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Building the Next-Generation
Learning Technology Ecosystem

Introducti

osystem is essentially a network of content, data, people, process, and technology to support
learning infrastructure of an organizatio
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Building the Next-Generation
Learning Technology Ecosystem

L&D’s role in the organization has evolved tremendously over the last few years. Brandon Hall Group

as well. Keeping both remote and on-site workers learning, communicating, a
often to the learning function.

To make the most of this strategic position, L&D needs the tools an
for nearly half of organizations, the right technology is not in pla
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OU LMS 42% Adaptive learninc 25“’/0 Gaming

580 ; Authoring tool 33% nulation ’)5% Virtual reality

Learning Experience . Learning Record Store
(o) g EXp (o) Bad (o) g
3% Platform (LXP) 33% | Badging 22% (LRS)
) Learning Conten
513 o) Social/collaboration 29% lanagement System 1 6% Video syndication tool

(LCMS)

42% Coaching and 29% Augmented reality

mentoring



Building the Next-Generation
Learning Technology Ecosystem

Three Key Technologies to Conside

This next-generation to experience that kind of
learning technology learning, moving away from
ecosystem has to be static, more traditional
focused on building skills. types of environments and

This is a key component into the more interactive
in assessing different immersive, and experie
technologies. Because types of environments.
of this, immersive To that end, let’
technologies like at three examples
simulations and VR come next-gene
into play. Tools that give an technology t
individual the opportunity made for bui

Upskilling and

Reskilling Study
found that 82% of
organizations with

VIDEO-BASED

Among companies
where learning is not
having such an impact,
just 54% provide
practice opportunities.
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