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Foreword
Since 2014, the Learning & Development 
(L&D) Global Sentiment Survey has asked 
L&D professionals world-wide what may seem 
a superficial question: “What do you think will 
be hot in L&D next year?”

This may seem a peculiar choice of words – 
would it not be better to ask people detailed 
questions about their intentions for the new 
year? What initiatives will they undertake? 
What systems will they invest in? How will their 
approach to delivery change?

When asking this question in the past, 
however,I found a clear pattern. Ask L&D 
people what they will do next year, and the 
answer is – almost without exception – ‘more 
of everything’. Checking, at the year’s end, 
what changes departments actually made 
produces the perhaps unsurprising result 
that some incremental changes were made 
in a limited number of areas. Although well-
intentioned,intent is not always an accurate 
guide to the future.

In contrast, the question “What do you think 
will be hot in L&D in 2018?” explicitly assesses 
sentiment rather than intent. Respondents 
choose up to three answers from a list of 16 
options, and generally finish the survey in less 
than a minute. 

This apparently superficial question does 
not attempt to gauge what will happen in the 
coming 12 months, but has proved to be a 
remarkable accurate guide to what will happen 
in the longer term. The reason: respondents 
to this poll tend to be a self-selecting group of 
people with an interest in change. The result: 
what they find ‘hot’ one year later be more 
widely discussed, if not acted upon.

The option ‘Mobile delivery’ topped the poll 
in 2014, but languishes in 10th position this 
year. Over the same period ‘MOOCs’ (Massive 
Open Online Courses) have fallen from 
fourth position to 16th. The difference: mobile 
devices are now part of our daily lives and 
‘Mobile delivery’ is now largely business-as-
usual for L&D. In contrast, while the number 
of MOOCs available has exploded, take up 
in L&D has been minimal. MOOCs are a 
valuable resource, but for various reasons, 
L&D departments can’t integrate them into 
corporate offerings. They are, in the wording 
of this report, ‘too complex’ to succeed in 
corporate L&D.

The numbers for both these options tell a 
similar story – a fall from popularity. We 
can only understand the numbers with 
interpretation that draws on experience.  
That is what this report is all about. 

Donald H.Taylor
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The 2018 survey ran from 18 December 2017 to 
31 January 2018, and asked:

• Vote were cast for what would be hot, rather than what should be hot.

• Respondent could choose up to three options.

• Respondents selected from 16 options, including ‘Other’.

• No definition was provided for what ‘being hot’ meant.

• Options were not defined.

• For more about each option, see pg 26 for a definitions list

The options

*New in 2018

Artificial intelligence

Collaborative/social 
learning

Consulting more 
deeply with the business

Curation

Developing the 
L&D function 

Games/gamification

Micro learning

Mobile delivery 

MOOCs

Neuroscience/cognitive 
science

Next generation 
learning platforms *

Other:

Personalization/adaptive  
delivery

Showing value

Video

Virtual and 
Augmented reality

Other:

The choices

‘What will be hot in L&D in 2018?’
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WHO VOTED?
1,051 people voted in this year’s survey, 
casting a total of 2,894 votes. Votes came 
from 47 countries. Over 90% of votes 
came from five areas. 

NA
17%

UK
  25%

EUR
  29%

IND
8%

AUS 
& NZ
14%

Caveats
Respondents are invited to respond via email and social media (largely Twitter and LinkedIn) and are self-selecting. This means:

This means the surveyed sample almost 
certainly is not representative of L&D 
professionals as a whole. After five years 
running the survey, however, it is clear that 
our sample does represent L&D technology 
enthusiasts and early adopters. What is 
popular on the survey one year usually 

becomes a matter of general conversation 
the next. Popularity does not necessarily lead 
to wide adoption, however, and much of this 
report is given up to speculation on what it 
means when an option moves up or down the 
results table over time.

(North America from Canada to Panama)

• There is no pre-qualification; respondents 
may not even work in Learning and 
Development (L&D)

• Those who did choose to respond are 
likely to be more technology-focused and 
more social media-savvy than the average 
population of L&D professionals.
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Results



1.        Personalization/adaptive delivery (1)                        11.9%

2.        Collaborative/social learning (2)                               10.1%

3.        Artificial intelligence (8)                                             9.0%

4.        Consulting more deeply with the business (5)          8.5%

5.        Micro learning (3)                                                      7.8%

6.        Showing value   (6)                                                   7.0%

7.        Virtual and augmented reality      (4)                         6,9%

8.        Next generation learning platforms (-)                      6,6% 

9.        Curation (9)                                                               6,2% 

10.      Mobile delivery (7)                                                     5,7%

11.      Neuroscience/cognitive science (11)                         4,7% 

12.      Developing the L&D function (13)                             4,5%

13.      Video (12)                                                                  4,4%

14.      Games/gamification (10)                                           3,4%

15.      Other: (15)                                                                 2,2% 

16.      MOOCs (16)                                                              1,2%

Who’s the boss?
For the past four years, the top two positions on the table have been dominated 
by Personalization/adaptive delivery and Collaborative/adaptive learning. This 
year, however, the share of votes for the top positions fell from 24% to 22%, with 
both top options losing votes. Personalization/adaptive delivery remains top of the 
table – but for how long?

Technology no longer dominates
In previous surveys, technology has dominated the top half of the table, with 
new entries and climbers showing a keen interest in (among other things) Micro 
learning, Virtual and augmented reality and Mobile delivery. Votes for all of these 
options fell this year, but one technology choice bucked the trend spectacularly: 
Artificial intelligence rose from #8 to #3.

L&D continues to court the business 
This year, in the three largest geographies, Consulting more deeply with the 
business increased its share of the vote, while Showing value held its position. 
The underlying data for both options indicate increased interest in a more 
consultative role for L&D, rather than the traditional, purely transactional role. 

Key takeways

The three key trends from this year’s survey, all explored in 
further detail later in this report:

9

(Figures in brackets show position in 2017)
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Collaborative/social learning

Personalization/adaptive delivery

2015 2016 2017 2018

13,4

10,7

13,0

11,3
11,6

12,4

10,1

11,9

10

AUS & NZ EU NA UKIND

2018
14.2% 10.4% 12.7%11.7% 14.0%

12.9% 13.3%
+1.2% -0.7%

8.4% 9.9% 13.2%
-5.7% -0.6% +0.5%

Personalisation/adaptive delivery

Personal or collaborative?

Top two positions over time Google Trends report for ”informal learning” world-wide 2006-2018

The verdict:
of our top 2 options, Collaboration (#2) is increasingly no longer 
seen as ‘hot’. Survey respondents understand it should be part of 
the regular remit of L&D (whether they are taking action is another 
matter). The picture for Personalisation (#1) is more nuanced. It 
will remain a key topic in 2018 and beyond, but not all regions are 
equally convinced of its importance.

2017

Change 2017 to 2018
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Collaborative/social learning declines:

For the past four years we have seen a steady fall in the share of 
Collaborative/social learning. From 13,4% in 2015 it has dropped to 10,1% 
of the overall vote. This, however is only part of a larger trend. Collaborative 
and social learning are part of the larger aspect of the learning that takes 
place outside formal courses that was brought to the attention of the L&D 
community in 2006 with the publication of Jay Cross’s seminal Informal 
Learning.

The worldwide Google Trends graph for Informal Learning shows a peak of 
interest around the February 2006 publication of Jay’s book, followed by a 
steady decline over the following years. Over this period, L&D’s focus has 
widened. Although practical support for informal learning may be patchy, 
L&D professionals now accept that learning at work is about more than just 
courses. The decline in votes for Collaborative/social learning indicates that it 
is now accepted as part of L&D’s role.

Personalization/adaptive delivery falters: 

Over the past three years, the share of votes for this option rose from 10.7% to 
12.4%, but in the 2018 survey this fell back to 11.9%. 

The main cause appears to be a substantial (5.7%) drop in votes from 
AUS&NZ. Votes from the other key geographies are in line with last year’s – 
up slightly in the UK and Europe, down slightly in India and North America.

It is too early to say whether this is an early indicator of waning interest in this 
topic. It may be a blip, or it may be something else – more people voting, with 
wider interests. 

From 2015 to 2017, the top 3 options garnered over 33% of the overall vote. 
This year that number fell to just 31%. The same is true for the top 5 options 
– from a minimum of 49% in previous years to 47.3% this year. It may be that 
as the sample size increases with each year, we can expect a widening of 
participation and a wider distribution of votes.

For four years, two options have topped the survey results: Collaborative/social learning and Personalization/adaptive delivery. 
Behind that simple statement, however, lie some revealing data trends.

Google Trends report for ”informal learning” world-wide 2006-2018
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Micro learning – the practice of creating small 
amounts of content, delivered in a scheduled, 
structured way – has been around for as long 
as learning. But in 2015 something happened. 
Early that year, Google Trends showed an 
increase in usage of the term, which accelerated 
into 2016 and continues to grow. What changed 
in 2015? The most likely explanation is that a 
number of North American vendors which had 
been successfully creating and distributing 
micro learning content began ramping up 
their PR efforts. It was suddenly a key topic of 
conversation in L&D, with the result that in 2016, 
Micro learning topped the poll in North America.

The chart opposite shows what happened next. 
In 2017, Micro learning leapt in popularity outside 
North America, only to die away the following 
year. All four of our major regions show this same 
pattern of a ‘surge arc’. The fifth – North America 
– shows steady annual decline from the dominant 
position of 2015.

Will Artificial intelligence, which made an even 
more spectacular leap to #3 in this year’s survey, 
from #8 last year, suffer the same ‘surge arc’ in 
2019 as Micro learning did this year? I think it 
unlikely for the following reasons:

No single source – as far as we can tell, no one 
region is driving interest in Artificial intelligence.  
Unlike Micro learning, where North America led 
the way, interest has risen markedly across the 
four largest regions, only faltering in the smallest, 
India. This suggests a different, more sustainable 
reason for the increase than the PR-driven boost 
in Micro learning.

Breadth of definition – the term ‘Micro learning’ 
makes intuitive sense to people. In contrast, 
‘Artificial intelligence’ is familiar enough from 
our lives as consumers (think Netflix and voice 
recognition) to seem powerful, while vague 
enough to have great apparent potential. This 
combination means there is plenty there to be 
considered ‘hot’ for a while to come. 

AI will deliver in 2018 – AI is likely to deliver 
in some form in 2018. There will be algorithms 
for content recommendation and chat bots as 
an interface to learning systems (see pg 22 for 
more). Done well, this should serve to fuel further 
interest in AI.

The question is whether these applications will 
be genuine, useful applications of AI. In 2016, 
a slew of vendors jumped on the micro learning 
bandwagon, suddenly claiming that they, too, 
offered it, when in fact they were only offering bits 
of short, unconnected content. If, in 2018, enough 
vendors spuriously claim their offerings are 
underpinned by AI, we could see a backlash.

Hype and reality

The popularity of the option Artificial intelligence is unprecedented: up from #8 last year to #3 this year, and selected by 9% of voters. The only comparable 
instance of an option rising so fast, so soon, is Micro learning’s rise from #5 in 2016 to #3 in 2017. This year, however, it fell back to #5. What was behind the 
rise and fall of Micro learning, and will Artificial intelligence follow suit?

The verdict:
Micro learning’s previously intense popularity 
appears to be on the wane. Artificial intelligence 
appears to be in a stronger position, with 
consistent support across most regions. The 
greatest likely threat to Artificial intelligence 
would be a proliferation of low-quality offerings 
undermining its reputation.
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The ‘surge arc’ in Micro learning regionally, 2016-2018

AUS & NZ EU NA UKIND

2016 8.1% 7.2% 5.7%6.4% 12.6%
10.0% 11.2%
6.6% 10.1%

14.2% 8.8% 8.9%
10.0% 8.6% 6.8%

AUS & NZ EU NA UKIND

2017
2018

2.8% 8.2% 7.9%6.1% 5.6%
10.1% 9.2%4.7% 7.9% 12.0%

Interest in Artificial intelligence regionally, 2017-2018
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The ‘other’ option allows respondents to suggest what they think is 
missing from the survey. This year, 2.2% of voters took this option, 
allowing the creation of this word cloud (after the 2 brand-promotional 
suggestions had been removed). While in previous years it has been 
possible to discern a theme, this year is more a mixed bag of suggestions, 
including some which were almost impossible to characterise, while 
‘Using office pets for communications work’ may be one person’s sincere 
wish, it is probably destined to remain a niche activity.

Of all the suggestions, only xAPI stood out. This is the Experience API, 
which began life as Tin Can in 2010 as the more versatile, functional 
successor to SCORM (the Sharable Content Object Reference Model). 
With wide adoption, and a settled specification, it is likely that xAPI will be 
used in earnest in 2018 to collect data on individuals’ learning activities, 
whether within Learning Management Systems or outside them.

14
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agile
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reimagining
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Trends over 
time
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Over time, the L&D Global Sentiment Survey has evolved. When it was first 
run in 2014, there were 12 options and just 353 votes were cast. By 2016, the 
survey had taken its current form – 15 options plus ‘Other’, and nearly 2,000 
votes being cast. The table opposite shows the results over the past 4 years, 
and the continuity provides us with a clear view of some trends over time, 
trends which we explore in the following pages.

Falling – out of favour?
When an option falls down the tables, what does that mean? The question 
respondents are answering is “What will be hot in L&D next year?” So, an 
option that falls down table year-on-year is less ‘hot’ than it was previously, 
and this usually means one of two things:

1. It has been accepted and/or adopted among the respondent populations.
2. Respondents once considered it an exciting new idea, but no longer do.

A good example of 1) is Mobile delivery, which topped the survey in 2014, 
and which over the years has sunk to #10. Although still not wide-spread, our 
population of largely savvy, early adopters of technology accept that it should 
be part of what we do. In contrast, Games/gamification is a good example of 
2) – an idea which was once highly popular, but is no longer considered ‘hot’. 
Why? That’s something we examine on the next page.

Undecided
When we have a limited amount of data it is difficult to assess what an option 
will do next. Have Micro learning and VR/AR had their day, or will they bounce 
back? What will happen to Next Generation Platforms next year?

Perennial issues
This year – the third with a substantial number of respondents – a new trend 
has become clear: some options just seem to stick around in the middle of the 
table. The regional votes for each option do not vary a great deal; the options 
simply remain perennially popular. The three options that seem stuck in this 
position are methodological: Showing value, Curation and Neuroscience/
cognitive science. Why do these options remain popular while others (such as 
Games/gamification) fade away? We explore this on page 19.

Winners
This year, two clear winners stand out. One is Artificial intelligence (AI). As 
noted in ‘Hype and reality’ (pg 12), I think it unlikely that the rise of AI from 
#8 last year to #3 this year is a matter of hype. It is both likely that AI will 
dominate conversation in L&D this year, and begin to deliver. For more on 
this, see 2018: The year of AI? on page 22.

The other winner this year is less obvious: Consulting more deeply with 
the business. On its first appearance on the table in 2016, it placed at #3, 
dropping to #5 last year. Normally when an option in the upper reaches of the 
table begins to descend, it does not stop, but uniquely, this choice has moved 
back up this year, moving from 7.2% of the overall vote to 8.5%. This looks as 
if it could be a significant change. For more on this, see page 20: Winners.

Trends over time
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1.          Personalization/adaptive delivery

2.          Collaborative/social learning

3.          Artificial intelligence

4.          Consulting more deeply with the business

5.          Micro learning

6.          Showing value

7.          Virtual and augmented reality

8.          Next generation learning platforms

9.          Curation

10.        Mobile delivery

11.        Neuroscience/cognitive science

12.        Developing the L&D function

13.        Video

14.        Games/gamification

15.        Other:

16.        MOOCs

2018

1.          Personalization/adaptive delivery

2.          Collaborative/social learning

3.          Micro learning

4.          Virtual and augmented reality

5.          Consulting more deeply with the business

6.          Showing value

7.          Mobile delivery

8.          Artificial intelligence

9.          Curation

10.        Games/gamification

11.        Neuroscience/cognitive science

12.        Video

13.        Developing the L&D function

14.        Personal knowledge mastery (PKM)

15.        Other:

16.        MOOCs

2017

1.          Collaborative/social learning

2.          Personalization/adaptive delivery

3.          Consulting more deeply with the business

4.          Mobile delivery

5.          Micro learning

6.          Games/gamification

7.          Neuroscience/cognitive science

8.          Showing value

9.          Curation

10.        Developing the L&D function

11.        Synchronous online delivery

12.        Video

13.        Knowledge management

14.        MOOCs

15.        Wearable tech

16.        Other:

2016

1.          Collaborative/social learning

2.          Personalization

3.          Mobile delivery

4.          Curation

5.          Games/gamification

6.          Showing value

7.          Developing the L&D function

8.          Video

9.          Open everything (badges, MOOCs...)

10.        Synchronous online delivery

11.        Other:

12.        Neuroscience/cognitive science

13.        Knowledge management

14.        The cloud

15.        Talent management

2015

Four years of the Global Sentiment Survey

Votes 2015 2,8941,922 2,361619 Votes 2016 Votes 2017 Votes 2018
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Mobile delivery Video

Business as usual
     

Too complex

33
4

7
10

38
12

12
13

MOOCs Gamification

3

14
16 16

9 35
6

10
14

2015 2016 2017 2018 2015 2016 2017 2018 2015 2016 2017 2018 2015 2016 2017 2018

Business as usual
The progressive descent of some options over time is a sign that they have 
become ‘business as usual’ rather than ‘hot’. L&D departments accept that 
these are things they should be engaged with (although in practice they may 
not do much about them).

Mobile delivery is a classic example of this. When it topped the first survey 
in 2014, the idea of delivering quality content over smart devices had just 
become reality. Now it is part of our daily lives as consumers. 

Video’s fall has not been as dramatic. After a dramatic drop between 2015 
and 2016, it has stabilized around #12 and #13, largely because the com-
plexity of video production and delivery continues to grow. It now includes 
the potential complexities of, for example, branching scenarios and the use 
of hotspots on images. All of this has kept video from a more rapid descent 
down the table.

Too complex
In theory, MOOCs (Massive, Open Online Courses) should be wildly popular 
with L&D departments – they are free or low-cost courses, often delivered 
by the world’s most prestigious academic institutions. Yet they are nailed 
to the bottom of the table, collecting a mere 1.2% of the overall vote. Why? 
L&D departments are largely not using them, citing practical reasons such 
as MOOCs’ length, the difficulty of finding content among the 9,400 MOOCs 
available (Class Central), and their quality. Only 40% of corporate users rate 
them ‘Good’ or ‘Very good’ according to Fosway Group.
 
Similarly, making learning content as addictive as gaming sounds, theoret-
ically, like an excellent idea, but for most time-poor corporate L&D profes-
sionals, this something they simply do not have time for. 

When something looks like a good idea in principle, but is too complex or 
time-consuming to put into practice, there is only one direction of travel on 
the survey: downwards.
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Too complex

Showing value

Perennial issues Too early to decide

Neuroscience

Micro learning

2015 2016 2017 2018

Perennial issues
Year on year, some topics neither rise nor fall, but remain steadfastly in the 
middle of the table. These perennial issues are not technology-led. Instead, 
they present a methodological challenge to L&D professionals: how do 
you make this work in your organization? While undeniably complex, these 
topics are also central to what L&D does – showing value, curating content, 
and the science of how people learn. It is, perhaps, this centrality which 
prevents them descending the table like the ‘too complex’ options on the 
previous page. Respondents recognize their importance and want to make 
them work.

Too early to decide
With insufficient history, it is difficult to predict a future direction. For Micro 
learning, the ‘surge arc’ shown on page 13 seems to indicate an inevitable 
fall in popularity into 2019, but it may be too early to predict its demise. After 
all, the option for VR and AR dropped spectacularly this year, but this fall 
was largely fuelled by an unusually large fall in support (-4.3%) from the UK. 
It actually picked up 2.2% in North America. As for Next generation learning 
platforms – heirs apparent to the LMS – from this year’s single data point in 
the middle of the table, anything is possible.

6 68 6

Curation

2015 2016 2017 2018

4 99 9

2015 2016 2017 2018

12 117 11

2016 2017 2018

35 5

VR and AR

2017 2018

4 7

Next Gen Platforms

2018

8
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1.          Personalization/adaptive delivery

2.          Collaborative/social learning

3.          Artificial intelligence

4.          Consulting more deeply with the business

5.          Micro learning

6.          Showing value

7.          Virtual and augmented reality

8.          Next generation learning platforms

9.          Curation

2018

1.          Personalization/adaptive delivery

2.          Collaborative/social learning

3.          Micro learning

4.          Virtual and augmented reality

5.          Consulting more deeply with the business

6.          Showing value

7.          Mobile delivery

8.          Artificial intelligence

9.          Curation

2017

1.          Collaborative/social learning

2.          Personalization/adaptive delivery

3.          Consulting more deeply with the business

4.          Mobile delivery

5.          Micro learning

6.          Games/gamification

7.          Neuroscience/cognitive science

8.          Showing value

9.          Curation

2016

The winners

0,0%

2,0%

4,0%

6,0%

8,0%

10,0%

12,0%

14,0%

AUS&NZ EU IND NA UK

2016 2017 2018 In the survey’s five years, no option has ever risen five 
places in the competitive top half of the table. This year, 
Artificial intelligence did just that. Page 22 is dedicated to 
exploring it in greater detail.

It is also very unusual for any topic to rebound in the top half 
of the table, as Consulting more deeply with the business did 
this year. Moreover, it did this with broad support from the 
three largest regions – Europe, North America and the UK. 
That uptick suggests that engagement with the business is 
likely to be a major theme for L&D this year.

Consulting more deeply with the business, regional votes 2016-2018
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Conclusion
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Of all the technology choices on the survey, only Artificial intelligence (AI) rose 
against its 2017 position. And in doing so, it picked up an unprecedented extra 
2.9% of the overall vote. 

The closest any option has come to this is Micro learning, which gained 2.6% 
of the vote when moving from #5 in 2016 to #3 in 2017, before falling back to 
#5 this year. On pages 12 and 13 we explored whether AI would follow Micro 
learning’s dramatic rise and fall, and I suggested it would not. Here, I will 
explore the promise of AI for L&D, and whether it can begin to deliver on this 
promise in 2018.

AI involves computers finding patterns in large amounts of (usually 
pre-supplied) data and using that to make decisions, such as predictions about 
future human behaviour. In 2016 Google’s DeepMind AlphaGo beat world 
champion Lee Sedol in 4 out of 5 games of Go. It had honed its skills in this 
complex game by playing itself many thousands of times, using a dataset of 
100,000 human-played games. 

Chat bots 
Add Natural Language Processing to this powerful pattern recognition and there 
is tremendous potential. Chat bots are almost part of the faculty at Georgia 
State University, where they help handle incoming student queries about 
courses, and are used as teaching assistants. Stanford University’s Woebot is 
a commercially available chat bot created in 2017 with a proven track record of 
tackling depression through conversation.

Personalization 
We live in an era of wide-spread commercial personalization, Netflix, Amazon 
and Google all use the same principles that AlphaGo used – finding patterns in 
data and making useful predictions from it.

The most obvious application of this is in personalizing learning content, 
something already happening. Algorithms can trawl through content at speed to 
find content suiting a particular need. The question is this: how to establish that 
need? One way is through interaction with a chat bot. This provides a relatively 
quick way of sorting through the hack stack of resources that exists in most 
organizations to find what will an individual’s learning need.

However, what if an individual does not know what they don’t know? If they are 
following a particular pattern of behaviour, it may be possible to predict this and 
help them before they even know that they need help. 

The promise and the peril
Chat bots and content personalization are two aspects of AI that are already 
with us. But there is a catch. Over the last three months of 2017, I saw three 
L&D chat bots, all well-designed and all created in a matter of weeks by small 
teams. Unfortunately it is even easier and faster to produce a poor quality chat 
bot, and it may well be that in 2018 we see a proliferation of unimpressive chat 
bots combined with subpar algorithms that combine to give AI a bad name.

: The year of AI?2018
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Extra information
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Artificial intelligence:
Software that uses algorithms to interpret 
data and make apparently intelligent 
choices about, for example, choices of 
learning content, methods and timing of 
delivery

Collaborative/social learning:
Learning that happens through working 
together, often but not always using social 
technology, both within and outside an 
organisation. 

Consulting more deeply with the 
business:
A move from focusing on designing and 
delivering learning events/experiences 
in isolation towards providing a broader 
service to really understanding their 
needs, and their constraints and facilitating 
and enabling learning, development and 
improved performance.

Curation:
The process of gathering information 
relevant to a particular topic, subject or 
audience and presenting it in a way that 
allows individuals to quickly and easily find 
what they need. 

Developing the L&D function:
Actively working to broaden the range of 
skills within the function and demonstrated 
by individuals, for continuous improvement 
and to facilitate business consulting and 
showing value. 

Games/gamification:
The application of game mechanics (such 
as point-scoring, competition, rules of play, 
reward) to learning, development and 
training solutions.

Micro learning:
Learning designed according to our 
understanding of the brain memory and 
recall, typically incorporating small learning 
‘units’ or ‘objects’ making use of a variety of 
media and technology

Mobile delivery:
Resources that people can access from 
mobile devices, whenever and wherever 
suits them. 

MOOCs:
Massive open online courses; programmes 
that are available online to very large 
numbers of people without charge or 
obligation.  

Neuroscience/cognitive science:
Understanding how the brain works and 
applying it to learning design; often, but not 
always, related to memory, recall, bias and 
so on. 

Next generation learning platforms:
The many different definitions of Next 
generation learning platforms agree on this 
much: unlike the LMSs they aim to replace, 
they are user-centred, often with elements 
of social learning.

Personalisation/adaptive delivery:
The ability for an individual to make use 
of a variety of experiences, approaches, 
strategies and tools to address their own 
distinct needs, interests or aspirations.

Showing value:
Demonstrating the performance 
improvements and business benefits that 
arise from L&D activities. 

Video:
Any use of film/video as part of a learning 
solution. This includes design, production, 
distribution and crowd sourcing of content.

Virtual and augmented reality:
Providing users with an alternative 
environment (typically through a headset) 
or information superimposed on the real 
environment (typically via a hand held 
device).

These definitions are here for reference. They were not 
provided to survey respondents.

D
efi

ni
tio

ns

26



Donald H Taylor Services Limited provides specialist services and insight around the use of learning
technologies in the workplace. Donald is based in London, UK, and works globally with enterprises and vendors to 

help both understand how to support and improve performance with learning technologies. 

www.donaldhtaylor.co.uk    +44 20 8580 1901    donaldhtaylor@gmail.com

All contents © Donald H Taylor Services Limited

For more on the Global Sentiment Survey, go to: www.donaldhtaylor.co.uk/gss

Designed BY

http://www.donaldhtaylor.co.uk/gss

