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EXECUTIVE SUMMARY

EON Reality has unveiled Genesis 3.0, an Al-powered platform that revolutionizes the XR
training development pipeline, enabling subject-matter experts to create immersive,
multi-device training simulations by answering just eleven plain-English questions. This
breakthrough directly addresses the barriers that have historically limited XR training
adoption, such as technical complexity, prolonged development cycles, and the need for
specialized teams. By eliminating the reliance on 3D artists, developers, and instructional
designers, Genesis 3.0 redefines workforce transformation in the Al era, opening doors for
enterprises to scale immersive training like never before.

For the past decade, the promise of immersive training has been overshadowed by the
limitations of traditional authoring pipelines. Despite proven ROI—PwC documented a 275%
return on investment for VR-based soft skills training—the high cost and extended timelines
associated with creating XR training modules have made widespread adoption unattainable
for most enterprises. The observable facts are stark: fewer than 8% of enterprises have
deployed XR training at scale, and only 1% of existing SOPs, safety protocols, and
maintenance manuals have been converted into immersive formats. Genesis 3.0 eliminates
these bottlenecks by structurally replacing the authoring process with an intuitive, Al-driven
workflow that requires no XR expertise.

The platform operates on two sequential phases—Create and Play—streamlined into eleven
steps. During the Create Phase (Steps 1-7), users begin by selecting a 3D object to train on,
either from a cloud library, CAD import, or scanning with tools like EON 3D Object. Then,
using WorldLab, they generate a photorealistic environment that matches the training
scenario. The system automatically detects component names, suggests interactions from a
library of sixty primitives, and parses SOP documents into structured training steps. Al
assembles the first draft of the simulation, complete with twenty-two sound effects, four
particle types, and matched interactions. Users refine the draft using Conversational Scene
Authoring, where natural language commands such as “make the smoke bigger” or “add a
warning sound” enable seamless iteration.

In the Play Phase (Steps 8—11), the training simulation is deployed across multiple
devices—desktop, mobile, AR glasses, and VR headsets—without additional porting or
development. Users select the training mode (guided demonstration, guided practice, silent
practice, or timed assessment) and configure interaction modalities such as HeyGen Al
Agent, Drone Fly-through, Mixamo Avatar, or Virtual Hands. The platform includes
robust performance tracking through Measure and Improve, featuring per-step scoring,
gamification elements like XP, badges, and leaderboards, and a real-time instructor
dashboard for monitoring trainee progress.

The design philosophy of Genesis 3.0 emphasizes simplicity for the user while maintaining
unparalleled complexity under the hood. The Al handles intricate tasks such as geometry
analysis, vision Al, SOP parsing, and WebXR rendering, ensuring subject-matter experts can
focus solely on the training content without being burdened by technical details. This



structural replacement of the authoring pipeline represents a pivotal shift in how XR training
is created, delivered, and scaled.

With Genesis 3.0, EON Reality delivers on the promise of immersive workforce
transformation while addressing the critical pain points that have hindered adoption. It
empowers subject-matter experts—the individuals who know the work—to build simulations
of the work in the time it takes to answer eleven simple questions. This innovation is not just
a simplification; it is a bold reimagining of XR training development that positions
enterprises to meet the demands of the Al era with precision, scalability, and measurable
outcomes.

THE PROBLEM/CHALLENGE

Immersive training holds transformative potential for workforce development, but its
adoption has been stymied by major bottlenecks in the XR training development pipeline.
For over a decade, enterprises have struggled to scale XR training due to challenges like long
development cycles, high costs, and the scarcity of specialized talent. These barriers have
created a significant content gap, with fewer than 8% of enterprises deploying XR training
at scale and only 1% of existing SOPs, safety procedures, and manuals converted into
immersive formats.

The traditional XR training authoring process is notoriously resource-intensive. Developing a
single module can take 6—12 weeks and cost between $50,000-$200,000, requiring the
combined expertise of 3D artists, developers, and instructional designers. This complexity
renders immersive training inaccessible for many organizations, particularly at the scale
required to convert thousands of procedures into XR simulations. Even with proven ROI
metrics—such as PwC’s finding of a 275% ROI on VR-based soft skills training—the
production costs and timelines often undermine the business case for widespread adoption.

The root problem is clear: the bottleneck lies in the content creation pipeline, not the
hardware. Over the past decade, the immersive training industry has focused on technological
advancements in headsets, resolution, and field of view, all of which have largely been
solved. However, these hardware improvements have done little to address the real
challenge—creating XR training content efficiently and at scale.

A looming talent shortage exacerbates this issue. Even if enterprises were willing to invest
heavily in XR training development, there simply aren’t enough skilled XR developers to
meet the demand. The answer is not hiring more developers; it’s removing the need for
developers entirely. This is precisely where Genesis 3.0 comes into play, offering a
groundbreaking solution that eliminates the traditional authoring pipeline.

Genesis 3.0 tackles these challenges through structural innovation, replacing the complex
development process with an intuitive, Al-driven workflow. Subject-matter experts—those



who understand the procedure being trained—can now create immersive simulations by
answering eleven plain-English questions. The Al handles the heavy lifting, including
component labeling, interaction configuration, SOP parsing, and first-draft assembly. By
automating these tasks, Genesis 3.0 removes the need for specialized teams, reducing
development time and cost while ensuring scalability.

The platform also addresses the content gap by enabling enterprises to convert their
extensive libraries of SOPs and safety procedures into immersive simulations quickly and
efficiently. With features like WorldLab for photorealistic environment generation and EON
3D Object for seamless 3D model integration, the system simplifies content creation from
the ground up. Additionally, Conversational Scene Authoring allows users to refine
simulations using natural language commands, eliminating the technical barriers that have
historically slowed iteration cycles.

Deployment across devices is equally streamlined. Genesis 3.0 allows training simulations to
run on desktop, mobile, AR glasses, and VR headsets from a single build, without the need
for porting or device-specific development. This multi-device compatibility ensures broad
accessibility and supports diverse training environments.

Performance measurement is another critical area addressed by Genesis 3.0. Through the

Measure and Improve feature, organizations gain access to per-step scoring, gamification
elements like XP and badges, and a real-time instructor dashboard for monitoring active
trainees. These capabilities provide actionable insights into trainee performance, enhancing
the effectiveness of immersive training programs and supporting continuous improvement.

By eliminating the barriers of cost, time, and talent, Genesis 3.0 transforms the XR training
landscape, enabling enterprises to scale immersive training in ways that were previously
unachievable. It bridges the gap between proven ROI and practical implementation,
empowering organizations to convert expertise into impactful training simulations with
measurable outcomes. In doing so, it positions enterprises to meet the demands of the
Al-driven era with precision, confidence, and efficiency.

SECTION 3: THE SOLUTION

Genesis 3.0 represents a paradigm shift in the creation and deployment of immersive
training by eliminating the traditional bottlenecks of XR training development. Where once
the industry required teams of developers, 3D artists, and instructional designers to build a
single XR training module over the course of weeks or months, Genesis 3.0 empowers
subject-matter experts with no prior XR or 3D authoring experience to create sophisticated,
multi-device simulations in a matter of hours. This revolutionary approach is achieved
through a highly intuitive, Al-driven process distilled into eleven plain-English questions.



Removing the Bottleneck: Simplicity Through AI Automation

The core innovation of Genesis 3.0 is its ability to replace the traditional, labor-intensive XR
development pipeline with an end-to-end Al-powered system. By answering a series of
straightforward questions, subject-matter experts can define training procedures, configure
interactions, and generate complete, scored simulations without touching a single line of
code or mastering complex 3D tools. The platform handles the heavy lifting through a
combination of advanced technologies, including vision Al, geometry analysis, and a
conversational scene-authoring engine powered by Claude.

This simplified approach directly addresses the critical barriers to XR training adoption:

e High costs: Traditional XR training development costs range from $50,000 to
$200,000 per module, making large-scale deployment financially prohibitive.
Genesis 3.0 drastically reduces these costs by automating the bulk of the development
process.

e Time inefficiencies: Traditional timelines of 6—12 weeks per module are cut down to
hours, enabling organizations to scale their training programs rapidly.

e Talent shortages: With fewer than 1% of existing SOPs, safety procedures, and
maintenance manuals converted into immersive training content, the need for skilled
XR developers has long been a bottleneck. Genesis 3.0 bypasses this problem entirely
by making developers unnecessary.

A Seamless, Two-Phase Workflow

The Genesis 3.0 pipeline is divided into two distinct phases — Create and Play — each
comprising a series of user-friendly steps that guide the subject-matter expert from raw 3D
model to fully functional training simulation.

e Create Phase (Steps 1-7): In this phase, the system automates tasks such as
importing 3D models, generating photorealistic environments, labeling components,
configuring interactions, and assembling a first draft. The integration of tools like
EON 3D Object and WorldLab ensures flexibility in sourcing and preparing 3D
assets, while the AI Assembles First Draft feature performs the complex, technical
work of aligning procedures with 3D components.

e Play Phase (Steps 8-11): The second phase focuses on delivery, allowing users to
select training modes (e.g., guided practice or timed assessments), choose the target
device (e.g., desktop, mobile, AR glasses, or VR headset), and configure interaction
and guide modalities. Trainee performance is then tracked and optimized through the
Measure and Improve feature, which provides actionable insights such as per-step
scoring, real-time monitoring, and gamification metrics.



Multi-Device Compatibility and Scalability

One of the standout features of Genesis 3.0 is its ability to produce XR training simulations
that work seamlessly across multiple devices, including desktop, tablets, AR glasses, and VR
headsets. This eliminates the need for platform-specific porting and ensures consistent
training experiences regardless of the hardware used. The system’s WebXR rendering and
device-adaptive input methods (e.g., mouse, touch, controllers, or gestures) further enhance
accessibility and scalability.

Human-AlI Collaboration for Precision

While the Al in Genesis 3.0 automates the majority of the authoring process, the platform
also emphasizes a collaborative approach through its Human Reviews and Refines feature.
Subject-matter experts can review the Al-generated training draft and provide natural
language instructions to fine-tune the simulation. For example, users can simply say, “make
the smoke bigger” or “add a warning sound,” and the system will make the necessary
adjustments in real time.

Solving the Content Gap at Scale

By drastically reducing the time, cost, and expertise required to create XR training modules,
Genesis 3.0 enables enterprises to tackle the content gap head-on. Organizations can now
convert their vast repositories of SOPs, safety procedures, and maintenance manuals into
immersive training experiences that are both cost-effective and scalable. The result is a more
agile, capable workforce prepared to meet the demands of the Al era.

SECTION 4: KEY FEATURES/CAPABILITIES

Genesis 3.0 is a transformative platform built around cutting-edge Al-driven features and
capabilities. By simplifying the traditionally complex XR authoring process into an intuitive,
question-driven workflow, it empowers organizations to create scalable, impactful training
content at unprecedented speed and efficiency. Below, we explore the platform’s key features
and capabilities in detail.

Al Assembles First Draft: Automation at Its Core

The AI Assembles First Draft feature lies at the heart of Genesis 3.0's efficiency. After the
subject-matter expert defines the training procedure, the Al automatically:



e Parses SOP documents into structured steps.
e Matches 3D components to specific steps.

e Configures interactions using a library of over sixty interaction primitives, including
rotate, highlight, snap, and animate.

e Assigns sounds and effects from a rich library of twenty-two sound effects and four
particle types.

This comprehensive automation significantly reduces the complexity and time investment
required to produce a polished training draft.

Conversational Scene Authoring: Natural Language Precision

Genesis 3.0 introduces an innovative approach to refining XR training content through
Conversational Scene Authoring. Users can interact with the platform using natural
language commands to adjust and enhance simulations. For example:

e “Add a warning sound before step three.”
e “The wrong part is spinning—fix it.”
e “Make the smoke bigger.”

The conversational interface ensures that subject-matter experts, rather than technical
specialists, maintain full control over the training’s accuracy and effectiveness.

Choose Training Mode: Adaptive Learning for Trainees

The platform offers four progressive training modes to accommodate various learning
needs:

1. Show Me: Guided demonstration with step-by-step instructions.
2. Train: Guided practice with automated hints for trainee support.
3. Let Me Try: Silent practice with error tracking but no penalties.

4. Evaluate Me: Timed assessment with scoring, critical-step auto-fail, and certification.

These modes allow trainees to progress from basic understanding to skill mastery while
providing measurable outcomes for instructors.

Multi-Device Compatibility: Train Anywhere, Anytime

Genesis 3.0 enables training simulations to run on multiple devices, including:



e Desktop web with mouse and keyboard.

e Mobile and tablet with touch and precision pointers.

e AR glasses for overlaying digital content on real-world environments.
e VR headsets for fully immersive experiences using WebXR.

This flexibility eliminates the need for device-specific development and ensures that training
content is accessible to a broad audience.

Interaction and Guide Modality: Versatility in Delivery
The platform supports multiple guide modalities, allowing trainees to learn through:

e HeyGen AI Agent: A realistic Al persona providing step-by-step explanations.
e Drone Fly-through: A virtual camera guiding trainees through each component.
e Mixamo Avatar: A 3D character demonstrating procedures.

e Virtual Hands: Simulated hands interacting with components.

By combining these modalities, Genesis 3.0 accommodates diverse learning preferences and
enhances engagement.

Measure and Improve: Data-Driven Insights

The Measure and Improve feature provides robust analytics and performance tracking,
including:

e Per-step scoring with configurable weights.

e Gamification elements such as XP, badges, daily streaks, and skill progression.
e Real-time monitoring through the instructor dashboard.

o Al-graded oral assessments based on keyword criteria.

These tools ensure continuous improvement and allow organizations to quantify the impact of
their training programs.

Gamification and Engagement

To enhance trainee motivation and retention, Genesis 3.0 incorporates gamification features
such as:



e A competitive leaderboard to encourage team-based competition.
e Rewards like XP and badges for achieving milestones.

e Daily streaks to build consistent learning habits.

This gamified approach transforms training into an engaging experience that drives long-term
skill development.

The Iceberg Principle: Hidden Complexity, Visible Simplicity

Behind its user-friendly interface, Genesis 3.0 operates a sophisticated backend comprising
vision AL, geometry analysis, and a four-layer auto-configuration pipeline. However,
none of this complexity is visible to the user. The platform’s design philosophy ensures that
the subject-matter expert sees only eleven simple questions—while the Al handles everything
else.

By combining these powerful features into a cohesive and intuitive system, Genesis 3.0
redefines what’s possible in immersive training. It bridges the gap between Al capability
and workforce readiness, enabling enterprises to transform their training strategies for the Al
era.

SECTION 5: HOW IT WORKS

Genesis 3.0 revolutionizes the XR training development pipeline by dividing the process
into two streamlined phases — Create and Play — across eleven structured steps. Each step
is guided by a single plain-English question, enabling subject-matter experts to build
scored, multi-device simulations without requiring technical expertise in XR or 3D modeling.

Create Phase (Steps 1-7): From Concept to Draft Simulation

The Create Phase focuses on rapidly transforming raw content into a training prototype by
leveraging AI-powered tools. This phase includes the following steps:

1. Get the 3D Object

The process begins by answering a simple question: “What do you want to train on?” Users
can browse thousands of pre-built models in the cloud library, import CAD models, or create
3D objects using EON 3D Object from a photo or by scanning the real object with a phone
or LiDAR. This flexibility ensures compatibility with diverse training content.

2. Set the Environment



“Where does this training take place?” Using WorldLab, users can generate photorealistic
environments from a photo or text prompt. Alternatively, they can select built-in
environments or import custom 3D scenes. This step ensures that the training occurs within a
realistic and contextually appropriate setting.

3. Label Components

“What is each part called?” Genesis 3.0 automatically detects component names from mesh
metadata, achieving over 80% accuracy. Users simply review and correct outliers,
drastically reducing manual labeling time and improving precision.

4. Auto-Configure Interactions

“What can each part do?” The Al analyzes labeled components and suggests interactions
from a library of sixty primitives — including rotate, hide, snap, highlight, and animate —
while providing confidence scores for each suggestion (e.g., 92%). This ensures intuitive and
accurate functionality for every training module.

5. Define the Procedure

“What should the trainee learn to do?”” Users import SOP documents, allowing the Al to
parse them into structured steps. Alternatively, reusable recipe templates or Al-generated
procedures can be used to define the training flow. This step bridges the gap between static
documentation and dynamic training content.

6. AI Assembles First Draft

At this stage, the platform automatically generates a complete training draft without any user
input. The Al reads the procedure, matches meshes to steps, selects interactions, assigns
sounds from twenty-two available effects and four particle types, and creates an initial
simulation. This step eliminates the need for manual assembly, ensuring rapid prototyping.

7. Human Reviews and Refines

“Did the AI get it right? Talk to fix it.” Users play the draft and provide corrections using
Conversational Scene Authoring, such as “make the smoke bigger” or “add a warning
sound before step three.” The Al iterates based on natural language commands, refining the
simulation until it meets the desired standards.

Play Phase (Steps 8—11): From Draft to Deployment

The Play Phase focuses on delivering the finalized module to trainees across multiple
devices and modalities, ensuring a seamless user experience.

8. Choose Training Mode
“How should the trainee learn?” Genesis 3.0 offers four progressive modes:

e Show Me (guided demonstration)



e Train (guided practice with auto-hints)
e Let Me Try (silent practice with mistakes tracked)

e Evaluate Me (timed assessment with scoring, auto-fail on critical steps, and
certification).

9. Choose Device

“Where will trainees access this?” The same training module runs seamlessly on desktop
web, mobile and tablet, AR glasses, and VR headsets. Genesis 3.0 eliminates the need for
porting or device-specific development, adapting the training to each platform automatically.

10. Interaction and Guide Modality
Two layers of adaptability enhance the learning experience:

e Input Methods adapt to the device (mouse, chopstick, controllers, or gestures).

¢ Guide Modalities provide demonstration options such as HeyGen Al Agent
(realistic Al person), Drone Fly-through (camera navigation), Mixamo Avatar
(animated 3D character), and Virtual Hands (showing physical interactions). Guide
options can be combined for maximum clarity.

11. Measure and Improve

“How are trainees performing?”” Genesis 3.0 tracks metrics such as per-step scoring,
configurable weights, and critical-step auto-fail. Advanced features include gamification
with XP, badges, daily streaks, and leaderboards, as well as AI-graded oral assessments. A
real-time instructor dashboard provides live updates on trainee performance, enabling
data-driven improvements.

By eliminating visible complexity and empowering subject-matter experts, Genesis 3.0
transforms XR training creation into a straightforward, question-driven process.

SECTION 6: BENEFITS/OUTCOMES

Simplified Content Authoring: Removing the Bottleneck

Genesis 3.0 directly addresses the core challenge of scaling immersive training: the
authoring pipeline. Traditional XR module development required 3D artists, developers,
instructional designers, and 6—12 weeks of effort, costing between $50,000-$200,000 per
module. Genesis 3.0 replaces this labor-intensive process with a simple, eleven-step
workflow, enabling subject-matter experts to create training simulations without technical
expertise. This structural replacement eliminates the need for specialized talent, reducing
costs and timelines drastically.



Rapid Development and Scalability

With Genesis 3.0, the Al handles the heavy lifting — from parsing SOP documents to
assembling interaction primitives and producing multi-device simulations. The platform’s
ability to auto-label components with 80%+ accuracy, suggest interactions, and refine
modules through Conversational Scene Authoring enables enterprises to convert thousands
of procedures into XR training at scale. This directly addresses the content gap, where fewer
than 1% of SOPs have been transformed into immersive training.

Enhanced Workforce Training Capabilities

Genesis 3.0 offers businesses the ability to deliver comprehensive training experiences that
improve workforce readiness for high-stakes operations. By enabling trainees to progress
through four training modes — from guided demonstrations to timed assessments — the
platform ensures measurable outcomes like reduced time-to-competency and improved
knowledge retention. Features such as AI-graded oral assessments and critical-step
auto-fail maintain high standards of safety and accuracy.

Multi-Device Compatibility: Train Anywhere, Anytime

The platform’s ability to run simulations on desktop web, mobile and tablet, AR glasses,
and VR headsets from a single build eliminates the need for device-specific development.
This ensures universal accessibility, allowing organizations to train diverse global workforces
without additional effort. Input methods and guide modalities, such as HeyGen Al Agent,
Drone Fly-through, and Virtual Hands, adapt seamlessly to each device, providing an
intuitive learning experience.

Data-Driven Performance Insights

Genesis 3.0’s Measure and Improve feature tracks per-step performance metrics, gamifies
training with XP, badges, and leaderboards, and provides real-time insights via the instructor
dashboard. These tools enable continuous optimization of training modules and allow
enterprises to monitor workforce capabilities effectively.

Lower Barriers to Entry

By eliminating the need for XR expertise, Genesis 3.0 democratizes immersive training
adoption. Enterprises can leverage photorealistic environments generated by WorldLab,
Al-powered SOP parsing, and automatic assembly to create robust simulations in hours rather
than weeks. This represents a fundamental shift, making XR training viable for organizations
that previously faced cost and skill barriers.

Proven ROI

The ROI of immersive training has already been validated, with studies like PwC
documenting 275% ROI for VR-based soft-skills training. Genesis 3.0 amplifies this
potential by significantly lowering production costs, enabling enterprises to deploy XR
training at scale and achieve transformative workforce outcomes.



Conclusion

Genesis 3.0 bridges the gap between Al capability and workforce readiness, empowering
enterprises to scale immersive training with unprecedented speed, precision, and efficiency.
By transforming the authoring pipeline and delivering measurable outcomes across safety,
competency, and retention, Genesis 3.0 stands as the definitive solution for the AI-powered
workforce transformation in the XR era.

Conclusion: Transforming XR Training Development with
Genesis 3.0

Genesis 3.0 represents a groundbreaking transformation in the field of immersive training,
redefining how enterprises develop and deploy XR simulations. By replacing the traditional,
resource-intensive XR training development pipeline with a streamlined process powered
by AI and plain-English simplicity, Genesis 3.0 eliminates the barriers that have historically
prevented XR training from scaling across industries. This paradigm shift addresses the
long-standing bottlenecks of cost, complexity, and reliance on specialized technical expertise,
empowering subject-matter experts to take the lead in creating effective and scalable
training solutions.

Eliminating Bottlenecks for Enterprise Transformation

Historically, the creation of XR training modules required a team of 3D artists, developers,
and instructional designers, with production timelines spanning 6—12 weeks and budgets
ranging between $50,000-$200,000 per module. Despite the proven benefits of immersive
training—such as 275% ROI for VR soft-skills training as documented by PwC—these
prohibitive costs and timelines have prevented widespread adoption. As a result, fewer than
8% of enterprises have deployed XR training at scale. Genesis 3.0 eliminates these
constraints by removing the need for technical teams entirely.

The platform enables subject-matter experts—the individuals who understand the
procedures and workflows—to create multi-device simulations in minutes simply by
answering eleven plain-English questions. This structural replacement of the authoring
pipeline ensures that the person who knows the work can build the simulation of the work,
removing reliance on 3D modeling expertise and software development skills.

Al-Powered Simplicity: Revolutionizing Training Creation

At the core of Genesis 3.0 is its ability to make complex processes invisible to the user. The
Al Assembles First Draft feature automates the creation of XR simulations by reading the
training procedure, analyzing 3D models, selecting appropriate interaction primitives,
assigning sound effects, and generating a complete draft—all without human intervention.



This capability is enhanced by the Human Reviews and Refines step, where users can
leverage Conversational Scene Authoring to fine-tune the simulation via natural language
commands such as “make the smoke bigger” or “add a warning sound.”

The platform’s two-phase process—Create and Play—is structured to ensure clarity and
efficiency. From importing 3D objects using EON 3D Object to generating photorealistic
environments with WorldLab, every step is designed to simplify the user experience while
delivering professional-grade results. The Play Phase further streamlines deployment by
offering multiple training modes—such as Show Me, Train, Let Me Try, and Evaluate
Me—and enabling compatibility across a range of devices, including desktops, tablets, AR
glasses, and VR headsets.

Scaling Workforce Training for the AI Era

Genesis 3.0’s ability to adapt training modules for diverse devices without the need for
porting or device-specific development ensures enterprises can scale their training programs
efficiently. This compatibility is complemented by advanced features like Interaction and
Guide Modality, where trainees can learn through interactive demonstrations with tools such
as HeyGen Al Agent, Drone Fly-through, Mixamo Avatar, and Virtual Hands.

The platform also incorporates powerful Measure and Improve capabilities, including
per-step scoring, gamification with XP, badges, and leaderboards, as well as Al-graded oral
assessments to ensure measurable outcomes. Enterprises can monitor trainee progress in
real-time using the real-time instructor dashboard, enabling data-driven decision-making
and continuous improvement.

Bridging the Content Gap with Al

For enterprises grappling with the content gap—where fewer than 1% of existing SOPs,
safety procedures, and manuals have been converted to immersive training—Genesis 3.0
provides a scalable solution. By automating the conversion process and eliminating the need
for XR developers, the platform addresses the talent shortage and enables organizations to
leverage their existing knowledge assets for workforce transformation.

A Call to Action

Genesis 3.0 is more than just a tool—it is a strategic initiative designed to bridge the divide
between Al capability and workforce readiness. By empowering enterprises to transform
their training processes with unprecedented speed and simplicity, Genesis 3.0 delivers
measurable outcomes in time-to-competency, knowledge retention, and safety
performance.



EON Reality invites enterprises to embrace this next-generation platform to redefine
workforce training for the Al era. The technology is no longer the bottleneck. The expertise
of your workforce can finally scale. With Genesis 3.0, the promise of immersive training
becomes a reality—not in years, but in minutes. Transform your workforce capability
today.
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