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%@y his Session

» The Basics: What is Blended Learning?

» Research: Story & Substance

» Analysis / Way Forward?
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C&:My About Elearnity

» Corporate Learning Analyst
» Best Practice Research, Strategy & Advice
 Founded in 1996

» Research Themes - Learning Innovation:

* learning strategy, blended learning, e-learning/technology,
learning management, value & ROI, learning maturlty
sustainabillity, learning Communltles e-assessment,

» Customers:

« B&Q, BP, BT, Cable & Wireless, Chubb Insurance,
Coca-Cola Europe, HSBC, Marks & Spencer,
PricewaterhouseCoopers, RBS, Reuters, Rolls-Royce,
Unilever, Vodafone, ...
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QM}T
The Basics:

What is Blended Learning?



%@y Blended Learning?

“an integrated learning process ‘blending’
together the best of multiple modes of learning;

typically including face-to-face and e-learning ”
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C&:QnLity Blended Learning

» Combination of e-learning, face-to-face and
other learning modes
* Including self-paced, coaching, assessment, ...
* A logical sequence of learning interventions

» E.gQ.

5 day FTF
Classroom Course

» becomes

Online Online 2 de_1y F.TF Coaching 1 day FTF
Primer Assessmen Application Review/
Workshop Support Advanced

3 months elapsed
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(\ll'_ Common Traits — The
clearnity Obvious

» Mix of different delivery approaches
» Blended to make a whole programme
» Reduced FTF learning time

» (Frequently) Use of ‘e’ for baseline
knowledge acquisition
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%@y Common Traits — But Also

» Multiplication of learning components

» Sometimes sequential, sometimes integrated
» Flexibility doesn’t always mean more choice
P Use of ‘e’ for collaboration and live events

» Increasing FTF focus on actual application

» ... We will come back to these
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QMy

Elearnity Research:
Blended Learning



Qﬁq@ty Blended Research

» Elearnity collaborative research (Q4 04)

e Major corporates including BP, Reuters, Royal Bank of
Scotland, Unilever

» Structure
* Profiling of actual corporate activity
» Independent best practice research

« 3 Workshops
e Internal practice,
e External best practice
e Solution synthesis
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C&:My Research Findings

» No clear definition or consensus for “blended”

» A blending of what?
* Delivery Channels
e Learning and working
» Learning over time
e (Or cynically, of vendor hope/hype!)

» Lots of resources but limited empirical
research
e Lots of presentations, case studies, vendor positioning

o Supplier research outputs and survey-based reports
e Thomson Job Impact Study, Balanced Learning

 Academic studies
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clearnity

» The focus of most blended
approaches seems to be on

choosing the media

Approaches

Media Selection Guide

Media Type

Webinars.
Simulstions

® E.g. Bersin & Associates

e Or Rossett

Siable

Warkbooks 4—— 3 Werkbosks

Dotumantabon s==—t=p Documentation
Girtling Help 8ystoms (indaponcant) e Onling Help systoma {integrated)

Live g-leaming (archived)
Prird job akds
Coliegial connections
Hole modeling

Waork teams
CONTENT L

STABILITY Vark feams

Qnling Meacurce links
On-th-job (0T} irpinmg

Liver e-lodening - (ow
Frinl job akis
Ermait
Volatile Coaching
Orline kncraladge databanes

Short development

EnstructorHyd clissroom
Simulations
Scananos
Workehops
Web laarning modutes
Vidbo B Audio COIDVDE
Parfgrmancel decision support toals

Onling communities
Live a-laarming (clasges)
Menioding
E-Muntoning

TIME TO IMPLEMENT
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Long development

Lab simulations

Job ads
‘Webpages
Websites.
Cornmunities

Menters

Mantoring
BLCIon g clasarpom
Workshags

enrning (classesieenis}

Snulations
widio COMMVDS (development)
Help systems (integrated)
ot bparning modules
Seenanos
anceidocisbon suppor fools

High Mediurn
High v : Low High
High v ] Mediurn High
Mediurn 3 Y Low o
Mediurn " 1 Mediurn Low Low
Medium y 1 i Medium High High
Low " 1 i Mediurn Mediurn
High weeks Mo Mo

High 1-8 weeks Miy Miy
How to Select the Right Blend

Audience

-Wihat is the skill level?
-How much time to do
they have?

-Are they motivated?

—Time to develop?
me o roll out?
-Time to complete?

The Right Mix
Scale 2 or 3 of these ingredients:
-Whatisthe audience
siza?
-Will you update
confenf requenfly?

classroom instruction
Wh-basad coursewars
CD-ROM-based coursware
live virlual classes

Resources 3
-Whatisthe budgel? ::?:é{::‘ss
£ SMEs? [ E
-D:w un:ﬁ megjl_:r lexl-based job awds
developers? EPSS

portals
communifies of pracfice
meantorns
Content
-Are SMEs available?
-What's the shel-life of
content?
-Are labs avalaible?

Business
application
-Whatis the skil leval?
-How much tims fo do
thay hava?

_Ara thay mativated?
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Recommendations /
Way Forward



Analysis

» Learning is a process not an event

» Blended core learning programmes will increasingly be the norm, not
the exception

» Diversity of modes of learning will increase

» Blended must focus on effectiveness as well as efficiency
» Improved performance on the job not just classroom achievement

» For L&D - Impacts all stages of the life cycle

» For Training Suppliers — Fundamental shift in business economics

» For both — easy to talk, hard to do!
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(eﬁq@y Blend first, then Media

ion¥hy Learn?
Why Blend?

Which Blend?
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Which Components?

Blended Design
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%@y

Effectiveness

Increase overall amount of
learning

Deeper knowledge or learning
Increase access to learning
Increase retention levels

Increase application actually
on the job

Increase results from FTF
learning time
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Why Blend?

Efficiency

Streamline learning to learners
actual needs

Reduce time away from the job

Allow choice of most efficient
delivery mode

Reduce opportunity cost of FTF
learning time

Reduce overall cost of delivery

Expand reach of delivery with
same cost

www.elearnity.com



(eﬁq@y Blended (Trojan) Horses

» Blended is a change agent for:

\L
o Stronger needs analysis ‘@@«‘“
* More robust solution design K @;’\
: D= W AR
* Increased line management €~". ?o z

engagement
 More integrated coaching

* |ncreased use of 1 =
e-learning C // l 1
ve)=//<
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%@y Further Research?

» A language for blended learning design

A Acquire Knowledge/SKkill

2 Test/Assess

» ... which can then be mapped to choices for
specific components or media
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Thank You
Any Questions?

davidw@elearnity.com
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