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Executive Summary 

A century of learning theory suggests that we grasp new material faster–and we retain new 
material longer–when we experience it directly. When we can get our hands dirty. 
When we can practice a new skill until we master it under real-life conditions. 

Experiential learning is a powerful way to help learners deepen and master new skills, 
especially when used in concert with other teaching methods. 

This IDC InfoBrief will explore how IT leaders can and are employing game-like experiences, 
quest-oriented events, hackathons, and other experiential journeys to help employees upskill 
faster. 

As a complement to traditional classroom training, self-paced e-learning sessions, and virtual 
instruction, experiential learning can help employees strengthen and hone pragmatic tech 
skills from a unique angle that studies show makes an appreciable diference. The approach 
can enhance critical and creative thinking skills as well as improve communication. 

This IDC InfoBrief will address how and why enterprises should consider adding experiential 
learning to their IT tech skill regimens. 

It really is this simple: Humans learn better hands-on. 

$6.5T 

90% 

of organizations will feel 
the impact of the skills 

shortage, costing $6.5T 
worldwide in delayed 

product releases, reduced 
customer satisfaction, and 

lost revenue and profts. 
Source: IDC FutureScape: Future of Work 2022 Predictions, 

October 2021 

By 2025, 
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53% Continuing pandemic 
pressures, supply chain 
problems, fears around 
recession and infation, 
global conficts, and the 
Great Resignation now 
impact more than half 
the organizations IDC 
surveys globally. 

40% of IT leaders say the IT skills shortage has led 
to digital transformation (DX) project delays of four to 
fve months, on average 

To avoid such costly delays and losses, enterprises 
are moving to devise and implement plans that help 
attract and retain more high-skill employees 

n = 816; Source: IDC's 2022 Future of Enterprise Spending and Resilience Survey, Wave 6, July 2022 
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The Skills Shortage: A High-Stakes Game 
More than half of IT leaders in every sector, and across all geographies, tell IDC they’re feeling the impact 
of the IT skills shortage in 2022. The race to upskill new employees and reskill current employees is on. 

39% say a lack of skills has caused lost revenue 

38% say a lack of skills has resulted in lost 
competitiveness 
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28% 

Right People, Right Roles, Right Skills 
Amid a looming IT skills shortage and in the wake of the Great Resignation, training the right employees 
with the right skills and getting them into the right roles is an ongoing challenge. 

52% 

61% 

49% 

38% 

45% 

44% 

39% 

39% 

33% 

31% 

55% 

40% 

47% 

48% 

36% 

Creativity/innovation . . . 

Critical thinking . . . . . . . . . . . 

Cross-functional 
collaboration . . . . . . . . . . . . . . . 

Empathetic leadership 
development . . . . . . . . . . . . . . 

52% 

58% 

49% 

39% 

39% 

42% 

35% 

33% 

37% 

52% 

48% 

44% 

46% 

32% 

Security analytics . . . . . . . 

Cloud development . . . . 

Task and workfow 
automation . . . . . . . . . . . . . . . . 

Programming and 
SW development . . . . . . . . 

AI development 
and training.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . 

Communication . . . . . . . . . . . 

Top 5 Technical Skills Top 5 Human Skills 

The fve most in-demand technical 
skills, according to IDC’s most recent 
survey, are security analytics, artifcial 
intelligence (AI), cloud, task and 
workfow automation, and software 
development. 

The top fve most in-demand human 
skills, IT leaders tell us, are creativity, 
collaboration, communication, critical 
thinking, and empathetic leadership 
development.

  NA (n = 260)   EMEA (n =  506)  APAC (n = 550)  NA (n = 260)   EMEA (n =  506)  APAC (n = 550) 

More than two-ffths (43%) of 
IT leaders tell IDC the skills 
shortage is a top concern, 
even in light of global conficts, 
supply chain challenges, 
infation, and the COVID-19 
pandemic 

n = 1,316; Source: IDC s Global Future of Work Survey, April 2022 
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In every sector, global IT leaders in charge of automation, cloud, AI/ML, and IT 
management projects say more training correlates with more project goals being met 

Research shows that more training tends to lead to more successful 
cloud, automation, IT management, and AI/ML projects, with more 
project goals met tracking to more hours of training. 

In 2022, self-paced learning continued to surge ahead of classroom 
training in both use and end-user preferences. 

Most enterprises prefer to ofer a mix of self-paced courses and 
instructor-led training, virtually or on site. We expect lab-based and 
virtual courses to experience growth in 2023. 

IT leaders not only need people with tech skills but also stakeholders 
who can create and think critically together. 

We believe most enterprises will beneft from leaning into smarter hiring 
and more efective employee retention policies. Enterprises should 
also reap upsides from holistic, multidisciplinary approaches to 
employee upskilling. Not everyone learns the same way. Some skills 

“sink in” better via a specifc channel. 
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Reinforcement: The Value of Training 
Enterprise leaders say the skills most urgently needed relate to security, IT service management, data
analytics, and cloud. 

More Training Means More Project Success
(Cloud example. Hours of multicloud training) 

Q. Approximately how many hours did each involved (multicloud) team member receive? 
Q. What percentage of business or IT objectives did the project fully meet? 

n = 1,820; Source: IDC’s 2022 Global IT Skills Survey, July 2022 
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Enter Experiential Learning 
Experiential learning transforms lessons into memorable, real-life experiences. 

Skills training games and quest-
driven journeys have emerged 
in a corporate training context in 
recent years. 
A few examples include: 

• Microsoft Learn Cloud Games 
Who Hacked? and Data 
Feeds

• Amazon Web Service's AWS 
Cloud Quest

• Cisco’s The Binary Game
• Non-commercial modules that

use the sophisticated digital
twins and AI-based simulation
tech that’s supported
by NVIDIA’s Omniverse
Enterprise solution

In this sense, experiential learning is a return to basics. What’s 
new is that this process has been digitized in the past 
generation. 

Images courtesy of Microsoft and Cisco. 

Microsoft Learn Cloud Games Who Hacked? 

Experiential training is about learning by doing. Every animal frst learns through this channel as a newborn. 
Classroom learning moves front and center for humans as we begin to learn language, but none of us outgrow the 
innate ability to learn from experience, from the successes and failures fowing from our decisions and actions.

The latest wave of experiential learning content 
allows people to engage with game-like 
experiences and challenges, and these assets point
to the metaverse’s potential to impact IT training 
across all screens and even “back” in the classroom. 

Cisco’s The Binary Game 
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The Kolb Experiential Learning Cycle 
Published in 1984, David A. Kolb’s Experiential Learning Cycle describes how humans learn by experience 
through refection, life lessons, and active experimentation. 

As babies, we learn about the world by 
trial and error, through our senses. The 

Kolb Cycle harnesses nature’s “original 

way” of teaching people – and this 
process works on both an individual and a 
group level. 

If one thinks about it, unstructured, self-
directed and role-based on-the-job 
training is a type of experiential learning; 
work activities that are grounded in 
real-world experience, refection and 
experimentation ft this mold as well – 
whether those experiences are labelled 

“classes” or not. 

In the mid-1980s, David A 
Kolb, Ph D , introduced his 
theories around experiential 
learning, which held that 
humans learn most efectively 
via action 

Purposefully 
practicing 
to improve 
based on newly 
learned material 

Active 
Experimentation 

Abstract 
Conceptualization 

Concrete 
Experience 

Refective 
Observation 

Doing something 
and having an 

experience 

Thinking through 
the lessons of 
the experience 

Refecting on 
the experience 

Source: Kolb, D.A. (1984). Experiential Learning: Experience as the Source of Learning and Development. New York: Pearson Publishing, 2nd Ed. 
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Advantages of Learning Through Journeys,
Challenges, and Serious Games 
To err is human, to learn from errors divine. 

A review of 38 published studies concluded that team-based learning 
produced outcomes that were nearly .5 standard deviations higher, on 

average, compared to text, video, or teacher-led methods. 

A well-received 2016 book, Peak: Secrets from the New Science of 
Expertise, helped to buttress the notion that expertise can be achieved 

based on deliberate practice of newly learned skills. These skilling eforts may 

involve complex simulations that help students and professionals practice and 

fne-tune new skills. 

Educational psychologists have long emphasized 
the power and value of hands-on learning. People 
also tend to learn faster when they can practice 
new material with others. 

Hackathons have exploded in popularity over the 
past decade, partly because these events help 
supercharge innovation. Now and again, hackathons 
yield startups that also fourish in the market. 
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Education in the Metaverse: Digital Twins + 
AI Teaching Assistants for the Win? 

1 2 3 

Let’s double-click on NVIDIA Omniverse to explore where digital experiential learning in an enterprise 
context might be within a few years. Consider: 

Cornell University Professor Don Greenberg is working 
with NVIDIA to co-develop Omniverse-based lecture 
materials, hands-on exercises, and strategies for rapid 
and physically accurate early-stage architecture and 
structural engineering design prototyping. Architecture 
students, for example, will be able to simulate the efects 
of weather, earthquakes, and fre on their building designs 
with accurate physics and in the context of nearby buildings 
and landscape features. They can iterate to improve their 
designs while optimizing for cost and time to build. 

NVIDIA’s new Avatar Cloud Engine (ACE) tech 
can be leveraged to train AI-based teaching 
assistants (TAs) who can run individual- or team-
based learning modules in instances when 
human teachers, SMEs or other educators aren’t 
available or needed. Using tools like NVIDIA 
ACE and Tokkio, simulated instructors can be 
trained with “real” courses taught by humans 
and then step in and run those same courses 
anytime, anywhere. 

The combo of these two factors implies how 
enterprise trainers can begin to put digital 
experiential learning into their organization’s 
metaverse instance in the late 2020s: 
complex, immersive learning modules will 
be deployed that couple physically accurate 
digital twins and AI-based instructors that 
can manage Kolb Cycle-based instruction 
for individuals so they can hone complex 
skill trees rapidly, while also largely 
automating the underlying process, creating 
efciencies for training managers and their 
organizations. 

Cornell Prof. Greenberg with students. Source: NVIDIA blog Violet, an AI-backed domain expert reference design. Source: NVIDIA 
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Winning Strategies 

Experiential learning-based games, challenges, and events can help build on and 
reinforce associated skilling investments. 

Experiential learning games, events, and challenges can supplement almost any 
enterprise’s hiring, upskilling, and reskilling eforts. 

With the rise of hybrid and remote work, enterprises now rely on a raft of IT 
training modalities and solutions, from self-paced e-learning to formal on-sites 
and structured hackathons, informal in-person sessions, and virtual instructor-led 
courses online. 

Experiential learning works especially well in the context of reinforcing tech skills 
that rely on decision trees and nimble, on-the-fy thinking. Security, Kubernetes, 
data analysis, and cloud storage are just a few of the many tech skills that are 
best practiced in a simulated real-world game, match, or drill. It’s like pilots and 
astronauts training in a simulator rather than reading a manual or watching a video. 

Experiential learning can be especially potent in these contexts because 
participants/players are doing rather than being told something, which tends to 
create a more visceral, memorable learning experience. There’s one great way to 
learn to swim: get in a pool. 
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Essential Guidance 
Game-like journeys, events, and quests can be used to augment and reinforce critical IT tech training. 
This approach can help enterprises overcome their upskilling challenges. IDC recommends the following 
in this vein: 

Establish excellent learning 

options in multiple modalities 

(self-paced, instructor-led, 

lab-based, etc.). Investigate 

what roles, skills, and 

processes beneft most from 

additional physical practice 

and reinforcement, or that have 

a particularly nuanced set of 

branching “correct” response 

options. 

Approach training and learning 

holistically. Use challenges, 

games, and events in spots 

where doing is most likely to 

ingrain critical learnings. Go 

over crucial information and 

processes from multiple angles 

because it’s more likely to “sink 

in” that way. 

Specifc tech skills certainly 

meet this last criteria, but bear 

in mind that other human skills, 

such as critical thinking and 

creativity, can have a major 

impact on the complexity of 

seemingly straightforward 

learning modules. 

Over time, streamline and 

customize lessons to more 

specifc skills for narrower 

job roles. Upskilling is the 

long game. Enjoy the journey. 

Consider how AI-backed 

instructors and the metaverse 

might impact your enterprise’s 

training road map. Next-

generation training options may 

get here sooner than you might 

think. 
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Research Director, Gaming, eSports and AR/VR 

Lewis Ward is a Research Director whose coverage area includes the global video game and 
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More about Lewis Ward 

Gina Smith, Ph.D. 
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As a Research Director at IDC, Gina Smith is responsible for producing research in the IT 
education and skills sector  Her responsibilities include primary research, analysis and report 
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Message from the Sponsor 

Play your way to tech greatness with Cloud Games from Microsoft Learn 

Get Started 

One: You’re invited to be a cyber sleuth

or a data expert with Microsoft Learn 
Cloud Games Who Hacked? and Data 
Feeds, each with two episodes that can 
be played in any order. 

Learn more at Microsoft Learn Cloud Games 

Two: Enjoy the thrill of solving real-

world challenges in immersive role-

playing games that can help you 

sharpen your technical skills. 

Three: Designed for technical pros, Cloud

Games ofer experiential learning in worlds 

with captivating storylines. They’re a great 

way to learn how to implement solutions 

using Microsoft technologies in a fun, risk-free, 

simulated environment. 
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