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THE BUSINESS IMPACT OF A MATURE LEARNING STRATEGY

Aligning the learning strategy with business goals is the top L&D priority in 2020. Nearly 85% of companies

in Brandon Hall Group’s Learning Strategy Study indicate this alignment is either important or critical for

achieving business goals. Right now, however, only 34% of organizations have a learning strategy aligned

with the business. Organizations that do are far more likely than other organizations to see increases in key
business metrics.

LEARN I NG e All, or a great majority, of learning is directly linked to overall business strategy.
e Learning leverages multiple technologies to create engaging, personalized

MATU RITY learning experiences.

LEVE LS e Data from across the organization used to measure learning's impact on the
business and can respond quickly to the changing needs of the business.

e Learning strategy is clearly defined and mostly aligned with business goals.
¢ Modalities, technologies used to provide a more contextual learning experience.

e Learning is measured around both individual and organizational performance.

* Learning data shaped by talent data across the organization.

e Variety of learning modalities, technologies used to link learning to business goals.

e Learning is measured, but mostly completion rates and smile sheets.

Loosely defined learning strategy featuring static, traditional modalities.
Measurement of learning non-existent or limited.

L&D has no real link to the business.
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IMPACT OF A MATURE LEARNING STRATEGY ON
KEY PERFORMANCE INDICATORS

Organizations with Increased Year-over-Year KPls
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READY TO TAKE ACTION ON LEARNING INITIATIVES
TO ACHIEVE BUSINESS GOALS

LEVELS 3&4

Aligning the learning strategy with the business 32% 3% 5%
Improving the overall learner experience 30% 8% 5%
Incorporating social/collaborative tools 25% 7% 'I 0%
Incorporating mobile delivery 23% 14% 14%
Improving learning analytics 21% 5% 5%
Increasing learner-contributed content 2" % 7% 'I 0%
Revising existing content for new modalities 28% 'I 'I % 'I o%
Creating smaller content objects 33% 'I 4% 'I 4%
Exploring games/gamification 13% 5% 5%
Leveraging simulations 'I 9% 'I 2% 'I o%
Redesigning the classroom experience 25% 13% 5%
Increasing the amount of informal learning 23% lo% 5%
Increasing the amount of experiential learning 30% 12% 14%

Percentages indicate the number of organizations at each maturity level ready to take action to improve learning's
impact on the business.

PERCENTAGE OF ORGANIZATIONS
THAT ARE PREPARED TO DEVELOP THE

PERCENTAGE OF ORGANIZATIONS
THAT ARE EFFECTIVE/VERY

SKILLS THAT WILL BE REQUIRED BY EFFECTIVE IN DELIVERING
THE BUSINESS IN THE NEAR FUTURE BLENDED LEARNING EXPERIENCE
4% .7Unprepared Our learning programs use a mix
of formal, informal and
' @ Somewhat experiential elements.
/ prepared
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We are able to deliver learning
experiences tailored to the learners'’
needs and the subject at hand.
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Percentages indicate number of organizations at each maturity level that
have been effective in delivering blended learning
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