Creating the Future of Soft
Skills Training through VR/AR

WHO ARE
WE?

FRIENDS WITH HOLOGRAMS
ARE EXPERTS IN
LEVERAGING THE UNIQUE
CAPABILITIES OF CUTTING
EDGE VR/AR TECHNOLOGY TO
CREATE IMMERSIVE,
IMPACTFUL SOFT SKILLS
TRAINING EXPERIENCES.

WHY WORK WITH US?
WE ARE A TEAM OF INDUSTRY
LEADERS COMMITTED TO
CREATING BESPOKE
SOLUTIONS, BY
COLLABORATING WITH OUR
CLIENTS TO SOLVE THEIR SOFT
SKILLS TRAINING PROBLEMS.
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OUR PERSPECTIVE
Training in virtual reality is the
next best thing to training in real
life

In many situations, it is
not feasible to train in
the real world...

In others, VR training
can shorten the
training cycle, getting
employees out in the
field and producing
results more quickly

VIRTUAL REALITY
OUTPERFORMS

75%

70%

Increase in learning quality
and retention when compared
with traditional training methods

Performance improvement
found in a research
released by Meta

VIRTUAL
REALITY
OUTPERFORMS

83%
Trained with
VR

0%
Trained with
traditional
methods

COMPLETED SURGERY IN A LAB ENVIRONMENT WITH
MINIMAL GUIDANCE
*Imperial Medical College, London

ADVANTAGES OF VR TRAINING

True-to-life
experiences
enable
realistic
interactions

Leads
to discussion
for further
learning
Use
anywhere
and as often
as needed

CASE STUDY 1:
CHILD WELFARE
Accenture’s Health and Public Service division wanted to
use VR to accelerate training for social workers to get them
experienced in the field more quickly.
The result is a 20-minute long voice activated VR
experience that allowed users to ask questions and get
answers based on the questions they chose. At the end,
the user had to decide based on the information they had
whether it was safe to leave the child in the home.

The piece resulted in a 31% decrease in caseworker
turnover in the state of Indiana and a 75% decrease in
training costs in the state of Georgia.

CASE STUDY 2:
WORKPLACE
INCLUSION
Development Dimensions International (DDI), a global
leadership consulting firm, wanted to create a piece that
made the user feel excluded in a workplace setting,
creating a visceral response and driving home the need
to create more inclusive workplace environments.
We created a voice-activated VR piece where the user is
systematically ignored, contradicted, and written off, all in a
subtle and relatable way. Working with award-winning
director Gabo Arora, we made a piece that has evoked a
powerful response in users.
One man said the piece was, “not a conversation, but an
emotional experience”; he later reported that he now calls
on equal numbers of men and women in every meeting that
he leads.

CASE STUDY 3:
RACIAL BIAS
A major retail chain wanted to combat racial bias among
store employees, particularly after a racial profiling incident
at a store in 2019. We worked with them to create a
scenario where users first went through the experience as a
customer who was being profiled and harassed – only they
were experiencing as themselves, not playing any assigned
role.
In the second half of the experience, the user played the
role of a store employee who had to repair the fallout of the
incident and speak with the person who had been profiled,
a middle aged Black man.
Every single white person who went through the experience
described it as intense or uncomfortable. Every Black
person who went through it described it as accurate.
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SIMULATE REALITY

BRANCH OR LINEAR

We work with actors and real people,
not computer generated models.
Users know when they are
interacting with a video game and
when they are interacting with
someone real, and the real gets the
results.

Branching narratives can be
fantastic if the resources are
available and conversations would
realistically have multiple paths.
Linear costs less and can be just as
immersive. Creating a false choice
linear piece is also an option.

CREATE A 360 360
EXPERIENCE
VR training doesn’t start and end in a
headset. Users should feel safe in the
environment and have ample space to
discuss and process their feelings
afterwards.
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