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“Training to become a commercial spray painting technician costs
time, money, and requires the use of special equipment—all of which
is fundamental to learning the trade, but VR can replicate some of this
while providing important insight you wouldn’t otherwise get.”

Scott Hayden, Road to VR
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https://www.roadtovr.com/turn-key-vr-training-system-simspray-looks-lower-costs-commercial-spray-painters/


Customer Comments, Outcomes, and Studies

Trial Usage Outcomes
Reported by a Top Ten Auto Manufacturer - 2/15/2017

Summary: Study consisted of 19 participants involved in manual paint processes, with
varied experience (beginner to expert). Participants spent 6-8 hours across 3-4 2-hour
sessions with SimSpray. Sessions included an expert painter/instructor per 1-4
participants.

What did you like most about SimSpray? What could be improved with SimSpray?

VRSim Note: Feedback is based on an earlier version of SimSpray.
The current generation improved in identified areas.

Study Takeaways:

● Quick, out of the box implementation
● A valuable tool to use for training paint associates for manual painting technique

practice
○ Allows the student to practice basic technique to promote more advanced topics

while in OJT/live training
○ Increased practice 15x more than live painting

● Engages students in the learning process
○ Students can use the system themselves
○ Provides a ‘safe, non-production’ environment to learn/practice

● Will be incorporated into a training program consisting of classroom training and
on-the-job/live training
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User Study
Stanly Community College - 2/14/2017

Summary: Students were tasked with reaching basic proficiency; defined as scoring 65
out of 100 on a chosen part (ie. Car Hood). The time and monetary costs were
compared with those required to
reach the same proficiency level
on a similar part in traditional
live spray training.

Study Note: Training to this level of
proficiency was estimated to take 16
hours and incur material (paint: sealer,
base coat, clear coat, color coat, and
activator) and consumable (PPE,
sandpaper, cleaners, gloves, shoe
covers, thinner) costs (est. $987).

Student Time Attempts Score
All students met or significantly
exceeded target proficiency

Students completed a total of 23
projects in 2 hours 20 minutes (6-7x
faster than traditional training)

Saved $987 in material costs

A 35 min. 6 69

B 20 min. 3 73

C 45 min. 9 65

D 20 min. 3 82

E 20 min. 2 68
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User Study
Van Buren Intermediate School District - 10/27/2016

Summary: Cost-savings review for an
Autobody Collision and Repair program
that using SimSpray for paint practice and
new technique training. The program
operates two classes per year with 25-30
students per class.

Paint &
Materials

Operating
Costs

Training
Time

Study Note: SimSpray projects
are used to establish and test
students’ basic skill proficiency
before their participation in live
training (e.g. Students are
required to score a minimum of
85 out of 100 before
participating in live spray
training).

35% decrease
in overall

material costs

20% reduction
in program

operating costs

60% increase
in practice time,

per student
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