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Each learning objective is aligned with a resource 
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Below is a screenshot from SmartBook (the learner tool). It probes the learner’s mastery of the 
underlying learning objective linked to the learning resource. 
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Deliberate 
Practice2

Theory of 
Fun for Game 

Designs4

Learning Science

1. Flavell, J. H. "Metacognition and cognitive monitoring: A new area of cognitive-developmental inquiry." American Psychologist (1979) 34, 906 - 911. Print.
2. Ericsson, K. Anders, Krampe, Ralf Th., Clemens Tesch-Romer. “The Role of Deliberate Practice in the Acquisition of Expert Performance.” Psychological Review Vol. 100 No. 3 (1993) 363-406. Print.
3. Ebbinghaus, Herman, Trans. Clara E. Bussenius and Henry A. Ruger Memory: A Contribution to Experimental Psychology. Eastford, CT: Martino Fine Books, 2-11. Print. 
4. .Koster, Raph. A Theory of Fun for Game Design. Scotts dale, AZ: Paraglyph Press, Inc., 2005. Print.
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Measurement Mastery Efficiency Engagement Agility

When insight into 

learning is needed

When compliance and true

proficiency are required
When real participation is 

necessary

When learners are diverse in 

incoming skill and require 

individual paths

When learning needs to translate 

into action or behavior change



Traditional and Computer-Assisted Training
Instructor and Computer-based (CBT)

LMS becomes the Administrative Platform

The E-Learning Era
Materials On-Line, Information vs. Instruction

Blended and Informal Learning
Mixing forms of media with informal learning

Learning on demand with Integrated Programs

Collaborative, Talent-Driven Learning
Formalize Informal Learning

Collaboration and talent management by Design
2009 +

2005 +

2000 +

1990’s



Traditional and Computer-Assisted Training
Instructor and Computer-based (CBT)

LMS becomes the Administrative Platform

The E-Learning Era
Materials On-Line, Information vs. Instruction

Blended and Informal Learning
Mixing forms of media with informal learning

Learning on demand with Integrated Programs

Collaborative, Talent-Driven Learning
Formalize Informal Learning

Collaboration and talent management by Design

Mastery-Based Adaptive Learning
Personalized, Competency-Based

Data-Driven, Digital, Seated in Science
2016 +

2009 +

2005 +

2000 +

1990’s
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• Eliminates course        

versioning

• Real-time feedback for 

agile authoring 

LEARNER

• Measureable and easily         

reportable outcomes

• Improved efficiency and   

retention

• Direct savings in cost to train

•A personalized experience

•Self-paced and easy-to-use  

•100% mastery of objectives

AUTHOR MANAGER/TRAINER
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Your

Content



Measurement

Mastery

Efficiency

Engagement

Agility

Data layer allows stakeholders to 
identify trends  (learning, content, 
and cohort analytics down to the 
objective)

100% mastery of all learning objectives 
(increase in proficiency rates, 
organizational readiness)

Reduces training time (opex savings, 
increased productivity in redistributed 
full-time hours)

Right content at right time makes 
learning inspire (increased retention, 
improved quantitative and qualitative 
survey data)  

Real-time analytics means real-time 
action for all stakeholders (leads to 
increased revenue, margin, market 
penetration)

75% of learners who exceed their sales 
quota are aware of their accuracy 80% 
of the time, in addition to achieving 
100% mastery.

1000 learners are certified 
(achieved 100% mastery of 50 
Learning Objectives, up from 
75% mastery).    

45% increase in efficiency due to 
transition from one-size-fits all to 
personalized learning. 

90% of learners would recommend 
the course to others. 100% of 
learners completed the course, up 
from 50%. 

Learner data has been used to 
make course revisions and 
decreased the versioning time 
required by 30%.  
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Learners

Original 

Program

70 Min

Adaptive 

Program

Average

37 Min

IT Services Industry

Fixed 70 Min Webinar w/test

Conversion to Adaptive Platform

All Gained 100% Mastery

Time / Opex Savings of 48%
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