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Á ϼмϝϲв  ЌϼЛЮϜPresentation Outlines 

ÁϣвϸЧв :ϞтϼϸϦЮϜ ϣКϝжЊ ϼтϼЧϦ Industry Report   аϝЛЮ  2016а 

ÁϼϝАϖ ϣтЯϠЧϦЂвЮϜ ϞтϼϸϦЮϜ ФϼА мϲж ϞϼϸвЮϜ ϤϜϼϸЦ ϣтвжϦЮ: 
üϣтЂϝЂϒ  ϤϝтϝУЪFoundational Competencies      

ü ϤϝтϝУЪ        ϣтжЧϦTechnology Competencies 
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 ϞтϼϸϦЮϜ ФϼА мϲж ϞϼϸвЮϜ ϤϜϼϸЦ ϣтвжϦЮ ϼϝАϖϣтЯϠЧϦЂвЮϜ 
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 ϤϜϾ̵УϲвϼттПϦЮϜ : ϤϜϼϝлвсвЦϼЮϜ ϼЊЛЮϜ сТ ЬвЛЮϜм ϢϝтϲЯЮ ϢϸтϸϮ 

 аДжм дтϼІЛЮϜм рϸϝϲЮϜ дϼЧЮϜ ϤϜϼϝлваКϸЮϜ 
Partnership for 21st  Century Skills 
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 ϜϺϝвЮ ϞтϼϸϦЮϜ)̭ϜϸцϜ ϣтжЧϦм ( ̬

 ЄЯтм ШϝϮ  Jack Welch  ) ФϠϝЂЮϜ рϺтУжϦЮϜ ϼтϸвЮϜ ЬϜϼжϮЮШтϼϦЪЮϖ:( 

  è ϢϼϸЦ аЯЛϦЮϜ пЯК ϣвДжвЮϜ ШЮϺ ϣвϮϼϦм аЯЛϦЮϜ ϣКϼЂϠ 

 пЮϖ ϣтЂТϝжϦЮϜ ϢϾтвЮϜ мк сЯвК ШмЯЂомЊЧЮϜç 
https :// www.brainyquote.com/quotes/quotes/j/jackwelch 173305.html 

 ϼ̵ЂϮ дтϠ ϢмϮУЮϜ ̭ϜϸцϜ дкϜϼЮϜ 

ϞмОϼвЮϜ ̭ϜϸцϜ дтϠм 

  What Should be?  What is  

дкϜϼЮϜ ̭ϜϸцϜ 
ÁϤϜϼϝлв 

ÁϣТϼЛв 

ÁϤϝкϝϮϦϜ 

ϞмОϼвЮϜ ̭ϜϸцϜ 

ϞтϼϸϦ: 
ÁϤϜϼϝлв 

Á ϣТϼЛв /ϤϝкϝϮϦ 

̭ϜϸцϜ ϣтжЧϦHPT  : 
ÁϣвДжвЮϜ ϣТϝЧϪ 

ÁϾТϜмϲ ̪ϤϝЦыК 

ÁϣУтЛЎ Ϣ̭ϝУЪ 

ÁϣвДжвЮϜ ϣТϝЧϪ 

ÁϤϝЦыК 

Á ϾТϜмϲ 

ÁϣУтЛЎ Ϣ̭ϝУЪ 



ϣвϸЧв : ϼтϼЧϦϞтϼϸϦЮϜ ϣКϝжЊIndustry Report    аϝЛЮ2016а 

Á ϢϼтПЊ ϤϝЪϼІ)100-999        (    30% 

Á ϣАЂмϦв ϤϝЪϼІ)(1,000 -9,999    40% 

Á ϢϼтϠЪ ϤϝЪϼІ)10.000       (+        30% 

Á ϤϝЪϼІЮϜ ϸϸКϣЪϼϝІвЮϜ :644 

Á РмϼЊвЮϜϞтϼϸϦЮϜ ϭвϜϼϠ пЯК ϤϝЪϼІЯЮ сЯЪЮϜ 

)ϣтϮϼϝ϶ Ϥϝвϸ϶м ϤϝϮϦжвм ϞϦϜмϼ (70.65 $ ЬϠϝЧв ϼъмϸ дмтЯϠ

70.6 аϝЛЯЮ 2015 ϢϸϝтϾϠ .05 %АЧТ 
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Training Magazine (2016). Industry Report 
https://trainingmag.com/sites/default/files/images/Training_Industry_Report_ 2016.pdf 



Á ФϼА ϞтϼϸϦЮϜ ϼϪЪцϜ ̯ϝвϜϸ϶ϦЂϜTraining Delivery   

ÁйϮмЮ ̯ϝлϮм рϸтЯЧϦ ϞтϼϸϦ :41%) ( 

Á ϭвϸв аЯЛϦ27.5%) ( 

ÁϞтЂϜмϲ ϤϝтжЧϦ мϒ ϤжЮϜ пЯК ϼІϝϠв ϞтϼϸϦ :30.4%) (ЬмЊТ 

 ϤжЮϜ пЯК ϨϠ мϒ ϣтЎϜϼϦТϜwebcast  ЬϮЂв мϒ ϼІϝϠв)16.4(% 

Á ЬЧжϦв аЯЛϦ )2.9%   ( 

Á аЯЛϦ  сКϝвϦϮϜ)5%  ( 

ÁсКϝвϦϮϜ аЯЛϦ:24%   ̯ϝвЯЛϦ Ϥвϸ϶ϦЂϜ ϤϝЪϼІЮϜ дв ̯ϝтКϝвϦϮϜ 
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Training Magazine (2016). Industry Report 
https://trainingmag.com/sites/default/files/images/Training_Industry_Report_ 2016.pdf 

ϣвϸЧв : ϼтϼЧϦ ϣКϝжЊϞтϼϸϦЮϜ Industry Report   аϝЛЮ2016а 



Á ϤϝтжЧϦЮϜ ϼϪЪцϜ ̯ϝвϜϸ϶ϦЂϜ 

       Á бЯЛϧЮϜ ϢϼϜϸϖ бЗж   74% 

Á ϣуЎϜϽϧТϜ ЬнЋТ73% 

Á  ϥзЮϜ пЯК ϩϠwebcast  нтϹуТ ϩϠм73% 

Á  сжмϽϧЫЮϖ бЯЛϦ ϤϜмϸϒ51% 

Á ϢϝЪϝϳв40% 
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Training Magazine (2016). Industry Report https ://trainingmag.com/sites/default/files/images/Training_Industry_Report_ 2016.pdf 

ϣвϸЧв : ϼтϼЧϦ ϞтϼϸϦЮϜ ϣКϝжЊIndustry Report    аϝЛЮ2016а 

Á ϤϝУЯвϣуϦнЊPodcast   19%  

Á онϧϳв ϢϼϜϸϖ аϝЗжбЯЛϧЮϜLCMS  34% 

ÁϥзЮϜ пЯК ̭ϜϸцϜ бКϸ бЗж м ЭЧзϧв бЯЛϦ :33% Mobile & Online PS(EPSS) 

Á ϣТϽЛв ϢϼϜϸϖ бЗжKMS 33% 

Á ϤϝтжЧϦЮϜ ЬЦцϜ ̯ϝвϜϸ϶ϦЂϜ 
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 ϣтЂϝЂϒ  ϤϝтϝУЪ 
Foundational  Competencies  

 

  ϣтжЧϦ ϤϝтϝУЪ 
Technology Competencies 

ÁатЯЛϦЮϜм аЯЛϦЮϜ ϣтϼДжLearning/Inst.  Theories     ÁЬЧжϦвЮϜ аЯЛϦЮϜM-learning                       

Á свтЯЛϦЮϜ атвЊϦЮϜInstructional  Design      ÁϜ ϞтЛЯϦЮ Gamification                           

Á         ϼϝϠЪЮϜ атЯЛϦAdult Learning           Á ϼПЊвЮϜ аЯЛϦЮϜMicro Learning              

Á̭ϜϸцϜ ϣтжЧϦ  Performance Technology ÁϜсУт̵ЪϦЮϜ аЯЛϦЮAdaptive Learning              

ÁϤϝϮϝϲЮϜ ϼтϸЧϦ Needs Assessment           

       

ÁϜсКϝвϦϮъϜ аЯЛϦЮSocial learning              

Á  ϞтϼϸϦЮϜ атмЧϦ      Training Evaluation Á̭ϜϸцϜϜ аКϸ аДж  Performance support 

ÁϣТϼЛвЮϜ ϢϜϼϸϖ/ϼттПϦЮϜ/ ИмϼІвЮϜKM/CM/PM ÁсЎϜϼϦТъϜ ϞтϼϸϦЮϜ     Virtual  Training 

ϣтЯϠЧϦЂвЮϜ ϞтϼϸϦЮϜ ФϼА мϲж ϞϼϸвЮϜ ϤϜϼϸЦ ϣтвжϦЮ ϼϝАϖ 
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Source  :https://id 4healthcare.wordpress.com/2011/ 08/ 
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 аЯЛϦЮϜ ϣтϼДжLearning Theory   



Source:  Allen, Melissa  (2012). ADDIE Overview http :// edtc6321t2.pbworks.com/w/page/ 58812937/ADDIE% 20Overview  

 свтЯЛϦЮϜ атвЊϦЮϜInstructional Design 
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Source: The University of British Columbia ( 2015).  Adult Learning Principles  
http:// dieteticslandfood.sites.olt.ubc.ca/files/ 2015/ 07/Slide 11.jpg 

Adult Learning Principles Concept Map by: Karalee Bosc hung, CC BY 4.0  

 ϼϝϠЪЮϜ атЯЛϦAdult Learning   
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 рϼІϠЮϜ ̭ϜϸцϜ ϣтжЧϦHuman Performance Technology 

 

Á ϤыЪІвЮ ϣтϠтϼϸϦ ϼтО ЬмЯϲ атϸЧϦ ϞмЯЂϓϠ ̭ϜϸцϜ а̵ДжвSystematic  сЯЪм

Systemic ϣтϝУЪЮϜм ϣтϮϝϦжшϜ дтЂϲϦ РϸлϠ ϣвДжвЮϜм ϸϼУЮϜ ̭Ϝϸϒ дтЂϲϦЮ. 

Á ϣϪыϪ дв а̵Джв ϭтϾвϣЂтϚϼ ϤϝтЯвК : РЛЎ ϞϝϠЂϒ ЬтЯϲϦм ̭ϜϸцϜ ϣЯЪІв  ЬтЯϲϦ

 ϣϠЂϝжвЮϜ Ϥы϶ϸϦЮϜ ϼϝтϦ϶Ϝм ̭ϜϸцϜϝлЯϲЮ. 

ÁϣЂтϚϼ ϤϝжмЪв ϣϪыϪ  : 

oϸϼУЮϜ :ϣвДжвЮϜ ϝлжв дмЪϦϦ сϦЮϜ ϸϜϼТцϜ 

oϜ̭Ϝϸц Performance:   ϤϝАϝІжЮϜЀϝтЧЯЮ ϣЯϠϝЧЮϜ ϤϝϮϼ϶вЮϜм 

oϜ ϣтжЧϦЮ Technology:  дтЂϲϦЮ сЯЪм а̵Джв ϞмЯЂϒ̭ϜϸцϜ. 

Á ϤϝϮϼ϶вЮϜ пЯК ϾЪϼϦ)ϭϚϝϦжЮϜ ( ϣϚтϠЮ ϞтϼϸϦЮϜ ϼϪϒ ЬЧжмЬвЛЮϜ. 

Á ϣЂϜϼϸ ϣтвтЯЛϦ ϼтО ЬмЯϲ ϣтЧϲϒ оϸв)ϣтϠтϼϸϦ ( ϤыЪІвЮ̭ϜϸцϜ. 
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International Society for Performance Improvement (http :// www.hrispi.org/what -is-hpt -hampton-roads-ispi)  



Source :© 2016 International Society for Performance Improvement  
(http ://www.ispi.org/ISPI/ISPI/About_ISPI/PI__HPT__ Model.aspx) 

 ϣтжЧϦ ϬϺϝвж ̭ϜϸцϜHuman Performance 
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Source : Christensen, Brett (2016).Needs :Assessment vs Needs Analysis: What's the Diff? 
http://www.ispi.org/ISPI/Resources/PX/Articles/Editors__Pick/Needs_Assess     ment_vs_Needs_Analysis__What_s_the_Diff_.aspx  

 

  ϤϝϮϝϲЮϜ ϼтϸЧϦNeeds Assessment  
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© Copyright 2009 The Performance Improvement Project Ltd http ://www.facilitator.org.uk/roi -training -organisation-development.shtml 

  ϞтϼϸϦЮϜ атмЧϦEvaluating Training Impact 
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Source: The Performance Improvement Project Ltd © Copyright 2009 http ://www.facilitator.org.uk/what -is-roi -training -
organisation-development-sign.shtml 

The six types of Return on Investment 

  ϞтϼϸϦЮϜ атмЧϦ Evaluating Training Impact 
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Á    ϣТϼЛвЮϜ ϢϼϜϸϖKnowledge Management 

Á ϢϼϜϸϖ ϼттПϦЮϜChange Management             

Á  ИмϼІвЮϜ ϢϼϜϸϖProject Management        

The ADKAR® model of change management 

Source: Mark Connelly (2016). Change-
Management-Coach.com http://www.change -

management-coach.com/adkar.html 

http ://bizmgnt.blogspot.com/ 2014/ 06/knowledg
e-of-management-its-improtance.html 

http:// randymatusky.com/ 2015/ 09/ 22/the -5-step-

project-management-process/ 
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Klaus Schwab  (2016).The Fourth Industrial Revolution, P.1 http :// www3.weforum.org/docs/Media/KSC_ 4IR.pdf  
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ϣтжЧϦЮϜ ϤϝтϝУЪЮϜ 
Technology Competencies 

ЀмЯЪ ϞϜмІKlaus Schwab (2016 )  : èдв дтϠ ЬЪ 

ϤϝтϸϲϦЮϜ ϣКмжϦвЮϜ ϣІкϸвЮϜм сϦЮϜ ϝллϮϜмж ̪амтЮϜ дϗТ 

омЦцϜ ϼϪЪцϜм ϣтвкϒ мк РтЪ алУж ЬЪІжм  ϢϼмϪ 

ϣтжЧϦЮϜ ϢϸтϸϮЮϜ сϦЮϜ ъ рмАжϦ пЯК ̭сІ ЬЦϒ дв 

ϨϜϸϲϖ ЬмϲϦ рϼϺϮ сТ ϢϝтϲЮϜ ϣтϼІϠЮϜç 

Á̬ϣтжЧϦЮϜ пЯК ϸвϦЛвЮϜ ϞтϼϸϦЮϜ ϜϺϝвЮ 



ÁϣвЮмЛЮϜ 
üсЮϜмϲ %80 ϞтϼϸϦЮϜ ЙЦмв пЮϖ дтϠϼϸϦвЮϜ ЬЧжЮ ϞтϼϸϦЮϜ ϣУЯЪϦ дв 

üаЮϝЛЮϜ Ьмϲ ЬвК ϢмЦ ϣЯϠϝЧвЮ рϸтЯЧϦЮϜ ϞтϼϸϦЮϜ Ϣ̭ϝУЪ РЛЎ 

ÁϣтϸϝЊϦЦъϜ АмПЎЮϜ 
üϾ̵Уϲ аϝвϦкъϜ ЀϒϼϠ ЬϝвЮϜ рϼІϠЮϜ ϾтϾЛϦЮ ϣтЂТϝжϦЮϜ ϤϝвДжвЮϜ пЯК 

ϸϝвϦКъϜ пЯК аЯЛϦЮϜ сТ ЙЦмв ЬвЛЮϜ: ϣЪϼІЮϜ ϣЛвϝϮЮϜ (Corporate 

University) 

üϣвДжвЮϜ алЂϒ ϣвтЦ ЙТϼЮ РтЮϝЪϦЮϜ ЬтЯЧϦ. 

ÁЬвЛЮϝϠ ϣАϠϦϼв ϝтϝЎЦ 
üϣϮϝϲЮϜ пЮϖ ЬмϸϮ ЬвК дϼв ϾϾК ЬвЛЮϜ дК ϸЛϠ Telecommuting  

рϺЮϜ Ͼ̵Уϲ ϣϮϝϲЮϜ пЮϖ ϞтϼϸϦЮϜ ϸвϦЛвЮϜ пЯК ϣтжЧϦЮϜ. 

 Bell, Bradford S. &Kozlowski, Steve W. J. (2007). Advances in Technology-Based Training. 
http://digitalcommons.ilr.cornell.edu/cgi/viewcontent.cgi?article= 1422&context=articlesCornell University ILR School. 

ϣтжЧϦЮϜ ϤϝтϝУЪЮϜ 
Technology Competencies 
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Á̬ϣтжЧϦЮϜ пЯК ϸвϦЛвЮϜ ϞтϼϸϦЮϜ ϜϺϝвЮ 



Á аϸЧϦЮϜ йЎϼУт рϺЮϜ рϸϲϦЮϜ ϼтПϦЮϜ сТ ЙтϼЂЮϜсжЧϦЮϜ 

Á ϣУЯЪϦЮϜ ЬтЯЧϦ 

Á ЬтЯЧϦ двϾϞтϼϸϦЮϜ 
Á аЯК аКϸ ЀтϼϸϦЮϜ Pedagogy  2.0 

Á ИмжϦ ϣϲϝϦϖм 

Á сϦϜϺ ϞтϼϸϦ 

ÁϣКмжϦв ϤϝЧтϠАϦϠ ϞтϼϸϦ ЈϼТ 

ÁϣϪтϸϲ ϤϝвмЯЛв 
 
 
 

Koller , Vinz, Harvey, Sandra  & Magnotta , Micheline Technology-Based Learning Strategies 
 Social Policy Research A ssociates U.S. Department of Labor /Employment and Training Administration 
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Á ϞтϼϸϦЮϜ ϜϺϝвЮ пЯК ϸвϦЛвЮϜ̬ϣтжЧϦЮϜ 

  

 ϤϝтϝУЪЮϜϣтжЧϦЮϜ 
Technology Competencies 

 



Bell, Bradford S. &Kozlowski, Steve W. J. (2007). Advances in Technology-Based Training. 
http://digitalcommons.ilr.cornell.edu/cgi/viewcontent.cgi?article= 1422&context=articlesCornell University ILR School. 

ÁϞϼϸϦвЮϜ ϼϝтϦ϶Ϝ  Learner choice   

Á дмϝЛϦЮϜм ϣтКϝвϦϮъϜ ϣϚтϠЮϜ 

ÁϣтвЦϼЮϜ ϢмϮУЮϜ 

ÁϣтϸϮЮϜ аϸКSocial loafing  

ÁϣЦϝКшϜ рмϺ ϞϝЛтϦЂϜ 

ÁомϦϲвЮϜ ϼтмАϦм ЀтЂϓϦЮϜ ϣУЯЪϦ 

ÁϣтϼІϠЮϜ ϤϝϮϼ϶вЮϜ ϣтЦϜϸЊв Credibility     
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Á пЯК ϸвϦЛвЮϜ ϞтϼϸϦЮϜ ϤϝтϸϲϦϣтжЧϦЮϜ 

 

ϣтжЧϦЮϜ ϤϝтϝУЪЮϜ 
Technology Competencies 



 ϣтЂϝЂϒ  ϤϝтϝУЪ 
Foundational  Competencies  

 

  ϣтжЧϦ ϤϝтϝУЪ 
Technology Competencies 

ÁатЯЛϦЮϜм аЯЛϦЮϜ ϣтϼДжLearning/Inst.  Theories     ÁЬЧжϦвЮϜ аЯЛϦЮϜM-learning                       

Á свтЯЛϦЮϜ атвЊϦЮϜInstructional  Design      ÁϜ ϞтЛЯϦЮ Gamification                           

Á         ϼϝϠЪЮϜ атЯЛϦAdult Learning           Á ϼПЊвЮϜ аЯЛϦЮϜMicro Learning              

Á̭ϜϸцϜ ϣтжЧϦ  Performance Technology ÁϜсУт̵ЪϦЮϜ аЯЛϦЮAdaptive Learning              

ÁϤϝϮϝϲЮϜ ϼтϸЧϦ Needs Assessment           

       

ÁϜсКϝвϦϮъϜ аЯЛϦЮSocial learning              

Á  ϞтϼϸϦЮϜ атмЧϦ      Training Evaluation Á̭ϜϸцϜϜ аКϸ аДж  Performance support 

ÁϣТϼЛвЮϜ ϢϜϼϸϖ/ϼттПϦЮϜϖ/ ИмϼІвЮϜ  KM/CM/PM 

       

ÁсЎϜϼϦТъϜ ϞтϼϸϦЮϜ     Virtual  Training 

ϣтЯϠЧϦЂвЮϜϜ ϞтϼϸϦЮϜ ФϼА мϲж ϞϼϸвЮϜ ϤϜϼϸЦ ϣтвжϦЮ ϼϝАϖ 
Framework for Developing Trainer's  Abilities Towards Future Training Methods 
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ÁиϝϮϦϜ атвЊϦЮϜ свтЯЛϦЮϜ сТ аϝЛЮϜ 2016а. 

Áаϸ϶ϦЂϦ 74% дв ϤϝЪϼІЮϜ  ̯ϝКмж мϒ ϼ϶ϐ дв аЯЛϦЮϜ сжмϼϦЪЮшϜ. 

ÁϣЂϜϼϸ ϢϼϜϾм ИϝТϸЮϜ: 85% дв дтϠϼϸϦвЮϜ ϜмЯЎТ аЯЛϦЮϜ ЬЧжϦвЮϜ ϣжϼϝЧв аЯЛϦЮϝϠ 

сжмϼϦЪЮшϜ пЯК ϱАЂ ϞϦЪвЮϜ: 

üϼТϜмϦ ϢϾлϮϒ ϤϝЧтϠАϦм аЯЛϦЮϜ ЬЧжϦвЮϜ оϸЮ ϣтϠЮϝО дтУДмвЮϜ. 

üаЯЛϦ  ̱Ьϝ϶ дв ̪ЄтмІϦЮϜ ϾтЪϼϦ ̪ϢϼЎϝϲвЮϜ ϣЮмлЂ ̪аϜϸ϶ϦЂϜ ϣжмϼв ̪ЬмϸϮЮϜ 

ϣтЯϠϝЦ ̪ЬЧжЮϜ ϣІϝІ ϣтЂвЮ. 

üϣϲϝϦϖ ЬмЊм РДмвЮϜ сТ ϤЦм йОϜϼТ пЮϖ ϤϝвмЯЛв ϣЯϮЂв ϤϜϼϝϠϦ϶Ϝм 

ϼмЊм ϤϝУЯвм ϣтϦмЊ мтϸтТм ϝкϼтОм. 

ÁЬы϶ Ѐв϶ ϤϜмжЂ сжϦЧтЂ 5.9 дмтЯϠ ϸϼТ  ̯ϝУϦϝк  ̯ϝтЪϺ )(Ericsson, 2014 

 аЯЛϦЮϜЬЧжϦвЮϜMobile Learning     

ELB  (2016). 4eLearning Training and Development Trends for 2016© 2016 eLearning Brothers, LLC 
.https://elearningbrothers.com/ 4-top-elearning-training -development-trends-2016/ 
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ÁиϝϮϦϜ сТ атвЊϦЮϜ свтЯЛϦЮϜ РД̵мт ϼЊϝжК ϞЛЯЮϜ сТ омϦϲв аЮ авЊт ϞЛЯЮ. 

ÁϼϝІϦжϜ сТϼтϠЪ 2016а:.$2.8 billion  business   

ÁаДж мЪЂтЂ Cisco Systems: ϞтϼϸϦЮϜ дв Ьы϶ АϚϝЂмЮϜ ϣтКϝвϦϮъϜ )46 

ϼϼЧв(. 

ÁϬϼ϶Ϧ 650 ϞЮϝА/ ϞϼϸϦв дв ϭвϝжϼϠ мЪЂтЂ м 13000 ϼϼЧв. 

ÁϤϝЧтϠАϦ аϸ϶ϦЂϦ  ̯ϝϮтϾв дв аЯК ϾТϝϲЮϜ аЯЛϦЮϜм ИϾмвЮϜ. 

ÁпЯКϾтЪϼϦ ЬвϜмК ШϜϼІϖ аЯЛϦвЮϜ ЀтЮм АЧТ ЬЛϮ аЯЛϦЮϜ ϣЛϦв. 

ÁЬвϜмК ϞЛЯЮϜ ϣЊϝ϶ЮϜ ШϜϼІϗϠ аЯЛϦвЮϜ: ϣЊЧЮϜ ϣтϺПϦЮϜм ϣЛϮϜϼЮϜ ϣтϼмУЮϜ ϣтϼϲм 

ЬІУЮϜ. 

  

 

ϜϞтЛЯϦЮ Gamification    

Development Trends for 2016© 2016 eLearning Brothers, LLC 

ELB  (2016). 4eLearning Training and.https://elearningbrothers.com/ 4-top-elearning-training -development-trends-2016/ 

Karl M. Kapp (2016 ).  5 Learning Tech Trends to Watch in the Next 5 YearS. https://www.td.org/Publications/Blogs/Learning -Technologies-
Blog/ 2016/ 02/ 5-Learning-Tech-Trends-to-Watch-in-the-Next-5-Years © 2016 ATD 
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ÁаЯЛϦ дв Ьы϶  ϤыКϝУϦЮϜ  ϤϝтЯвЛЮϜм ϣтКϝвϦϮъϜ дтϠ ϸϜϼТϒ сТ 

ϣЪϠІ ϣтКϝвϦϮϜ ϣЧтϼАϠ ϢϼІϝϠв мϒ дв Ьы϶ АϚϝЂм ϣтжЧϦ ЬϪв 

ϤϝтжЧϦ Ϟтм 2.0.  

ÁаЯЛϦ ϾмϝϮϦт  ϼттПϦЮϜ рϺЮϜ Ϩϸϲт  сТ алТ ϸϼУЮϜ мϒ ϣКмвϮвЮϜ  

пЮϖ  ϤϜϸϲм ϣтКϝвϦϮϜ ЙЂмϒ мϒ ЙвϦϮв ϤϝЂϼϝвв   

ÁϼттПϦ сТ алТ дтЪϼϝІвЮϜ: омϦЂв сϲАЂ )ϼЪϺϦ ϤϝвмЯЛв 

ϢϸтϸϮ мϒ омϦЂв ФтвК ЬϪв ϼтПϦ сТ ϤϝкϝϮϦϜ(.   
 

Reed, M. S., A. C. Evely, G. Cundill , I. Fazey, J. Glass, A. Laing, J. Newig, B. Parrish, C. Prell, C. Raymond, and L. C. Stringer. (2010). What is 
social learning? Ecology and Society 15(4): r1. [online] URL: http://www.ecologyandsociety.org/vol 15/iss4/resp 1/ 
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 аЯЛϦЮϜ сКϝвϦϮъϜSocial Learning   

Á̬сКϝвϦϮъϜ аЯЛϦЮϜ ϝв 
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Jay Cross Where did the 80% come from? http://www.informl.com/where -did-the-80-come-from/  

Á70 % ϣтϦϝтϲ аЯЛϦ ϤϜϼϠ϶ 

      ЬвЛЮϜ ϣϚтϠ сТм 

Á20 % ϣДϲыв м ϣЛϮϜϼ ϣтϺПϦ 

     ϝлЛв ЬвЛЮϜм ϣтЯвК ϬϺϝвж. 

Á10 %свЂϼ ϞтϼϸϦ 

Á ϣЮϸϝЛв70-20-10 

 дϼЧЮϜ ϤϝвДжвЮ сКϝвϦϮъϜ аЯЛϦЮϜ ϜϺϝвЮ21 ̬
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Jarche, Harold ( 2010). A framework for social learning in the enterprise. https ://jarche.com/ 2010/ 02/a -framework -for -social-learning-in-the-enterprise/  

. 

èϞЯАϦт ϞтϼϸϦЮϜ рϸϼУЮϜ ϣУтДмЯЮ ϣϚтϠ ЬвК ϢϼЧϦЂв мкм ϝв ъ ϼТϜмϦт амтЮϜ. 

ϸЪϔϦ ϣЧтϼА аЯЛϦЮϜ сЛвϮЮϜ/ сКϝвϦϮъϜ пЯК дϒ аЯЛϦЮϜ ЬвЛЮϜм дϝϪϸϲт ̪ϣКмвϮвЪ 

дϒм ϣЧтϼА АϝϠϦϼϜ ϝк̭ϝЎКϒ  ̯ϝЛв дв Ьы϶ ϣЪϠІЮϜ ϼϪЪϒ ϣтвкϒ дв рϒ ϢϸЧК 

ϣтϸϼТ )node( сТ ϣЪϠІЮϜç Jarche , Harold  (2010 )   

è мϦЯЮ ϤϒϸϠ ϢϼмϪ аЯЛϦЮϜ сКϝвϦϮъϜ. ϤϝЪϼІЮϜ сϦЮϜ алУϦ ϣвтЦ ϣЪϜϼІЮϜ сТ ϣТϼЛвЮϜ 

ЬвЛЮϜм сТ ФтϼТ аЯЛϦЮϜм ϼтО свЂϼЮϜ ЬϲЮϜм ШϼϦІвЮϜ ̪ϣЯЪІвЯЮ ϼвϪϦЂϦ  ̯ϝтЮϝϲ 

ЬЪІϠ РϪЪв сТ ϣтжЧϦЮϜ ϣтЪϼϝІϦЮϜ сжϮϦм ϢϓТϝЪвЮϜ ϢϼЪϠвЮϜç  Jay  Cross  2010   

ϣвДжвЯЮ ϣвтЦ йЮ ЀтЯТ ϸϼУЮϜ двЎ сЧϠ ϜϺϖ дЪЮм ̯ϝтϸϼТ ̯ϝАϝІж аЯЛϦЮϜ дмЪт ϝвϠϼ  .

 ЀϼϝввЪ ϣТϼЛвЮϜ ЬтЛУϦ)ЬвК ̭Ϝϸϒ ( ИϝАЦ сТ ϤϝвДжвЮϜ пЧϠϦ ̯ϜϺϖ ϜϺϝвЯТ ̪алвЮϜ мк

аЯЛϦЮϜ /̬рϸϼУЮϜ ϞтϼϸϦЮϜ MITôs Peter Senge   

 дϼЧЮϜ ϤϝвДжвЮ сКϝвϦϮъϜ аЯЛϦЮϜ ϜϺϝвЮ21 ̬



 Source :Jarche, Harold (2010). A framework for social learning in the enterprise  http ://jarche.com/ 2010/ 02/a -framework -

for -social-learning-in-the-enterprise/ 

ÁϤϝЪϠІм ФтϼТ ϣАЂϜмϠ ϣвДжвЮϜ ϣвтЦ ϬϝϦжϖ 

ÁϣтКϝвϦϮъϜ ϤϝЪϠІЮϜ Ьы϶ дв аЯЛϦЮϜ ϼІϦжт 

ÁсЛвϮ ̭ϝЪϺ/ϣтϼЪТ ϣЪϜϼІ /ϣТϼЛвЮϜ сТ ϣЪϜϼІ 

Á ϣтЪϼϝІϦЮϜ ϤϝтжЧϦЮϜ ϼТϜмϦCollaborative Technologies  

 дϼЧЮϜ ϤϝвДжвЮ сКϝвϦϮъϜ аЯЛϦЮϜ ϜϺϝвЮ21 ̬
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