The Amalgam Of

Machine
Learning

Today, learning happens in 3 much broader and a
more social plane. A true learning organisation
is one wherein employees can share their
learning experiences and add their own content.
Personalization, collaborative learning, virtual
reality, augmented reality are some pathways
that a L & D practitioner will have to venture into.

By Shruli Chadba and 5. Ajay Kumar

he workd is evolving raphdly,
Leaming & Development (L&)
professionals risk being left
behind undos they adapt their
skill set i

& b mmoce common in systems sich
as those designed to intelligently
irade stocks and shares, or,

manoeuvre an

and survivad in 1his new environment
Artifictad fovefligence

Learning (ML) ase the bazzwords of
the day, and. are scemingly used
i Though the two are
ot the same, the perception that they
are, can st times prave o be
misdending.

Antificial Intelligence (Al is the
broader concept of machines being
able o carry ost tasks in @ manner
that we would attribute @ “wmart”,
and Machine Learning (ML), the
present day application of AL is buased
00 the concept that we should make
available data 10 the machines and
allow them 10 learn by themselves.
Machine lewrning b all abowt
minvcking human decisions, making

Al-based) devices are designest 1o act
imtelligenaly, and. are often classified
among one of the two fundamental
wroups applied oo groctal Apphed Al
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vehicle. Ceneralized Al devices, which
in theory can handle any tash. are lew
commen, but this is where some of
the must exciting advancements ane
ki place today. Though & subset of
Al Machine learning Is the most
curting edge tochnology at present

Srfachine intelligence is
the last invention that
humanity will ever need
to make.”® - Nick Bostrom

For a leng time. learning

pellars of focws elomg with attraction
and retention, Today's learning
professionals carry 8 more holistic
approach o managing talent.  And,
that foarms the reason behind Chied
Learning (fficers becoming Chief
Talemt Officers, The nine new
pathways, critical 1 the saccess of
learning and develapenent functhan by
2020, must be traveled by every talent

officer before they make their leaming
choices for their organisatson.

9 Pathways for the Learning
Experiences of 2020
PATHWAY

Understanding Nesroscience: The
Brain wot Cultere Is vital tor Learning
The P of meural o

HA has ety Deen DEnnd ofher IGErsSong LOcsons 10 53008 e rogy
5 & hat Deen ey seen 05 & cost ncton But. 1 is sl catchng up wih e
advert of At inteligence and Machine Learmng. The dats whch had been
captured Ky arahytcs is now bong seen a8 usehs 10 shmmnate a lot of mundere
RS UG MIACHINS g 0 ol AsDects Of R WS & v eCRmerE. SngageTent
B0 ISNNON Of tHent MACHIOS SIOONIYTIE TMTIES (e Diases ) aOnRsals by
COMCTVY IMRSUNNG ¥ A 180 SN0 unDrepudoed Manne Machne Lesrmng
a0 o ho N NAVCLENg IaNNg gven 10 e empioyees batec on o
lsamng styles whch would be mom effective. by detecting pafierns n hen

bas been the key to teaching
0 thind and he

mameng bety

workl i the way we do, und. ot the
sume time, retain the mnate sdvareages.
they hold over us, such as speed,
accuracy and lack of bias. L&D
practitioners now have access 10 4
thorough tnderstanding of (e scenoe
behind learning and  memory,

sprecifically:

o The beological processes involved
n

e How the brain works and

processes infurmation

How w identify and prove the

drivers that  aptimize braln

perfurmance
How to determine the unique
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Mescoate Frifoees Human Fesource Management
v Osgansationsl Bataviowr. Geeal Labas emtaw of
Varagemam  Gurgaen

Leaew process payvolls con be ssomesed using Cresel
PANEMS WCh Ca De %0 11D The Sy &7 One 008s NOL Nesea Mmuch Mmanual
Cetaying the process Bt & word of caaton. ML hougn
a great 100l Meeds 1O De LBEd W Care SINCE & WONg Sgonitn fad 1O the
systern may lead to enorecus concknor Al and ML can
SOpOn e MR Ancions but Gt shweys G with sensthve
PUman suss WECh 1eQuISe empathy AN COMDEsSon

-

* How a person's neuro-design
impacts bealth and safety in the
workplece

* How a person's neuro-design
Impacts thedr serme of purpose and

predictive analyses for the learming
povential so thist the LAD function can
[T L}

learning. Thus. an LMS does not gve
everyone the opportunity to teech
skills, add content from external
sources, and, seed education in a wide
variety of shills. A talent devedopment
platform, on the other hand, is open-
ended and permigs everyane withan the

ion 10 add content. share
expertise, and seck knowledge in
assorsed areas, while lesrning n the

Involves an socursie undentanding of
the mech of

most ways possible, even
on a paln-held device
i (huat theie

COmpetiton are sans M—‘ and

1o enhancing brain effectiveness.
Therefore, a working wige of

nevsoecmriy will b an esseniial

part
of the peodessionsl knowledge of LAD
n fusuee

PATHWAYT 2

Moving from LMS 1o Talet
Development Platlorms.
High-performing companies are

selzing the opporiunity W promote &
new culture of leaming that upends

it s best that they ramp up
quickly. With an open talemt

platform esnployees may
already be leaming those skills and
shartng knowledge This s one way n
which the kearning méndset can shift
from Push 1o Pull Today, learniog
happens = a much broades aod & mone
social plane. A e Jeamiog

& oove wheredn empl
can share (et anuing experivnces
und add thele own content. And, s
crucial 1o make all the learning

the aditomal models snd
the very manner (n which emphoyess
bearn Learning Managensent Systens
(1MS) are dosed systemns by design,
and. ooy permit the 1op brass s input
ol far ensph

groat content in areas can be
recelved from co-workers and
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‘ People may refer to Millennials and
Gen Z as the 'selfie generation,’ but,
when it comes to their workplace mentality,

it is more about self-development. This
empowered generation is also one that is
extremely visual, and video is a great way
to demonstrate skills and processes.”

o 2008, we can expect to witness
the effect of YouTube over LAD even
harder than the pest years, Individusls
are looking for very short. targeled
videos that wach ane

effective, and ot the same time, an
engaging way 10 achiew that People
may refer o Millennsals and Gen 7 as
the n‘tm hn.mi
comes 10 their woek

specific task of e o & tme. Fram

comumnty
stars. Interactive videos are also
with

h-uln-—"‘ b m

" popube
chine lewmers. Content such as

trwining page that rends “Mandsory
courses 1o complete this week,”

aro taking,
hhaﬂmh‘b‘mﬂvl&b
@ wedles of

s also ooe that
s extremty visual, and video is a great
way to demunstrate skills and
processes. User-genetated training
videos allow seam members to recond
and share clips of them performing the

" th b, ceating

more opportumitios for training and
crgagraen

videos, "
Tmliass wd

hud-hdlqm

quizzes,
e will make learming s mobile as
s learmen,
PATMWAY &
TV Leaming
losh Bersin, Principal, Bersin by
Deloitte, says, “tmagine the corporate

-~
Amhoa

% cunently in 45 pMe 37 has an estmated! Matket worth of
US$ 70 8mon The fury of these acvarces = the rosult of ®roe factors: the nse
of big data. combined with the emesgence of powertul graphics processng unes
(GPUS] kr comples computanons and machee
is the computer's wary of lesening hom examples, and ifs one of the most usedd
100% wa hanve 10r The CONBIrUCION of arshon relgence (A) We can srely sy

Machne marnng (ML)

0t & il 20t a5 2 sl fr hugo
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anc wil make a change n

mmmnnummmmuw

has 3 wde rangng Impact on the actvites nommally undertaken 10 develon, jest,
and win an aigonthm ior 2 ghven purpose. So, e next sme
when MR & ashad 10 predict whet makes & QOOC Manager
- they mey actually have & resporss’ Machne isaning s fus
Specing 10 be & Bster 4 more efoert ernatve for
companies 10 smMpiy 85 a part of ther resources

Diracton- rasman Feaosrces

—

from well-known vendors (Le. Saba,

Lynda.com. TED, and & hundred

can be quickly found and easily
browsod at any tme, josr ke the TV
in every room. These channehs will not
just be classified with the power of
contenst, they will also hiave SEO (search

e fort

Personalization
From a personal pedagogue teaching
lmhamnmm
w0 tech bled social b

iy ey e

for spes I some form or the other,

ned bearning has grown in
potential. The problem with

i learming today is that
thore is o gulf between the

of what deliver and what ~
it truly delivers in  reality.  Aganceo dets-UEnOs SUch 35 CRORNNG N MENEONG 1EE-UMS (S 8 GUCKY
i critical 190 e HA OBy WD MAchins Baming an0 ASCH tesgencs
s iy Teaditional  (x) in place. an rgaNBANGN Can erfence he ecency of HR uncters. Firssy, |
learning f_-:l_!:» have been P dats from o 260-Oegree foedbock Can be troken down Fto peces of |
P oa Tt can be sasily interprated Seconcly with Machsne Leaming (ML)
mining 7 e o o e for Sdng out pamsns on |
which has resufied in low employee o ccong can be mooed These Peghs gir wih the hetp |
engagement. Workers are more BRely o 44, can prove Derefosl fr HH GROMITEN 10 Lk QUCK SCBONG JOWMDS 10
to i (0 & colloagie ot 10 the Workl ot arens. They Can MONMaN €S OMEO/0BS. At Now emesyees ard |
Wide Web 1o sarisly thelr on-demand o g0 wation These con iead MR |
learning  necds.  Professlonal  pony io s nrerice from prewous nstances andresche
penes TR umi ssues S0ang 0 e wODIEoS T wOUK] S0 Snatie |
carry wignificant importance to the eeders IS0 SNOIOVES-COME |
millenmials since it indscates that they ;mh e ool fiond |
are valued, and, provides themn with
an opportunity to move o mewer 5 JRAJ
“"’f!“:‘:’.;"“m Savem Viow Presoert Muman Avsouons
_In-m'w'ndn-—h R "
old ways of cresting « 4_4
cxperience. power ways such s social
tecommendations from  (riends, S od & thy they n
and badges can push no are lagging hehiod. Camiticasion
colleagues, of managers. A-yuut " il aek the fecdback loop
of datn received sbout the uses, have  Moryteliog is whit tha will guin cemter  the two, and thus. lay the bluepring
been successful in meeting the  Sage. More and more resubt-focased o the creation of fantastic sicoess
persomalication g, designers and certain keen. Mok
sighted business managers want
PATHWAY ¢ results over pretty mmw:l- PATHWAY 7
a o Vel Reality Augraented
Comiicaton each leved that 1he players need 10 -
hhm,—.-n-hm M level romes Reaity
tithe of - e, they It 25 yuoal Meatity (VG and Augmensed
Sesmad of ok P ey ol s Reality (AR) have & definite place in
mﬁ ‘m.wd“ scoring  points. Sl:nm::nd .‘_L"" NS S
mu:“‘—nw-uﬂ lodecd the way ch-mmluhil.bu-ﬂuln-
‘earals Al b reality of
mmﬁmhh i ol -lwnnlnully
river's seat. which creates foum Sor  ‘OBether Gamification g ~ -

[preater creannviry and positions gaming
in an |deal place 10 serve as

Al this stage, Augmented Reality
place. omerges as the clear winnes. and with
tools such as Metaverse and Zappar

are often o learn

e and the others, it allows for the
-mnnhv-r.-upiu-mnl "'T”“:::'l-' = x of fun from
devires for s oo ":" . tvasuey bunts 1o
mastery, achieverment, Sngiha inis. Mobdle devices are the key w0
saams, self. i —— ""“;:;""‘""‘:""V" :‘mmumnmw:m
closure. Gamification strategies :"‘ - "“": ':‘ i widespread in both educational und
inchude the use of rewarids for players o . & per-Said carporate sectors. Gamification can act
who accomplish desired tasky or  POARHIRg out the specific arcas = the bridge that ties the mixed reality
competition to emgige players. Types - experiences nto  the learning
of rewards include  points,  Virdusl realty (VR): 8 3 3
achievemnent badges of levels, the  pmmeeses wsars 0 2 Ady anicia agest Virual Resbity immerses the users
Blling of a progress bar. or providing  eewmoment £ ina virual emviranment
the user with virtwal currency.  Augmented reality (AR): that has been created through o
Allowing rewards 10 become visible  Oyeriays vitus computer programme. The most
w other players, or creating  smwonment v peovide
leaderboards. have been older ways — Mitxed reaity (MR): the freedom of move wherein ssen
of players 1o Not st Overiays Dt Chons Wi Can roaan (0 a digstal eovironment and

with ‘obyoces 10 the el workd sominds. Most

# certam order of maturity, posnts and

headsets work i combination with
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experience, and with the ability to
interact with computer-generated
enhancoments Jayered over physical
roality. it makes for @ more realistic
and o mewranghul cxperience 1o simple
terms, the esvimnment aroand us, be
it @ room or a garden, become
w‘ﬁlhﬂdm
mwv‘uﬁ-bl&
computcr-generated screen or your
coffer table turning oo a monopoly
board, Technology, In this wary, wses
your real-life enviroomont as s
WL duﬂbuwdhﬂ

i
aned, Pokémon Go s an cxamplo of AR

‘ Professional development and

continuous learning carry significant
importance to the millennials since it indicates
that they are valued, and, provides them with
an opportunity to move into newer areas,
discovering new talents. While recommend-
ations by an L&D Manager based on an
employee's role were the old ways of creating
a personalised experience, newer ways such
as social recommendations from friends,
colleagues, or managers, and system
recommendations derived on the basis of data
received about the user, have been successful

in meeting the personalisation goals.”
comcept 10 the user that the peal woekd — workd i blocked out. Mere, the dgital
has vimsal objects, which simply are  objects overkap the real ones, wheress,
not overlaid on the reul world, but  In conventional VIl the virtusl
At the user can interoct with them.  environmsent is not connected to the
_lﬁhm,lunmh&tn‘ real workd arowod 4 user

and digiud consent
gets added 10 8. Sach form of mived
reality can be considered as an
advanced form of AR. A mived reality
that beging with the virnul workd has
the digital eonvironment anchored 10
andd replaced by the real workd In this
wase, @ aser s Dally immersed i the
virtual enviconment. while the neal

The biggest mghtmare e 1odey's HA Gepanments face 5 scannng hrough
MOUTENG Of resurnes 10 Shortist One fgMt Candiale ACpiying Machne earrng
in HR can help dentrly whch candiciates are most ity 10 Do cuccessAd for a
parhcul postion O ascerisn who may not be sutabie, i the next Sew yoors
Machine laaming can morove the recruliment process by Createg patierms fom
SPOMCATS resUImES SOCIY Mecia ACWly, SN0 rierview ROOrSes Sic NOt oy
recnatrment Mactre kesring O $50 D8 Ol 10 158 N e hng sarly saming
wgns of employes stirton by montonng satmfacton suney resuts
drape in affoency. and sbeertecam. The role of Machine Loaming/ Al n MR, wil

enable & smarter and mote responsve MR functon

Tectmongy |8 hepng HR professionsls sutomate some of

mmnmm MNADING MOE BITe N
roncally machnes
dwwmmuww

Orwt Hurman Resounces Offos
Ryvce Systers

18 e Apnl J018

PATHWAT §
Collaboratwe.

““Today leaming is about
‘flow’ not “instruction,”
and helping bring learning
to people throughout
their digital cxpum”

- Josh Bersin

keep channels open for ongoing
thon. in which

respond 10 question prompes by the
facilizatoe. plan the nea steps 00 an
action-leaming project, discuss pre-
work, or develop case studses.

My.lcdﬂa-blldyu o O \
oot 9 i

m-‘,.‘_“.ﬂ._ﬂ PV rCTent (rOCESE. DAl MOST Of I e sl Content win Fecratment |
Process O 9 FPCL I 300 ves in an A & ML erated Aigrt can be |

where
W work ul-bonﬂvdy vrnh

mmmmum
stimulate the development of

tusted with auto-Dilot why not ke & look of ‘Recrutment Process Autometion
Py mm&mmmmumml
rpies that EmEpng 85 1008
10 K0ty the best CaraKians mnmn&unma
mmmmmnwmmm
v peycho passionale Quoiios
D‘-nmm ~|u:-menm»pnmm
INSDRCT VErOus IACIONs. S0 OSSOV DAtiens TIat Numans Mg not see Simpsy |
PUl, Tt & what's CABRO ‘Suparvsed’ tumag A

el 1000tNer May o6t
W NG Chango 1actors T OugNt 10 Do wesgieed 1 - N Ight
of charactensatics of high peciormers.

KETAN DEWAN
CEO anat Co-Founder
R

by wm‘ meamnghul
s p-4 -
effure. The moded works really well
where the learning can be and coll Info jon from  Degreed ase now arvilicial
o working ke becanse stadents vale mahple sources. Intelligence o croate curated focused
the input and recognize the o Fiftering This meons sifiog theough pathways that cover several
importance of the ssues snd topics mum.ﬂm._ content plathorms scross wultiple
covered. 1t i about shared o0 relevent plece of Nelos. g & content curator
ibility and hip of will serve bearner needs exactly. toeros will prevent wastage of e and

engage anid challesgye learners.

. This means ch
the content to impan logic and
structure. This helps in leaming by

mooey and create o lesrning

PATHWAY § eaving the compechersion.
Content o Contextualizing This tefers 1o
“Employees find It most dificult to  enhancing the value of the content by
learn, NOT bocause there sn'tenough  adding your own utle,
content. but because there is TOO  brief explanatory note or an overview.
MUCH of it. and they cannot find what  more information, and/or tags.
s vaduabile ™ *  Sharing Sharing does not merely

According fo a stady on High-  mean putting up a blog post or
Impact L g Orgas cnrried Lanivhd o o
out by Bersin by Delaitte, employees  the audience. Content Curation is
find it most difficult 10 learn. NOT  effective when the are ng and Artificial
because there is not enough content,  shared with the right grovp of loarners,  Intelligence are sure 1o play o
but because there is TOO MUCH of i, m-ﬁmm-vmﬁnﬁ wvl-mlllllhhnndt-
and they cannat fisd what is vakiable 'y and more s given the
As has been defined by Bersin by can readily acoess. mhﬂ-m«-ﬂﬂ-u
Deloltte, content curation s both an o  Swoning and Archiving: The curated  Individual  online learners  and
art and a science. It lcd:wnh content noeds 10 be stored, put in 3 organisstions. The seret for the LaD
identifying the most ) and archived to facilitate  manager who wanis 1o stay one
imformation for o specific group of e casy future reference Taggging s criticel  shead is to live through cach of the
arget madience and wnd 10 emvure that the guidelines for  sbove tech trends and evaluate ®eir
and oeganising it befose presenting 8 tugging are in place. und different the i
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