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We are currently preparing 
students for jobs that don’t 
yet exist ... 

Using technologies that 
haven’t yet been invented ...

In order to solve problems 
we don’t even know about …

The 4IR conundrum
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How do we shift education

From pariah to exemplar

It is as it 
is..

We are where 
we are

The education 
system is dire

If an auditor from Mars audited 
SA’s education system she will fire 
every one of us. 



Metaverse



Coursera saw 
this as a mega 
opportunity

This mega 
opportunity  is now 
a giga opportunity



Mega is 
converting…

Small into 
large 

Distance into 
proximity 

Mega depends on context 
(what you look at, do or 

use)



The mass lecture reduces to the single student



The disrupter is the enabler

One-to-many become one-to-one.



Developing workplace training 
methods through the new normal

Now 

• Dived and struggle  through online engagements (Zoomification)

1. Onboarding

2. Animation

3. Simulation

4. Chatbots

5. Gamification

6. Introduce AR and VR through proof of concepts

Long term

• Coding and Robotics (but start now!)

• Blend e-learning methods

• Use Embedded, augmented and immersive experiences

• Create sandbox environments &

• Digital Twins



1.  Onboarding
App



2. Animation

• Useful in the ZA context

• Raceless, Genderless, classless, context 
sensitive 



2. Simulation training landed 
the Airbus in the Hudson river

•Airplane flight 
simulation

•Air traffic 
controllers

Just in case learning



How not to 
simulate



Simulation



3. Chatbots: The robotic teacher

• Chatbots can support current trainers in a  
non-judgemental  manner

• Chatbots training are accessible to learners 
whenever they need. They remember learning 
gaps and performance. It highlights where real 
training is needed.

• Chatbots  have no human limitations, such as 
forgetting, bias, overload, illness, don’t sleep, 
retiring, etc. 



• Chatbots don’t get angry or fatigued

• Chatbots are neutral, non-judgmental 
emotionless and operate on-call 24-7

• Non-judgmental support is crucial. It 
removes stigma or embarrassment 
which will be useful.

Chatbots as a  
Robotic 
Mentor
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Gamification

Tell me and I will forget 
Teach me and I may 
remember
Involve me and I will learn

• A good LMS awards points for correct answers and 

higher scores for quicker completion times

• Gamification levels develops competitive spirits 

within a person (self-improvement) 

• Gamification develops competitive team spirit

• Instant prizes such as shopping vouchers add to 

the delight for  those who complete a task

• Encourages a person to get better

• Encourages competitiveness 



Training Using 
Gamification

• Gamification combines fun, with instructional design, to hold 
an employee’s attention and motivates them to finish a 
course.

• One must place games strategically throughout the entire 
training process. 

• Gamification makes challenges or competition entertaining as 
it nurture skills.

• One should provide a room for practice and proficiency gain 
and prevent employees progress until they complete a task. 

• Gamify some tasks to play a role in employee onboarding, to 
mantain continual motivation. 

• Gamification builds teams culture as well.



Gamification elements 
required to enhance training?

• A master narrative/story 

• Challenges

• Levels

• Instant feedback

• Scores

• Badges

• Rewards

• Collaboration tasks

• Leaderboards

Improvement 
Over 

Microlessons



Germ 
Games?

Living ina pandemic



Gamification 
is a 

behavioral 
design

12 billion USD in 2021

Salesforce, SAP, Microsoft

Attention spans are rapidly 
diminishing

Consumers and students need more 
incentive to interact with a brand



We can gamify attitude and service excellence



The number 
of years it 

took to get to 
50m users



5. AR, VR or  XR in the workplace

• Complement workplace 
experience

• Augment workplace experience 

• Replace workplace experience

• Use online as multiplier

• AR works on smartphones

• VR requires a headset

• Facebook is betting on AR/VR/XR 
being the next ‘big thing’

A COVID-19 
requirement 



What is XR 
(Immersive 

Technology)?

• XR is a digital simulation which
emulates a new reality. It offers a 
surrounding sensory feeling
to the user who feels nearly fully 
engulfed in the experience.

• XR can be broken down into a few 
sub-categories: virtual
reality (VR), augmented reality 
(AR), and mixed reality (MR).



Virtual 
Experience is 
a megatrend • Visit the national park and see animals that you wish 

to see

• Experience the hotel room you want to rent

Immersive  Tourism 

Use to learn an expensive skill or difficult experience 
which is hard to replicate

Use AR/VR XR recursively to explore or explain 
Megatrends 



Walmart and Chipotle 
Companies use AR to train employees. This gives them a hands-on training experience 
without the risk of costly real-world mistakes.

AR works on most Smartphones



How a Tsunami is formed



Hyundai AR App for  Repair 
and maintenance (2016)

Hyundai is the first 
automaker to launch an AR 

owner's manual in 2015.

Using a smartphone, 
consumers get how-to 
information for repairs, 

maintenance and vehicle 
features. 

App has how-to videos, and 3D
overlay images that appear
when users scan certain areas of
their vehicle like the engine bay

And Interactive dozens
of informational guides.

Hyundai started the AR owner's
manual program in 2016.

AR makes it possible for even 
inexperienced people to identify 
problems and perform repairs by 

following step-by-step 
instructions using AR overlays.



Other 
examples



OTIS lifts and elevators 
“close Door”

• 2m lifts and 2billion users per day

• Elevators in 200 countries

• 12.5 billion with 68 000 employees

• 33 000 technicians who have iPhones with App

A 170-year old company

Just in time learning



Sandbox environments 
enable safe experimenting

A sandbox can mirror a 
production environment that 
an external developer can use 
to develop an app that uses a 
web service from the 
sandbox.



Just-in-Time Training 
vs. Just-in-case

• Distribute engaging lessons just 
before they are due

• Tax filing

• Malaria safety in summer

• Influenza prevention in winter

• Seasonal alien vegetation at 
certain times of the yeari



IoT

Sensors

Tactile feedback

• Haptics is a broad term describing 
technologies a user experiences through a 
sense of touch. This include the vibrations 
of phones, sound waves and wind.

• By introducing sensorial overload—sound, 
sight, touch, even pain—one can addict a 
user.  

• The more immersive the experience, the 
greater the thrill.



The F 
word

Funding is a challenge

Fund research a training 
outcome

Monitor the training 

Convert feedback into 
feedforward



Action steps

Don’t get caught in 
analysis-paralysis

• We need  swift action-oriented environmental 
scan specifically for employer training

• Who is doing what in EdTech internationally and 
in ZA?

• Who are willing to share their experiences?

• What can we ethically replicate or use in other 
verticals

• How do we document these

• Where can we source technical support? From 
whom and how?

• How do we create EdTech techies

• Microcredentials?



Action 
steps?

• When do we start?

• Fail forward and/or expert driven?

• How about a proof of concept for each 
theme? 
• Chatbot
• Gamification
• IoT and sensors
• AR and VT?
• We must document the experience

• Who is doing what with what successes and 
lessons learnt with AR, VR and MR

• How do we evangelize these opportunities 
to employers? 

• CoPs



Developing workplace training 
methods through the new normal

Now 

• Dived and struggle  into online engagement (Teams / Zoom)

Medium Term

1. Onboarding

2. Simulation

3. Chatbots

4. Gamification

5. Introduce AR and VR through proof of concepts

Long term

• Blend e-learning methods

• Use Embedded, augmented and immersive experiences

• Create sandbox environments &

• Digital Twins





Do we need  a swift action-oriented environmental 
scan specifically for employer training?

Who is doing what in EdTech (AR, VR, Chatbots etc)  
internationally and in ZA?

Who will share their experiences?

What can we ethically replicate or use in other verticals

How do we document, evangelize, celebrate  these 

Where can we source technical support for each? From 
whom and how?

How do we create EdTech techies. Documenting the 
experience will assist.

Microcredentials

When do we start?

Fail forward and/or expert driven?

How do we evangelize these opportunities to 
employers? 

CoPs



A high feedback environment Is important  
when developing new training concepts

Whether you plan to onboard employees 
through online courses, group projects, or 
individual training, make feedback an essential 
step for each staff at every training session.



Our challenge? Analysis paralysis



The solution
Let’s start one project 
per thematic area!!



Coding and 
Robotics



We keep saying “learn by doing”  Lets 

start doing and nurturing a Community 

of Practice. #SendMe and #Behave

To teach we need to 

learn by doing !!!

Lets fail forward 

FROM NOW



The intersection of megatrend 
waves creates new megatrends 

Asymmetric warfare
Banning,
Synthetic media,
Misinformation,
Cyberattacks…

The intersection of exponential 
(read 4IR trends) creates new 
exponential trends



I AM HAPPY TO DISCUSS THESE CONCEPTS

• Prof Colin Thakur

• Google me – “Colin Thakur”  I write a lot for the media

• Twitter thakur_colin

• Follow me of FaceBook Colin Thakur

• thakur@dut.ac.za

mailto:thakur@dut.ac.za

