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Fig. 1. AR and VR device shipments(unit:m)
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I, Immersive Technologies in the Field
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Table 1. VR and AR Devices
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Table 2. XR Potential Use in Field
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Table 3. Field Cases of Immersive Technologies

Area Case Device
[Nuveon]
Aircraft
. MS hololens
Maintenance
VIVE/Oculus
CNC
HMD
Welding Seabery
Chemical VIVE/Oculus
Spill HMD, Haptic
Training Globe
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Fig. 2. Taxonomy of Maritime Industry
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Table 4. AR/VR Application in Maritime
Education and Training

Area

Shipbuiliding

Autonomous  Ship
Operation

Ship
Maintenance

Ship Engine Training

Marine Survival
Training
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IV, Conclusions
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