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Task One – Written responses to questions 

AC 1.1 Development of technology learning and development 

In learning and development, technology plays a crucial role in fostering the learning process in 

a better which helps to reduce repetitive learning practice. In this case, the trainer easily 

introduces new topics, subjects, and other factors which help to protect the process of learning. 

In addition, technology in this segment has taken a few years to develop a more efficient and 

prominent learning strategy that helps the learner to gain knowledge and skill that helps improve 

their competency level (Darling-Hammond et al., 2020).In addition, in the past few years, 

technology also develops a better way in the learning and development sector and it enhance 

communication and collaboration which improve the efficiency level and generate future 

communication between people. Besides this, the virtual experience of learning can effectively 

develop with the help of technology and it helps to gather experience. 

The design of L&D is discussed below: 

Application of virtual reality: With the advent of virtual reality technology, it has become easier 

for people professionals to design learning and development programmes for employees. For 

instance, virtual reality provides immersive learning exposure that not only allows for theoretical 

understanding of concepts but also practical and cognitive capabilities both in terms of skills and 

knowledge (Ahmed et al., 2020). One of the best examples regarding the application of virtual 

reality technology towards designing learning and development sessions is found in the 

automotive sector were employees are trained to handle sophisticated machinery and robotic 

automation systems using digitally immersive environment before putting them in the actual 

production floor. 

Digital engagement with learners: Technology has helped people professionals to collaborate 

with the learners before deciding the kind of Learning and Development sessions to be created. 

This nature of digital collaboration in terms of surveys, interviews and focus group discussions 

with learners can help people professionals to understand what kind of skills and knowledge do 

employees need and also identify their strengths and weaknesses in terms of organisational 

requirements (Abuhassna et al., 2020). In this way, the digital surveys and online interviews can 

allow people professionals to understand the requirements of learners so that they can design the 

learning and development sessions accurately for maximum benefits.  

The delivery of L&D is discussed below: 
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LMS: A learning management system or LMS is an important aspect of L&D programs where 

the employees use web-based technology and different kind of software programs. Here, 

planning implementing, and evaluating different kinds of learning programs within the 

organisation helps to build an employee's skills and knowledge. The e-Learning courses play a 

significant role here to deliver easy knowledge and effectively managing and creating the 

learning programs (Ahmed et al., 2020). The advantage here, it helps to store and track the 

learning materials properly. It is beneficial in increasing the engagement rate of the learner and 

also improving their skills by acknowledging their learning and skills gap. The disadvantage is it 

has issues in usability and lack of ability for learning support and for quality content observed in 

the LMS system. 

LXP: The learning experience platform or LXP plays a crucial role as a software service and 

here AI tool offers a better learning experience to the learner. Through LXP, the learning and 

observing material can be acknowledged by the learners at anytime and anywhere which is 

considered the biggest advantage of this approach. In addition, LXP helps the learner to upgrade 

their skills that improve overall organizational productivity (Abuhassna et al., 2020). On the 

other hand, it causes a different kind of technical issue while the learners are operating the LXP 

system and it needs proper IT skills for the learner who is handling this which is considered the 

biggest disadvantage. Besides this, a lack of IT skills may cause difficulty in the internal 

operating system which causes disadvantages. 

AC 1.2 Risk or challenge of technology-based learning and development 

Organizations 

After implementing the technology-based training organization may face different types of risks 

and challenges while it conducting online learning programs. Here, one of the major risks, which 

the organization is currently facing, is data protection risk, where an organization can face data 

threats through different networks and different device which is connected to the organization 

and system directly. Besides this, the threat is for both the learner and the organization which is 

connected to insecure in the organization network (Mohanty et al., 2021). In addition, the 

secured and sensitive data of the organization as well as of the individuals may be lost while 

connecting to the unsecured network system. 

The organization focused on addressing or identifying COPE strategy and it is a corporate-owned 

personally enables system that is provided to the individuals by the organization (Joosten et al., 
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2020). Each learner can provide with a device by the organization and the learners are able to 

connect to the organization's network. Besides this, the learner can use this network only from 

the device which is provided by the organization, and in this way, theft issues and fraud issues 

would be reduced properly. 

One of the major challenges for the organization is a technology-based program is reduced 

control over the L&D processes. Here, the organization is unable to understand the learner's 

needs and thereby the organization is unable to arrange proper L&D programs and which would 

lead to undesirable outcomes. While designing the L&D programs, improper learning objectives 

can be harmful to the organization (Korlat et al., 2021). However, this challenge is identified by 

tale effective measurements for the organization in terms of understanding the demands and 

needs of learners. In this case, proper training of the L&D program can be designed by providing 

effective training to the technicians and L&D professionals. Here, designing a proper schedule. 

Policy and other decisions may help to make control over the L&D process.  

L&D professionals 

During the technology-based training and development programs L&D professional faces 

different kind of challenges and issues where redundancy of the L&D professional is one of the 

most common challenges. It is understood that the start of technology-based learning programs 

or e-learning programs helps to reduce the trainer’s gap (Kümmel et al., 2020). 

This technological approach helps the learner to develop their skills and learn effectively which 

helps to achieve the goal. In addition, it helps to guide the individual to achieve different factors 

and gain proper skills. Besides this, it addresses the risk of L&D programs which can improve 

themselves and gather different knowledge and skills to operate the technology-based L&D 

programs. Here the L&D professional must understand the different areas of IT skills which help 

them to operate technological programs or systems properly.  

Learners 

The main challenge that the learner's face is increased IT skill requirements. Another challenge 

for learners is self-motivation (Lohr et al., 2021).  In terms of filling the IT skills requirements, 

the L&D professionals of the organization provide basic training to reduce the gap. In terms of 

meeting the challenges of self-motivation, the L&D professionals have prepared the learning 

material in an interesting way which is implied in attractive images, visual representation, 

infographics, and others. 
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AC 2.1 Digital learning content 

Podcast 

The podcast is considered as the digital audio content which mainly distribute over the internet 

using a podcast hosting service. In more detail, podcasts are considered audio episodes, spoken 

word, and audio episodes which are all focused on a particular theme and topic (Philipsen et al., 

2019). It is based on three areas as intro, a section main content, and then an outro. The 

advantage here, it is highly portable and the learners can listen to the show while doing any 

activities. Another advantage is, this approach is shorter than other types of content which is 

easier and more convenient to consume. On the other hand, it is difficult to reach a wider 

audience if the Internet is not available.  The interaction with the audience is limited. 

Video tutorial: A video tutorial defines providing the learning experiences which are facilitated 

through the video.  However, Instructional video is considered powerful materials that help to 

teach learner creatively and also helps to engage the audience and deliver important information. 

In addition, it is used to provide examples and offer crucial information to the learners to 

accomplish any specific tasks. The advantage is that this approach helps to access anytime and 

learns about different areas. Besides this, it delivers the learning materials most effectively 

(Alam, 2022). The disadvantage is as the content of the video tutorial is self-contained; the 

density of the presentation is high. The learners are unable to ask questions to the instructor 

which is the biggest disadvantage. 

Webinar: Webinars play a significant role in upgrading the knowledge and skills in their fields.  

Besides this, it helps the students that attain new skills and knowledge which can complement or 

supplement their main field of study (Beach et al., 2023). The advantage here, it helps to reach a 

wider audience with each session. Another advantage is, it helps to spread faster knowledge and 

makes it easier to access learning materials. The disadvantage here is limited opportunities for 

teamwork and interaction. Another disadvantage is it is the possibility of failure in technology 

which hampers the goal of presentation. 

AC 2.2 Attributes of the right digital learning content 

Visually appealing learning content is one of the main items of digital learning that not only 

ensures that the learners are engaged in the learning process with the help of videos, images and 

infographics but at the same time also helps the trainers to properly explain the concepts in an 

informative manner (Philipsen et al., 2019). It is especially important for a CIPD people 
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management program because it focuses on maximizing the learning engagement and the same 

time provides the learners with the much needed impetus for simplifying the concepts using 

these videos and graphics for maximum absorption of knowledge.  

Another item of digital learning content is shorter sessions of learning that not only allows the 

trainers to increase the efficiency of their learning process but also helps the learners to take 

breaks and absorb the knowledge before moving on to different concepts (Philipsen et al., 2019). 

It creates learner engagement because shorter sessions help them to understand the concepts 

easily and prevent any kind of clutter that makes the sessions informative and entertaining. It 

also ensures that the duration of learning sessions are smaller which helps the group's learning 

needs both in terms of time effectiveness as well as retention of skills and knowledge in that 

particular time slot.  
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Task Two: Develop and deliver digital learning content 

AC 3.1 Comparison of two systems for delivering live online learning activities with key 

facilitation functions 

 

Microsoft Teams 

Microsoft Teams is a crucial online learning delivery method operating in a way to contribute to 

online learning. This Microsoft team contributes to real-time collaboration among the users 

which creates communication through shared apps and meetings (Microsoft.com, 2023). 

Interaction can also continue through file sharing and emoji sharing. There are certain relevant 

features of Microsoft Teams such as call transfer, group calls and voicemails. The instructors can 

share a file (Microsoft.com, 2023). Instructors also share files with students facilitating effective 

collaboration for online learning. One advantage of Microsoft Teams includes online meetings 

are available for students helping with face-to-face interactions (Microsoft.com, 2023). 

Moreover, Microsoft Teams also lets the students and instructors chat with each other. However, 

a major issue with Microsoft Teams is the poor feature of notifications which creates annoyance 

among users (Martin and Tapp, 2019). Still, Microsoft Office provides a hassle-free mechanism 

for file search. The chatbots in Microsoft Teams are helping with making the representative tasks 

interesting. However, Microsoft Teams has a storage issue as it consumes a major amount of 

memory (Bieringa et al. 2021).  

Adobe Connect  

The platform of Adobe Connect is relevant for online learning delivery. In Adobe Connect, there 

is a feature of the meeting room that is utilised for conducting meetings. In the delivery system 
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of Adobe Connect, there are features of display layouts and panels (Adobe.com, 2023). With this 

platform, it is possible to engage in effective training. Adobe Connect has the capability to 

facilitate remote learning (Caliskan et al. 2021). This remote learning feature is provided with 

the tool Adobe Connect 12. A major strength of Adobe Connect is the capability to access web 

links (Adobe.com, 2023). In addition, the learners can take part in polls organised for learning. 

The live meetings provided by this platform are helpful for learning as they can be recorded for 

viewing and learning in the future. However, Adobe Connect is facing a critical concern 

regarding data security (Botha and Furnell, 2021). Still, the Adobe Connect platform provides a 

decent quality of audio and video conferencing. However, online learning faces obstacles like 

Adobe Connect as it does not have a feature of private chats (Thakker et al. 2021). This affects 

the chance of learning for learners who are new and shy.  

Comparison of key facilitation functions: Similarities and differences  

Microsoft Teams facilitates the use of Chatbot which is crucial for avoiding mundane everyday 

tasks (Dwivedi et al. 2023). Similarly, Adobe Connect also has Out of box chatbot integration 

(Adobe.com, 2021). This chatbot usually uses micro content for powering next-generation voice 

and text-based chatbot interfaces. In addition, on the platform of Adobe Connect, the chat system 

is flexible. This platform is helpful for the earners to connect with the educators with interactive 

designs. In Microsoft Teams also, there is effective flexibility contributing to better collaboration 

among the learners and the teachers. On the other hand, in the Adobe Connect platform, there are 

features similar to polls, PDF sharing and chat boxes (Adobe.com, 2021). However, Microsoft 

Teams lack of features that can lead to less attractiveness. The Microsoft Teams chat system is 

unique in helping with creating groups based on different subjects (Khomik et al. 2021). If 

students want to revisit the chats, they can do it in the future, similar to Adobe Connect. 

Whiteboards are present in both the platforms Adobe Connect and Microsoft Teams. A major 

difference between these two platforms is that Adobe Connect does not have built-in social 

sharing (Livestorm.co, 2023). However, Microsoft Teams provide the chance for social sharing 

which strengthens learning.  

AC 3.2 Difference between the facilitation of online sessions and face-to-face session 
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Learning is a two-way process which requires flexible interaction (Thompson et al. 2022). In the 

past, face-to-face learning used to be the only way in which learning used continue where a 

physical meeting was necessary. In the current era, online learning sessions have been introduced 

for virtual learning (Jena, 2020). Currently, both kinds of learning are available to the learners.  

For facilitators 

In the face-to-face learning style, the facilitators possess a pivotal role in leading the learning and 

studying procedure for the learners (Singh et al. 2021). The facilitators help with starting 

discussion and they also lead the learning process. The facilitators also have the responsibility of 

encouraging the learners to take part in in-depth learning. However, facilitators in online sessions 

have the role of making learning less difficult (Kamble et al. 2021). The facilitators should also 

have the capacity to operate various technological techniques and tools.  

For learners  

Face-to-face learning for the learners is mainly dependent on the capabilities of the learners to 

study. The learning progress of the learners in face-to-face learning is helpful for increasing their 

accountability in studying (Dzemidzic Kristiansen et al. 2019). Their learning progress should be 

accomplished within a specific meeting date and time for the class. On the other hand, the 

learners utilise the suggestions provided by the facilitators to make improvements in their 

learning (Pitkänen et al. 2-19). In online learning, the learners always need to learn a lot of areas 

of study on their own. There are also not any chances of physical presence in online classes, 

hence, the students can often attend classes at their ease which makes the learning process highly 

flexible.  

For learning administrators  
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The learning administrators in the face-to-face learning process have the responsibility of 

diminishing the gaps in the opportunities available to the students. This means students who do 

not have the means to support their education due to financial issues, can be helped by the 

learning administrators (Singh et al. 2021). On the other hand, the learning administrators have 

the responsibility of handling online learning by contributing to great learning. The online 

learning process is improved with the supervision of the learning administrators (Almelhi, 2021). 

These administrators play the role of leaders in facilitating online learning.  

AC 3.3 Summary of the key skills required for facilitating online learning 

 

Technological skills 

Technological skills are crucial for the growth of the learners as well as the facilitators. To 

enhance technological skills, it is imperative to enhance confidence (Giatman et al. 2020). It will 

also be effective in enhancing the productivity of the facilitators. The facilitators should have 

expertise in technological skills. The technological skills significantly help with instilling 

self-confidence that they have the knowledge and competence for performing their daily tasks to 

their best abilities. In the current era, the technological knowledge of the facilitators will 

contribute to enhanced efficiency. In the following times of the COVID-19 pandemic, there has 

been a massive dominance of online learning (Hoq, 2020). In such a case, the facilitators 

operating in any field have faced challenges. The lack of technical skills of the facilitators has 

contributed to major hindrances in learning.  

Pedagogical skills 
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The pedagogical skills include the ability to plan, initiate, and lead along with developing 

education and teaching with the departure point in both specific subjective knowledge and 

general knowledge of student learning (Veine et al. 2020). Pedagogical skills involve the 

capability to connect the teaching for research in the subject of interest. The facilitators of the 

courses should improve their pedagogical skills. In the current era, specifically, after the 

pandemic, the facilitators are becoming highly interested in e-pedagogical knowledge. 

E-pedagogical knowledge is crucial for improving online learning for learners also. Additionally, 

game-based pedagogical skills are also emerging in the current era. This is making the learning 

process highly diversified for current-day learners.  

Presentation skills 

The presentation skills of the learners to facilitate online learning can be considered inevitable. 

In the presence of the presentation skills, the learners are able to stay in touch with the 

facilitators (Howells et al. 2019). They are capable of continuing their ranting in a holistic way 

as they can show their learning. In the current era, an increased concern is being raised regarding 

the effectiveness of learning (Selvaraj et al. 2021). After gaining detailed knowledge on a 

subject, it is necessary that learners also showcase their presentation skills. To show impressive 

presentation skills, it is necessary that the learners be convincing. Therefore, this skill needs to be 

developed among the learners to become responsible professionals afterwards.  

Among the discussed skills, the skill which should be enhanced in future is presentation skill. 

This can be as follows,  

S: Taking part in the presentation skill development online course  

M: Enhancing the learner’s engagement by 10% 

A: Enhanced presentation skills for making the learning process more visually interesting  

R: The visually interesting presentation skill will enhance the student engagement  

T: Within 1 year  

Personal development plan 

What do I need 

to learn? 

How will I 

develop this? 

What resources 

do I need? 

What will be 

my success 

criteria? 

Timeline 

Presentation  I would like to I would require a I would test my June 2023 to 
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skill take part in the 

presentation skill 

development 

online course  

facilitator, 

counsellor as 

well as materials 

for online 

courses  

presentation skill 

at the end of the 

course being 

finished and this 

will be the 

criteria for 

success. I would 

need to pass the 

test with high 

marks.  

June 2024 

Table 3.3: Personal development plan 

(Source: Self-created) 

AC 3.4 Demonstration of online facilitation skills 

 

Use of break-out rooms 

The use of break-out rooms is a crucial online facilitation skill. The breakout rooms contribute to 

a place for small meetings and also help with brainstorming sessions (Luke, 2021). This is an 

effective method of facilitation as breakout rooms provide an effective way of dividing a large 

group of participants into smaller teams. Therefore, the smaller teams can engage in a focused 

discussion and brainstorming (Kiran et al. 2020). The group of learners can have their wine 

conversations and they can also share documents. It is also interesting to acknowledge that with 
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the help of breakout rooms, the facilitators can also move between the groups by observing and 

they can take an active part in conversations where they are needed. With the effective use of 

break-out rooms, it is possible to provide a positive learning experience. However, breakout 

rooms cannot be created for more than a particular number of people (Ouariachi and Wim, 

2020). Therefore, having a break-out season with a large team can be significantly difficult.  

Use of embedded or hyperlinked videos 

In the current era, online training and learning opportunities are growing highly popular. This is 

becoming more possible with virtual facilitation skills and in this case, the best practices are 

highly crucial for companies and facilitators for adopting (Mathivanan et al. 2021). In virtual 

facilitation, it is important to consider embedded or hyperlinked videos. The use of hyperlinked 

videos is helpful for improving the skills and knowledge along with creating the right attitudes 

for the facilitators (Rani et al. 2022). The students, pupils along with employees also utilise 

integrated communication technologies for educational purposes. On the other hand, the use of 

hyperlinked videos in the interactive lessons will help with incorporating the content 

(Kumi-Yeboah, et al. 2020). This will help the facilitators to enhance the process. In embedded 

videos, there are no video links which reduces the searchability of the videos. As a result, 

students can face issues in searching then later on.  

Use of animation and colour to enhance visuals  

Effective use of colour and animation in learning is crucial to keep the interest high for the 

learners. As to research, animation and pictures interest people more compared to plain text 

(Farkas and Bene, 2021). Creating videos that utilise animation for simplifying complex 

information also helps with making it interesting for the learners in an effective way aiding in 

facilitating. The animation and visuals that would be difficult for explaining with voice can be 

easily expressed through animation (Martzoukou, 2020). The facilitators provided a visual to the 

learners which help them to go in-depth into the subject matter. However, the images used in 

animation should be relevant to the subject (Rachmavita, 2020). If the graphics are not of a 

similar topic, the learners will disengage.  
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