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AI – Artificial Intelligence
AR – Augmented Reality
ER – Extended Reality 
L&D – Learning and Development 
MOOC – Massive Open Online Courses
PESTLE– Political, Economic, Social, Technological, Legal and Environmental
UWTSD – University of Wales Trinity Saint David
VR – Virtual Reality
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Aim of the paper
To consider the impact that emerging digital technologies has on L&D, and key recommendations on how this can be applied to UWTSD.




[bookmark: _Toc158230618]Recommendation
The papers main recommendation is to use the immersive rooms and VR headsets for company inductions.







[bookmark: _Toc158230619]Introduction 
UWTSD employs around 1300 - 1400 core staff and currently operate with 1 Learning & Development (L&D) specialist. L&D as a function needs to adapt to meet the changing needs of organisations (Brassey, Christensen & Van Dam, 2019), this includes ensuring the L&D strategy forms part of the business strategy to develop the capabilities, skills and competencies of its workforce (CIPF, 2023a). 

[bookmark: _Toc158230620]External factors
Reviewing external factors is key in forming part of the L&D provision and production of devising a learning plan at UWTSD (Brittain-Caltin,2020). Understanding these factors enables the organization to prepare and react to change (Bell & Loon, 2016).  PESTLE is a useful analytical tool when reviewing this(Bell & Loon, 2016; CIPD, 2023b; Stewart & Cureton, 2014). 
Political factors can affect L&D in the university, any changes to government policies in relation to the higher education including new legislation could have an impact on any training that needs to be rolled out to staff as part of L&D (Churchill, 2021), this includes changes in working conditions and hours, flexible working conditions, even employment law regarding avatars. Current legislation however is unclear on how employee protection applies in the virtual world (Beioley, 2022). 
Economic factors will impact on L&D, the government currently offers government-funded programs including grants offered to adult learners to help them pay for courses (Gov, 2024), aimed to encourage adults to study at universities (Lewis & Bolton, 2023). This is extremely important to the university as if these grants stopped this could stop some students from enrolling at the university having an impact on the income for the university. 
Social factors can also have an impact on L&D as more adult learners are returning to education with the figure going from 7.8% in 2010 – 2011 to 14.3% in 2019-2020 (Office for Students, 2021), UWTSD need to be aware of this rising figure and look at the way in which the L&D is produced and delivered to target the right audience. As UWTSD have a high amount of international students (UWTSD, 2023a) and staff, L&D needs to be adjusted to the different cultures and to make sure it is inclusive (Kineo, 2022). 
Changes in technology have already had an impact on the way in which L&D is delivered, before Covid L&D was generally provided face to face, whereas post covid  more training is delivered using technology (CIPD, 2021). In order to remain competitive it is important that the universities L&D strategy keeps up to date with any changes in technology (Siocon, 2023). 
[bookmark: _Toc158230621]Internal factors 
The university current offer webinars, future leadership programmes, digital skills frameworks to support employees L&D, LinkedIn learning and some other online resources (UWTSD, 2022a) as part of the current L&D provision. Budgets in all departments are being scrutinised in the university therefore it is unlikely that the department will grow in the near future (UWTSD, 2024), consideration needs to be given to this when looking at recommendations as keeping costs low needs to be a high consideration. . Considering the enhancement of digital technology this report will look into other potential options for delivering L&D within the university in order to be seen as an employee of choice (CPID, 2017).
[bookmark: _Toc158230622]Digital technologies currently used in UWTSD
There are lots of different types of learning which we currently have in place at UWTSD including formal learning, this is learning delivered in a systematic way, usually planned and guided by an instructor (O’neill, 2024), like e-learning course, webinars and online training programs (Continu Team, 2023). Informal learning can take place at any time, for example chat forums , shadowing, watching instructional videos (Cloke, 2022). Blending learning is combining learning online as well as face to face classroom learning (Cambridge Dictionary, 2024) and has become a popular way in which lecturers teach, (ATA, 2016) as learning must not be delivered in the flow of work, not just in a classroom (CIPD, 2019). The university should consider the best ways in which learning can be delivered using emerging digital technologies.
According to Hart (2023) the world is changing so fast that there is no longer a job for life so employees will need to learn new skills to keep up to date, especially in relation to technology. Digital transformation technologies is about how businesses reshape their processes using digital technology in order to make them more efficient and have a more competitive advantage (Digital Transformation, 2022).
Digital technology is already present in the L&D environment in UWTSD through microlearning, including things like bite size lectures, training videos on teams, and even as far as sharing a screen during a team’s call as an informal way of learning (Koblyakov, 2021; Oneill, 2024). Curated content is popular in universities through platforms like Moodle where information is gathered and resent to enable learner to find what information they want (Neelakandan, 2019). The benefits to this is that the learners/ students don’t have to do all the research but it still increases knowledge and can help build a learning experience at a cost efficient way (Croner-I, 2022). Virtual learning environments like webinars and online classrooms are already used in learning with in universities (Gegenfurtner &Ebner, 2019), as well as online learning communities like forums which encourages people to learn from each other and share ideas (Neelakandam, 2021). The university should be aware of massive open online courses - MOOC’s,  these are short courses with content that is generated by different universities, the employee doesn’t have to wait for a new course to attend and is part of the Open University which means you can combine several of the courses to achieve a qualification (MOOC, 2023). This could be a risk to the university if more people opt for this type of learning over attending a university to study (Zhenghao et al, 2015).
[bookmark: _Toc158230623]Emerging Digital Technologies 
There are several types of emerging digital technologies which could be beneficial to the university, the briefing paper will look at how these may be applied to support  the university in order for it to meet the organisational needs and strategic objectives.
[bookmark: _Toc158230624]Artificial intelligence  
Artificial Intelligence (AI) in some form has been around for centuries, however, in 1950’s the term artificial intelligence was born when a study of artificial intelligence to be carried out in Dartmouth college (Duda, 1958; Press, 2016; Viesdal,2019). AI is a computer system or software on a machine that performs or imitates tasks that would normal require human intelligence (McKinsey&Company, 2023;IBM, 2023), it uses computer science and datasets by mimicking cognitive functions (Singer, 2021).
AI is already impacting the world of work, a recent springboard survey for example found that 23% of tech professionals said AI had drastically changed their jobs(Duchesne, 2023). L&D needs to work with leaders to be part of this change (Brassey, Christensen & Van Dam, 2019) It is therefore important to identifying stakeholder needs to ensure the  L&D Strategy is aligned and relevant with the organisations strategy. AI is a vital tool to help organisations to analyse the way in which individuals learn and  specific learning plans can be tailored to ensure training is suited to the specific persons needs by being engaging and relevant (Suk, 2023). Content curation makes it more personalised and more engaging for individual learners (Hu, 2023), similarly to training modules where they can also adapt the difficulty levels of training modules for example in order to develop the employees but not too difficult that they become disengaged (Watts, 2023). 
AI can also help support L&D as a function by reviewing and analysing data (Roldan, 2024), it can make recommendations on any skill gaps within the university and what new skills are required or any courses particular employees should attend to gain those skills (CPD, 2024). AI can help ensure the university stays relevant in the fast past changing environment (Barnard, 2019) and can be used through the full employee life cycle from induction through to exit interviews, by analysing feedback to see what improvements need to be made to reduce staff turnover (Schmeichel, 2023). The university should consider upskilling employees to be able to use AI technology in order to really benefit from it as a university (Duchesne, 2023; Taylor & Vinauskaite, 2023) as according to a report 83% of executive felt AI will reinvent the way their organisation works (Duchesne, 2023;). 
Consideration needs to be given to the drawbacks AI could have on L&D as well, for example ChatGPT has made AI available as a tangible tool for everyone who has access to the internet (Duchesne, 2023). It is an AI engine that can aid education by providing support, motivation and feedback, as well as acting as a tutor providing feedback (Biswas, 2023). Could this mean that in the future AI takes on the role of a lecturer and there eliminates the need for universities, maybe not now but in the future as ChatGBT evolves!? (Wingard, 2023).  

[bookmark: _Toc158230625]Game based learning 
Game based learning has been around since the 1950’s from game research (Pan et al, 2012), and becoming more common and popular within the L&D environment within education (CIPD, 2017). Game based learning is integrating gaming into the learning experience, theorists like Paget and Vygotsky argue that play is a crucial component of cognitive development (Vygotsky, 2016; Lourenco, 2012 Gaskins & Goncu,1988; AdvanceHE, 2020 ). Paiget believed that games can help form and expand skills and knowledge (Zhong, 2019; Paiget, 1974). It can be used for complex environments where players have to solve problems by taking risk in order to experience different outcomes by taking on identities of different characters (Sandford, 2014, AdvanceHE, 2020).
It is argued that game-based learning increases critical thinking and promotes academic achievement (Mao et al,, 2022; Wu et al, 2012;  Noroozi et al., 2020) this could be benefit to UWTSD to give them a competitive advantage against other universities. It has become increasing popular in the HE sector as a way to engage students by offering the ability to explore and experiment with new research without feeling like they could fail (Pho&Dinscore, 2015), it also offers the opportunity through forums etc to gain experience and share knowledge. A recent survey found that employees want more interactivity in order to feel more engaged one of the benefits to game based learning is that it improves engagement (HRNews, 2023). Having a more engaged workforce boosts productivity and reduces absenteeism according to a Gallup report, all beneficial to the university (Gallup, 2023).
Game based learning can be used in many aspects of HR (Tamosevicus, 2022), it can be used in onboarding, inductions, line management training and conflict management (Burns, 2019). A recent survey found that a great onboarding process meant that 69% of employees stay at a company for more than 3 years (Oakengage, 2024; ). Offering a game based induction would enable the university to reach more new starters at once, the university has lots of campuses so it can be difficult to induct them at the once, game based learning offers an alternative platform to do this money (Metamersive, 2022). According to a report on using simulations to upskill employees the training time was reduced by 70% (Cespedes et al, 2022) which again could save the university time and money in training employees. Currently the university provide welcome lunches every quarter for new starters, although this is a good opportunity for employees having game based inductions would offer this information to employees at a more accessed time. Having a more flexible approach to learning is beneficial to employees and makes them more productive, which in turn is beneficial to the university (Segal, 2022). It is particularly useful to help bring a topic to life or an aid for topics that aren’t necessarily that interesting (Jaaska & Asaltonen, 2022). Offering game based microlearning is beneficial for remote workers as it offers a bite-size focused learning (Innus, 2020), since the pandemic more organisations are working remoting, or in a hybrid way, meaning L&D needs to continue to think of new ways to train employees (Innus, 2020; Mikolajczyk, 2022). A recent study found Game based learning saw a 48% improvement for students in learning engagement  (Sharma, 2023), considering this UWTSD could offer this to employees to improve their learning engagement, as well as students.
Some researchers found that there were limitations to game based learning in L&D , for example the time and money it costs to create the games that may only be suitable for one particular area of the business (James, 2023). The content needs to be reviewed to check that it is beneficial to the employee which can be tricky (Harding, 2023).There is still limited research into the benefits of this as it’s a fairly new concept. 
[bookmark: _Toc158230626]Extended Reality 
Extended Reality is another emerging technology which can be used with in L&D in the university. It is an umbrella term for all immersive technology, including augmented reality, virtual reality and mixed reality (Marr, 2019). Augmented reality  is a combination of the real work and virtual work in real time (Al-Ansi et al, 2023), it can be accessed through AR glasses or via screens (Marr, 2019). Virtual reality you are fully immersed in the technology, in 3 dimensional usually via a headset (Abbas et al 2023; Marr, 2019), referred to as the metaverse. Mixed reality is a hybrid technology of live direct or indirect view that combines AR and VR by merging the real and virtual world (Aloqaily, Bouachir, Karray , 2023). Immersive learning experiences offer a more engaging learning environment for employees (Al-Ansi et al, 2023). In 2018 the Imperial College Business School were the first university in the world to deliver lectures via a hologram (Singleton, 2018), this was a big step forward in technology within universities and the L&D environment (CIPD, 2021).as it enables lecturers to teach from a different location. Now Loughborough university plan to use the technology to teach students and have found it engaging , and will be introducing it into the curriculum after 2025 (Hall, 2024). UWTSD could look at employing lecturers who live in different locations but could fulfil their role as a lecturer as a hologram. Guest speakers could be used as holograms to attend lecturers, an issue with this is how are questions then answered by the hologram?  Extended Reality can also be used for a team to meet in one place in the metaverse to immerse yourself and become an avatar (Metaverse, 2023). The metaverse is a major evolution of the internet to affect human life including the way we work (Fernandez & Hui, 2022). Could this be the end to international travel for businesses if everyone can meet in the metaverse without the need to pay for travel?
[bookmark: _Hlk156930306]The university could use this type of technology in lots of different L&D provisions, for example it could be used for corporate inductions, testing out scenarios for conflict management, and training in general for employees. There are limitations to using this type of technology in L&D, the main one being the cost implications (Ratcliffe et al, 2021), currently the most up to date VR headsets for example are around £479 (Currys, 2024). There is also the issue with using them as some can be difficult to use for someone who isn’t familiar with the type of technology (Singleton, 2018).








[bookmark: _Toc158230627]Recommendation 
To use the Immersive room to conduct company inductions.
[bookmark: _Toc158230628]Why Company Inductions
According to the most recent satisfaction survey 65% of employees felt like they didn’t receive an adequate induction when they joined the university (UWTSD, 2023b), this combined with research that states that if employees don’t feel properly inducted into an organisation they are more likely to leave (Gilani & Cunningham, 2017). As the currently process of inductions mean that they can take place sometimes weeks or months after an employee has started, as there are times when employees may miss there session and have to wait for the next one. A new employee could go 6 months potentially more without an induction, therefore a new approach needs to be considered. 
[bookmark: _Toc158230629]Why the Immersive room and VR headsets
It is crucial that the most suitable technology is chosen that is appropriate to the message that needs to be delivered (CIPD, 2021). We have a better understanding of how people learn and therefore need to find technology to keep up with this and find the digital that supports this (Boyd, 2022). Considering this the immersive room would be useful tool to deliver company inductions. There are 2 immersive rooms in the university, Swansea and Carmarthen, consideration would need to be given to the London and Birmingham campuses. For the London and Birmingham campuses VR headsets could be used as part of the Induction instead as these are available on all campuses. These would offer the same content as the immersive room but be more accessible.
Introducing emerging technologies into work processes could be beneficial to the university to enhance the knowledge within the university (Times Higher Education, 2024). Therefore implementing an immersive induction process using the immersive room would be beneficial to the university.
[bookmark: _Toc158230630]The process
A stakeholder analysis to identify who the stakeholders are using stakeholder mapping (Gregoire, 2023) should be conducted. This will help to identify any potential skill gaps (Bryson, 2004) . Stakeholders for example would be the HR team, line managers, digital advisors and the immersive room staff. These would all need to be consulted with to enhance the effectiveness of the training and ensure learning initiatives are aligned with the strategic goals of the university (Barrie, Ginns & Prosser, 2005). 
Following this a learning needs analysis would need to be conducted to ensuring the L&D needs relate to performance gaps, this is a key factor in ensuring effective learning within the university (Stewart &Cureton; 2014; Long 2010). McGehee &Thayer (1961) for example looks at a three-tiered analysis system, organisational stage, which looks at where training is needed in the organisation. Operation, compares the job’s skills and knowledge requirements with the employees to identify gaps and the individual analysis looks at the individual employee and how they’re performing in their role (Cekada, 2010). 
To maximise engagement and learning using engaging technology within UTWSD learning theories need to be considered as they look at how humans learn (Hunt & Chalmers 2021). Piaget’s theory of cognitive development believed that learning and assimilation of play were connected (Webb, 1980). Using different types of emerging technologies like VR and Immersive rooms can support learning. Connectivism originated by Siemens and Downes discusses how the internet and other technology are part of learning (Hendricks, 2019), this is important when considering how the university moves forward with its L&D provisions. Kolb’s experiential learning model can be linked to the Immersive room as it looks at how everything occurs in a social environment and that knowledge is based on experience (Kolb, 2014; Morris, 2018).
[bookmark: _Hlk157432385]When implementing new L&D initiatives within the university design thinking needs to be considered. Design thinking is a concept that provides solutions to problems through a human-centric approach (Akella, 2010), this is done through the following steps – empathising with what the problem, defining the problem, Ideate, to generate ideas and making a prototype to experiment to identify the best solution, and the last step, to test and gather feedback from the previous stage and make adjustments if needed (Akella, 2010). It would be beneficial when doing this for there to be a group to gain different perspectives and diversity. This process will be followed when implementing the induction in the immersive room, it could also be tested on the HR team first before rolling it out to new employees.
[bookmark: _Toc158230631]How to evaluate if it’s successful?
In order to conclude whether any learning initiative has been successful it needs to be evaluated (Capwell, Butterfoss & Francisco, 2000). In order to evaluate the return on investment the Kirkpatrick Evaluation Model will be useful as it looks at the trainees thoughts and feelings about the training, what skills and information the trainees learned, how this changed the behaviours and capability in the workplace and how this then effects the business or work environment (Kirkpatrick  & Kirkpatrick, 2016). However its worth noting that it can be difficult to evaluate learning, Anderson’s model recognises that companies don’t measure and align the value of the learning to priorities, this can be difficult be measure and value the return on investment (Downes, 2016). The HR team will trial the immersive room and complete feedback forms in order to offer feedback to try and overcome this and then offer it to new employees. 

There also needs to be consideration to the legal implications, for example ensuring employees are kept up to date with cyber security etc is critical for the organization and not just in L&D (Malik, 2023).  









[bookmark: _Toc158230632]Implementation plan
	Recommendation 
	Why
	Whom
	Where
	How 
	When
	Cost

	Using the Immersive room in Swansea and Carmarthen Campuses to conduct company inductions
	To keep up with changes in technology and provide a more engaging learning experience 
	New Starters 
 
	The Immersive rooms - Swansea or Carmarthen Campus
	Attending the Immersive room for an induction in the first month that an employee starts at the university 
	September 2024 (To allow time to create the material for the inductions). Book the immersive room out for the 1st of every month to be conducted
	Cost of time for the Immersive room employee 2 hours per month at an hourly rate of £14.09 per hour and initially the cost it would take the programme designer roughly 20 hours to make the material at an £19.23 hourly rate = £384.60

	Using VR head sets in London and Birmingham Campuses to conduct company inductions
	To keep up with changes in technology and provide a more engaging learning experience
	New Starters 
	On campus
	Using VR headsets for an induction 
	September 2024 (To allow time to create the material for the inductions). 
	Cost of time for the IT employees to upload the video onto the VR headsets, roughly 2 hours at £14.09 per hour, and initially the cost it would take to make the material (covered in the immersive room costing above)



[bookmark: _Toc158230633]Conclusion 
In conclusion, L&D needs to ensure that the methods used in L&D is current to keep up with the needs of the organization and employee expectations. Introducing more process and training that includes emerging technologies seems necessary for the organization to be seen as an employee of choice (CIPD, 2023a). The HR policies will also need to be adjusted to prevent employees being harassed in the metaverse for example and other technology (Sanders & MacKenzie, 2023). 
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