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LOVE TO SAY TO MY PEOPLE, YOU CANNOT USE
“I WOULDPOWERPOINT
AS LEARNING. FULL STOP.
”

Iain Corbett, NRMA

I WANT TO BE ABLE TO GET PEOPLE TO PRACTICE
“SKILLS
SAFELY BEFORE THEY HAVE TO USE THEM.
”

L&D Professional from the Insurance Industry

BOARD HAS SAID WE’LL ALLOCATE FUNDING FOR LEARNING,
“THE ‘BUT
WE THINK IT HAS TO TAKE A DIFFERENT SHAPE’,
”

L&D Consultant from the Aged Care Industry

SOFT SKILLS ARE MUCH HARDER TO CONVEY
“
THROUGH VIDEO CONFERENCING. THAT’S WHAT OUR
PEOPLE NEED TO BE GOOD AT.
”
PEOPLE CAN’T GET ON BOARD WITH MOBILE HOW
“IF ARE
THEY GOING TO DEAL WITH AR AND VR?
”

Sue Fell, Workstar
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HOW DIGITAL IS CHARTING NEW
PATHWAYS FOR LEARNING IN THE
WORKPLACE
The first generations of eLearning technology
sought to reproduce the typical classroom
scenario: a facilitator pushes out information
which learners are required to recall and apply
on the job.

This has emerged as a key issue across industries
which have both a service component and an
aging workforce, where the implications of senior
employees leaving organisations might not be
properly understood.

For many companies, that was it. Deploy and
forget. No ongoing measurement against KPIs.
No follow up.

A prime example is aged care, where the carers
themselves are getting closer to the age of
the clients they’re servicing, meaning a large
proportion of the sector’s most experienced
professionals are now approaching retirement.

Much has changed since then.
New digital technologies from virtual (VR) to
augmented reality (AR), xAPI, artificial intelligence
(AI) and machine learning (ML) have spawned
entirely new approaches to learning that put
employees and learners at the centre of the
experience, while collecting and interpreting data
to feed in and inform ongoing improvements.
Workstar, one of Australia’s leading eLearning
specialists, recently sat down with CIOs and
digital strategists at some of our most successful
companies to discuss how the digital tools at
our disposal today can support more effective
learning, and what we can expect to see in the
future.
One of the common threads in the discussion was
the need for solutions that enable the transfer of
discrete or so-called soft-skills; those that cannot
be easily communicated using traditional tools
such as PowerPoint, webinars, email and the like.
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In this environment, soft-skills can quickly be
the difference between positive and negative
outcomes, making the transfer of skills and
knowledge an urgent priority.

“NEW DIGITAL TECHNOLOGIES
“FROM
VR TO AR, XAPI, ARTIFICIAL
INTELLIGENCE (AI) AND MACHINE
LEARNING (ML) HAVE SPAWNED
ENTIRELY NEW APPROACHES TO
LEARNING THAT PUT EMPLOYEES
AND LEARNERS AT THE CENTRE
OF THE EXPERIENCE WHILE
COLLECTING AND INTERPRETING
DATA TO FEED IN AND INFORM
ONGOING IMPROVEMENTS.”

”
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Building the buddy / mentor
system
Naturally, most industries and professions involve
the application of soft skills. But the process of
acquiring them can span peoples’ entire careers.
There are still too few organisations that
understand this, with even less having actual
plans or processes in place to manage effective
handovers.
The challenge, therefore, is how to facilitate the
effective transfer of these soft skills from senior
employees or mentors to the next generation of
workers or protégés.
It’s often just accepted they would simply take it
with them, however, such beliefs have come to
be challenged in recent years, with the realisation
that people at the end of their careers typically
feel a desire to ‘give back’. And digital technologies
have an important role to play in this.
But first, managers need to take stock of the
various knowledge sets within their organisation,
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what they are worth and what they would cost
to lose.
The next step is developing a strategy and
choosing the best tools for keeping the company’s
IP and DNA intact across generations of workers.
Technologies such as VR (virtual reality) can
deliver highly immersive and interactive learning
experiences. For instance, a senior carer might
be able to mentor a colleague in conducting an
argument with a dementia patient, presented as
an avatar, to better prepare them for what is no
doubt a very challenging scenario in real life.
Creating such a training program with actual
patients would be impractical and likely unethical,
but it’s possible with the sorts of digital tools
currently at companies’ disposal.
The same thinking can be applied to other
medical professions from doctors to nurses and
paramedics, whereby digital technologies can

deliver authentic real-life learning experiences
enabling employees to acquire complex yet subtle
skills, without the risks that come from working
in the field.
NRMA Roadside and other organisations
Workstar are liaising with are looking at VR and AR
applications, for instance allowing engineering or
mechanical apprentices to communicate directly
with senior technicians in different locations.
Likewise, in the transport sector, real engineering
expertise can be challenging to transfer.
In many of our recent projects, Workstar has
introduced a “Coaching Avatar” which acts as the
subject matter expert to guide the learner on their
digital journey. The Coaching Avatar pops up at
critical moments within the content to support
the learner and to add extra advice at points
where it is crucial for the learning outcome. We
have found during evaluations that the learners
really find the Coaching Avatars effective.

It’s also important to note that these sorts of
technologies are becoming easier to deploy and
manage, while now being a lot more affordable.
Apple’s imminent ‘AR Smart Glasses’ is being
tipped as a potential game-changer for such
interactions, whereby the user would be able to
stream live video to their manager who would
give instructions as well as information to help
resolve a complex mechanical or other sort of
problem.
Such technologies reinforce the current trend
of digital technologies being used to ‘humanize’
interactions between people and machines, as
opposed to scenarios where there is some sort
of perceived barrier, usually a user interface.
This is a key limitation shared by the first
generations of eLearning and the traditional
teaching methods they were designed to replace.
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Harnessing the power of
mobile
The rapid growth and evolution of the mobile
space is reshaping the whole eLearning space in
profound ways.
Due to their accessibility and ease of use, mobile
apps and devices have become the dominant
tools for eLearning, with this trend only likely to
increase as the technologies become smarter,
easier to use and more pervasive.
One example of how mobile and eLearning
intersect is in the evolving space of so-called
‘micro-learning’, whereby employees are free to
access learning materials when and for however
long it suits them. Unsurprisingly, given the strong
influence social media is having on people’s
lives, work training and education modules
are becoming shorter and shorter as people’s
attention spans narrow, and everyone has less
time.
This also means that employees are being asked
to take ownership and accept responsibility for
their own learning.
Conventional wisdom has it that left to their
own devices, employees would struggle to find
the motivation to plug into learning platforms,
especially outside of work hours. But recent
experience suggests the opposite, especially
when employees feel they are being scored, and
more importantly rewarded, whether that be with
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better job satisfaction, promotions, bonuses, or
professional development.
For many organisations, it may seem a long way
off before mobile becomes all pervasive for
training and development, but having the right
technical foundations and cultural attitudes in
place will ensure they’ll hit the ground running
when required.
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Scaling and replicating
digital learning
experiences
One of the great things about eLearning systems
is they can be highly scalable as well as replicable
across organisations.
We are seeing airlines create VR-based learning
kits, used for example, to train airline baggage
handlers. Such solutions walk employees through
all of the processes, presenting challenges and
events that simulate real experiences, helping
them identify dangers and areas for improvement.
The airline industry is also pinning its hopes on
AR as a tool to create cheaper, more practical
and less risky alternatives to training with real
equipment, while still being highly immersive.
Importantly for any large organisation spread
across multiple locations, such technologies are

easy to package and roll out across the enterprise
wherever they are needed.
One of Australia’s most established insurers, QBE,
is building an eLearning platform spanning some
32 countries and so needs a solution that is
not only scalable, but which can be replicated
across different locaiions with varying laws and
compliance regulations.
VR and AR will undoubtedly play a big role in
the evolution of eLearning for the foreseeable
future. However, companies looking to invest in
eLearning should remind themselves to prioritise
fixing their simplest problems first, rather than
investing in highly sophisticated technologies in
search of a problem.
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Understanding and
maximizing your current
digital infrastructure

systems are often underutilized because users
don’t understand all the features.

Many organisations will find they already have
the basic IT infrastructure needed to support at
least a simple eLearning platform and strategy,
without having to think about making big new
investments in hardware or applications.

Cloud computing means companies needn’t worry
about having to invest in new hardware, while
the costs of fixed and mobile communications
continue to fall as network speeds continue to
accellerate.

Often, it’s simply a matter of companies
familiarizing themselves with existing systems
to ensure they’re using all of the features. For
instance, teleconferencing and video conferencing

Meanwhile, popular tools like Yammer, Slack and
Skype are inexpensive, easy to turn on and use,
with most employees already familiar with how
to use them.
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The popularity of these and other applications
lies in their ability to connect people who want
to exchange information and ideas in a way that
is free-flowing and organic.
To be truly effective, professional education
and training must be designed with this in mind,
whereby learning is a two-way exchange between
facilitator and learner.
Employee education and training is no longer a
box simply ticked off by the heads of HR.

The digital tools now available from basic tele
and video conferencing to VR, AR and xAPI have
helped to set new benchmarks for enabling
employee to be the best they can be for
themselves and their employers.
Fostering highly collaborative, integrated and
measurable education experiences leads to
people learning better and faster. This translates
into a wealth of flow-on benefits that directly
impact the bottom line and make for happier,
more valuable and loyal employees.
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Creating the
right culture
Companies need to change their internal culture
from one where learning has typically been a
one-way street, to embracing more collaborative
and inclusive approaches.
This means altering their thinking to be more
in-step with eLearning leaders, where it’s
accepted employees must be able to work and
be trained in much the same way they interact
with social media platforms and mobile apps in
their personal lives.
Netflix is often highlighted in this conversation,
as employees call for on-demand learning models
that are flexible enough to accommodate different
people with different work-life situations.
Where once it would have seemed implausible
that people would choose to stay or leave an
organisation based on whether it afforded them
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enough flexibility, now this has emerged as a
genuine concern for any company wanting to
attract and retain talent.
Workstar have developed a ‘Social Learning’ game
designed to communicate and integrate core
values into the organisation.
Not only do learners examine the actions and
behaviours displayed by different characters, they
have to vote as a team on how these characters
should be rated. This helps drive the social
interaction between team members, embedding
the organisational culture, and translating
organisational value statements into behaviours.
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Getting the board
on board
While companies are generally more aware that
making the right investments in technology
translates into tangible business benefits, making
the case for investment in eLearning solutions
isn’t always easy.

application interface with a system that stores,
analyses and reports on learning data. This could
be a LRS (learning record store), a LMS (learning
management system) or some similar information
repository.

Training and education in the workforce remained
quite static for decades, with many company
directors, especially the most senior and closest to
retirement, unaware of how digital technologies
can deliver better learning outcomes.

These technologies empower organisations to
make eLearning an iterative, measurable process
of customisation and improvement.

Moreover, many company directors wouldn’t
think to ask themselves whether their training
programs are effective or not, often because this
aspect of the business has tended to be siloed
within the HR department.
HR professionals know this all too well. But what
can they do about it?
On the one hand, introducing lots of technical
terms into the conversation could lead managers
to balk even more at investing more in training.
Technologies like AR and VR can sound complex
and expensive. On the other hand they mean
companies are now able to analyse large data
sets to determine whether learning outcomes are
improving and to use this information to tweak
and refine their eLearning systems.
Developed specifically with education and
training in mind, the ‘experience’ API, or xAPI is
a programming standard that lets any software

But it’s important to understand there’s no one
size fits all. Every company’s learning needs are
different, while different people respond better
to different learning formats and styles.
Where once workplace training and education
were siloed within HR, and designed with
traditional and highly inflexible teaching methods,
these days it is being driven by powerful new
digital technologies like VR, AR and xAPI.
It’s fair to say these and other innovations are
poised to completely reshape workplace training
and education, by supporting the sorts of highly
immersive and interactive experiences that would
be too difficult and/or too expensive to replicate
any other way.
Just as important, today’s fast-evolving digital
technologies are equipped to collect and analyse
valuable data on how each individual learns and
applies knowledge in the workplace, ultimately
helping to get the best out of you and your
people.
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Agile.Immersive.Effective.

Workstar is an innovative and creative digital
learning consultancy who uses a blend of
content, platforms and technology to effectively
engage learners.

hello@workstar.com.au | www.workstar.com.au | 1300WORKSTAR

