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The augmented worker!
§ Previous research show mixed 

results
§ Instructions presented in 

augmented reality (AR) are 
always present, regardless if 
the individual worker needs 
them or not



OKAVIM Project
Study 1: Learning in VR



Learning with guidance 
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Some excerpts from interviews with 
employees at Volvo
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§ “Yes, the sprint [screen based instructions] is like our bible […] 
If we follow the sprint, we can’t go wrong.” [participant 2]

§ “Of course, there can be issues with the sprint, but it’s very, 
very, very rare. […] So maybe someone made a mistake 
somewhere and then we make an error. But if you follow the 
sprint, it’s not your fault, it’s the technician’s fault.” [participant 
6]

§ “It’s the sprint that controls things. [It] tells you what to do. 
Without it, you wouldn’t be able to work.” [participant 7]
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Correlation analysis (Pearson r) 

§ Work experience ~ instruction 
use frequency (y-axis): 
r=-0.64$

§ Work experience total time gazing 
on instructions (x-axis): 
r=-0.25$

Pilot results, small number of 
participant
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