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vLearning by SentioVR  
Sentio launches revolutionary new online learning platform offering immersive virtual courses  

 

Soon anyone with a VR capable device will be able to participate in immersive virtual reality 
courses covering a variety of hands-on skills as if they are in the classroom. Today, Sentio VR 
announced the release of their brand new vLearning platform, offering immersive, interactive 
virtual reality courses available for anyone interested in remotely learning hands-on skills. 
Utilizing virtual reality, students will have the ability to pause, rewind, play-back and adjust their 
perspective in order to understand a process from every angle. While two-dimensional skills, 
such as coding, readily lend themselves to the numerous e-learning tools available, current 
online education platforms fail to provide the level of immersion necessary to learn more 
technically demanding skills such as surgical techniques. 
 
“We realized that there was a need, particularly for fields of study that require more tactile skills, 
for a more robust educational platform.” says Sentio CEO, Charlie Claxton, “vLearning 
revolutionizes education by giving students greater control of their viewing perspective than 
they would have in person.” 
 
“As an artist and pottery teacher, I struggled with verbally conveying the physical techniques of 
wheel-thrown pottery to students who have asked for clarification after watching my YouTube 
videos,” says Carla Di Franco, renowned Seattle artist. “The vLearning platform has empowered 
me to effectively demonstrate the wheel process to multiple students at once.” 
 
Sentio has partnered with, Koncept VR, a VR content production company to generate each 
course. Universities, professors, and artisans, will only need to worry about course content. 
Additionally, instructors and universities will receive 8-10% of revenue generated from any 
course they produce. 
 
Students have the option of enrolling in individual courses or programs composed of a 
sequence of courses. Tuition will start at $750 per course.  Free previews of the each course 
can be viewed after signing up through the vLearning website or by downloading the vLearning 
app. vLearning is available now on the Samsung Gear VR, with service for Oculus and the HTC 
Vive coming in March and June respectively. 
 
Courses begin on January 4th, 2017. Current university partners include: the University of 
Washington, Columbia University, Massachusetts Institute of Technology and Carnegie Mellon 
University.  
 
To learn more about Sentio VR and the vLearning platform along with current course offerings 
and a schedule of new VR platform availability, visit vLearning.com. For educators and 
institutions interested in partnerships, please contact us through partners@vLearning.com. 
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FAQ 
 
What VR devices are currently supported? 

The vLearning platform is now available on the Samsung Gear VR, with the planned 
release of course content on Oculus in March 2017 and the HTC Vive in June 2017. 
Sentio plans to provide support for even more VR devices later in 2017. For a list of 
compatible devices please visit www.vLearning.com 

 
Will the courses offered through the vLearning platform be accessible offline? 

Currently, students must have an active internet connection to participate in courses.  
 

Will courses in vLearning be interactive? 
Students will be able to send a message to their instructor directly through the VR 
application, however there is no interactivity within the courses. We hope to develop 
more interactive features in the future. 

 
Does successful completion of a course provide continuing education credits for those in 
professional fields? 

Yes! Many courses have been approved for 4 hours of industry related content. We are 
working with institutions to offer more continuing education credit for a variety of 
industries. For a complete list of all courses currently available please visit 
www.vLearning.com/continuinged. 

 
Can I take these courses for college credit? 

Yes! Sentio VR has partnered with several academic institutions to provide accredited 
courses in a variety of topics. Students who successfully complete these courses can 
earn college credit. For a complete list of all accredited courses please visit 
www.vLearning.com/accredited. 

 
Are there specific requirements for translating my lesson plan to the vLearning platform? 

One of our onboarding team members will aid instructors in this process, so that your 
course content will translate seamlessly. Instructors and universities looking to add 
courses to Sentio’s vLearning platform should contact our partnership coordinators at 
partners@vLearning.com. 

 
 
How is the vLearning platform different than the many other elearning platforms available? 

vLearning courses allow students to view a real instructor from any angle as they are 
teaching a tactile process, giving students greater control of their viewing angle than is 
possible in real life. We not only provide an engaging experience but also design 
curriculums with learning milestones so you actually acquire skills. 
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Market Analysis 
 
Landscape 

Facilitated by the rapid expansion of Internet technologies and a culture of content sharing, the 
online learning market is booming. Whether out of pure curiosity, a need for continuing 
education, or more traditional academic pursuits, students of all ages and backgrounds are 
turning to online educational resources to deepen their knowledge and learn new skills. The 
worldwide online learning market was estimated to be $51.5B in 2016, with an annual worldwide 
growth rate at 7.9% from 2012 and 2016 (E-Learning Market Trends & Forecast 2014 - 2016 
Report by Docebo). North America, the most mature of the world’s online learning markets, has 
leaned heavily on video as the preferred online communication tool, as it more closely recreates 
the traditional classroom lecture experience. However, video has inherent limitations and lacks 
the characteristics necessary to replicate an interactive studio atmosphere.  

We at Sentio VR believe that virtual reality is the answer to this problem. This year saw the 
release of the Oculus Rift, HTC Vive and Sony’s Playstation VR devices, joining the previously 
released Samsung Gear VR and Google’s Daydream Viewer and Cardboard. Digi-Capital’s 
latest quarterly Augmented/Virtual Reality Report and Deals Database analyzed $1.7 billion of 
AR/VR VC investments in the 12 months to Q1 2016. According to Citi analyst Kota Ezawa the 
VR market is expected to grow to a $15.9 billion industry by 2019. Citi also anticipates the 
market for hardware, networks, software and content for VR will reach $200 billion by 2020. 
Companies like zSpace and Immersive VR Education have already stepped into VR learning 
market, which marks opportunities in this area, but both have failed to address the need for an 
online studio-based learning experience. 
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Target Market 

Our target user market includes anyone interested in developing their skills in fields traditionally 
requiring a studio or workshop environment to learn, but who could now be facilitated by virtual 
reality technology. This includes students, working professionals, and even aspiring artisans, all 
of whom would benefit from vLearning’s immersive VR learning experience. 
 
 
Marketing Strategy 

We will market vLearning through our website and will target both potential students and 
instructors. The website will provide information as to what benefits our platform can provide 
them, examples of courses we offer, and information of VR platform compatibility. We will also 
utilize Google AdWords, Facebook and SEO optimization to direct potential customers to our 
website. Finally, we will leverage our partnerships with universities and master artisans as 
additional marketing channels. 
 
 
Competitor Landscape 

Comparable Products and Services 
1. zSpace 

Products: 
Hardware: VR computer, zSpace glasses, Stylus pen 
Software: Education content based on STEM related topics 
Content: Curriculums designed by zSpace teachers to facilitate teaching  

2. Immersive VR Education 
Product:  
Engage platform: Free content for educators 

3. Alchemy VR 
Service: 
Creating immersive, narrative VR video 

4. Eon Experience 
Products: 
Content library: VR, AVR 
VR Video creation tool 
Developer tools 

5. Google Expeditions 
Products: 
VR Expeditions 
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Competitive Strategy 

There are five main competitors in the VR education arena. However, their existing products 
focus on enriching in-class teaching experiences, rather than focusing on specific learning 
outcomes, such as the acquisition of a new skill. We want to not only to give them the way to 
acquire these skills with vLearning, but to eliminate the necessity of physically being present in 
a classroom in order to do so altogether. We will focus on individual, self-motivated learners 
who expect to acquire new skills through their online learning tools and wish to learn from the 
best professors and artisans in the world. Our strategic partnerships with top universities and 
professors, as well as master artisans, will give vLearning students the immersive, hands-on 
learning experience they desire. 

The curriculum for courses on the vLearning platform will be developed in a way that allows 
online learners to achieve better learning outcomes. Students who enroll in a vLearning course 
will be able to view a real instructor from any angle as they are teaching a tactile process, giving 
them greater control of their viewing angle than they would have if they were there in real life. 
No other learning tool on the market gives students this level of immersion in a real 
environment. 

vLearning will offer both individual courses and course bundles called programs. Programs will 
include courses of consecutive content and courses relevant to the overall learning objective. 
Those who want the additional benefit of obtaining a certificate either for college credit or 
continuing education will be able to do so through many of the vLearning programs. Finally, 
SentioVR has developed a community for the vLearning platform where students and instructors 
can share information and ask questions. 

 

Revenue Model 
The revenue model was determined by researching general ideas for healthy percentages to 
devote to different direct and indirect costs, as well as doing comparative market research with 
other elearning business models and pricing out VR production companies. Our primary set cost 
at this point is production of VR video, (which could potentially also decrease as the industry 
advances). Because of this our course cost should be viewed as more of a suggestion. The 
overhead and costs were estimated/determined from online research of comparable business 
models. The course fee was determined with a low estimate for enrollment (1,420 annually), if 
there is strong interest initially in vLearning and we had plentiful accredited content, the price of 
each course could decrease. The diagram below projects the revenue model of a $750 tuition 
price per course and would result in a gross profit between $177,500 and $198,800 annually. 
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Sources: 
https://techcrunch.com/2016/01/23/when-virtual-reality-meets-education/ 
https://www.google.com/edu/expeditions/#about 
http://edu.zspace.com/ 
http://www.eonreality.com/eon-coliseum/ 
https://www.entrepreneur.com/article/246857 
 
 
 

http://edu.zspace.com/
https://techcrunch.com/2016/01/23/when-virtual-reality-meets-education/
https://www.google.com/edu/expeditions/#about
http://www.eonreality.com/eon-coliseum/
https://www.entrepreneur.com/article/246857
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Final Wireframes 

 

Overview 

Our three top user stories are listed below along with the description of tasks involved. A flow 

chart showing very high level process to accomplish these tasks follows. These stories cover 

three major tasks of vLearning by Sentio: Finding and enrolling in a course or program, course 

interaction in the VR device, and instructor course management. 

 

Story 1 

As a high school graduate, I want to experience the 

college classroom atmosphere even though I am not 

able to go back to school, so that I can make up the 

missing education and learn something from the great 

professors.  

User tasks: 

1.      Find an HCDE course and enroll. 

2.      Find the courses that are part of the HCDE 

program. 

3.      View the list of courses offered. 

4.      View the list of programs offered.  

5.      Sign in to your account 

6.      Create a new account 

 

 

 

 

 

Story 2 

As a student, I want to be able to pause the VR 

experience and adjust my position so that I can make 

sure I have the best perspective to see what my 

instructor is doing. 

User tasks: 

1.      Launch vLearning app on VR device. 

2.      Sign In. 

3.      Browse enrolled courses. 

4.      VR course interaction.  

 

 

 

 

 

 

 

Figure 1- find and enroll in a course 

Figure 2- course interaction in the VR device 
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Story 3 

As a remote learning instructor, I want an easy way to 

respond to students’ questions after they experience a 

lecture so that I can make sure they fully understand the 

material I am teaching. 

 

User tasks: 

1.      Sign In 

2.      Browse active courses. 

3.      View course dashboard. 

4.      Manage course.  

 

 

Figure 3 – instructor course management 
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