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Abstract

The purported benefits of Virtual Reality for pilot flight simulator training, such as increased
immersion and presence, would be of great benefit in training those flight skills that rely on
visuospatial awareness. The implementation of this new technology for the training of pilots requires
careful consideration of its ability to transfer required skills, and the comparative advantages over
conventional flight simulators. In order to resolve the matter, a quasi-transfer study has been
completed, using a separate-sample pretest-posttest design. The ability of a low-cost VR Simulator to
transfer flying skills and mission projection skills, using internally valid measures, during a common
flight manoeuvre was evaluated. Results indicate a significant and statistically equal improvement
in participants’ flying (g = 8.75) and mission projection (g = 0.661) skills, as well as the combined
measure (g = 0.768). The findings indicate that the VR Simulator is effective for the training of basic
flying skills, those skills that require understanding of spatial relationships based on visual
information, and in the broader training of technique. These findings must, however, be considered
in the context of the study and the noted limitations of the technology.

Keywords: flight training; pilot; virtual reality; visual flight; human-machine interaction; skill
transfer; aviation training technology

1. Introduction

The use of flight simulators to prepare pilots for training airborne, or even in displacing the
aircraft as a training device entirely, is well established in the literature [1]. Within the airlines,
simulators have largely displaced initial type-rating training in the aircraft [2]. However, in order
that a simulator can achieve certification to that level of fidelity, as deemed necessary by regulators,
significant capital investments are generally required [3]. For most of the rest of the aviation industry,
and particularly for General Aviation (GA), the use of simulators is as a means to prepare the trainee
for the learning activity to be conducted airborne [4,5]. Flight simulators used for this purpose,
regardless of the technologies they employ, must therefore enable the transfer of the “right” kinds of
skills to the trainee. Instruction in a flight simulator for the purpose of achieving the ability to
maintain the aircraft within predefined, and legislated [6], tolerances is not without value. Training
of hand flying skills is, however, largely about cognitively priming the trainee, rather than
developing specific fine-motor skills [7]. Yet, teaching only this procedure of flight as a preparatory
step prior to airborne training leaves the more important part of piloting — the technique - to be learned
only in the air.

The technique can be viewed in the narrower conception as simply the means by which the
procedure is achieved [8]; or it can be viewed as part of the broader ‘art’ of flying. In this latter
conception, the technique incorporates matters of situational awareness, decision activities, and
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mission projection. The pilot maintains an awareness of the present state of the ownship, projects this
state into the near future time-space, judges the projection, and adjusts the control actions to achieve
the mission [9]. Perfect procedure is then not the goal, but rather adequate procedure that achieve
mission success [10,11]. Of course, the technique is predicated on the procedure, and particularly
perceptual-motor activities. The skill and long-acknowledged need for “ingenuity” on the part of the
flight instructor [5] could enable better preparatory training of technique in the flight simulator.
Nonetheless, the incorporation of technologies that allow for better immersion and understanding of
ownship state would be of great benefit — such a technology is Virtual Reality (VR).

The development of ubiquitous Virtual Reality in recent years, and particularly the emergence
of consumer-grade VR-HDMs (head-mounted display), has resulted in an increased interest in the
technology for education. Interest in this use of VR for education has, of course, included applications
within [12,13], and without [14], aviation. In considering VR for aviation education applications, and
more specifically pilot training, its benefits can be viewed in relation to the conventional flight
simulator that would otherwise be used. Compared to the conventional flight simulators or
procedure trainers that are common in GA, VR is considered more immersive, interactive, and more
engaging [14]. Each of these traits is of value in the training context directly and also by enhancing
the cognitive [15] or motivational fidelity [16,17].

The interactivity and immersion of VR may also work synergistically, to enable greater spatial
awareness [18,19]. Improving these aspects of flight simulation may prove especially beneficial for
the training of those tasks and phases of flight that require the pilot to coordinate their aircraft with
regards to external visual reference (e.g., circuits). These tasks require both accurate flight control
input (i.e., procedure), and anticipation and projection of the relative motion of the aircraft (i.e.,
technique) [20]. Conventional simulators are known to be less effective at the training of this kind of
“formation” flying [21], as compared to simpler flying tasks [9]. While the exact cause of this
differential in training between tasks in unknown, it may well be related to the tunnel vision caused
by truncations of the visual field, resulting from the necessarily limited dimensions of a two-
dimensional monitor [22]. The simpler perceptual-motor coordination skills — which are critical for
aircraft control — must also be trained, or cognitively primed, effectively if the VR Flight Simulator is
to replace the conventional.

The use of flight simulators to train perceptual-motor skills, particularly the fine motor
movements required for aircraft control, is not fully resolved in the existing literature. Training in
flight simulators can result in improved airborne performance, even when the inputs used in the
simulator exhibit little resemblance to those in the aircraft. For instance, even using a keyboard to
control the flight simulator can have benefits [7]. The mechanism by which this improvement occurs
may be related to cognitive priming, where the trainee is mentally prepared for the airborne
experience [23]. This suggests that the trainee has developed related skills, though not necessarily the
“muscle memory” of control. In true-transfer studies, this is a primary matter for consideration,
although the practical aspect of whether the use of simulators—regardless of design—reduces actual
time in the aircraft may be of greater concern [5]. In a study of his kind, and in real-world flight
training that uses flight simulators in this way, Thorndike’s law of readiness [24] would apply. In
quasi-transfer studies, where a second simulator is used as an analogue for the aircraft, identical
controls can be implemented. As a result, there is no need for the trainee to learn new perceptual-
motor skills, since the controls are the same between simulators. In this context, both perceptual-
motor skills and cognitive priming are trained simultaneously. Therefore, for a quasi-transfer study,
and indeed a sufficiently high-fidelity simulator (e.g., those used by the airlines), the law of recency
and the law of readiness [24] would apply. This skill of aircraft control can be directly quantified.
The metric, which would be classified as a Type 1 metric per Lysaght, et al. [25], can represent the
error [26] or accuracy [27] of, for example, the flight path for a given manoeuvre.

Training the technique of flight in the simulator, including the situational and mission projection
skills, relies on the same educational techniques as would otherwise be employed airborne. The skills
that form the technique would, in the Australian context, be covered by multiple standards of the Non-
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Technical Skills (NTS) contained in Schedule 2 of the Manual of Standards Instrument for Part 61 of
the CASR [28]. The technigue can be directly encouraged by the flight instructor, but will also begin
to develop as the mechanics of control are developed [29]. The simulator can be given preference in
some circumstance (e.g., instrument flying) due to its lower cost, and ease of ease of repetition.
Conventional simulators in GA are, however, limited by two-dimensional displays and lack of
immersive, situated experience [30,31] . As such, those part of the technique that rely of maintaining
an effective external lookout (NTS1.1), and using this to assess the situation and make proper decision
(NTS1.3) — that is, mission projection — are necessarily inhibited by the tunnel vision of the display. A
simulator that allowed for an understanding of three-dimensional spatial relationships would,
theoretically, achieve training of the fechnique as readily as training of the procedure. In order to
measure the technique in an objective manner, a metric other the error in the control of the aircraft is
needed [9]. These measures of procedure can show “poor” performance in a circumstance that a flight
instructor would judge performance to be adequate. The goal not being perfection, but competent
completion of the mission [10,11]. To quantify this, some meaningful measure of the mission outcome
should be calculated.

The efficacy of VR to transfer both perceptual-motor coordination and mission projection skills,
within the flight simulator paradigm, remains open to debate. Present literature on the use of VR for
flight simulation, and the use of other Extended-Reality spectrum technologies for this purpose,
inadequately addresses these areas of pilot training. Where such areas have been examined, the
transfer observed is both varied and accompanied by substantial uncertainty. Present research, for
various reasons, is focussed on the use of the technology in the earlier stages of pilot training (i.e., ab
initio), which is precisely the time when the development of these skills must begin. The assumed
benefits of VR, in comparison to conventional simulators, such as increased immersion, should be of
benefit in the transfer of both of these flight critical skills. Considering the importance, the question
guiding the present research is: “Does the use of a Virtual Reality flight simulator develop participants’
perceptual-motor coordination skills, mission projection skills, or both, as evaluated by two measures
(one measuring a proxy of procedure, and one a proxy of technique) of their performance during a single flight
task?’ In order to answer this question, empirical evidence will be provided on the efficacy of the VR
flight simulator.

2. Materials and Methods

The present study utilises a quasi-experimental separate-sample pretest-posttest design. This
design, which was popularised by Campbell and Stanley [32], assesses performance or status of one
group prior to receipt of the trial intervention, and assesses the same metric for a second, separate
group following the intervention. In such a design all participants are subject to the intervention, with
the intervention effect being measured between the pretest and posttest scores of the two groups.
Separate-sample pretest-posttest designs eliminate the need for a control group, allowing use in
circumstances where the creation of a control group is impractical, impermissible, or both [27]. The
design can also be used in situations where researchers would otherwise use pre-experimental
designs, such as the one-shot case study, but without the numerous risks to internal and external
validity. The underlying theoretical framework of the research supposes that experience of the
simulation, and therefore practice of the skills, would increase performance (i.e., expertise) in the
simulation [33].

The researchers were provided with anonymised activity and flight [simulator] data, that was
the result of, and originally for the sole purpose of, an undergraduate education activity for a course
at an Australian university. The creation of a disparity in educational outcomes would not have been
permitted in this context. The structure of the data was not a result of choice, but of limited hardware,
software, and time. This resulted in a group making use of a PCATD (personal-computer aviation
training device) prior to use of the VR-HDM based simulator (i.e., the pretest group), and a group
making use of the VR-HMD prior to use of a PCATD (i.e., the posttest group). Data were available
for 46 participants (n = 41, three excluded due invalid data), of which 17 (n = 17) were pretested for
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their flying skills on a PCATD, and 24 (n = 24) that were posttested on the PCATD. The data provided
to the researchers did not contain any demographic information (e.g., age, sex, etc.), nor where such
data subsequently sought. During the original educational activity, all participants had been briefed
to discontinue use of the simulator[s] if they experienced discomfort as a result of such use. The
nature of this data and activity preclude the establishment of true randomisation of group allocation.
However, the circumstance of insufficient hardware meant that the order in which participant arrived
(i.e., random to an extent), determined whether they were tested before or after the intervention.

The hardware used for the simulator was a computer, a computer monitor, a VR-HMD, and a
set of flight specific peripherals. The computer used for both the assessment PCATD and the VR
Simulator was equipped with an Intel i7 (2.5 GHz) CPU, a Nvidia RTX 3060 (16GB) GPU, and 16GB
(DDR4) of RAM. The computer monitor used for the PCATD was 27-inch flatscreen, with a resolution
of 1920x1080 pixels, and a refresh rate of 60Hz. The VR-HMD used for the VR Simulator, which
ultimately served as the visual display medium, was a Meta Quest 2 (formerly known as the Oculus
Quest 2). The Meta Quest 2 contains two display panels, one per eye, with a resolution of 1832x1920p
at a maximum refresh rate of 90Hz. The headset generally conforms to the definition of “virtual
reality” as given by Phillips [34]. The flight specific peripheral used for both simulators was a
Thrustmaster T.16000 HCS HOTAS [35] for roll, pitch, and engine control, and associate T.Flight
rudder pedals [36] for yaw control.

The software used for both simulators was the Windows 11 OS (operating system) for the
computer, the X-Plane 11 flight simulator [37], the VR-HMDs onboard OS (Version: v61), and the
associated software packages required to establish a link between the VR-HMD and computer. All
graphics setting within the X-Plane software were set to medium. Post hoc the testing indicates that
this computer and software combination would achieve a simulator framerate of at least 60Hz.
Though, the particular environmental conditions during the original lab activity, the link to the VR-
HMD, and other unknown factors, may have reduced the actual refresh rate. The researchers are
unable to unambiguously confirm this based upon provided data. The simulated aircraft for both
simulators was a Cessna 172 that was equipped with a Garmin G1000-style flightdeck and traditional
standby instruments.

The flight task to be flown in all situations, and therefore in both simulators, was a left
downwind. The aircraft was preestablished at a [very] early left downwind position (-35.26662,
149.17899) for Canberra International airport (ICAO: YSCB) Runway 35, at circuit altitude (2900ft
AMSL, ~1000ft AGL), and at cruise speed (105KIAS). The goal of the activity was to track parallel to
the runway (RWY 17), by visual reference only, to a position abeam the threshold of that runway (the
“mission”). Figure 1 shows the ‘ideal’ flight path (white) overlayed on a map, with several example
flight paths (black) also shown. The end of the ‘ideal’ flight path (-35.31385717, 149.1784932) shown
in Figure 1 is correct, as Runway 35 at YSCB has a displaced threshold [38]. The downwind leg can
be examined for procedural correctness (the “procedure”) with reference to the tolerances of straight
and level (S&L), at the private level, as specified in the MOS [6] and shown in Table 1. In order that
the flight would primarily be conducted with regards to visual reference to the ground and horizon,
the [simulated] AHRS (Attitude Heading Reference System) was failed. In order that the relative
position of the aircraft in relation to the runway could be determined during use of the PCATD, a
button on the HOTAS was mapped to the “glance left” function. Unlike the year-round prevailing
conditions at YSCB, the wind was set to nil. All participants flew this task on both simulators, with
the pretest group flying on the PCATD before the VR Simulator, and the posttest group flying on the
VR Simulator before the PCATD. Assessment of the independent group metrics on the PCATD then
enables the assessment of the quasi-transfer of flying skills, as attributable to the VR intervention.
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Figure 1. Map with overlay of ideal flight path (white), and several example flight paths (black).

Table 1. This is a table. Tables should be placed in the main text near to the first time they are cited.

Flight Path or Manoeuvre Flight Tolerance
Nominated heading +10°
Altitude +150 ft
igh level
Straight and leve Airspeed +10 kts

For the purpose of evaluating participant procedural correctness, flight simulator data for
altitude, heading, and airspeed were measured against the MOS tolerances in Table 1 for the whole
downwind leg. The time that was flown while in conformance with all of these tolerances was
calculated as a proportion of the total flight time, to provide the percentage of time in tolerance (PTiT)
metric. The assessment of the ability of participant to achieve the mission required the extract of
latitude, longitude, and altitude data for the final point of their flight path. The distance from the end
of the “ideal’ flight path to the end of each participant’s flight path was by use of the haversine
formula. Use of the haversine formula is preferable for evaluation of short distances and is simple to
use [39]. This distance information was then combined with the Aatiwde using basic trigonometry, to
provide the absolute displacement (AD) metric in feet. In the interest of preserving the directional
alignment of the measures, the absolute displacement metric was reverse scored. That is, an increase
in the PTiT (i.e., more time within the specified flight tolerances) or the AD (i.e., an increase towards
zero displacement from target) is indicative of better performance. The PTiT metric is the measure of
procedure, and the AD metric is the measure of technique.

The null hypothesis (Ho) for this research was that there would be no significant difference
between the participants’ flight performance, based upon the PTiT and AD, between the pretest and
posttest. That is, there would be no transfer that resulted from the use of the VR Simulator.
Conversely, the first alternate hypothesis (H1) was that the posttest PTiT or AD would be greater,
indicating improved flight performance. The null hypothesis is therefore,

Ho: Auprrir< 0 and Apap <0

where Aprerir and Apap represent the change in the mean between pretest and posttest of the PTiT
and the AD, respectively. The first alternate hypothesis being,

Hi: Apprir > 0 or Apap >0
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where the expectation is that the posttest mean of at least one metric will be higher than pretest. If
the null hypothesis is rejected, and there is evidence of improvement, the second alternative
hypothesis (H:) is that transfer will improve both metrics equally. That is,

Hz: Ayprir = Apap > 0

where, owing to the potential superiority of VR Simulators over conventional simulators,
performance is equally improved for both mission and procedure.

In advance of statistical testing, which would always have made use of some form of
independent samples t-test, data were checked for to validate underlying assumptions of normality
and homoskedasticity. The equality of variances was checked by Levene’s test, and normality of the
distributions was checked by the Shapiro-Wilk test. The PTiT data were found to be homoscedastic
and normally distributed, but the AD data had both distributional and variance issues. In order that
statistical power could be retain for both measures, and direct comparison between tests kept, the
AD data were transformed using the Yeo-Johnson transformation. Unlike other data transformation,
such as the Box-Cox transformation, the Yeo-Johnson transformation can handle negative values
[40,41] - this being necessary as all AD data were negative. The lambda (A) value was determined for
the pretest data only, and then applied via the transformation to all AD data. Normality of the
distributions and homoskedasticity was then rechecked by the same tests, with the data found to now
be suitable for parametric statistical testing.

Following data extraction, calculations, and assumption checking, the t-test was used to check
the difference in flight performance between the pretest and the posttest, for both metrics. The
Hedge’s g effect size [42] was calculated for each measure, to enable understanding of the mean
difference between the pretest and posttest, and therefore the intervention effect. Hedge’s g was more
suitable than Cohen’s d due to the incorporation of a correction factor for small sample sizes, and
better handling of unequal group sizes [43]. The mean differences between performance measures
for the pretest and posttest groups being divided by the pooled standard deviation, as opposed to
the maximum likelihood estimator [42].

So as to allow statistical comparison of the outcomes of the two metrics, and to allow calculation
of the combined effect size, the correlation of the effect sizes was calculated. The sum of the cross-
products of the deviations from the means, for each measure, approximates the covariance. The
covariance was then normalised by dividing by the total degrees of freedom across the pretest and
posttest groups. Dividing by the pooled standard deviation resulted in an estimate of the linear
correlation (7) between the intervention effects on the two measures. A z-test of the effect sizes that
incorporated the correlation, as per the difference method of Cohen [44] as cited by Lakens [45], was
used to assess whether any change in the measures was equal. The overall effect size was then
calculated by the method recommended by Borenstein, et al. [46].

In combination, these measures assess the statistical significance of the intervention, the
relationship between the measures, and the practical significance of the change[s]. Owing to the
characteristics of the “experiment” that created the data, a priori calculation of power was not
possible. Post hoc power calculations were not computed, as they provide no additional information
that is not already provide by confidence intervals, and can risk misinterpretation of the results [47].

3. Results

The PTiT metric for the pretest group (M = 33.3%, SD = 19.1%, Md = 35.1%) and the posttest
group (M =51.7%, SD =21.7%, Md = 48.9%), and the AD metric for the pretest group (M = -2707.5ft,
SD = 768.2ft, Md = -2319.2ft) and the posttest group (M = -2262.4ft, SD = 540.7ft, Md = -2146.2ft),
required assumption checking prior to statistical test. Levene’s test for Equality of Variance showed
homoskedasticity between the pretest and posttest data for both the PTiT metric (F(1,39) = 0.322,
p =0.564), but the AD metric was heteroskedastic (F(1,39) = 5.496, p = 0.025). The Shapiro-Wilk test
showed that the PTiT data was normally distributed for both the preset group (W =0.957, p = 0.568)
and the posttest group (W = 0.978, p = 0.852). The Shapiro-Wilk test showed that for the AD metric,
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the pretest data were non-normally distributed (W = 0.864, p = 0.018), and the posttest data were
normally distributed (W = 0.926, p = 0.08). The Yeo-Johnson transformation was applied to the AD
pretest data, and the optimal lambda value determine (A = 3.521). AD posttest data were also
transformed using this lambda value. Retesting of the AD data showed that the AD pretest data were
now normally distributed (W = 0.914, p = 0.115), without producing a non-normal distribution in the
AD posttest data (W = 0.936, p = 0.133). The AD data were now also homoscedastic (F(1,39) = 0.005,
p =0.942). Figure 2 shows the means of the untransformed PTiT data and transformed AD data, for
the pretest and posttest groups.
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Figure 2. (a) Mean percentage time in tolerance (PTiT) for pretest and posttest groups with 95% confidence
intervals; (b) Box—Cox-transformed absolute displacement (AD; feet) for pretest and posttest groups with 95%

confidence intervals.

The results of the Independent Samples t-test, shown in Table 2, comparing the separate pretest
and posttest groups percentage time in tolerance (PTiT), shows a significant (#(39) = 2.813, p = .008)
mean difference of 18.43 (95% CI[5.20,31.65]). This indicates that the VR Simulator intervention
improved the PTiT, allowing the posttest group to maintain within tolerance for, on average, 18.43
percentage points more of their specific time [sic]. The results of the Independent Samples t-test
between the groups for absolute displacement (AD), shows a significant (#(39) = 2.126, p = .040) mean
difference of 1.24x107¢ (95% CI[0.06x107¢,2.42x107¢]). Though less directly interpretable due to the data
transformation, this result would indicate that the VR Simulator intervention reduced the distance to
the “mission” target, for the posttest group, thereby improving their flight skills. Both t-test results
indicate a significant difference between the participants’ flight performance, based upon the PTiT
and AD, between the pretest and posttest. The null hypothesis (Ho) is rejected.

Table 1. This is a table. Tables should be placed in the main text near to the first time they are cited.

T df p Mean Difference  SE Difference Hedge’sg SE Hedge's g
PTiT 2813 39  0.008 18.426 6.549 0.875 0.335
AD 2126 39  0.040 1.241x10 5.837x107 0.661 0.325

The calculated Hedge’s g effect sizes, between the pretest and posttest, as shown in Table 2,
indicated positive transfer for both the PTiT metric (g =0.875, 95% CI[0.219,1.531]) and the AD metric
(g=0.661, 95% CI[0.024,1.298]). As per the convention set forth by Cohen [44], this would indicate a
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large training effect for the PTiT, and a moderate training effect for the AD. When considering these
effect sizes, it is important to consider that they are dependant, and they have a moderate positive
correlation (r = 0.563). Despite the usual interpretation of the effect sizes suggesting a difference
between improvements in the two metrics, the z-score (z =0.693) indicates that, at the 95% confidence
level for a two-tail test, they are not significantly different (p = 0.488). The first alternative hypothesis
(Hz) is rejected. The results support the second alternative hypothesis (Hz) that both metrics improved
equally.

4. Discussion

The use of VR Simulators in pilot training requires proper consideration of their efficacy in
developing flight critical skills, particularly in circumstances where such simulators will displace
conventional simulators. The percentage of time in tolerance (PTiT), here representing the portion of
the manoeuvre during which the participant was accurately performing the procedure of flight, and
the absolute displacement (AD), representing the accuracy of their mission project, were both
significantly improved by the VR intervention. The PTiT data, which can be readily interpreted in
raw form, show significant improvement between pretest and posttest—an increase from a mean of
33.3% for the pretest group to a mean of 51.7% for the posttest group. The standard deviation, which
represents the variability of the PTiT data within the pretest and posttest groups, shows a small
increase. The substantial improvement in group performance makes the small change in SD
inconsequential. The Absolute Displacement (AD) data is more readily interpreted in its pre-
transformed state. In that state, the posttest group's mean AD was -2,362.ft, whereas the pretest
group’s mean AD was -2,707.5ft. Unlike the small increase in the variability of performance for the
posttest group in the PTiT metric, the AD metric shows less variability, based on the SD. The
underlying data are reflected in the large positive effect size (g = 0.875, 95% CI[0.219,1.531]) for the
PTiT, the moderate positive effect size for the AD (g = 0.661, 95% CI[0.024,1.298]), and the large
positive combined effect size (g = 0.845, 95% CI[0.275,1.416]). When examining these improvements,
due consideration must be given to the wholly artificial environment (i.e., quasi-transfer) in which
they occurred.

The significant improvement in the PTiT, which is taken to represent the improvement in the
procedure, would indicate that a VR simulator may adequately substitute for a PCATD, within the
limited scope of what was examined. A large positive effect size (g = 0.875, 95% CI[0.219,1.531])
indicates that the intervention was able to transfer, or suitably cognitively prime, the participants
prior to the aircraft analogue. This improvement used the same flight control peripherals in both the
PCATD and the VR Simulator. As such, the exact mechanism by which the improvement occurred is
unclear. Though, both the law of recency and the law of readiness would most likely be applicable.
That the flight was conducted in VMC (visual meteorological condition) may have also given
advantage to the VR Simulator, by means of its immersive exterior visual scene. These factors in
combination likely led to the improvement. Of course, no participant achieved a perfect score (i.e.,
100%), but perfection is not the goal of flight training [48]-competent completion of the mission is the
goal. That is only possible with suitable mission projections skills.

The significant improvement in the AD, which is taken as denoting an improvement in the
participants’ technique through improved mission projection, would support the use of VR to prepare
for training these skills airborne. A moderate positive effect size (g = 0.661, 95% CI[0.024,1.298])
indicates that the intervention has improved those underlying non-technical skills, through some
combination of the technologies inherent characteristics. The posttest group (i.e., those participants
that had received the intervention but were now being tested on the PCATD), despite no longer
having the advantaged of the VR Simulator (e.g., increased immersion and such), had been advantage
in flying skills by the intervention. That is, without the immersions of the VR Simulator, they were
still able to maintain a better external lookout (NTS1.1) and use this to properly assess the situation
and make appropriate decisions (NTS1.3). The claimed immersive and situated experience could
have improved the general consideration of the relative spatial relationships. It is possible that, as
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with the PTiT, the law of recency and the law of readiness are applicable. Importantly, the
improvement in the proxy measure of technique was not significantly different from the proxy
measure of procedure. Unlike conventional simulators, there would appear to be evidence to support
the training of those more visuospatial skills and manoeuvres in VR.

In consideration of the possibility that the two measures are not perfect representations of their
skills, it is also important to consider the more general training effect. The combined effect size (g =
0.845, 95% CI[0.275,1.416]), which indicates a large positive transfer, suggests that whatever the VR
Simulator intervention is transferring improves subsequent performance. This combined effect size,
as well as the two other effect sizes, are broadly comparable to existing xR Simulator literature [13].
The only VR Simulator transfer research with which both design and measure (i.e., PTiT specifically)
are shared, cannot be readily statistically compared. In that research [27], the underlying data were
non-normal, and the Hedge’s g effect size was calculate from the results of a Mann-Whitney U test,
by use of the method of Tak and Ercan [49]. Nonetheless, the large positive training effect of the
research (0.946, 95% CI[0.56, 1.37]) is comparable to the training effect in the present research. Finally,
the AD training effect, which is clearly dependent upon improved understanding of visuospatial
relationships, can be compared to previous VR Simulator training of formation flying [50]. That
research showed a far larger positive effect size (g = 1.819, 95% CI[0.08, 3.56]), but this has far wider
confidence intervals, reflecting greater uncertainty in the estimate. The effect size from the present
research is adequately consistent with that of the previous research, as it is within the confidence
intervals of that earlier effect size.

The present research differs in many ways from previous research on the use of VR Simulators,
and indeed conventional simulators, and this should be considered when interpreting the results.
The research design of this research, and the method of training efficacy within a quasi-transfer
framework, are the two most distinguishing differences. The somewhat unusual structure of the data,
and their origin, effectively necessitated the use of quasi-experimental, separate-sample pretest-
posttest design. This design is common in other areas of education research (e.g., ongoing medical
education), but is rarely use in pilot education. Whilst the data could have been interpreted through
use of several kinds of pre-experimental design, the actual process of its generation, and sources of
internal and external invalidity made the design used most suitable. Further, owing again to the
origins of the data, history, maturation, instrumentation, and mortality, which are the inherent sources
of invalidity for this design [32], are largely minimised. For example, maturation posses little to
validity, due to the short length of the intervention, the testing, and the combined time. It is unlikely
whether sufficient time had past to resulted in and increase in the participants’ age, hunger, tiredness,
or the like. That the time between all pretests and posttests was less than two hours reduces the
likelihood that the remaining sources of invalidity could impact the outcome.

Within quasi-transfer research, and indeed within true-transfer research, it is most common to
train the participant to a set level of proficiency in the experimental simulator, then train them to the
same level of proficiency in the aircraft [or aircraft analogue], and then quantify the instruction saved
in the aircraft. The instruction saved generally being calculated as the training effectiveness ratio [51].
The activity that originated this data did not train to a level of proficiency, but for a set length of time.
Furthermore, in examining the results of the present research, the outcomes must also be considered
within the larger context of transfer literature, and with due regard as the means of quantification
and interpretation. The use of a quasi-transfer study means that, particularly as regard the
perceptual-motor skills, the effect sizes are likely an overestimate of the transfer [49]. The combined
effect size (¢ = 0.845), as well as the two internal metrics from which it was derived (i.e., PTiT and
AD), are liable to overestimate the true-transfer that is achievable between a VR Simulator and the
aircraft. Additionally, the that these internal metrics are not commonly used, and that they have been
interpreted in the manner in which they have, may constitute a reasonable question as to their
authority. Finally, the posttest group scores are ultimately based on as portion of flying, and the end
of the test, in which they are approaching twice the exposure as the pretest group. That is, they are
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continuing to learn during the posttest, as such learning is inherent [9,52]. Despite the various
limitations, the research shows great promise for VR Simulators for this kind of pilot training.

5. Conclusions

The research presented here supports that a VR Simulator, which herein was constitute by a VR-
HMD deployed as the visual system, can be used for improving both the procedure and the technique
of trainees. Between the pretest and the posttest, both the procedure performance and the technique
performance, as well as the combined performance, were significantly improved. The answer to the
question, ‘Does the use of a Virtual Reality flight simulator develop participants’ perceptual-motor
coordination skills, mission projection skills, or both, as evaluated by two measures (one measuring a proxy of
procedure, and one a proxy of technique) of their performance during a single flight task?’ is that VR improves
both the participants’ perceptual-motor coordination and mission projection skills equally. The
improvement in performance was achieved using [relatively] inexpensive hardware, short
intervention exposure time, and without either an instructor or formal flight training. When the noted
limitations of the technology are given due consideration, and the assignment and task are carefully
evaluated, this research would be in support of the use of a VR Simulator. Additional research on the
true-transfer achievable, the advantages attainable with more modern VR-HMDs, and the use of the
VR Simulator in other flight training domains would each be of great value.
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