
1

L&D Global Sentiment Survey 2016
by Donald H Taylor with Stephanie Dedhar



22

Fo
re

wo
rd

We as learning professionals are typically very good at looking 
back and reflecting on what has and hasn’t worked, drawing on 
past successes and – hopefully – avoiding repeating mistakes. We 
are also forward thinking, and we are increasingly quick to react to 
technological developments and innovations in other industries and 
fields. But how good are we at accurately predicting developments 
in learning and development? How aligned are we as learning pro-
fessionals, globally? And can we avoid potentially exciting develop-
ments becoming passing fads with little impact?

Since 2014, the Global Sentiment Survey has gathered input from 
participants around the world in the form of a single multiple choice 
question: what will be ‘hot’ in the year ahead? This apparently very 
simple question results in good insight into what people are in-
trigued by, excited about and focused on. But the real value comes 
from a more critical and detailed look at the results, including geo-
graphical variations and trends over time. 

The survey is not a crystal ball. It collates data about what people 
think will happen; it doesn’t predict what will happen. But the first 
two years have shown that actually the results do align with other 
indicators of industry focus (conference programmes and speak-
ers, trends in social media discussions, award-winning solutions). 

The addition of the 2016 results, along with a three-fold increase 
in the number of participants this year, means that there are clear 
trends emerging: technologies in decline, concepts holding firm as 
hot topics, and rising stars. We can also draw, with a reasonable 
degree of confidence, meaningful conclusions about why we are 
seeing some of these trends and predict the likely trajectory of cer-
tain technologies and concepts over the next twelve months. Im-
portantly, we can start to identify where there is a risk of big ideas 
falling into the ‘trough of disillusionment’ and failing to deliver on 
their potential and our expectations.

- Donald H. Taylor
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A global question for L&D

The L&D Global Sentiment Survey has been running annually since 2014, with voter numbers tripling year-on-year in 2016. 
The survey, conducted in late 2015 and early 2016 on the Donald H Taylor blog, asked 

‘What will be hot in L&D in 2016?’
-  Respondents were asked to vote for what they thought would be hot, 

rather than should be hot.

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

-  Respondents were given 16 options to select from (again, no defini-
tions were provided for the terms used), including an Other option.

-  To understand more about each option, see Page 25 for a definitions 
list.

-  Each respondent was invited to choose up to three options, without 
ranking or weighting them in any way.

Collaborative/social learning

Consulting more deeply 
with the business*

Curation

Developing the L&D function

Games/gamification

Knowledge management

Micro learning* 

Mobile delivery

MOOCs

Neuroscience/cognitive 
science

Personalisation/adaptive 
delivery

Showing value

Synchronous delivery
(webinars/hangouts)

Video

Wearable tech*

Other

The options

*New options for 2016.
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Voters and caveats

NA
19.0%

UK
29.0%

EU
14.0%

So who voted?
728 people voted in this year’s survey, 
casting a total of 1922 votes. Votes came 
from 52 countries. Most representation  
(c. 80%) came from five areas, with almost 
50% from the UK and North America.

It is important to note that this is a self-selecting survey; all respondents choose to take part voluntarily. 

This has two implications:
-  There is no pre-qualification; respondents are not necessarily in the L&D field.
-  The people who choose to respond are typically more technology-focused and more social media-savvy than the average population.

Despite these caveats, over the three years that the survey has been running, the voting population has tended to predict what topics will become popular in cor-
porate L&D eventually, and what will become either part of business as usual or irrelevant. It has a history of accurate predictions, based on consistent results with 
significant but consistent variations.

IND
7.0%

AUS 
& NZ
7.5%
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Results 
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This table shows shows the results of the 2016 survey, ranked 
in order of total votes cast.

The top two choices alone (Collaborative/social learn-
ing and Personalisation/adaptive delivery) not only re-
main unchanged from last year, but also gained almost 
25% of the votes between them.

The top three results are all concepts, not technologies 
(though they may rely on technology to make them  
happen).

Two of the top five results are new entries for 2016:  
Consulting more deeply with the business and Micro 
learning.

1. Collaborative / Social Learning

2. Personalization / Adaptive delivery

3. Consulting more deeply with the business

4.

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:  

Rank 2016

Mobile delivery

13.0%

11.3%

8.7%

8.3%

7.7%

6.9%

6.9%

6.0%

5.6%

4.8%

4.4%

3.5%

3.5%

3.3%

3.0%

3.0%

Key takeways

Collaborative/social learning

Personalisation/adaptive delivery

Consulting more deeply with the business

Mobile delivery

Micro learning

Games/gamification

Neuroscience/cognitive science

Showing value

Curation

Developing the L&D function

Synchronous online delivery

Video

Knowledge management

MOOCs

Wearable tech

Other

1.

2.

3.

4.

5.

6.

7.

8.

9.

10.

11.

12.

13.

14.

15.

16.
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Collaborative / Social Learning 10 8 18 

Personalization / Adaptive delivery 15 1 16 

Consulting more deeply with the business 1  4 5

Mobile delivery 6  6 12

Micro learning 3  8 11

 Games / gami ication 4  1 5

Neuroscience / Cognitive science 1  5 6

Showing value 1  1 2

Curation 0  0 0

Developing the L&D function 1  5 6

Synchronous online delivery 0  0 0

Video 1  2 3

Knowledge management 1  4 5

MOOCs 2  2 4

Wearable tech 5  3 8  

18

#1 #2 Total

Five clear winners
The top five options garnered an overwhelming 49% of the votes. However, this 
table shows how many countries put each option in first or second place, with 
options 1, 2, 4 and 5 scoring significantly higher than the rest by this measure. 
Consulting more deeply with the business was not one of these four options, top-
ping the poll in only one country (Mexico). But second-place ranking from three 
countries (the Netherlands, Australia and India) and consistent low-level support 
from other countries secured it third place overall. 

This does raise a question about whether people are really committed to this, or 
whether it’s something that people thought they should say when they saw it as 
an option.

1.

2.

3.

4.

5.

6.

7.

8.

9.

10.

11.

12.

13.

14.

15. 8

4

5

3

0

6

0

2

11

12

5

5

6

 Is L&D really committed to 
consulting with the business?“ ”

Collaborative/social learning

Personalisation/adaptive delivery

Consulting more deeply with the business

Mobile delivery

Micro learning

Games/gamification

Neuroscience/cognitive science

Showing value

Curation

Developing the L&D function

Synchronous online delivery

Video

Knowledge management

MOOCs

Wearable tech

1.

2.

3.

4.

5.

6.

7.

8.

9.

10.

11.

12.

13.

14.

15.

16

18
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1. Collaborative / Social Learning

2. Personalization / Adaptive delivery

3. Consulting more deeply with the business

4. Mobile delivery

5. Micro learning

1

2

3

4

5

15%

5%

11%

11%

8%

12%

14%

7%

7%

6%

11%

11%

8%

7%

13%

14%

13%

10%

8%

6%

15%

4%

12%

10%

7%

Rank         ANZAC     EU          NA            UK             IND       Spread

4%

9%

5%

4%

6%

Personalisation/adaptive delivery

Personalisation/adaptive delivery received sig-
nificantly fewer votes from India and Australia. 
EU voters were three times more likely to vote 
for this than voters in these two regions.

Geographical differences

Looking at the share of the vote for the top five options in each geography, two things stand out in particular:

AUS & NZ

Micro learning

Micro learning (a new entry for 2016) came in 
fifth overall, but North America was largely re-
sponsible for this, with respondents from this re-
gion more than twice as likely to vote for it than 
EU and UK participants.

Collaborative/social learning

Personalisation/adaptive delivery

Consulting more deeply with the business

Mobile delivery

Micro learning
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Micro learning was included in the survey for the first time in 2016, following feedback the previous year. So what is micro learning and how can its rise from no-
where to fifth position be explained?

A concept that has emerged from a growing understanding of cognitive science and neuroscience, micro learning is more than simply bite-sized learning objects 
(something that has been around since the 1990s at least). It is about designing for how the brain best retains information for a long time. 

Why the sudden surge in popularity?
-  Possible applications of micro learning include spaced practice and adaptive, personalised learning, thereby tapping into two of the hottest topics of the moment.
-  Video, blogs and social media can play an important role in micro learning.
-  Done well, micro learning is highly targeted and results in faster time to competency, so can deliver real business results. 

On first looking at the results, it is perhaps surprising that North America was the only region in which Micro learning topped the poll. In fact, no other region ranked 
it in their top three at all. But it secured its fifth-place ranking due to support across the regions, and historically the Global Sentiment Survey has shown that often 
where the US leads, the rest of the world follows. 

In other words, micro learning is already more established in the US and looks likely to become a bigger trend world-wide over the next year or two.

Focus on micro learning
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Massive Open Online Courses (MOOCs) have plummeted from fourth 
position in 2014 to fourteenth position in 2016. Does this mean that MOOCs 
are a flash in the pan, a busted technology that nobody is using? Not at all. 
MOOCs are more popular than they have ever been.

The MOOC market doubled in 2015. More people signed up for a course 
in those 12 months than they did in the first three years of the ‘modern’ 
MOOC movement, which started in late 2011 with the first Stanford MOOCs. 
According to data collected by Class Central, the total number of students 
who signed up for at least one course has crossed 35 million - up from an 
estimated 16-18 million last year.

And this growth is more diverse than ever. Until 2015, Coursera accounted 
for more than half of all online students. By the end of 2015, however, the 
world’s largest provider of online courses had - at 17 million students - just 
under 50% of the MOOC student base. It still managed to grow its users by 
7 million over the year.

These are huge numbers, apparently completely  at odds with the tumbling 
position of MOOCs on the Global Sentiment Survey table. One possible 
explanation: individuals in the business are using MOOCs personally, but 
L&D professionals have yet to understand how to fit them into a corporate 
offering. At the current rate of growth, they’d better start soon or they will 
find external providers eclipsing their internal offerings.

Focus on MOOCs
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Other option results

13

Survey participants were invited to select up to three from a list of 16 options, but also had the chance to add anything they felt 
was missing via the Other option. 57 votes were cast for this option, representing 3% of the overall votes.

This image shows shows the responses provided. The larger the word or phrase, the more frequently it was mentioned, meaning 
that virtual reality was by far the most prominent response. In late 2015 when the survey was composed, it seemed too early for 
virtual reality to feature, so it is particularly interesting to see that respondents predict it will be a hot topic. More interesting still will 
be to see whether the upwards trajectory continues into the 2017 survey.



Winners and losers
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Winners
Comparing the results of the Global Sentiment Survey over 
the last three years reveals some interesting trends and rais-
es some fascinating questions.

The top two results this year are unchanged from 2015, and 
were both in the top three in 2014. This suggests that ambi-
tions remain strong around Collaborative/social learning and 
Personalisation/adaptive delivery but that we still have ques-
tions about how best to achieve these ambitions.

Two of the three new entries for 2016 (Consulting more 
deeply with the business and Micro learning) placed highly, 
and a smaller percentage of voters used the Other option 
than in previous years. Together, these observations suggest 
that the survey is becoming increasingly in tune with global  
sentiment. (Wearable tech, the third new entry, settled in last 
position: it hasn’t yet grabbed serious attention within the 
L&D world. Perhaps 2017 will be its year.) 

There were five new entries in 2015, of which one now 
stands out as a rising star. Neuroscience/cognitive science 
moved up five places in this year’s survey, perhaps driven by 
greater understanding of concepts such as the Ebbinghaus 
forgetting curve and unconscious bias, and also connected 
to the rise of micro learning.

15



16

1. Collaborative/social learning   

2. Personalisation/adaptive delivery

3. Consulting more deeply with the business

4.

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  

Collaborative learning

Personalisation

Mobile delivery

Curation

Games/gamifaction

Showing value

Developing the L&D function

Video

Open everything (badges, MOOCs ...)

Synchronous online delivery

Other

Neuroscience/cognitive science

Knowledge management

The Cloud

Personalisation

Rank 2016 2015 2014

Video

Knowledge management

Talent management

Collaborative learning

Mobile delivery

Open everything (badges, MOOCs ...)

Curation

Talent management

Other 

The Cloud

The new classroom

Increased demands for regulatory training

Mobile delivery

Holding firm and rising stars

1. Collaborative/social learning   

2. Personalisation/adaptive delivery

3. Consulting more deeply with the business

4.

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  

Collaborative learning

Personalisation

Mobile delivery

Curation

Games/gamifaction

Showing value

Developing the L&D function

Video

Open everything (badges, MOOCs ...)

Synchronous online delivery

Other

Neuroscience/cognitive science

Knowledge management

The Cloud

Personalisation

Rank 2016 2015 2014

Video

Knowledge management

Talent management

Collaborative learning

Mobile delivery

Open everything (badges, MOOCs ...)

Curation

Talent management

Other 

The Cloud

The new classroom

Increased demands for regulatory training

Mobile delivery

 MOOCs

 Personalisation/adaptive delivery

 Consulting more deeply with the business

 Mobile delivery

 Video

 MOOCs

 Knowledge management

 Synchronous online delivery

 Developing the L&D function

 Wearable tech

 Other

 Personalisation

 Neuroscience/cognitive science

 Mobile delivery

 Video

 Personalisation

 Collaborative learning

 Mobile delivery

 Video

 Collaborative/social learning  Collaborative learning

 Micro learning

 Neuroscience/cognitive science
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Mobile delivery

Developing the L&D function

Synchronous online delivery

Video

Collaborative learning

Personalization

Mobile delivery

Curation

Games / gamifaction

Showing value

Developing the L&D function

Video

Open everything (badges, MOOCs ...)

Synchronous online delivery

Other:

Neuroscience / cognitive  science

Knowledge management

The cloud

T

Practical choices

Conceptual choices

Games/Gamification – buzzword gone bad
Synchronous delivery – business as usual

Showing value – a bit too difficult 
Developing the L&D function – nice-to-have

Personalization

2014

Video

Knowledge management

Collaborative learning

Mobile delivery

Open everything (badges, MOOCs ...)

Curation

Talent management

Other: 

The Cloud

The new classroom

Increased demands for regulatory training

1. Collaborative / Social Learning

2. Personalization / Adaptive delivery

3. Consulting more deeply with the business

4.

5. Micro learning

6.  

7. Neuroscience / Cognitive science

8. Showing value

9. Curation

10.

11.

12.

13. Knowledge management

14. MOOCs

15. Wearable tech

16. Other:  

Games / gamifaction

20152016Rank

  

Mobile delivery

Developing the L&D function

Synchronous online delivery

Video

Collaborative learning

Personalization

Mobile delivery

Curation

Games / gamifaction

Showing value

Developing the L&D function

Video

Open everything (badges, MOOCs ...)

Synchronous online delivery

Other:

Neuroscience / cognitive  science

Knowledge management

The cloud

T

Practical choices

Conceptual choices

Games/Gamification – buzzword gone bad
Synchronous delivery – business as usual

Showing value – a bit too difficult 
Developing the L&D function – nice-to-have

Personalization

2014

Video

Knowledge management

Collaborative learning

Mobile delivery

Open everything (badges, MOOCs ...)

Curation

Talent management

Other: 

The Cloud

The new classroom

Increased demands for regulatory training

1. Collaborative / Social Learning

2. Personalization / Adaptive delivery

3. Consulting more deeply with the business

4.

5. Micro learning

6.  

7. Neuroscience / Cognitive science

8. Showing value

9. Curation

10.

11.

12.

13. Knowledge management

14. MOOCs

15. Wearable tech

16. Other:  

Games / gamifaction

20152016Rank

Losers
This table shows the falling fortunes of four 
hot topics from last year. Why have they fallen 
from grace?

Practical choices of Games/gamification and 
Synchronous online delivery fell for separate 
reasons. The idea of Games/gamification has 
promised a great deal, but is too complex to im-
plement. It has become a ‘buzzword gone bad’. 
In contrast, Synchronous online delivery is 
now being implemented as business as usual.  
It just isn’t hot any more.

The demise of the two conceptual options is 
more straight forward. Showing value for L&D 
is complex. Probably too complex. With multi-
ple demands on our time, it is something that 
can be left for another day. The same is true 
of Developing the L&D function. It’s a nice-to-
have that in most departments will have to wait 
until the urgent work has been completed.

These are potentially worrying trends, partic-
ularly when looked at in conjunction with the 
high ranking given to Consulting with the busi-
ness: if we don’t develop the skills to show val-
ue, how can we consult successfully with the 
business?

17

Collaborative/social learning

Personalisation/adaptive delivery

Consulting more deeply with the business

Mobile delivery

Micro learning

Games/gamification

Neuroscience/cognitive science

Showing value

Curation

Developing the L&D function

Synchronous online delivery

Video

Knowledge management

MOOCs

Wearable tech

Other

1.

2.

3.

4.

5.

6.

7.

8.

9.

10.

11.

12

13.

14.

15.

16.

Personalisation/adaptive delivery

Games/gamification

Showing value

Developing the L&D function

Synchronous online delivery

Other

Neuroscience/cognitive science
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The Gartner hype curve

Visibility

Time

Peak of inflated expectations

Plateau of productivity

Slope of enlightenment

Trough of disillusionment

Technology trigger

-  The curve begins with a technology trigger: something new that people are 
excited about. Wearable tech is an example of a technology trigger at the 
start of the cycle in 2016.

-  Very quickly, the hype ramps up and people develop inflated expectations 
that the technology will solve all their problems. For Mobile delivery, this 
happened in about 2007; for Video it was 2014.

-  Inevitably, the peak of inflated expectations is followed by the trough of dis-
illusionment as people realise that everyone is talking about the technology 
but nobody is actually doing much with it. (Games/gamification is currently 
stuck in this stage.)

-  Hopefully, the slope of enlightenment follows as people’s understanding of 
the technology matures, ideas are developed and tested, and results start 
being delivered. Mobile delivery is still in this stage.

-  Eventually, the technology reaches the plateau of productivity as it becomes 
business as usual. Video has more or less reached this plateau, and as 
such has fallen further and more quickly down the list than Mobile delivery. 

The Gartner hype curve illustrates the evolution of a new technology and can be used to explain the changing rankings of 
Mobile delivery and Video.
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1. Collaborative/social learning   

2. Personalisation/adaptive delivery

3. Consulting more deeply with the business

4.

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  

Collaborative learning

Personalisation

Mobile delivery

Curation

Games/gamifaction

Showing value

Developing the L&D function

Video

Open everything (badges, MOOCs ...)

Synchronous online delivery

Other

Neuroscience/cognitive science

Knowledge management

The Cloud

Personalisation

Rank 2016 2015 2014

Video

Knowledge management

Talent management

Collaborative learning

Mobile delivery

Open everything (badges, MOOCs ...)

Curation

Talent management

Other 

The Cloud

The new classroom

Increased demands for regulatory training

Mobile delivery

Does the downwards trajectory mean that people consider Mobile delivery or Video less important 
than they did two years ago? Not necessarily.

The survey asked the question: what will be hot in the coming year? It asked what is new, exciting 
and emerging. Both Mobile delivery and Video have moved steadily down the rankings, not be-
cause they are no longer important but because:

-  They are expected, or business as usual, rather than emerging and exciting trends.

-  They are much more easily and widely produced now than they were in 2014, when the first 
survey ran.

-  L&D people have largely got their heads around how to do these things, and are now more 
focused on how to incorporate them into what else is being done.

Going mainstream



Conclusion
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What to expect in 2016

What will be the defining features of the L&D landscape in 2016?
-  We will see a shift in emphasis from technologies to concepts or models, primarily 

Consulting with the business, Personalisation/adaptive delivery, and Neuroscience. 
-  There are two stand-out rising stars: Neuroscience and Micro learning.
-  Video, Mobile delivery and Synchronous online delivery will continue to bed in and 

become business as usual. 
-  Concepts and practical ideas that people can’t use - Showing value, Developing the 

L&D function, Games/gamification, Curation – will become less significant this year.

What should we be concerned about?
-  There is a contradiction in the high-ranking position of Consulting with the busi-

ness and the decline of both Showing value and Developing the L&D function.  
The risk is that, if we talk about consulting for business but don’t develop the skills 
to make it happen, this will become another concept that is consigned to the trough 
of disillusionment and drops down the list in the 2017 survey. 

-  Similarly, Curation has dropped down the list over time, despite Personalisation/
adaptive delivery taking second place in all three years. If we truly are interested in 
allowing people to personalise their learning experiences, we must be interested in 
curating material that enables this.

-  MOOCs appear to have been largely written off by L&D professionals, but it would 
be unwise to ignore the growing popularity and success of MOOCs more broadly.

What don’t we know?
-  Wearable tech didn’t fare as well as expected when it was included as a new entry 

this year. Conversely, virtual reality was excluded on the basis of it being too early 
for it to make an impact, but it actually received a significant number of votes via 
the Other option. It will be interesting to watch what we as an industry do with 
these technologies throughout 2016.

Jury’s out on

MOOCs

Wearable tech

Virtual reality

Going mainstream

Mobile delivery

Synchronous online delivery

Video

Going large

Personalisation/adaptive delivery

Consulting with the business

Micro learning

Neuroscience/cognitive science

Gone missing

Games/gamification

Showing value

Curation

Developing the L&D function
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Donald Taylor is a veteran of the learning, skills and human capital 
industries, with experience at every level from delivery to chairman 
of the board.

A recognised commentator and organiser in the fields of workplace 
learning and learning technologies, Donald is passionately committed 
to helping develop the learning and development profession.

Chairman of the Learning and Performance Institute since 2010, his 
background ranges from training delivery to managing director and 
vice-president positions in software companies. Donald took his own 
internet-based training business from concept to trade sale in 2001 
and has been a company director during several other acquisitions. 
Now based in London, he has lived and travelled extensively outside 
the UK and now travels regularly internationally to consult and speak 
about workplace learning.

You can find Don on Twitter and LinkedIn.

His current roles include:
-  chairman of the Learning and Performance Institute, an inter-

national body aiming to improve the skills of trainers in all subjects
-  chairman of the Learning Technologies Conference and the as-

sociated Learning and Skills Group, a virtual forum of some 4,000 
learning professionals world-wide

-  facilitator of the Learning Directors’ Network, a collection of 
some of the leading training companies in the UK

-  consultancy and advice to enterprises and vendors in the learning 
field

He is focused on skills development and technology, and in particular 
on making sure that people and businesses have the skills they need. 
Donald believes this is best supported by using technology effective-
ly – that is by understanding business needs and concentrating on 
engaging both learners and managers rather than concentrating on 
technical details and new features.

In January 2007, he was presented with the Colin Corder for an ”out-
standing contribution to IT training”.

Whether on stage or online, Donald is an engaging speaker and fa-
ciliator, combining passion, humour and anecdotes as well as mak-
ing sure that the audience gets involved. He chairs several national 
conferences on learning in the UK and speaks widely internationally.

Click to read more about Donald’s speaking topics and  
upcoming engagements.
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http://donaldhtaylor.co.uk/speaking/
http://donaldhtaylor.co.uk/speaking/
https://twitter.com/donaldhtaylor
http://www.linkedin.com/in/donaldhtaylor
https://www.thelpi.org/
http://www.learningtechnologies.co.uk/
https://www.thelpi.org/networks/learning-provider-connect/
http://donaldhtaylor.co.uk/speaking/
http://donaldhtaylor.co.uk/speaking/
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Stephanie Dedhar is the director of Dedhar Karaolis Communica-
tions, providing writing and learning design consultancy services. 
This follows a decade of experience in the learning and develop-
ment industry. 

Starting her career at Saffron Interactive, Stephanie was a key mem-
ber of the instructional design team and developed a number of en-
during and successful relationships with clients. She also managed 
and regularly wrote for the company blog, and played an instrumen-
tal role in introducing robust induction, mentoring and coaching pro-
grammes internally. She subsequently moved from supplier-side to 
in-house, and spent several years as part of the industry-leading 
Online & Informal Learning team at BP. During this time she was 
able to work more closely with audience groups and stakeholders, 
identifying opportunities to use existing and emerging technologies 
and approaches to help people perform, develop and connect. Her 
experience spans instructional/user experience design (conceiving, 
designing and delivering online learning solutions across a range of 
approaches, formats and subjects for diverse clients and audiences), 
business development, project management and quality assurance.

In 2010 Stephanie became the first winner of the Instructional De-
signer of the Year award at the IITT Awards (now the LPI’s Learning 
Awards) and subsequent projects have been further recognised with 
awards. In 2012 she was selected as the sole UK representative in 
the 30 Under 30 programme at Elliott Masie’s Learning 2012. She 
has spoken regularly at eLN, Learning Technologies and Learning 
Live conferences and has designed and delivered webinars for the 
LSG community and the LPI. She is a Fellow of the LPI and has 
LPI COLF certification for online facilitation. Her writing has been 
published in the Saffron Advance programme and Inside Learning 
Technologies magazine.

Stephanie can be found on Twitter @stephaniededhar and she 
blogs at www.dedharkaraolis.com/blogAb
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Collaborative/social learning: 
Learning that happens through working 
together, often but not always using social 
technology, both within and outside an 
organisation.

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

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 en-
abling learning, development and improved 
performance. 

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

Micro learning:
Learning designed according to our un-
derstanding of neuroscience, memory and 
recall, typically incorporating small learning 
‘units’ or ‘objects’ making use  of a variety 
of media and technology.

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

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.

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

Curation:
The process of gathering information rele-
vant to a particular topic, subject or audi-
ence 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.

Synchronous online delivery
(e.g. webinars):
Learning events that happen live and on-
line, with all attendees participating in real 
time but from disparate locations.

Video:
Any use of film/video as part of a learning 
solution.

Knowledge management:
How an organisation stores, organises and 
shares its information and resources.

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

Wearable tech:
Devices that are worn by an individual and 
record or deliver information or data.
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The definitions below reflect what participants likely had in 
mind when voting, but were not provided for guidance in 
the survey itself.
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Donald H Taylor Services Limited provides specialist services and insight around the use of learning 
technologies in the workplace. Don Taylor 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 (c) Donald H Taylor Services Limited


