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Introduction

Driving optimal results from L&D requires more than a strong learning 
strategy; it requires a well-oiled ecosystem of tools to author, deliver, 
and measure effective learning experiences. 

Eeǁer strategies inǀolǀing artiĮcial intelligence ;�/Ϳ͕ ŵacŚine learning ;DLͿ͕ ǀirtual reality ;sZͿ͕ 
and augŵented reality ;�ZͿ Śaǀe giǀen organiǌations opportunities for autoŵation and enŚanced 
learner eǆperiences͕ but tŚese neǁ tools are also forcing organiǌations to cŚange tŚeir approacŚ 
to learning tecŚnology and eŵbrace an eǀolution of tŚeir tecŚnology ecosysteŵ.

dŚere ŵay be ǀariations in deĮnition froŵ one organiǌation to tŚe neǆt͕ but a learning tecŚnology 
ecosysteŵ is essentially a netǁorŬ of content͕ data͕ people͕ process͕ and tecŚnology to support 
tŚe learning infrastructure of an organiǌation.PREVIEW
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LΘD͛s role in tŚe organiǌation Śas eǀolǀed treŵendously oǀer tŚe last feǁ years. Brandon Hall Group͛s 
hpsŬilling and ZesŬilling ^tudy found tŚat tŚreeͲƋuarters of organiǌations say tŚat business leaders 
consider LΘD to be eitŚer ǀery iŵportant or critical to tŚe success of tŚe business. dŚe onset of tŚe 
pandeŵic and tŚe resulting sŚiŌ to reŵote ǁorŬ Śas also raised LΘD͛s strategic proĮle ǁitŚin tŚe business 
as ǁell. <eeping botŚ reŵote and onͲsite ǁorŬers learning͕ coŵŵunicating͕ and collaborating fell Ƌuite 
oŌen to tŚe learning function.

do ŵaŬe tŚe ŵost of tŚis strategic position͕ LΘD needs tŚe tools and tecŚnologies to eǆecute. Hoǁeǀer͕  
for nearly Śalf of organiǌations͕ tŚe rigŚt tecŚnology is not in place.

�s a result͕ tŚere Śas been increased inǀestŵent in LΘD͕ especially ǁŚen it coŵes to tecŚnology. Eo 
longer is tŚe learning tecŚnology budget one or tǁo iteŵs. �oŵpanies are noǁ seeŬing a ǁider array of 
tools to be able to ŵeet tŚe needs of botŚ learners and tŚe business.

What is the state of your learning technology ecosystem?

45% 40% 15%

Inadequate Meets our needs Advanced
^ource͗ Brandon Hall Group͕ Building tŚe Eeǆt Generation Learning decŚnology Ecosysteŵ

Which of the following technologies will you invest in over the 1-2 years?

LMS

Authoring tool

Learning Experience 
Platform (LXP)

Social/collaboration

Coaching and 
mentoring

Adaptive learning

Simulation

Badging

Learning Content 
Management System 
(LCMS)

Augmented reality

Gaming

Virtual reality

Learning Record Store 
(LRS)

Video syndication tool

60%
58%
58%
53%
42%

42%
33%
33%
29%
29%

25%
25%
22%
16%

^ource͗ Brandon Hall Group͕ Building tŚe Eeǆt 
Generation Learning decŚnology Ecosysteŵ
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Three Key Technologies to Consider
dŚis neǆtͲgeneration 
learning technology 
ecosysteŵ Śas to be 
focused on building sŬills. 
dŚis is a Ŭey coŵponent 
in assessing diīerent 
technologies. Because 
of tŚis͕ iŵŵersiǀe 
tecŚnologies liŬe 
siŵulations and sZ coŵe 
into play. dools tŚat giǀe an 
indiǀidual tŚe opportunity 

to eǆperience tŚat Ŭind of 
learning͕ ŵoǀing aǁay froŵ 
static͕ ŵore traditional 
types of enǀironŵents and 
into tŚe ŵore interactiǀe͕ 
iŵŵersiǀe͕ and eǆperiential 
types of enǀironŵents. 
do tŚat end͕ let͛s looŬ 
at tŚree eǆaŵples of 
neǆtͲgeneration learning 
tecŚnology tŚat are tailorͲ
ŵade for building sŬills.

WerŚaps tŚe best ǁay for 
people to build tŚeir sŬills 
is tŚrougŚ practice. zet͕ 
ǁitŚin tŚe enǀironŵent of 
corporate learning and 
training͕ learners are oŌen 
not proǀided ǁitŚ tŚose 
opportunities. 

Brandon Hall Group’s 
Upskilling and 
Reskilling Study 
found that 82% of 
organizations with 
“high impact” 
learning programs 
provide opportunities 
to practice and apply 
knowledge. 

dŚese are coŵpanies ǁŚere 
learning is Śaǀing a strong͕ 
positiǀe iŵpact on outcoŵes 
liŬe indiǀidual perforŵance͕ 
tiŵe to proĮciency͕ eŵployee 
engageŵent͕ and ŵore. 

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

VIDEO-BASED PRACTICE

USER GENERATED
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