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At the end of this webinar you will be able to:

▪ Understand what digital role play is and how it can help corporate L&D 

professionals deliver effective and practical soft skills learning 

strategies

▪ Evaluate the main characteristics to look at when selecting a digital 

role play as a platform to deliver new and better digital learning 

services

▪ Recognize the leading advantages behind this new learning strategy as

reported by early adopters

GOALS
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AGENDA



This is not 
a sales pitch

We will use somewhere some 
Screenshots, but just to help 

you visualize

DISCLAIMER
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LEARNING BY DOING
AND DIGITAL ROLE PLAY



LEARNING BY DOING



WHERE ARE YOU WITH LEARNING BY DOING? 

POLL

A. I already integrate Learning by doing 

B. I would love too, but still stuck

C. It’s a totally new subject for me



DRP
reproduces 

conversations

vs

Business Game
trains on taking decisions 

in complex contexts

DIGITAL ROLE PLAY (DRP)



Play alone

Remote monitoring

Virtual Character

Digital Algorithms

WHAT IS ”DIGITAL” ABOUT?



WHERE ARE YOU WITH DIGITAL ROLE PLAY? 

POLL

A. I already integrate Digital Role Play in my strategy

B. I heard about it, but not used yet

C. My first time



(1) Preparation Room (2) Interactive Area (3) Self Evaluation

(4) Feedback return (5) Measurable metrics (6) DRP Review

THE COMPONENTS



Learn about
The CHARACTER

Learn about
The CONTEXT

Learn about
The KPIs

THE PREPARATION ROOM



REAL TIME INTERACTION

INTERACTION IS DRIVEN 

THROUGH OPTIONS UNDERLYING 

COMMUNICATION BEHAVIORS

RESPONSES DEPEND ON THE 

FLOW OF THE DISCUSSION

THE INTERACTIVE AREA



THE SELF ASSESSMENT



Warm, direct, personal, emotional

Detailed with specific examples on 
what actually happened

THE FEEDBACK RETURN



Key performance metrics

Detailed scores on the strategy and 
the communication process

Deep dive on behaviors
and competences

THE METRICS



Full review of each DRP with augmented reality

In Depth analysis of each 
user’s behavior

Detailed moviola of 
character’s body language

THE DRP REVIEW



DRP LEARNING 
TRIGGERS

Deja-vù
“I was here before”

Communication 
Process acquisition

Objective 
measurement

Counterpart 
emotional reactions

Cause-Effect 
impact

Challenging 
goal 

achievement

Counterpart 
body language 

recognition

Best practice review

HOW TRAINEES LEARN IN A DRP
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THE ROLE OF AI



Internal
perceptions

Evolving
intentions

External
circumstances

Evolving
topics

THE FLOW OF COMMUNICATION



Facts
happened

earlier

The 
conversation
so far

Expectations on 
the outcome

Conversational
Factors influencing

the character’s
reactions

THE COMPLEXITY 
OF THE CONTEXT



The way 
they think

The way 
they feel

The way emotional inputs
and outputs come and go

Personality Factors
influencing the 

characters’ reactions

THE COMPLEXITY 
OF THE CHARACTERS



The 
consistency

of 
behaviors

The style of 
communication
applied

The attention to 
the weak signals

Users’ Approach
influencing the 

characters’ reactions

THE SHADES OF 
USERS’ APPROACH



• LIMITED
• PREDICTABLE
• FIXED, NOT FLOWING

LIMITATION OF 
TRADITIONAL BRANCHING



ONGOING
CONVERSATION

CANVAS OF 
POSSIBLE 

INTERACTIONS

Meaningful
available topics

Shades of applicable
behaviors and styles

Character needs Character profile

Character prequel

USER INTERACTION 
DOMAIN

CHARACTER  
REACTION DOMAIN

INTERACTION 
HISTORY

AI ALGORITHMS

Conversation
startup

Tweaks to 
character’s reactions

Tweaks to 
user’s option

USER OVERALL 
HISTORY

HOW AI CAN HELP
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PROS&CONS REPORTED BY 
EARLY ADOPTERS



INSURANCE RETAIL AUTOMOTIVE

Leadership 
Development

DE&I 
Development

Sales 
Development

INDUSTRY

TOPIC

POPULATION Managers FrontDesk Branch Sales

THREE (QUITE) DIFFERENT SITUATIONS



“How USEFUL was this 
learning approach?”

Much more useful than 
usual
84%

Just as 
many 
others

12%

Other
4%

"It kept my 
interesting longer 
than I expected"

80%

"Very 
Engaging"

12%

Other
8%

“How ENGAGING was this 
learning approach?”

USERS’ SENTIMENT



SAFE

CLEAR METRICS BENCHMARKING EVIDENCES 
FOR COACHING

CONSISTENT 
PRACTICE

SCALABLE

TRAINERS REPORTED 
BENEFITS



SHALLOW 
TECHNOLOGY

EFFORT TO 
KEEP USERS 
ENGAGED

DIGITAL 
LEARNING 

LOW TRAFFIC

TRAINERS REPORTED 
CHALLENGES
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CHOOSE SAVVY



PROVIDE 
SOUND 

METRICS

DEVELOP ON 
CRITICAL 

CONVERSATIONS

LEARN BY 
EXPERIENCIAL 

PRACTICE 

DIGITAL ROLE PLAY 
IS A WAY



ENGAGING 
TECHNOLOGY

AUTOMATION 
FEATURES

LEARNING 
TRIGGERS and AI

WARNING:
CHOOSE SAVVY YOUR NEXT DRP



FURTHER READINGS



JOIN OUR 
FREE MASTERCLASS

BOOK A 
HANDS-ON DEMO

www.skillgym.com/demo

DISCOVER HOW EASY IT IS TO 
APPLY THOSE STRATEGIES 

WITH 

THANK YOU


