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ABSTRACT 

 

 

IDENTIFYING INFLUENCING FACTORS ON USER PERCEPTION OF SIMULATION 

BASED TRAINING PROGRAMS 

 

 

By 

Nathaniel David 

Dr. Tanika D. Sofianti, S.T., M.T., Advisor 

Ivan Kurniawan, S.T., B.Eng., M.T., M.B.A., Co-Advisor 

 

SWISS GERMAN UNIVERSITY 

 

The integration of Virtual Reality (VR) technology in industrial training has gained significant 

attention due to its potential to enhance learning efficiency, engagement, and skill retention. This 

study assesses the effectiveness of VR-based training in a multinational automotive 

manufacturing company, focusing on trainee performance, knowledge retention, and operational 

efficiency. A comparative analysis is conducted between VR training and conventional training 

methods to evaluate improvements in skill acquisition, error reduction, and overall productivity. 

Additionally, factors such as user experience, adaptability, and cost-effectiveness are examined 

to determine the feasibility of VR training as a sustainable solution for workforce development. 

The findings of this research provide insights into the advantages and limitations of VR training, 

offering recommendations for its implementation in large-scale industrial environments. 

Keywords: Virtual Reality, Training Performance, Skill Development, Industrial Training, 

Workforce Efficiency. 
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