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TRENDS
FOR 2015

1 eLEARNING




1 IT'S A MULTI-DEVICE WORLD!
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BYOD



OUT WITH FLASH. IN WITH HTMLS

Conversion of legacy eLearning
courseware from Flash to HTML5



3 GAMIFICATION

50,

We have already spoken of some aspects of gamification:
Games with a purpose, like reCAPTCHA or ESP game bi Van Ahn

https://en.wikipedia.org/wiki/ESP_game
https://it.wikipedia.org/wiki/CAPTCHA




4 AUGMENTED REALITY




5 ) MASSIVE ONLINE OPEN COURSES (MOOC)

111

rise of co-branded MOOCs between corporations
and established academic universities



LEARNING MANAGEMENT SYSTEM (LMS)

Responsive LMS
Coud LMS



SELF-PACED LEARNING




8 BRING YOUR OWN DEVICE (BYOD)




O ) WEARABLE LEARNING

Personalized coaching?



MOBILE LEARNING

Learning on the move



$560.7m
(2016)




Plus...

* Big Data & Advanced, Pervasive, Invisible
Analytics

* |Interoperability (APls (Application
Programming Interface)

— SCORM and Tin Can are examples of APIs in eLearning; basically these
programs have inbuilt instructions for applications to talk to each
other, such as allowing content to flow easily between different LMS
platforms.
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