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Hogyan tanulnak a
munkavallalok 2016-ban?

“Satisfied employees have the tools, training &
resources to do their jobs well. Engaged
employees learn and grow every day.” (Bain
Company Eric Grafton & C. Mankins Partners)



SELF-DIRECTED

L&D LED

HOW THE WORKFORCE REALLY LEARNS IN 2016
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— Coaching & Courses — Conferences &
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— Instructor-led
Classes



WORKERS ARE EAGER TO INVEST IN THEIR CAREERS

3.3 hours
per week

\/ 61% $339

37 minutes
per week

V

OF OWN MONEY
V
i o0

L&D LED SELF-DIRECTED

Workers spend up to 5x 61% would put in even 3 of 4 people invested their
more time learning on their more time on their own own money (an average of
own each week than from if they got some kind of $339 each) in career related

their employers. professional credit. learning last year.



LEARNING HAPPENS EVERYWHERE

O

of workers say they do at
least some of their learning
on a smartphone or tablet.

39% during

both work and
personal time ‘

84% work

66% PersoNAL

18% commuTe



Learning technologies =

What methods and technologies will increase
in the next two years?

User generated content (learners creating and
sharing their own learning content)

Collaborative & social learning

Blended learning (combining instructor-led training
with online learning)

Gamified learning



A képzeées-fejlesztés vilaga
polarizalodik

Modern Workplace Learning Practitioners vs
Traditionalists

Modern:

Rovid, rugalmas, modern tananyagok - kozosséqi
tanulast tamogatja

Teljesitmeny-fokusz
FelelOossegvallalas a sajat tanulasert

Megosztast serkentd eszkozok



JATEKOSITAS - GAMIFICATION

(o)

0%
of learners
would be more

productive.

183 Mil

active gamers
in the U.S.

of CEOs, CFOs, and
senior executives
take daily game
breaks at work.

S$5.5Bn

the gamification
market in

companies
have launched

gamification
projects since
2010.
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FEJLODO SZEMLELET

“Failure is the
limit of my abilities”

FIXED
MINDSET

“I'm either good at it or I'm not”
"My abilities are unchanging"”

“Failure is an
opportunity to grow”

GROWTH
MINDSET

“| can learn to do anything | want”

“Challenges help me to grow”

"I don't like “| can either do it,

“My effort and attitude to be challenged” or I can't”

determine my abilities”

“My potential is predetermined”

Feedback is constructive “When I'm frustrated,

| give up”

“Feedback and criticism
are personal

*l am inspired by the success of others”

“| like to try
new things”

“| stick to what | know”
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Hianyzo kompetenciak:

— Volatility (valtozékonysag):
40%

— Uncertainty
(bizonytalansag): 32% <:> Complex
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— Complexity (osszetettség): 7\
36% L)

— Ambiguity
(tobbértelmiseg): 31%

Uneeriain

Megkérdezettek:
— 13 124 vezeto
— 1528 HR

szakerto



Horizontalis Fejlesztés Vertikalis Fejlesztés

« Gondolkodasi képesség

« ToObb tudas, készség, novekedése
kompetencia  Osszetettebb,
rendszerszeri, stratégiai és
* MIT tudsz interdependens

gondolkodas

/ | - HOGYAN gondolkodsz

Center for Creative Leadership: Vertical-eadership Development



Vertikalis Fejlesztés




