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Dan Lejerskar is a prominent figure in the world of virtual reality (VR) and augmented reality 
(AR), recognized for his leadership in developing immersive learning solutions. As the co-
founder and CEO of EON Reality, a global leader in VR and AR software, Lejerskar has played 
a pivotal role in shaping the company's vision and strategy. His expertise extends beyond the 
technological realm, encompassing entrepreneurship, education, and a commitment to making 
knowledge accessible to all1. 



Early Career and Entrepreneurial Spirit 

Lejerskar's journey began in Gothenburg, Sweden, where he pursued his academic interests at 
Chalmers University of Technology. He earned dual Masters of Science degrees in Mechanical 
Engineering and Computer Science, laying the groundwork for his future endeavors in 
technology and innovation2. 

His early career was marked by a fascination with simulation. Initially, his focus was on 
numerical simulation during his time at Volvo Aerospace2. As program manager for the Ariane 5 
rocket program, he honed his skills in coordinating complex, multinational projects, collaborating 
with industry giants like Volvo, MBB, Fiat, and SEP3. This experience provided him with a deep 
understanding of engineering principles, cross-cultural collaboration, and cutting-edge 
aerospace technology. 

Lejerskar's interest in simulation quickly expanded to encompass real simulators for aircraft and 
tanks, with a particular focus on knowledge transfer in high-risk scenarios2. He recognized the 
potential of simulation to provide safe and effective training in situations where real-world 
practice would be dangerous or costly. This early recognition of the power of simulation for 
knowledge transfer foreshadowed his later pioneering work with VR and AR technologies, 
where he would leverage these immersive tools to revolutionize education and training across 
various industries2. 

EON Reality: Revolutionizing Knowledge Transfer 

Driven by his passion for simulation and knowledge transfer, Lejerskar co-founded EON Reality 
in 19993. The company quickly established itself as a global leader in VR and AR software, with 
Lejerskar serving as CEO and Chairman. He has been instrumental in shaping the company's 
direction, vision, and strategy, establishing strategic partnerships with industries and 
educational institutions worldwide4. Under his leadership, EON Reality has developed 
immersive learning solutions that have impacted millions of users, revolutionizing how 
knowledge is transferred in various sectors, from education and healthcare to industrial training. 

Lejerskar's vision for EON Reality extends beyond simply providing technology; he is a strong 
advocate for active learning. He envisions a future where classrooms integrate virtual and 
augmented reality to create immersive educational experiences, making learning more 
engaging and effective4. He actively promotes the integration of these technologies in 
education, partnering with governments and institutions to address challenges such as 
accessibility and scalability4. 

One of EON Reality's notable innovations is the Career Development Mentor, an AI-powered 
platform that provides personalized career guidance and immersive learning tools. As Lejerskar 
stated, "Our Career Development Mentor represents a fundamental shift in how people 
approach their careers. Instead of generic advice or rigid career tracks, individuals receive 
context-rich insights, tailored action plans, and immersive learning tools that adapt to their 
personality and ambitions—truly putting them in the driver's seat of their professional journey." 5 

Lejerskar's strategic thinking and global outlook are evident in his views on the adoption of VR 
and AR technologies in different regions. He has highlighted Asia as a prime location for the 
growth of these technologies due to its tech-savvy population6. This perspective underscores his 



understanding of the diverse needs and opportunities in the global market. 

Recognition and Advocacy 

Lejerskar's contributions to business and technology have earned him numerous accolades. He 
was named the Most Accomplished Businessman for the Fastest Growing Company in Sweden 
and co-won the Chalmers University of Technology Daleen Prize with the CEO of Volvo AB3. He 
has also been recognized as an Entrepreneur of the Year3. 

Under Lejerskar's leadership, EON Reality received the Global Education Award for 
Outstanding Contribution in Education and Training from SCOO News' Global Education 
Awards 20177. This award recognizes the company's pioneering work in leveraging VR and AR 
to enrich the lives of learners worldwide. 

Lejerskar is a sought-after speaker and thought leader in the VR and AR space. He has been 
invited to speak at various conferences and events, including the Asian Leadership 
Conference3. He has also presented at events such as the 11th CII Global Summit on Skill 
Development in India and the EON Education Leadership Forum in Singapore4. He uses these 
platforms to advocate for the widespread adoption of VR and AR as tools for transformative 
learning and operational efficiency4. 

Educational Philosophy and Vision for the Future 

Lejerskar's educational philosophy emphasizes the importance of knowledge transfer and 
accessibility. He believes that in the age of readily available information through platforms like 
Google, traditional methods of memorization are becoming less relevant6. Instead, education 
should focus on fostering creativity, collaboration, and critical thinking6. He sees VR and AR as 
powerful tools for achieving this goal, enabling students to engage with information in new and 
immersive ways, promoting deeper understanding and knowledge retention. 

He predicts a significant rise in the use of VR/AR in K-12 education in the coming years6. This 
prediction highlights his understanding of the evolving educational landscape and the potential 
of immersive technologies to transform learning at all levels. 

Lejerskar is also the author of the book "The Knowledge Metaverse: The Intelligence Explosion 
and How We Can Become Superhumans." 8 In this book, he explores the potential of extended 
reality (XR) and artificial intelligence (AI) to reshape human learning and evolution. He envisions 
a future where technology seamlessly integrates with everyday life, enhancing human 
capabilities and creating a more equitable society1. He believes that AI-driven mentorship, 
personalized learning pathways, and accessible learning hubs can break down barriers to 
education and empower individuals to reach their full potential1. 

Social Media Presence 

While specific details about his personal social media engagement were not available in the 
provided materials, Lejerskar's company, EON Reality, maintains an active online presence. 
This presence likely contributes to disseminating information about Lejerskar's work and 



promoting the adoption of VR and AR technologies in various sectors3. -9 

Conclusion 

Dan Lejerskar's journey from aerospace engineer to VR and AR pioneer is a testament to his 
vision, entrepreneurial spirit, and commitment to education. As the CEO of EON Reality, he has 
played a crucial role in shaping the landscape of immersive learning. His company has been 
recognized for its outstanding contributions to education, and he continues to advocate for the 
widespread adoption of VR and AR technologies to transform how we learn and interact with the 
world. 

Lejerskar's advocacy for accessible and engaging education, coupled with his belief in the 
transformative power of technology, positions him as a key figure in the ongoing evolution of 
learning. His work has the potential to democratize access to knowledge, personalize learning 
experiences, and empower individuals with the skills they need to thrive in a rapidly changing 
world. By championing the integration of VR and AR in education and industry, Lejerskar is not 
only revolutionizing how we learn and train but also contributing to a future where knowledge is 
a universal human right and a catalyst for individual and societal growth. 
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Appendixes  

 
 
Introduction 

 
This research document aims to provide a comprehensive overview of Dan Lejerskar's 
significant contributions to the fields of virtual reality (VR), augmented reality (AR), and 
immersive learning. By examining his early career, entrepreneurial ventures, and leadership at 
EON Reality, this document seeks to highlight Lejerskar's pivotal role in shaping the future of 
education and technology. 
Sources (1) 

 
 
How has Dan Lejerskar's educational philosophy influenced EON Reality's approach to 
immersive learning solutions? 
Dan Lejerskar's educational philosophy, which emphasizes knowledge transfer and 
accessibility while moving away from rote memorization towards creativity, collaboration, 
and critical thinking, has directly shaped EON Reality's approach to immersive learning 

solutions. 
 
EON Reality's focus on creating active learning experiences through VR and AR aligns with 

Lejerskar's belief that these technologies can foster a deeper understanding and knowledge 
retention. This is evident in their development of platforms like the Career Development Mentor, 
which uses AI to personalize career guidance and provide immersive learning tools tailored to 
individual needs. This approach reflects Lejerskar's vision of a future where technology 
enhances human capabilities and creates a more equitable society by breaking down 

barriers to education. 
 
What specific features or capabilities of EON Reality's products reflect Dan Lejerskar's 
educational philosophy? 
Specific features and capabilities of EON Reality's products that reflect Dan Lejerskar's 
educational philosophy include: 

● AI-Powered Career Development Mentor: This platform provides personalized career 

guidance and immersive learning tools, showcasing Lejerskar's belief in tailoring 
education to individual needs and promoting active learning. 

● EON-XR Platform: This comprehensive suite of software tools enables the creation and 

deployment of interactive and immersive XR experiences, supporting Lejerskar's vision 
of integrating VR and AR into education to make learning more engaging and effective. 

● Focus on Knowledge Transfer: EON Reality's emphasis on knowledge transfer aligns 
with Lejerskar's belief in moving away from rote memorization towards a focus on 
creativity, collaboration, and critical thinking. 

● Accessibility and Scalability: Lejerskar's commitment to making knowledge accessible 
is reflected in EON Reality's efforts to partner with governments and institutions to 
address challenges related to accessibility and scalability of their immersive learning 
solutions. 

 



What are the benefits of using EON Reality's products in education, according to Dan 
Lejerskar? 
According to Dan Lejerskar, the benefits of using EON Reality's products in education include: 

● Shifting the focus away from rote memorization towards creativity, collaboration, and 

critical thinking, thereby fostering a deeper understanding and knowledge retention. 
● Personalized and adaptive learning through AI powered mentorship and guidance 

which can tailor educational experiences to individual needs and ambitions. 
● Breaking down barriers to education and empowering individuals to reach their full 

potential by providing accessible learning hubs and promoting knowledge democracy. 
● Engaging and effective learning experiences through the integration of virtual and 

augmented reality in the classroom, leading to greater interactivity and knowledge 
retention. 

 
What are some of the challenges that EON Reality faces in implementing its products in 
schools? 
While the text doesn't directly state the challenges EON Reality faces in implementing its 
products in schools, we can infer some potential challenges based on the content: 

● Accessibility and Scalability: The text mentions that Lejerskar and EON Reality are 

actively working to address challenges such as accessibility and scalability in 
implementing their solutions in education. This suggests that these are indeed hurdles 
they face. Accessibility could refer to the cost of hardware and software, as well as the 
need for adequate infrastructure and technical support in schools. Scalability might 
involve challenges in providing training and support to a large number of educators and 
students. 

● Training and Adoption: Introducing new technology and teaching methods in schools 

often requires significant training and support for teachers. EON Reality may face 
challenges in ensuring that educators are adequately prepared and comfortable using 
their products effectively in the classroom. 

● Curriculum Integration: Integrating VR and AR technologies into existing curriculum 

can be complex. EON Reality might face challenges in aligning their products with 
educational standards and learning objectives, and in convincing educators of the value 
of incorporating these technologies into their teaching practices. 

 
What are some potential solutions that EON Reality could explore to address the challenge of 
accessibility in schools? 
Potential solutions that EON Reality could explore to address the challenge of accessibility in 
schools include: 

● Hardware and Software Affordability: 

● Exploring partnerships with hardware manufacturers to offer discounted VR and 
AR headsets and devices for educational institutions. 

● Developing more affordable software solutions or subscription models that cater 
to the budget constraints of schools. 

● Creating content and experiences that can be accessed using low-cost or readily 
available devices, such as smartphones or tablets. 

● Infrastructure and Technical Support: 
● Collaborating with schools and educational technology providers to develop 

infrastructure plans and provide technical support for implementing VR and AR 
solutions. 



● Offering professional development and training for IT staff in schools to manage 
and maintain the required technology. 

● Creating cloud-based solutions that reduce the need for on-site infrastructure and 
simplify deployment. 

● Teacher Training and Support: 
● Providing comprehensive teacher training programs and ongoing support to 

ensure educators are confident and proficient in using VR and AR tools in their 
lessons. 

● Developing curriculum resources and lesson plans that incorporate VR and AR 
experiences, making it easier for teachers to integrate these technologies into 
their teaching. 

● Creating online communities and forums where teachers can share best 
practices and learn from each other's experiences. 

● Community and Government Partnerships: 

● Partnering with local businesses, community organizations, and government 
agencies to secure funding and support for VR and AR initiatives in schools. 

● Advocating for policies that promote the use of immersive technologies in 
education and provide funding for schools to adopt these solutions. 

● Collaborating with educational institutions and research organizations to study 
the impact of VR and AR on learning outcomes and demonstrate the value of 
these technologies to policymakers and stakeholders. 
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