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PRODUCT TESTING IN ELECTRONICS ENGINEERING

& It takes more time to test than to manufacture the product.

& Several test prototypes are made.
® There are advantages and disadvantages of a test.

- Product testing is important as the product is very expensive to manufacture,
generally time consuming, and in some cases physically dangerous to handle. For this

reason, it is necessary to include virtual reality in product testing.




INCLUSION OF VR IN PRODUCT TESTING

® VR is a high-quality computer-user interface that involves simulation in real-time and

interactions through multiple sensory channels.
& Prototype or mockup:
- Prototypes can be classified according to the way they are generated:

- Physical prototypes

- Virtual prototypes (VP) , ) ;i

& Physical prototypes are expensive and hard to produce.



Advantages and disadvantages of the VR uses 1n the
electronics industry

® VR technologies are more interactive and easier than using

physical objects
® VR reduces the time and cost in product development cycle
® Sometimes a physical prototype is preferable to a VP

® VR systems are not free from problems and limitations




CONCLUSION

VR in product testing leads to better quality products, good brand value for

companies and high customer satisfaction.
Virtual prototypes are more cost-effective.

The inclusion of VR in product testing may therefore represent a sustainable

practice in Electronics Engineering
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