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The Rise of
Headset-Free
Virtual Reality




Why now is the time for
L&D leaders to embrace
immersive technology
that makes training
accessible, measurable,
and impactful, across
desktop, mobile, and
beyond.
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For years, virtual reality (VR) in learning has carried a
certain mystique—evoking images of headsets, gaming
environments, and expensive, high-tech setups. It’s an
exciting concept, but one that often feels impractical or
out of reach for most learning teams operating within real-
world constraints: tight budgets, distributed workforces,
and pressure to deliver quick, scalable impact.

But what if immersive learning
didn’t require headsets at all?

Advances in learning technology have quietly transformed
what’s possible. Today, organizations can deliver rich,
scenario-based VR experiences that run seamlessly on the
devices learners already use—desktops, laptops, tablets,
even smartphones. And the results speak volumes. This
new breed of headset-free VR makes it possible to
simulate real-world decision-making, foster emotional
engagement, and drive deeper knowledge retention,
without the hardware hurdle.
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A PwC study found that VR soft-skills training not
only reduced time-to-train from 2 hours to just
30 minutes, but also delivered higher retention and
employee satisfaction.

Meanwhile, National Training Laboratory data shows
VR learners retain around 75% of new information,

vastly outperforming traditional methods like lectures
(5%) and reading (10%).
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https://www.cbinsights.com/research/virtual-reality-education-training-tech/
https://www.td.org/content/atd-blog/measuring-learning-in-the-moment-the-kpis-of-vr-training

For learning and development (L&D) leaders, this shift represents
more than a technical evolution. It’s a strategic lever to bring
immersive learning to the center of training programs—whether for
compliance, onboarding, safety, soft skills, customer experience, or
leadership development, and embed learning that sticks.

This ebook explores how L&D teams can harness VR tools to
increase engagement, reach broader audiences, and create
meaningful learning experiences that translate into measurable
business outcomes. Along the way, we'll spotlight real-world use
cases, best practices, and insights into how thoughtfully deployed
immersive learning can redefine what it means to “train at scale.”



Why Immersive
Learning Now?

Learning is no longer just a support function—it’s becoming a
strategic driver of adaptability, culture, and competitive advantage.
As organizations confront complex challenges—from navigating
compliance risk to building leadership pipelines—training programs
are being asked not just to inform, but to transform behavior at
scale. At the same time, learners expect more than just information
delivery; they expect relevance, realism, and experiences that mirror
how they solve problems in the real world.

Immersive learning, particularly through virtual reality, is rising to
meet this moment, not just because it’s new, but because it’s also
practical. With advancements in navigation and platform design,
immersive experiences can now be delivered without specialized
hardware or costly infrastructure. So why are L&D leaders across
industries turning to this approach now, and what makes it more
than a passing trend?

At the same time,
learners expect more
than just information
delivery; they expect

relevance, realism,

and experiences
that mirror how they
solve problems in the
real world.
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1. Learner Expectations Have
Changed

Modern learners, especially digital-native generations, expect
training to be interactive, engaging, and contextual. Flat
presentations and passive eLearning modules often fall short.
Influenced by intuitive apps, on-demand media, and even video
games, today’s workforce craves experiences that mirror how
they learn and interact outside of work.

A report by Deloitte noted that millennials and Gen Z now
make up over 60% of the global workforce, and their learning
preferences lean heavily toward self-paced, immersive, and
experiential formats. Immersive learning, especially through
VR, aligns with these preferences by offering decision-driven,
consequence-based scenarios that feel both relevant and
immediate.



https://hrsea.economictimes.indiatimes.com/news/workplace/generations-in-harmony-mastering-multigenerational-leadership-in-southeast-asia/111336043#:~:text=According%20to%20a%20report%20by%20Deloitte%2C%20Millennials,cater%20to%20the%20needs%20of%20all%20generations.

2. The Business Case Has Become Clearer

Immersive learning is no longer just a visually appealing modality; it’s
delivering measurable results across industries:

<

Speed to Proficiency Better Retention
PwC'’s well-cited VR study found According to the National Training

that employees trained using VR Laboratory, learners retain up
learned 4x faster than classroom to 75% of knowledge through
learners and were 275% more immersive simulations, compared
confident in applying what they to just 5-10% with passive methods
learned. like lectures or reading.

P
il
Behavioral Impact

Companies using immersive
compliance or safety training have
seen reductions in incident rates,
faster onboarding, and better
transfer of learning to the job.

For organizations focused on outcomes, whether it’s improving
customer service, reducing safety incidents, or meeting compliance
requirements, these are not just training metrics; they’re business KPIs.




3. Immersive Tech Is Finally Scalable

Until recently, many L&D teams saw immersive learning
as exciting but unscalable, limited by headset logistics,
development complexity, or cost. That’s no longer the case.

The rise of headset-free, browser-based VR platforms means
immersive experiences can now be built and delivered across
everyday devices: desktops, laptops, tablets, and smartphones.
This dramatically expands reach, especially for frontline teams,
hybrid employees, and global learners.

Importantly, this evolution also makes immersive learning more
equitable. Organizations no longer need to choose between
high-end experiences for the few or scalable ones for the many.
Now, they can have both.

The question is no longer whether immersive learning works; it does. The question is whether organizations can
afford to overlook it now that it’s accessible, scalable, and aligned with how people want (and need) to learn.



Removing Friction:
What Headset-Free VR
Unlocks for L&D

For years, virtual reality in learning has been trapped in a perception
loop: high-potential, but high-friction. The promise of realism
and engagement was clear, but building and delivering VR meant
navigating technical barriers, specialized hardware, and long
development cycles.

That’s no longer the case.
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No Headset? No Problem—for
Learners and Designers Alike

One of the most transformative shifts in immersive
learning isn’t just how VR is consumed—it’s how it’s
created. Modern VR platforms now allow instructional
designers to build immersive experiences directly from
their browsers or desktops, using intuitive drag-and-drop
interfaces and branching logic tools that don’t require
programming or 3D modeling expertise.

Adding another layer of cost-efficiency, artificial
intelligence (Al) has begun to revolutionize the visual
development process as well. Instructional designers can
now use Al to generate realistic 360° images on demand,
thereby eliminating the need for expensive custom
photography, location shoots, or 3D rendering. These Al-
generated environments enable rapid prototyping and
scenario-building, dramatically lowering the barrier to
entry for organizations exploring VR training.
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This means the same desktop environment where
designers create eLearning modules can now be used to
develop immersive, scenario-based VR, making it easier to

fold into existing workflows.

Just as important: the delivery is equally frictionless.
Learners can access these VR experiences through any
modern device: desktop, laptop, tablet, or phone, without
installing software or putting on a headset. It’s the same
learning experience, tailored to meet the learners where

they are.
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The Power of Immersive Creation:

CenarioVR® “We chose CenarioVR
Take CenarioVR, for example, a browser-based authoring fOr itS edadse Of

tool that enables teams to create 360° learning .

experiences with embedded decision points, scoring, audio, GUthorlng and the

video, and more. With CenarioVR, teams can: ability to rapidly
prototype and

» Build VR learning modules entirely on a desktop.
» Deploy them instantly via SCORM, xAPI, direct link, or LMS

integration. N— develop a fUlly

» Allow learners to complete immersive training on desktop or

mobile, with or without headsets. rObUSt immerSive
This approach eliminates traditional barriers to VR mUIti-pIatform VR

development, making immersive training viable for . P
organizations of all sizes, not just those with dedicated experience.

simulation labs or deep technical resources. .
— Michael Getz,

President, lllumina Interactive, Inc.
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https://products.elblearning.com/create-learning/cenariovr

What This Unlocks for L&D Teams

Removing the hardware dependency opens the door to
agility, reach, and speed:

B

Faster Wider Reach

Deployment Equip remote, frontline,
and global employees
with consistent
experiences.

Roll out immersive
content in days, not
months.

IEn

Design Autonomy

Empower in-house
teams to prototype, test,
and scale immersive
content without outside
development.

T
Yo

Seamless
Ecosystem Fit

Integrate with LMS
platforms and analytics
tools without requiring
separate systems.




A Strategic Shift

In short, headset-free VR isn’t just about device
flexibility; it’s a structural enabler. It allows immersive
learning to move out of the “innovation lab” and into the
everyday toolkit of L&D.

And when both the creation and consumption of
immersive learning can happen on the same screen, the
guestion becomes not “can we do VR?” but “what will
we do with it next?”
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https://products.elblearning.com/create-learning/cenariovr-features

Real Impact in
Action: Immersive
VR for Compliance &
Product Training

Immersive VR isn’t just a theoretical leap forward in L&D; it’s
already driving real results across industries. From compliance
and cybersecurity to product education, forward-thinking
organizations are using headset-optional VR to tackle critical
challenges and make training meaningful, scalable, and sticky.

Here are two cases that illustrate what happens when
immersive learning meets real-world business needs.




HackOps by CyberCatch: Rethinking
Cybersecurity Compliance through
Immersive Storytelling

CyberCatch, a leader in cybersecurity compliance for small
and midsize businesses, needed to go beyond traditional
awareness training. Faced with rising threats and evolving
regulations, its challenge wasn'’t just to inform learners—it
was to reshape behavior and sharpen instincts. The goal:
build a training experience that helps users think like
hackers, so they can defend like pros.

Enter HackOps, an immersive learning game developed

in partnership with ELB Learning®. Set in a cinematic

VR world, learners go undercover in a fictional hacker
syndicate guided by characters like “Uncle Lenny” and
“Hope” to explore the mechanics of phishing, ransomware,
and digital espionage from the inside out.

Delivered in a flexible, SCORM-compliant format and
accessible via desktop (no headset required), HackOps
allows learners to:

» Simulate real-world cyberattacks.

» ldentify system vulnerabilities. y
» Execute spear phishing and data exfiltration missions: —

» Build a behavioral understanding of how breaches happen an AL
to prevent them. .

The result isn’t just compliance. It’s transformation:

» Learners retain concepts through active participation.
» Clients report measurable improvements in digital hygiene.

» The engaging spy-thriller format boosts completion and attention
rates.

HackOps is a prime example of how immersive VR,
delivered accessibly, can elevate cybersecurity from a box-
checking exercise to a behavioral turning point.
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https://5108583.fs1.hubspotusercontent-na1.net/hubfs/5108583/HackOps%20Promo.mp4

Johnson & Johnson: Empowering
Product Education with Immersive
Desktop Training

In the high-stakes world of healthcare product sales,
Johnson & Johnson (J&)) faced the challenge of training
global reps on complex medical devices and procedures
quickly, consistently, and at scale.

Instead of relying on static materials or in-person sessions,
they partnered with ELB Learning to develop custom
immersive training modules using scenario-based learning
and branching pathways. These interactive simulations
placed sales reps in real-world clinical environments,
guiding them through procedures, product interactions,
and decision-making moments, all within a desktop-
accessible learning format.

Key highlights of the J&) approach:
» Consistency: Every learner receives the same high-quality,
standardized training across geographies.

» Realism: Interactive modules mimic actual procedures and
settings, boosting confidence and accuracy.

»

Efficiency: Sales reps are trained faster and more effectively,
without needing physical equipment or live demonstrations.

By moving training to a scalable, immersive
format, Johnson & Johnson not only
improved knowledge retention and

learner confidence but also aligned its

L&D strategy with business goals: better-
prepared reps, shorter time to competency,
and more effective field performance.



https://5108583.fs1.hubspotusercontent-na1.net/hubfs/5108583/j&j_elita_case_study.mp4

What These Stories Reveal

Both CyberCatch and )&) demonstrate the power of immersive,
accessible VR in very different contexts: compliance and
product training. Yet the throughline is the same:

» Learning becomes experiential, not passive.
» Programs are easy to deploy (even globally) with no hardware barriers.

» The impact is tangible: better performance, deeper engagement, faster
readiness.

These aren’t niche use cases; they indicate a larger shift. As
immersive tools become more accessible and authoring
becomes easier, more L&D teams are embracing VR not just for
innovation’s sake, but to solve meaningful business problems at
scale.
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Designing for Immersion

How to create VR experiences that drive engagement, reflection, and action.

True immersion in learning happens when users don’t just consume
information, they experience it. In immersive training, learners make
decisions, explore consequences, and take action within a realistic
environment. It’s this active participation that makes immersive learning
powerful and, more importantly, memorable.

So how do you design an experience that truly engages? It starts with intent.



https://www.youtube.com/watch?v=6YBkYQ_QnMA
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1. Start with the 2. Map the Experience
Outcome with a Storyboard
Begin with a clear behavioral or Before building, sketch the flow. Use a 4
performance goal. What does the learner storyboard to:

need to do better, faster, or more safely?
Then reverse-engineer an environment
where that decision or action can

» Define the key scenes and learning
checkpoints.

P » Outline choices or actions learners must take.
naturally occur. <z -
g » Establish cause-effect relationships (e.g.,
For example: / what happens when they choose A vs. B).
. _ _ y » Assign scoring or feedback logic if applicable.
» If the goal is to improve hazard identification, /
create a scene where subtle risks are present. // Storyboarding keeps the experience
» If the goal is to teach service protocols, embed learner-centered and aligned with
branching scenarios with escalating customer outcomes, especially when multiple
situations. ’

stakeholders are involved.

Planning content around behavior and not
just knowledge makes the training more
job-relevant and impactful.




3. Use Redalistic Visuals
for Context

Immersive learning is most effective
when it mirrors the real world. Whether
using 360° photos, video, or high-
quality images, the more familiar and
contextually accurate the visuals, the
better. It helps learners “feel” the
environment, making decisions and
insights stick.

Use visuals from your own locations
when possible. Even imperfect, everyday
workspaces are more meaningful than
sterile, generic settings. When teams lack
access to physical locations or equipment
to capture 360° imagery, Al tools can
step in to create vivid, context-rich
environments in seconds.

4. Focus on Interaction,
Not Spectacle

The power of immersive learning lies

in interaction, prompting the learner

to think, choose, and respond. Simple
techniques like the ones listed below can
transform passive scenes into reflective
practice. The key isn’t complexity—it’s
relevance and responsiveness.

»

»

»

»

Clicking on hazards.
Dragging and dropping tools or objects.
Navigating multi-step processes in sequence.

Receiving contextual feedback or scoring.




5. Ensure It’s Device-
Agnostic

Design immersive training to work across
desktops, tablets, and mobile, not just
headsets. Learners should be able to
access content from anywhere, and
designers should be able to preview how
interactions perform on different devices.

Sticky interface elements, intuitive
navigation, and layered info all help bridge
the gap between platforms, ensuring
immersion stays intact regardless of
where it’s viewed.
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Getting Started: A
Blueprint for L&D Teams

A practical roadmap for launching accessible immersive learning
at scale.

You don’t need a film studio or a fleet of headsets to get started with
immersive learning. In fact, most successful programs start small with
a clear goal and the right use case.




Step 1.

-
2
Identify a High-
Impact Use Case
N
S

Look for areas where immersive
training offers distinct
advantages:

» Situations that are hard to
replicate in real life (e.g., safety
incidents, high-risk procedures).

» Behavioral skills that benefit from
practice (e.g., decision-making,
customer handling).

» Compliance scenarios that often
feel dry but demand engagement.

Prioritize areas where
traditional training is
underperforming or where
mistakes carry real costs.

Step 2:
Plan the Journey

Use a simple framework to plot
your experience:

» What are the scenes (physical or
virtual environments)?

» What should the learner do at
each step?

» What feedback or guidance will
they receive?

» What does success or failure look
like?

This blueprint becomes your
content and design brief.

/10l 772N\ \\ ©

Step 3:
Source or Capture
the Environment

Use 360° photos, high-quality
images, or videos of real spaces
where possible. If that’s not
available, you can begin with
Al-generated visuals, mockups,
or existing templates as
placeholders. Authenticity is
valuable, but progress matters
more than perfection.
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https://www.youtube.com/watch?v=fFU6Pe7t4i8
https://www.youtube.com/watch?v=fFU6Pe7t4i8

Step 4:
Start Building with Easily
Accessible Tools

Immersive learning is no longer the
domain of coders or 3D artists.
Authoring tools now let L&D
professionals:

» Upload scenes.

» Add hotspots, text cards, and decision
points.

» Set branching logic and scoring rules.
» Embed media or timed actions.

» Publish to LMS-friendly formats (SCORM,
XAPI, HTML).

With drag-and-drop functionality and
reusable templates, you can iterate
quickly and scale with ease.

Step 5:
Pilot, Measure, Refine

Start with a controlled rollout:

» Invite a small group to test the experience.

» Gather feedback on usability, clarity, and
realism.

» Track completion, performance, and learner
confidence.

» Use data to refine before expanding.

Immersive training can and should
evolve. What matters is that it starts
with learner experience and ends with
measurable impact.

v/

27



At ELB Learning, we believe that training should do more than
inform—it should transform. That belief drives our mission

to help organizations create experiences that are engaging,
measurable, and truly effective across the entire learning
journey.

CenarioVR is our immersive learning authoring tool that puts the
power of virtual reality in the hands of L&D teams—no headset
required. Built to make immersive learning more accessible,
CenarioVR enables you to rapidly create, deploy, and track
interactive VR experiences on desktop, mobile, or headset.
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§ Whether you’re reimagining compliance training, onboarding, safety simulations, or customer
service scenarios, CenarioVR makes it possible to bring immersive learning to life, without the
barriers of high-end production or complex technology. And, with Al capabilities, creating
immersive learning experiences is now super fast and easy.

The future of training isn’t distant or difficult.
It’s immersive, risk-free, and already here.

Let’s build it together.
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https://products.elblearning.com/create-learning/cenariovr

