Transforming pharmacology learning: An AI-enhanced, simulation, role-play game (browser to VR delivery).

Arlene M Taylor, PRAISES, Australia. 

Introduction: Understanding pharmacology is critical to scientific and clinical disciplines. Often seen as difficult, investment in learning is reduced, creating cycles of avoidance and ignorance. Evidence shows learning through play improves engagement and outcomes [1,2]. Modern learners are digital-native and respond to game-based, interactive formats. An educational role-playing game (RPG) offers a scalable solution, integrating AI to align and update content with real-world standards and assessments. Delivery ranges from web browsers to immersive virtual/augmented reality (VR/AR) platforms, enabling broad access. WCP2026 Delegates are invited to explore core modules and preliminary extension content (including pharmacogenomics) and provide feedback.

Aims: To design and implement an educational, AI-enhanced, mixed-reality (MR), RPG (broadly deliverable across platforms), as a mechanism to enhance pharmacology learning engagement, aligning core curricula with IUPHAR’s Pharmacology Education Project, with integrated extension topics, enabling tailored learner journeys plus more.
Methods: Core curricula are mapped to the IUPHAR's (pharmacologyeducation.org). Extension materials are drawn from Australia's National Prescribing Service (NPS) prescribing modules, CPIC Guidelines/PharmGKB, and British Pharmacological Society (BPS) Assessment Hub modules.  Mixed-reality environments integrate digital tasks with simulations.  Large Language Models and AI support non-player-characters and adapt scenarios/feedback to learner input, with safety guardrails embedded.  Development enabling broad delivery (from basic web browsers to immersive VR/AR) and future adaptability remains central; with integration to Apple Vision targeted before WCP2026.  Progression logic, assessment integration, and achievement tracking is independent device/platform, ensuring consistent user experience and allowing achievements to be linked with third party assessment/accreditation.
Results: Core Modules and preliminary extension modules (Pharmacogenomics and NPS Prescribing Modules) will be available for exploration and feedback for WCP026 delegates electing to register.
Discussion:  Feedback and engagement from WCP2026 attendees remain essential ongoing enhancement!
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