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his guide is an urgent call
to action: Learning in the
flow of work is the only
way talent development
professionals can begin
to meet employees where they are
and equip them with the knowledge
they need to thrive in their roles.

The current technological landscape makes it possible to
empower employees more effectively than at any other time in
history by using immersive learning, a method based on aug-
mented, virtual, or mixed reality content (including 360-degree
video, 3D-rendered environments, or “digital twins” of real envi-
ronments) or a combination thereof. All immersive formats have
the capacity to deploy in scalable ways using existing mobile
device hardware or through the acquisition of wearable devices.

While extended reality (XR) is the umbrella term for immersive
technologies, this guide uses XR to refer to immersive learning
going forward.

The ability to benefit from breakthroughs in XR depends on
understanding how the tools and platforms differ from other
learning solutions. Additionally, seeing how XR works along-
side current educational modalities will help you synergistically
enhance all your programs.
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Despite some initial complexity, the wonderful world
of XR includes innovative platforms from an array of ven-
dors, which enable L&D teams to launch low-cost use
cases with ease. In some cases, you can launch a valid
design within three months if you're ready to get to work.

What makes the strategic shift to XR so challenging
for organizations is a desire to achieve bold technological
wins without first conducting an honest assessment of
the levels of change required to achieve lasting perfor-
mance improvement.

From a thorough reading of this guide, you'll gain a
strong grasp of what it takes to identify, define, market,
design, deploy, and maintain a robust XR initiative with
long-term sustainment tactics. You'll also acquire an
understanding of why XR projects have much more in
common with a marketing campaign than any learn-
ing management system deployment you've launched in
the past, which is when you'll know you're ready to build
futuristic learning.

This guide will help you to:

* Establish a framework to get started with XR.

» Consider the partners to include.

 Think critically about how XR solutions can benefit
your unique learning use case.

 Describe clear differences between simple and com-
plex XR designs as well as the varying levels of effort
required to achieve a lasting impact for learners.

 Craft a concise impact statement linked to observable,
measurable behaviors that result from a sound learn-
ing strategy.

Identifying Use Cases

If you want to launch immersive content, it is essential

to fully understand the complex reality of your existing
learning and performance landscape. Often, there are vital
interdependencies among a range of tools and technology
that affect, direct, or limit the viability of even a basic XR
use case.

Devices and Partners

It is likely that one internal business group in an orga-
nization works closely with certain tools and platforms
without realizing which person or team directs the
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platform it relies on each day. You must gain clarity to
effectively narrate not only a good XR use case but a
viable one.

The deployed XR device could be a mobile device,
wearable, or a combination of hardware types. A diagram
(see Figure 1) is an effective way to begin document-
ing what defines your current technological landscape,
which is how you identify who manages or leads tools
within your environment. For example, publishing con-
tent often means working with LMS administrators on
final uploads and testing.

Once you have documented whom you need to com-
plete a given task, their team, and any kind of intake
and engagement process, you will illuminate inter-
dependent technologies, business groups, and—most
importantly—people.

After you create a list of tools and identify internal
partners, you may need to make some introductions.

To transition from awareness of your learning landscape
to tactical understanding, translate your list into out-
reach steps.

Outreach will reap dividends throughout your XR
deployment journey because no matter what the plat-
form, you'll need open and clear lines of communication
among many stakeholders to integrate and rely on vari-
ous XR components at different times and throughout your
organization.

Sample Use Case
Let’s consider a basic use case: Pat wants to create an
immersive how-to video.

Pat evaluates the environmental factors associated
with the XR use case. He writes, “Learners will click an
icon to launch the how-to video about reducing produc-
tion errors, leveraging a 360-degree video and the device
accelerometer, which measures acceleration and exists in
most phones today”

When debriefing interdependencies, Pat realizes there
are several interdependent variables to address before a
learner can consistently launch the video.

Even that basic use case relies on design planning
related to 360-degree video production, including unique
storyboarding, shot diagrams, and interaction planning for
wayfinding by the learner. Other components include final
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video file size; local device memory storage capacity; avail-
able local data download speeds; video-hosting platform
permissions and single sign-on validation; video content
management standards and policies; and XR platform
design and enablement, including pre- and postproduc-
tion sustainment.

Basic use cases often fail because of assumptions that
excited and enthusiastic technology champions make. There
is no way around the tough task of first identifying and
defining your use case by vanquishing any suppositions you
have about how things work in your unique corporate or
educational landscape. The ability to evaluate the require-
ments of successfully deploying an XR use case relies on
recognizing that even a simple idea will have many moving
parts, and L&D teams must identify all those facets early and
check them often.

Validating Hardware Selection

Based on a clear understanding of your organization’s
technological landscape in tandem with newly open com-
munication lines among key stakeholders, proceed to the
next tactical step of your XR deployment strategy.

Basic use cases often fail

because of assumptions.

Because devices are ubiquitous, it's easy to overlook
areas of risk hidden behind shiny glass and the latest apps.
An effective way to frame that focus area is to realize
that billions of people rely on technology they don't fully
understand. Technology isn't about intelligence; it's about
expectation, which is why hardware selection, acquisition,
and deployment play a huge role in the perceived effec-
tiveness of any XR use case (see Figure 2).

Most people around the world expect a device at work
to perform as easily as their personal devices. That is why
every learning professional isn't just competing for atten-
tion; we're competing with YouTube, Google, and smart-
phones based on device expectations.

When sharing an XR training plan with business
owners and the C-suite, they will likely ask, “Why can’t
we deploy the new course to our LMS and have staff
access it with the tablets we have now?” or “Why don't

Figure 1. Relationships in Play

How well you understand your learning landscape directly affects your ability to define a viable use case forimmersive
learning. At the heart of that understanding are the relationships you'll need for a truly successful deployment. For each of

the tools or technology below, with whom will you partner?
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