
What is innovative?

Industry/organisation/context dependent - all innovation is not 
created equal!

Shaking up ethics and compliance training, targeted senior leaders. Tech innovation: was they built a game and CEO loved it 
('bad guys luring learners into different scenarios'). Non tech innovation too though: created a three hour onboarding session 
with senior leaders including role play etc which they could never normally get access too - not tech innovation but a concept 
that feels innovative for them and their context.

Actually, a lot of tried and tested - role plays, 
scenarios, getting actors in to support training - 
doesn't have to be tech

Some old material with branching 
scenarios in - still works really well 

 Storytelling as part of training exercise

Landscape has changed. Five years 
ago virtual training offering failed 
because of download and required 
technology...

'There was nothing you couldn't do in that virtual 
environment that you couldn't get from 'WebEx'

But 'Second Life' et al piqued interest and kept it in mind 
over the years - 360 video now starting to generate an 
evolved solution

Launching chatbot to help with 
insurance claims

Is AI driving chatbots or is it just 
branching scenarios? Only really AI if 
it's learning from the choices and 
outcomes. 

Misoku - chatbot been developed over 
15 years

WOEBOT (Jamie Good) license to pilot, 
helps share issues in a 'safe 
environment' i.e. with a chatbot rather 
than a colleague very important on 
mental health side

Wellbeing story important to 
organisations today

Amazon releasing developer kit for 
Alexa - opens it up to corporate side?

What are you 
doing that is 
truly 
innovative now, 
today?

Retailer using Google Cardboard 
headsets to use the 360 video as part 
of their induction/onboarding 
programme 'branded and immersive 
before they even start'

QR code sent to new starters, scan it and they just go through 
the experience

Video footage captured professionally at first but results good 
so invested in a Samsung 360 camera so they could shoot 
their own

New market so it's quite flat in terms of supply options - niche 
vendors only

Trialling/buying boutique technology 
is very difficult and large enterprises 
are generally not good at working with 
small suppliers

Can get senior buy-in but harder to roll-out more 
widely e.g. 17,000 people across 32 countries in 
manufacturing

VR provides the opportunity to simulate risky scenarios 
without putting their own people at risk and that's a big part 
of what they use to get the buy-in - safety angle is huge as is 
cost angle - focus for building business case

Simulation success in Milan with Hololens and iPad - more 
performance support 'how to' to access videos etc at point of 
need. Bringing learning and performance support together in 
one experience

Pressure is on L&D to be innovative and 'keep coming up with shiny new things'

Try to do innovative stuff in-house 
rather than outsource it because it's 
easier to repeat

VR for safety scenarios, can be 
accessed on demand via the LMS - 
much more realistic and flexible

Drives engagement but 'not for 
everyday training'

AR easier to deliver because it isn't device dependent - e.g. use 
mixed reality to hover over certain parts of some bespoke 
content delivered over an app - or create trigger points that 
shows the AR e.g Pokemon Go

Knowledge rich service organisations struggling to tap into some of the opportunities offered 
by VR and AR - how can you capture people's brains and knowledge and bottle it in a VR or AR 
context?!

The future

What have you 
seen that is 
amazing?

Sight (Vimeo video)

Google Glass - ahead of its time - how 
important is the timing of these things?

Google Glass did get used in one 
organisation as part of 'over the 
shoulder' coaching

What are 
you going 
to be 
doing in 
2025 that 
is radically 
different ?

Training won't be very different, might be tech led but some of 
the classic techniques will still exist as will the classroom

AI will do the personalisation, curation 
for you - the building block for the 
future?

Learning more personalised, not sheep dip, more 
choice

Flipped classroom, instructor not teaching but there to support, VR and AR 'toys' 
in the room but there to practice and try and maybe discuss with peers etc

Curation

Lawyers are going to need more soft skills and relationship skills (because 
automation will take over a lot of the technical day to day - oh the irony)

Retail stores and channels in retail will look very different, will they have hundreds of 
stores in 2025? Market disruption and so many other aspects of digital impacting what 
they do...

A learning co-operative? L&D sharing content across key topic 
areas like leadership rather than all organisations creating their 
own? 

Which new 
technologies will 
really transform 
learning in the 
future? 

AI's potential to impact HR and L&D 
behind the scenes

Does the data input back into L&D blow things 
out of the water? e.g. AI data undoing 
competency models or frameworks around job 
specs and people profiles etc?

HR shared services - some already 
offshored

Dibby dabbing in automation, skirting 
the edges of chat boxes (not bots) but 
relieved they are not too far behind 
the curve

Insourced in the countries where they 
have offshored (rather than bringing 
in an external consultant)

What's next?

Which new technologies will really 
transform learning in the future? 

Haptic body suits as seen in the film Ready Player One, lets you 
actually feel things like getting shot - fully immersive - the future?!

360 video still quite basic but already evolved in last 12 
months - becoming very cost effective

Why might they fail?

The moment you buy some of the equipment like a VR 
headset it will be out of date 

Cost

Basic quote of £60k + to even trial VR 
solution means it is out of reach for 
many

Where is the 
evidence and 
art of the 
possible? 

Best business case is for field trips for graduates etc. VR minimises risk, saves costs so the business 
benefits are very tangible - then the conversation with stakeholders becomes about what they can save 
rather than what you can spend...

Sense that these solutions are often 
still niche so evidence of impact is 
minimal

Meetings F2F across large enterprises don't  happen as much any 
more, but they are valuable learning experiences for new starters, 
grads etc - VR could address that 

Building the 
business case 
for innovation

What is in the 
business case?

AR more accessible than VR (VR risky the way it removes you 
from the rest of reality around you?)Not integrated into the workflow

Head of customer experience at a retailer focused on how 
to 'excite and immerse' customers. L&D now want to 
deliver the same to their people....and that's what lead 
them to the VR and 360 video element of the onboarding 
that they're now rolling out (no results yet - will be tracking 
how long people stay etc to see what impact it makes)

Experimenting but it needs to add 
value and giving new starters what 
they want/need?

How do you 
build the 
business 
case?

Case by case - context driven. Need to 
find your topic. 

A lot of this is about experimenting 
and much of it will fail so the people 
that provide the budget need to 
understand that - setting expectations 
is key

Need to build a culture of innovation; need a 
business problem you're trying to solve; need 
to create proof of concept - get stakeholders to 
actually try the solution e.g. VR

Held a workshop day around innovative 
learning strategy and approaches - but actually 
business as usual requirements came to the top 
of L&D's priorities - search and actually finding 
things is what people need!!! So their solution 
was a chatbot to help search - not anything 
overly complicated

Need to do bread and butter basics 
well before you can innovate 

Can't crack whole thing in one go so get the basics right then 
try smaller interesting pilots around that and see what works

Just because you can get sign off for something 
innovative doesn't mean you should do it....

The market

What are the challenges 
of working with 
innovative supplier?

Have vendors ducked some of the VR/AR areas 
because it's hard or expensive? Whereas they have 
jumped on AI bandwagon and championing things 
like microlearning etc

Filtered Magpie, IBM Emily

Will vendors drive the market or will 
they end up just following demand?

VR headsets at expos - just eye candy?

Systemic adoption of these 
technologies is currently low

What are learners' 
expectations?

Shift towards wanting a more seamless tech experience as per consumer type/
personal experiences

People's expectations aren't geared up 
around VR and AR yet because of the 
hardware etc yet - not using it that 
much in our consumer lives so not 
driving demand internally in 
organisations

Tipping point in the next couple of 
years as hardware becomes more 
accessible?

Possibly different expectations in 
contexts like airline industry vs the 
rest of us

This stuff will still be niche
By the time the rest of us have VR 
what will the likes of the airlines have?!

Transformational tools or 
overhyped toys?

Not necessarily a business need for 
shiny new tech but stakeholders might 
ask for it having seen this stuff being 
used elsewhere

Use for VR/AR would be niche and not 
cost effective....are they solutions 
looking for problems?!

Already have a technical training 
centre so don't need a virtual one 
when they have the real thing!

Need to show people the art of the 
possible

Chicken and egg - if you don't explore 
how will we know what works? 

Is the learning experience 'as 
good' in a virtual environment 
- is it equal or as powerful?

Airlines have a very 
immersive 
experience with their 
simulators etc 

Simulators are outsourced to suppliers in terms of their 
management etc

Virtual tours have had their place in the travel industry for more than six years. These can 
now be created using 360 cameras - might be to supplement a classroom course or might 
have an e-learning wrapper - but have become increasingly cost effective.

Hard to replicate in other industries - tough to prove the 
value

Others have had AR and VR demos of Health &Safety training last year but 
simply not compelling enough to justify the investment
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