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Learning & Development (L&D) has a pivotal role when ensuring that an organisation has the required skills to be successful not only in its current state but also in the future (Bloom, 2019). In order to remain competitive and retain employees organisations must remain familiar with new technologies that can support the changing needs of an organisation (CIPD, 2023).  
The purpose of this briefing paper is to provide the senior management team at Tata Steel UK (TSUK) with an overview of emerging digital technologies and how these may be applied to support the organisation. This paper will review the internal and external factors currently impacting the L&D (Learning & Development) provision at TSUK; explore the current emerging technologies that may be relevant to the organisation and finally; make recommendations for delivering the L&D provision through an emerging technology. 
This briefing paper lays out a recommendation to implement a L&D podcast in TSUK to integrate audio and micro-learning theories and take advantage of current external trends to engage employees in their learning and development. 
[bookmark: _Toc159087612]Introduction
TSUK is the UK’s largest primary steelmaking company (Tata Steel UK, 2022) directly employing circa 8000 people from diverse cultural and educational backgrounds (Tata Steel UK, 2023a). TSUK operate in 4 key markets: automotive, construction; packaging and engineering (Tata Steel UK, 2022). 
In completing a PESTLE analysis it is clear that there are a number of internal and external factors that are impacting the current L&D provision at TSUK. The organisation’s requirement to transition to a net zero future has caused internal stresses on the current plant leading to loses of over £1 million per day (BBC, 2023). As experienced in many other organisations, L&D has been pushed down the agenda due to lack of financial resources (Cave, 2022). This is particularly evident in TSUK when looking at the number of individuals employed in Learning, Development, Capability and Talent roles, since 2019 the resource in this area has decreased by almost 40% (Tata Steel Europe, 2019; Tata Steel UK, 2023b). Without this resource, the ability to develop and implement learning strategies to meet the business needs of such a large organisation becomes challenging, and the output less effective (Vinikas, 2023). For example, due to the lack of resource, TSUK have had to utilise traditional e-learning as opposed to face-to-face training delivery which often loses the engagement of the learner and creates an isolated learning environment resulting in low knowledge retention rates (Cloke, 2017). 
TSUK relies heavily on government funded learning and education to enhance the current L&D provision and aims to use the Apprentice Levy funded training wherever possible (Tata Steel UK, 2023c). While this additional financial support can provide the organisation with the tools to upskill their people it can be quite restrictive in many aspects. Firstly, it restricts funding of many vocation and technical courses as these tend not to be through apprenticeships (CIPD, 2021), so although the organisation aims to offer as much support for learning it likely doesn’t address knowledge required for the future business. Secondly, utilising the apprentice levy requires a commitment from TSUK to provide a practical period of work and training that lasts for a minimum of 12 months (Education & Skills Funding Agency, 2022). This can cause inflexibility and restriction in responding in a VUCA (Volatile, Uncertain, Complex and Ambiguous) environment. This is ever more pertinent for TSUK following their recent announcement proposing to restructure the organisation involving the reduction of 2800 roles (Tata Steel UK, 2024a). Many of the affected areas have a high percentage of apprenticeships which would make mentorship and practical supervision nearly impossible to manage. 
Finally, TSUK do not have a defined L&D strategy. An L&D strategy helps to align L&D with the overall business strategy while establishing the function as a legitimate factor in achieving organisational success and ensuring resources are appropriately assigned (Bingham, 2023). A robust L&D facilitates learning and can improve retention as investment in an individual’s personal development boosts their motivation and commitment (Karaj, 2023). Without a learning strategy it’s likely TSUK’s employees won’t foster commitment to learning which in turn will make it difficult to nurture a learning culture restricting organisational growth (Malec, 2022). 
[bookmark: _Toc159087613]Emerging Technologies                                                                                                  Organisations across the UK are currently facing challenges in reskilling employees to meet future demands, this is expected to result in a future talent shortage that will be difficult to address (Cespedes, et al., 2022). While L&D is increasingly being recognised for its importance, a study found that 75% of senior managers aren’t satisfied with their organisation’s L&D initiatives (Cespedes, et al., 2022). Emerging technologies are reshaping the way organisations do L&D and have become essential in allowing people professionals to address the ever changing knowledge and skills requirements in organisations (Shahzad, 2023; CIPD, 2023). 
[bookmark: _Toc159087614]Virtual Reality (VR)                                                                                        One emerging technology that has become an increasingly effective L&D tool is Virtual Reality (VR) (Digital Learning Institute, 2022). VR uses computer hardware and software to create a simulated 3D environment that users can interact with perceiving reality through senses (Sheldon, 2022). There are many learning models to explain how the principles for designing and delivery learning (Cloke, 2023). One popular learning model is Flemming’s VARK learning style which classifies learning into four styles: visual; aural; read/write and kinesthetics (Prithishkumar and Michael, 2014), virtual reality combines all of these styles into a simulated environment to create a more effective immersive learning environment suitable for all learners (Schrier, 2022).
Importantly for TSUK, VR is increasingly being used in manufacturing environments for a number of purposes. With TSUK recently announcing their plans to introduce an electric arc furnace (EAF), VR could be imperative in producing a training environment to allow upskilling of employees while the new EAF is being built and is in some cases seen as an essential technology in allowing industrial organisations to transition to Industry 4.0 (Sánchez Martínez, 2021). It could also be used in designing and monitoring the process using VR models and real time results to ensure the build and process is efficient and cost-effective (Liagkou, et al., 2019). In supporting the current customer base while we transform, VR could be used to analyse products and allow customers to interact with the product prior to the EAF build being complete (Liagkou, et al., 2019). 
TSUK’s number one priority and non-negotiable is health and safety. In 2022/2023 there were 561,000 injuries sustained from work related incidents in Great Britain alone (Health and Safety Executive, 2023). VR creates a controlled learning environment, increasing the safety for both learners and instructors, employees would be able to go through a procedure while eliminating the risk of being physically harmed allowing them to recognise their mistakes and ensure they are working safely in the real environment (Wichienwidhtaya, 2021). This also presents costs savings to an organisation, with initial training and process awareness being via VR it eliminates the risk of financial damage to company assets in the training process (Yarmolovich, 2023). 
A successful example of VR in manufacturing learning and development is in BOSCH. BOSCH have invested heavily in VR and AR (Augmented reality) to transform their training programmes as well as their maintenance activities (José Rodrigues, 2020). BOSCH are training operators to be prepared for the manufacturing environment without the risk of exposing the individual to high volume production lines (BOSCH, no date). This has meant that BOSCH has been able to reduce their dependency on industry experts and prevented disruption and tampering with the line and machinery (BOSCH, no date).  
However, while VR is presenting organisations with many opportunities for L&D it is important to be aware of some of it’s limitations. One of the large barriers to implementing VR in organisational L&D is the high set up costs (Paszkiewicz, et al., 2021). With larger scale VR training programmes which are collaborative and measurable, starting costs can be as high as £100,000 dependent on complexity (Fleming, 2023). With the amount of training, and its complexity, that is required to be delivered in TSUK, this may be particularly difficult to justify due to the current economic circumstances. 
[bookmark: _Toc159087615]Podcasts                                                                                                          While they may not be high technology with new and exciting hardware, Podcasts are now being recognised as an effective technology to address learning in a multigenerational workforce (Bruck, 2022). Podcasts are becoming increasingly more popular in day-to-day life with 18 million more listeners in 2024 than in 2021 in the United States alone (Götting, 2024). Podcasts are a digital audio file which is accessible through the internet and if required able to be downloaded to listen offline (BBC, 2020).
So why have podcasts become so popular and how can we utilise podcasts as a learning and development tool? Firstly, the content is easily accessible to the majority of people through a smartphone, tablet or computer (Haahr and McLean, 2024). This is particularly useful for TSUK as a large proportion of our employee population do not have access to a computer in work, delivering training through podcasts could make content available to employees wherever, whenever. Secondly, podcasts are easy to listen to on the go, they allow individuals to multi-task while absorbing audio content (Robinson, 2023). Many organisations are implementing ‘walking meetings’ as a means to improve wellbeing and long-term health (MindTools, no date-a). A study by Kirsten Weir for the American Psychological Association (2020) found that spending time outdoors is linked to improved attention as well as lower stress and improved mood. TSUK could take initiative to incorporate wellbeing and learning to encourage healthy habits and professional growth. 
Podcasts are being used in many organisations to address a variety of employee learning and development needs from onboarding, introducing new recruits to the organisation’s key contacts and culture prior to their start date, to training through bite size learning sessions (Weston, 2020). In some organisations podcasts are also used as a means of career development through hearing career paths and experiences of individuals in the organisations and how they got to where they are in their career (James, 2023). In 2018 American Airlines introduced their internal podcast called ‘’Tell Me Why’’ to reach their organisation of 122,000 people and provide them with new information and discuss certain topics that may be of particular interest (Pratt, 2019). American Airlines found that their employees viewed their podcasts over 98% of their other internal content (Ragan, 2019). 
Using audio as a teaching and learning medium provides both cognitive and affective benefits to the learner (Lee, 2007) and for those who are naturally auditory learners, will be more likely to retain the information (CPD, 2022). However, it is important to note that podcasts do not address the four learning styles discussed above in relation to Fleming’s VARK Learning Model, which is why it is crucial that organisations supplement podcasts with written policies, processes and other teaching methods such as role play. One of the key advantages of podcasts in learning, particularly relevant to TSUK given the current economic pressures is the development costs. The majority of learning and development tools come at large set up and maintenance cost or resources for development (Pappas, 2023). Whereas podcasts can be created at a low cost and the creator doesn’t require extensive digital skills (McGoldrick, 2019). It is important that any organisation starting a learning and development podcast is sensitive to accessibility issues, this can be addressed by making transcripts available to those who are deaf and/or hard of hearing (Aldridge, 2023).
[bookmark: _Toc159087616]Gamification                                                                                                 There are many different definitions of gamification and while each focuses on different aspects of the concept, which was first introduced by Nick Pelling in 2002 (Marczewski, 2013), gamification is essentially the application of gaming mechanics to learning (Prasad, 2020). Gamification is acutely applicable when taking into account Nir Eyal’s learning model, ‘’The Hook Model Cycle’’, which consists of four key stages: the trigger; the action; the variable reward and the investment (MindTools, no date-b). Gamification, if done well, incorporates each of these stages, the trigger is the prompt or notification to the employee to engage with the learning; the action is the learning task e.g. an interactive challenge; the variable reward, gamification is able to engage employees and encourage success due to the satisfying rewards, such as a leader table; and finally, investment, gamification creates an engaging environment that forms long-term habits, this stage is often achieved through personalised tracked progress (Jal, 2023).
A survey completed by Zippia found that 95% of employees prefer a gamified work experience (Boskamp, 2023). TSUK must address the lack of engagement in learning across the organisation, even vital mandatory learning such as Fire Safety Awareness has non-completion rates of 26% (Tata Steel UK, 2024b). Gamification comes into it’s own when producing training for important and mandatory topics that don’t naturally engage the learner, the levels of engagement associated with gamification improves the learners knowledge retention (Dodd, 2024). As Tata Steel is a Comah 1 Tier Site holding a number of ISO certifications, there are a lot of mandatory topics, policies and regulations that employees must be aware of and competent in, to ensure the organisation is compliant (Dodd, 2024). 
In 2015, IBM introduced the ‘Digital Badge Program’ which uses gamification for on-the job learning (Leaser, 2020). David Leaser (2020) explains that IBM have seen a huge transformation in its learning and development through gamification which has allowed employees to share achievements externally; has led to an increase in skills and higher pass rates for certifications; increased engagement, with learners returning to earn more badges; has enabled IBM to easily create talent pools that prioritise capability; and has improved IBM’s attrition rate. There are many other companies that have implemented gamification such as; Google, Microsoft, Starbucks and Siemens each of whom have done so in varying degrees and through different means but have all resulted in increased learning and development engagement (Bullock, 2023). 
While gamification drives learner engagement and creates an exciting educational experience (Mulkeen, 2024) it is frequent that employers loose sight of the core purpose of the task which is to drive specific learning objectives to upskill employees, the learning product must be appropriate (Balasubramanian, 2024). A large factor that makes gamification so engaging is the challenge that is poses the learner which keeps the learner motivated in the learning experience (Gutierrez, 2024). Although, it is also this competitive element of gamification that can cause the learner additional stress and can make individuals feel inferior to their peers (Hammedi, et al., 2021). Therefore, it is important that if TSUK was to implement gamification as a main learning tool in the organisation that it also cultivates a supportive culture where individual strengths are recognised.  
[bookmark: _Toc159087617]Recommendation 
As part of TSUK’s integrated Talent Management and Performance cycle, TSUK runs a talent board process that provides a focus on the most promising talent in the organisation to ensure development opportunities are provided to maximise potential. One capability need that has been heavily identified through the HR talent boards it the industrial and employee relations (IRER) competency across the function (Tata Steel UK, 2023d). Due to the heavy unionisation and the number of differing terms and conditions and policies across the organisation and in its different locations, often that have been in place for a long time, the IRER landscape in TSUK is extremely complex. With 43% of the HR function having over 15 years’ service, a lot of the individuals that hold the understanding of the foundations of these agreements and conditions are starting to leave and soon to leave the organisation, creating a huge knowledge gap that needs to be addressed (Tata Steel UK, 2024c). 
A means to address this learning need is a L&D podcast, integrating microlearning and audio learning theories to upskill employees in the HR function in IRER knowledge (Catail, 2022). Following the attention to address the initial learning need of IRER the same principles can then be used to address less pressing learning needs. 
In order for the implementation of the IRER L&D podcast to be successful it is crucial to build the learning experience effectively, this is often done successfully using Nick Shackleton-Jones’ 5Di model (James, no date). It is important to address each step of the model: Define, Discover, Design, Develop, Deploy and Iterate, individually and throughout doing so engage with key stakeholders and look for opportunities to maximise engagement:
· Define; what are the performance outcomes that we want to see? We have already recognised that the outcome for the L&D podcast is to increase IRER competency across the HR function. 
· Discover; this stage is often overlooked but is in fact extremely important, here you engage your stakeholders. It is important to speak to the learners to understand where their gap in IRER knowledge is to identify the capability needs to be addressed in the training. It would also be necessary to speak to the experts, in this case the IR Director and Chief HR officer, to gain insight into the content required and how the podcast will make future improvements. If employees are engaged in sourcing the content and understand the need for learning, this can create a culture of learning that encourages bottom-up approaches, engaging employees in their own, and their peers development (Baragwanath, no date). 
· Design; at the design stage you identify the resources required to address the learning need. This will require further work alongside key stakeholders to ensure the content is appropriate in addressing the learning need. 
· Develop; in developing the podcast, it may be necessary to create some pilot episodes and send these out to the key stakeholders and a small pilot group to gain insights and feedback before deploying on a large scale. Again, this is another opportunity to get the target audience involved and engaged in the learning creation, encouraging a successful learning culture. 
· Deploy; this stage see the podcast being launched, in order for the members of the HR department to engage with the podcast, there will need to be some thought around how it is communicated. Could the Chief HR Officer introduce the podcast and set expectations to the members of the function?
· Iterate; the final but ongoing stage ensure that we constantly assess and improve the podcast to ensure it is addressing the learning need effectively. 

(Helfant, 2023; 5Disolvd, 2021).
While the 5Di model is very useful it does lack in stressing the importance of evaluating the training/learning. It is important that TSUK regularly evaluates any learning initiatives to identify shortfalls and engagement levels and make certain it is still relevant in addressing the learning need (Galosy, 2014). One popular method of evaluating learning initiatives is using the 1954 Kirkpatrick Model, this model is made up of four levels: reaction, learning, behaviour and results (Hilgers, 2023). TSUK can use the foundations of the Kirkpatrick Model to effectively assess the usefulness of the podcasts, in addressing each stage, the organisation can firstly gather the learner reaction through a short online survey tool at the end of the podcast followed by assessments both written and practical to understand if the knowledge has been obtained, for the IRER content, this could be through the learner leading a local redundancy consultation meeting (Deller, 2018). Finally, TSUK can track the amount of times HR employees use this knowledge through the number of disciplinary, grievance, redundancy and other IRER activities they are involved in and how the training has improved the output of these activities, perhaps through reduced number of employment tribunal claims (Deller, 2018). 
In order to be legal and ethical there are a number of factors that TSUK will need to take into consideration when creating the podcast. The first being obtaining permission from each individual that features on the podcast to broadcast their content (Schnackenberg, et al., no date). The podcast will be responsible for informing the employees of TSUK in some cases in particularly important matters, such as legal positions, and therefore, all content must be factually correct and not misleading or there may be legal consequences especially with regards to IRER (Hunter, 2021). Finally, it is important to avoid defamation at all costs, there is a risk when discussing IRER and particularly when explaining the nature of the trade unions in TSUK that some comments could be considered contentious and lead to potential legal action against the organisation (Levitan and McGuire, 2021).
The below table sets out the implementation plan and associated costs for deploying a L&D podcast in TSUK. 
	Why
	Who
	Where
	How
	When

	To address capability needs in the organisation, initially taking into account the IRER knowledge gap.
	The podcast content should be developed by the L&D team in conjunction with the IRER team. The podcast could be hosted by the Area HR Manager for the HR function.
	The podcast content will be available to all employees via the TSUK Intranet but only promoted to the target audience. 
	The podcast will be made available through the intranet and signposted through central communications and team briefs. 
	In order to obtain an active audience the podcast will be issued on a weekly basis on a set day and at a set time. 

	Costs

	In order to remain ‘bitesize’ each podcast should not last any longer than 20-30 minutes. 

1 L&D team member to develop content. 
Time required = approximately 1.5 hours for each podcast. 
Average salary = £30,851. 
Cost per podcast = approximately £24.
1 IRER team member to review content.
Time required = no longer than 1 hour per podcast. 
Average salary = £36,850. 
Cost per podcast = approximately £19.

1 Area HR Manager to host the podcast (and prepare).
Time required = 1 hour
Average salary = £40,000
Cost per podcast = £21 

1 Communications team member for filming.
Time required = 30 minutes
Average salary = £30,851
Cost per podcast = £16 

Total Cost per podcast: £80. Note, if there are guests on the podcast, their salary will need to be taken into account, however, due to the varying degree of salaries for specialists, it is difficult to provide an estimated costs.



As evident in the above table, the main costs in creating a podcast is time spent from those involved, thus making podcasts a cost-effective learning tool. 
[bookmark: _Toc159087618]Conclusion  
In a world of ever changing technology it is important that organisations ensure their L&D strategy is evolving to utilise these emerging technologies and enhance the L&D provision for employees (Shahzad, 2023). In determining the appropriate emerging technologies to implement in an organisation it is necessary to engage and collaborate with stakeholders throughout the process in order to mitigate conflicts, gain engagement and ensure a smoother implementation (Sedmak, 2021). 
But why is it important to ensure that an organisation has an effective L&D provision? Creating a learning culture not only increases the engagement and dedication of your employees, it shows the willingness of the organisation to invest in employees decreasing attrition rates (Corporate English Solutions, 2023). Thus, investing in employees and their personal development contributes towards the achievement of organisational objectives and its growth. 
Learning and development is the foundation of organisational growth, it ensures that employees are equipped with the skills and knowledge to achieve organisational goals to ensure organisation remains competitive in the market (Zienkiewicz, 2023). 
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