Reality has based on +17 years of R&D become the world leader in VR AR based Knowledge Transfer in

Industry and Education with > 450 industry customers, > 400 academic organizations and 55 government
partners.
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EON Solutions

VR Simulation Based Learning - Learn faster, remember longer and decide better

AR Based Knowledge Injection - Contextual, real-time, geolocation based knowledge customized for users needs

Value as a Service - EON Partnership based on jointly defining and reaching a quantifiable set of outcomes


https://www.youtube.com/watch?v=lxZhHiV_SlA
https://www.youtube.com/watch?v=AqhD0pt9Fi4

AVR PLATFORM

Develop, Run, Manage, Access, Store, Host And Distribute AVR Applications
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What Studies show

SERVICE TECHNICIANS OPERATORS TRAINING
TRAINING _
2.7 times faster
12 times faster Cost Savings: 63%
Cost Savi ngs: 92% 2000 * 32 EUR/h * 2= 128 KEUR For-OiI Rig Operator Training using 2000 * 32 EUR/h * 2 * 225 * 8 = 230 400 KEUR
For Shank Adapter Change 2000 % 32 EUR/h * 1/6= 10,7 KELR a Simulator 2000 * 32 EUR/h * 9/12 * 225 * 8 = 86 400 KEUR
SOP using AR Training Savings: 117 KEUR Savings: 144 000 KEUR
Shank adapter changes Operate rig
1 1 Augmented reality Classical training R e Classical training
| | |
| | |
1 : | :
| « “
| | |
| | |
| | |
[
+ “ “
| | |
| |
| . .
I | I {—> Time (min) > Time (months)
60 120 12 94

Source: The diagrams are from Atlas Copco’s hitp.//en. wikipedia.org/wiki/Atlas_Copca, an EON customer that have implemented VR and AR


http://en.wikipedia.org/wiki/Atlas_Copco

UNMATCHED GLOBAL REACH
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INTERACTIVE DIGITAL CENTER HUB
The School, The App & Content Factory, and Distribution Network

Educates new VR
AR experts that
create
knowledge
modules

Network of centers
that offer created
knowledge
modules worldwide
to speed up
knowledge transfer

VR AR experts,
subject matter
professionals and
students create
new apps and
knowledge
modules

Based on
services, app
product
development, roll
outs and
subscription


../../../--EON MEDIA--/EON Entrepreneur School.mp4
../../../--EON MEDIA--/EON Entrepreneur School.mp4
../../../--EON MEDIA--/2015_IDC.mp4
../../../--EON MEDIA--/2015_IDC.mp4
../../../--EON MEDIA--/Mauritius IDC Inauguration.mp4
../../../--EON MEDIA--/Mauritius IDC Inauguration.mp4

Unmatched Global Reach With IDC'’s

EON offices & secured IDC’s by 2016

Provide growing content creation capacity

Based on our growing IDC network we target thousands of new VR
AR applications created in the Centers

Irvine, CA India

Gothenburg, Sweden Oklahoma, US
Singapore lowa, US

Muscat, Oman Norway
Manchester, UK Dominican Republic
Moscow, Russia China

Jeddah, Saudi Arabia
Duncanville, Texas
Korea, Busan

Laval, France

Dubai, UAE

Port Luis, Mauritius
Tshwane, South Africa
Buenos Aires

CUNY New York
Melbourne, Australia

Mexico
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Military - $1.4bn
Engineering - $4.7bn

Videogames - $11.6bn

/

A
Healthcare - $5.1bn _};_-_‘

".?

o

Education - $0.7bn = g

Real estate - $2.6bn

Retail - $1.6bn

Video entertainment - $3.2bn Live events - $4.1bn

© 2016 Lombardi Publishing Corp. Source: Goldman Sachs Global Investment Research

VIRTUAL REALITY: IT'S NOT JUST FOR VIDEO GAMES

NY Times Marc Andreesen - the Future of Silicon Valley - virtual reality will “Wn-hin The nexT ‘| O THE WALL STREET JOURNAL

change the world on the scale that web browsers did.
Forbes Predicting The Impact Of Virtual Reality On Mainstream Markets yedars, smart glCISSGS

Fortune Magazine Virtual reality: It's not just for video games. The next WI” OUTSG” smor’r @he Ncw Hork @Imes

generation of VR technology could help people avoid industrial accidents
Gartner :Training is a great example of a business process that could benefit phones” Gartner

from VR El I{'Ill I|\| E:
Wall Street Journal EON Reality develops new Social Media platform for ()

Forbes Gartner

MarketsandMarkets Global 3D Market Worth $227.27 Billion by 2017



http://bits.blogs.nytimes.com/2014/05/18/marc-andreessen-on-the-future-of-silicon-valleys-and-the-next-big-technology/?_php=true&_type=blogs&_r=0
http://www.forbes.com/sites/theyec/2014/10/09/predicting-the-impact-of-virtual-reality-on-mainstream-markets/2/
http://fortune.com/2014/05/05/virtual-reality-its-not-just-for-video-games
http://online.wsj.com/article/PR-CO-20140729-908171.html
http://mnmblog.org/3d-technology-market.html
../../../--EON MEDIA--/Public Facing.mov
../../../--EON MEDIA--/Public Facing.mov

THE REAL DEAL WITH VIRTUAL AND AUGMENTED REALITY

s PARADIGM SHIFTS IN CARS 2025: CHANGE IN THE

Heather Bellini

THE REAL DEAL w1+ -
VIRTUAL /no -

‘ We think [virtual and augmented
A U G M E N T E D R EA L I TY reality have] the potential to
transform how we interact with
almost every industry today, and we
think it will be equally transformative

>Aacns
WATCH both from a consumer and an
enterprise perspective.

Woldman

85% of VR AR Growth Will Come From Non-gaming Sources

GS believes knowledge transfer is the biggest VR AR Market EON Reality: world's largest capacity and networkin VR AR knowledge transfer

Goldman Sachs estimates that VR/AR technology will be most useful in This is another validation of Eon’s strategy to build the world's largest content development &
knowledge transfer in fields such as health care, engineering, education, distribution capacity for knowledge transfer through our Interactive Digital Center network to meet
military, real estate and life events. the VR AR demand from the rapidly growing non-gaming sources.



Videos/Goldman VR Video.mp4

Exhibit 5: Our new 2025E base case VR/AR forecasts

AR software, VR market: $59bn
$17.7bn _\ AR market: $36bn

VR hardware,

S31.1bn
AR hardware,
$18.6bn
VR software,
$27.7bn

$95bn VR/AR market

Source: Goldman Sachs Global Investment Research.
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AR & VR TRENDS

MARKETSANDMARKETS

ADOPTERS OF AR & VR TECHNOLOGY
COUNTRIES RAPIDLY DEPLOYING AR & VR TECHNOLOGIES
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U.S. China Canada U.K. South Korea Germany Japan Australia
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Aerospace & Defense Healthcare Education

* |ncreasing demand for AR-based apps

» Growing interest of large tech companies

Tt
* Demand from retail industry g ﬂd 5

* Demand from gaming and entertainment industry Gaming & Entertainment Retail Travel & Tourism

LEADING ADOPTERS: INDUSTRY VERTICALS




<% i 0 i . WHAT’S TURNING THE TIDE (1/2)

MARKETS MARKETS

CAGR 59.1%
$2.03 $33.04
billion in billion by
2016 2022

CAGR 795.7%
$3.99 | $117.40
billion in billion by
2016 2022

www.marketsandmarkets.com
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Problems

Cost - There is a need to minimize the time and resources spent on training, while also

maintaining high quality.
Complexity - Equipment Employees need to be proficient on continue to change rapidly

and become more complex.

Risk - Companies cannot effectively train for the wide variety of hazardous situations an

employee might face.



Problems

Quality - Traditional classroom training does not give hands-on experience, nor does it  Difficult To Assess - Traditional evaluation methods, which emphasize classroom
support critical thinking, problem solving, communication and grit that is crucial for performance, are often insufficient in evaluating long term field capabilities.
learning complicated procedures.
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Evolution of delivery methods

Today 2015 2017—|2020

High
/3D Glasses In Workplace

Virtual Reality - ICUBE
/HMD flexible Simulator

Pedagogical Inter-
active E-learning -
Cloud based LMS and EVT

Virtual 3D Classroom -
Ibench, HMD etc.

I
I
I Augment Reality - Tablet
I
I

Technology




AVR Platform

TRANER - G o STRENGTHENS THE MAN AND MACHINE INTERACTION

A.l.
VIRTUAL KNOWLEDGE

The cloud based EON AVR Platform enables users to develop, run, manage,

FERTURES m A P bore access, store, host, and distribute AVR applications without the complexity of
O CloutBase . §°":z"1“°::"'ﬁ F f“::':,,:‘:t::m.n, o building and maintaining the infrastructure associated with developing an
R SR Augmented or Virtual Reality app.

Link EON Raptor

Applications developed using the AVR platform provide an efficient man-

Professional

eon . . .
- .,,, machine knowledge transfer interface through the smart cooperation of users,

lé Assesment
Analytics

VIRTUAL REALITY —=
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https://www.youtube.com/watch?v=ZNS4NsGxMIM
https://www.youtube.com/watch?v=ZNS4NsGxMIM
https://www.youtube.com/watch?v=ZNS4NsGxMIM
https://www.youtube.com/watch?v=ZNS4NsGxMIM

Virtual Trainer

VIRTUAL TRAINING PLATFORM FOR FAST KNOWLEDGE TRANSFER

EON Virtual Trainer enables users to administer training remotely
via the web and collaborate with a trainee via VOIP, touch, or a
mouse.

Can be integrated with ERP and MRP solutions (such as SAP and
Oracle) and learning solutions (Learning Management Systems
(LMS), Learning Record Stores (LRS) using SCORM or xAPI as well
as leveraging the EON AVR Platform’s functionality.

Learn Faster, Remember Longer, and Decide Better

=

VIRTUAL TRAINER VIRTUAL TRAINER

Enterprise

-
a2 &
COLISEUM
Multi-user

Education

VIRTUAL
TRAINER

SAP Oracle
LMS / LRS

e

AVR EXPERIENCE
Library



https://www.youtube.com/watch?v=RBgvnE84wmE
https://www.youtube.com/watch?v=RBgvnE84wmE
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Meal Preparation

Lesson 01 Lesson 02

Cleaning Procedures
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Cleaning Procedure

Lesson 02
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Virtual Trainer
Functional |ty INTEGRATION LAYER

llllllll LA L I R R EDN App

Access through secure web browser, Launch pre loaded scene,
Save current state, Multiple viewing options

LN NN NN N

SCORM xAPI
Full multi user collaborative interface WEB - VR w Full VOIP live .

chat, Change the environment, Exchange training docs MAPPING

LN XN ]

Analytics / time / No. mistakes made, test passed
Connects to (LMS) and Learning Record Store (LRS)

EON EVT captures the Learning Outcomes (Analytics) and provides
comprehensive reporting to identify the effectiveness and impact
of an organization’s training. Together with custom AVR
application development support offered by our Interactive

Digital Centers (IDCs) and our Qualified Partners, we can rapidly
roll out, across multiple platforms, EON EVT to globally provide
this needed knowledge transfer solution to our key sectors.

E-L LMS/LRS
ORACLE
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AR Knowledge Injection Fueled by Al & IOT

Knowledge - When you need it as you need it
Inject Knowledge Into the World - Empowers non-technical users to inject augmented reality knowledge into their world

Visual Instructions - AR Knowledge Injections provide visual instructions that are displayed right in front of a user’s eyes . B
AR 3D Annotations - EON AR Knowledge Injection functionality is enabled by attaching AR 3D Annotations to physical objects ¢ INIECTION

and environments in the real world
Al processed |IoT data — The user can receive related Al processed loT data that gives more detailed information on task that
needs to be preformed


../../../--EON MEDIA--/EEAVR_FINAL_CUT_2mn.mov
../../../--EON MEDIA--/EEAVR_FINAL_CUT_2mn.mov
https://www.youtube.com/watch?v=AqhD0pt9Fi4
../../../--EON MEDIA--/EON_Smart_Nations.mov
../../../--EON MEDIA--/EON_Smart_Nations.mov
https://www.youtube.com/watch?v=AqhD0pt9Fi4
https://www.youtube.com/watch?v=AqhD0pt9Fi4

A.R. Knowledge Injection

FUELED BY ARTIFICIAL INTELLIGENCE AND INTERNET OF THINGS

EON AR Knowledge Injection functionality enables non technical users
to create Augmented Reality (AR) Knowledge Injections by attaching
AR 3D Annotations to physical objects and environments in the real
world supported by EON loT sensor data, EON Geo positional tracking,
and EON Al.

i i

KNOWLEDGE INJECTION KNOWLEDGE INJECTION
Enterprise Education

Knowledge - when you need it, as you need it.

A.R.
KNOWLEDGE

AR Knowledge Injection

% -
= INJECTION S
> p
Internet AR 3D
of Things Annotation

@

Artificial
Intelligence Link

P
\’.
\
\
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https://www.youtube.com/watch?v=AxNN7uo_xjA
https://www.youtube.com/watch?v=AxNN7uo_xjA

Inject Knowledge Into the World - Empowers non-technical users to inject augmented reality knowledge into
their world

Visual Instructions - AR Knowledge Injections provide visual instructions that are displayed right in front of a
user’'s eyes

AR 3D Annotations - EON AR Knowledge Injection functionality is enabled by attaching AR 3D Annotations to
physical objects and environments in the real world

Al processed loT data - The user can receive related Al processed loT data that gives more detailed information
on task that needs to be preformed



Trldonlc deploys EON AVR Platform for IoT on Lighting

The leading OEM international supplier of intelligent lighting solutions deployed AVR Platform at CeBIT

By using the AVR Platform, controlling and provisioning banks of LED lights becomes substantially easier.

Lights can be identified and controlled visually through the Augmented Reality application which interfaces with the device over a
sophisticated mesh network allowing users locally or from around the world to view device performance or control the light itself



Videos/Tridonic-4_1.mp4
Videos/Tridonic-4_1.mp4




‘Creator the Fast-Knowledge Builder

Fast-Knowledge revolution: From 1 Month to 1 Hour to create an AVR Knowledge App

User-generated AVR content -Empowers Non-Technical users to easy create AVR content

Faster Learning - Learn more with less, less time and less money

Greater Level Of Engagement - Experience-based discovery, awakens curiosity for learning
Exploration, Performance and Assessment Mode — End-User can explore interactive AVR learning applications or being i
assessed by engaging in AVR challenges where they have to identify, locate, build, and answer to quizzes

AVR EXPERIENCE
Library



../../../--EON MEDIA--/EEAVR_FINAL_CUT_2mn.mov
../../../--EON MEDIA--/EEAVR_FINAL_CUT_2mn.mov
https://www.youtube.com/watch?v=XonlDNlJdXc
../../../--EON MEDIA--/EEAVRtutorial_Engine_V14.mp4
../../../--EON MEDIA--/EEAVRtutorial_Engine_V14.mp4
https://www.youtube.com/watch?v=XonlDNlJdXc
https://www.youtube.com/watch?v=XonlDNlJdXc
../../../--EON MEDIA--/EEAVR_FINAL_CUT_2mn.mov
../../../--EON MEDIA--/EEAVR_FINAL_CUT_2mn.mov

i ¥

CREATOR CREATOR
Enterprise Education

CREATOR

-
A
- -
COLISEUM Cross
Multi-User Platform

I

AVR EXPERIENCE
Library

Creator
THE AVR FAST-KNOWLEDGE BUILDER FOR NON-TECHNICAL USERS

EON Creator AVR for Enterprise and Education content creation builder
empowers non-technical users to create compelling AR and VR applications
EON Creator AVR has been developed specifically make user-generated
Augmented and Virtual Reality content easy to create.

Fast-Knowledge revolution: From 1 Month to 1 Hour to create a Knowledge
App



https://www.youtube.com/watch?v=WTG0y1znrWU
https://www.youtube.com/watch?v=WTG0y1znrWU

EXAMPLE
CUSTOMERS & USE CASES
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BP Operator Training

EON Reality produced a virtual reality Operator Essentials Training solution
for BP. This application brings interactive critical-task training for plant
operators where both employees and contractors train on a lifelike, state-of-
the-art simulator that can replicates key procedures on a processing plant.
BP uses the simulated facility to run customized exercises that allow its
teams to practice scenarios relevant to specific maintenance and safety
procedures.

EON Reality’s virtual reality solution provides a more realistic competency
assessment to ensure both new and existing plant operators have mastered
operational procedures. The application provided five thousand field
operators with an experiential training simulation that helped train and
assess if they had the mastered procedures so they could being working in
the field.

Operator Essentials



https://www.eonreality.com/portfolio-items/operator-essentials/?portfolioCats=327

BP

BP found that retention rates for VR based training are 80% higher than those who
learned through traditional methods. This application enables trainees to gain
experience on procedures without exposing themselves or the facility to risk and more
closely mimics real situations than classroom training alone. Additionally, BP’s
application empowers operators to engage in self-study of procedures.

Operator Essentials allows employees to practice different job tasks — such as unit start-
up and shutdown, and pump and valve operations — in both normal and abnormal
conditions, helping trainees learn how to properly perform tasks and avoid accidents.
The facility is accurately modeled and, together with BP’s subject matter experts, have
recreated full procedures for operators to perform.

“Studies have shown that training retention by virtual-world trainees is 80% better than
that of groups who undertake traditional training. ”Brian Ralphs, BP Technology Director.

39



Institute of Technical Education

Institute of Technical
Education

Marine and Offshore Technology - Virtual
Technology Trainin

Enables digital trainees to comprehend concepts
faster, ignite their curiosity to investigate, and
foster community learning.



https://www.eonreality.com/portfolio-items/virtual-technology-training/?portfolioCats=333
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General Electric

GE selected EON’s new VR AR Mobile Enterprise Knowledge Platform
for its predictive MRO Solution.

The first GE App is an Interactive AR VR Subsea application linked

to GE’s Software Predix. Predix is GE's Software Platform for the
Industrial Internet that enables asset, operations optimization

and predictive MRO .

The EON app provides full freedom of movement, i.e. interact and steer
the submarine, receive predictive feedback from machine sensor data
and conduct an MRO procedure. The app is designed to be deployed on
various mobile devices.

Manufacturing is the world’s fourth-largest industry and spends today
less than 2% of revenue on IT. AR and VR Mobile Enterprise

solutions will play a significant role as a part the industrial internet of
things providing contextual knowledge where and when it is needed.
Since the launch January 2015 of EON’s new VR AR Mobile Knowledge
Platform EON Experience VR EON has become the VR AR Mobile
Enterprise platform solution of choice for Global

2000. Mobile Enterprise which is quickly becoming the next $100B
market.



http://en.wikipedia.org/wiki/General_Electric
file:///C:/--EON MEDIA--/GE Software- Predix, GE's Software Platform for the Industrial Internet.mp4
file:///C:/--EON MEDIA--/Subsea Virtual Reality Experience - GE.mp4
https://www.gesoftware.com/predix
https://www.gesoftware.com/predix
https://www.youtube.com/watch?v=8NGzrtK7eV0
file:///C:/--EON MEDIA--/The Industrial Internet of Things.mp4
https://www.youtube.com/watch?v=8NGzrtK7eV0
http://youtu.be/CTsJhTrALRs
http://techcrunch.com/2015/03/30/the-next-billion-dollar-market-opportunity-is-mobile-enterprise/

RioTinto

Rio Tinto Knowledge
Worker Solution

The Challenge

Accenture needed a way to highlight the role that technology, specifically Virtual
Reality (VR) and the Internet of Things (IoT), will play in the future of Mining. Together
with Rio Tinto, Accenture wanted to show what being a “smart worker” meant and how
daily activities in the mining industry would change. They needed a way to show this
technology today and create an overall experience where the applications of this
technology resonated with the viewers.

Smart Worker

The concept of a “smart worker” has floated around in Science Fiction, but recent
advances in technology are bringing it closer to reality. Like Iron Man, workers will be
able to see real-time contextual information as they train or perform their tasks. While
aspects of this technology exist, the seamless experience that one would experience as
a smart worker does not.

Build Awareness

How does Accenture build awareness for not just the smart worker solution of
tomorrow, but also raise awareness on two key component technologies, Virtual Reality
and the Internet of Things? For most, VR is synonymous with Pokemon Go (a game) and
Google Glass (a curiosity) and loT is mainly known for smart homes. Accenture needs to
show how these technologies will function in the workplace.

Knowledge Worker Solution



https://www.eonreality.com/portfolio-items/knowledge-worker-solution/?portfolioCats=611

FESTO
Virtual Waste

Management

Festo a global leader industrial control and
automation is together with EON developing a
new VR Training application for Aquatronics that
was launched in Brazil during at WorldSkills Sao
Paulo 2015.

The Aquatronics Application showcases the skills
needed related to Water and Wastewater
management and how to react to emergency

situations.

This application simulates several Water and
Wastewater scenarios in which users interact
with a virtual water treatment plant, operate
machinery, and perform emergency procedures.

Experience the VR application at
https://www.youtube.com/watch?v=qZr_jaFFsf



https://www.festo.com/net/startpage/
http://www.worldskillssaopaulo2015.com/en/
https://www.youtube.com/watch?v=qZr_jaFFsfU

Virtual
Security
Collaborative

Virtual Reality’ application
developed by EON Reality
Norway

Training r

Virtual Security Collaborative
Training:
https://drive.google.com/drive
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../../../--EON MEDIA--/VT exercise industrial area.mov
../../../--EON MEDIA--/VT exercise industrial area.mov
https://drive.google.com/drive/folders/0B53_NBQNwxziaEYxMlhBc2ZEZXc
https://drive.google.com/drive/folders/0B53_NBQNwxziaEYxMlhBc2ZEZXc

Alirport

< §  Security
Virtual
Training

Virtual Reality’
application
developed by EON
Reality Norway
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../../../--EON MEDIA--/Airport_Virtual_Training in Norwegian.mp4
../../../--EON MEDIA--/Airport_Virtual_Training in Norwegian.mp4
https://drive.google.com/drive/folders/0B53_NBQNwxziaEYxMlhBc2ZEZXc
https://drive.google.com/drive/folders/0B53_NBQNwxziaEYxMlhBc2ZEZXc

AR VR TACKLES KNOWLEDGE CHALLENGES

Abstract from a study presented at the Association of University Professors in Ophthalmology 2016 annual meeting by Evan Price MD
from Loyola Medicine, Chicago

Co-authors: Evan Price MD, Sheena Khanna BA

Abstract Methods: A questionnaire was given to 153 medical students to assess their confidence in performing pupillary and
extraocular motility examinations. Skilled assessors graded their pre-intervention skills with the virtual model . The assessors then
instructed the students on proper technique and performed a post-instruction assessment. The confidence questionnaire was again
completed. A Wilcoxon signed-rank test was used to evaluate improvement in confidence and competence.

Results: Students reported increased confidence on all queries at the p=0.001 level or better. Skill perfformance improved at the
p<0.001 level.

Abstract Conclusion: Interactive teaching with the virtual model significantly improved student performance of the pupillary and
extraocular motility examinations by both self and independent assessment.

EyeSim was used for instruction and assessment by this group.

http://www.eonredlity.com/solutions/medical/



../../../--EON MEDIA--/Explore Advanced Eye Anatomy with the EyeSim Application.mp4
../../../--EON MEDIA--/Explore Advanced Eye Anatomy with the EyeSim Application.mp4
https://www.youtube.com/watch?v=wNn5Ke7MNCY
https://www.youtube.com/watch?v=wNn5Ke7MNCY
http://www.eonreality.com/solutions/medical/

VR Sports Pitcher
Simulator

The Challenge

Being a successful batter in baseball requires great vision. A batter must quickly
recognize all the little details of an opposing pitcher's motion, release, and throw while at
bat and instinctively react. Great “plate discipline” and “strike zone awareness” can only
come from game like repetitions. This is nearly impossible to recreate through traditional
means outside of during games. Mechanical aides do not recreate the same pitches
batters will see in a game and focus more on a batter’s swing. Film also doesn’t fully
capture the data needed to judge pitches as cameras are typically from the back or side
of the pitcher.

Knuckleball and Sidearm Pitchers

Pitchers with unique throwing motions and pitching styles are difficult to prepare for and
batters may only see these pitchers once or twice throughout the season. This results in a
significant hurdle for batters to overcome and leads to poorer performance versus these
unique pitchers.

Impossible To Recreate

It's incredibly difficult to simulate real game speed at bats in MLB’s current practice
routine. Watching pitchers throw in the bullpen takes away from critical practice time and
isn’t the same as standing in the batter’s box. Also, any swings that batters take in
batting practice are not going to be 100% game speed pitches.

Film Study Not Realistic

The pitching film teams capture does not replicate the experience of standing in the
batter’s box facing a pitcher. The film is either from behind the pitcher, from the press
box, or from the dugouts. All of these, while useful, do not lend themselves to improving
the hitting of the team’s batters.

VR Sports Training - MLB Professional Virtual Pitcher Simulation



https://www.eonreality.com/portfolio-items/vr-sports-training/?portfolioCats=640

WHAT IS NEXT?
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EON.Creator AVR For Industry

READ MORE

www.eonreality.com/press-releases/eon-creator-avr-industry-bring-contextual-knowledge-specialized-training-apps-workers-around-world

The Next $100b Market: The Knowledge Worker

2.5 billion workers are not supported by ITC today
Construction a $8 trillion a year market spends less than 1% of
its revenue on IT

Manufacturing the world’s fourth-largest industry spends less
than 2% of revenue on IT

Contextual knowledge on the spot Uniquely positioned to capture this market
AR/VR Mobile Enterprise Solutions workers perform more EON Reality Uniquely positioned to capture a

effectively significant portion of this 100 billion-dollar
More accessible: contextual knowledge on the spot where and market
when it is needed

Less expensive, Easy to use



file:///C:/--EON MEDIA--/EON Experience- Virtual Reality Industrial and Edutainment Applications.mp4
http://www.eonreality.com/press-releases/eon-creator-avr-industry-bring-contextual-knowledge-specialized-training-apps-workers-around-world

ot
IOT

Internet of Things

AUGMENTED
REALITY

O o
CLOUD Al

Artificial Intelligence

Computing

AR Links Man And Machine

10T & Al turns dumb objects into smart devices AR transfers Knowledge on the go A new illuminated world

As 10T with low cost chips and Al with Cloud computing turn dumb AR sits at the cross road of I0T, Al and Cloud computing According to Gartner there will be 21B connected
objects into smart devices todays slow man machine interface is and brings the Knowledge from the Smart devices to the smart devices by 2020. AR will be the key solution
becoming inadequate Smart worker instantly to connect us with this new illuminated world
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