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Introduction
Did you know that businesses began to use the term digital
learning by the first decade of the 2000s?
Schools started using digital learning around 1990 and delivered
online courses to distant learning students. However, companies
started using digital learning only around the start of 2000.
Since that time, it has become a major method used by companies
to upskill their employees. If you wonder what makes digital
learning vital in today’s learning methods, we will take you on a
quick guide highlighting what digital learning is. We will explore
seven facts related to the digital learning industry and what
Innovito can offer you in this field.
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The definition
of digital
learning
Before we dig deeper into digital learning, we
will start by sharing the definition of digital
learning. When you think about digital
learning, you quickly think about computer
learning. Digital learning is a learning method
that enables learners to develop their skills
using various creative digital methods. A range
of methods can be used, including blended
learning, gamification, augmented and virtual
reality, online learning, and much more.
The idea of using digital learning does not
mean we continue the learning process via
digital means only. The purpose is to use digital
methods and techniques to enhance the
overall learning experience. Therefore, having
access to a device or software does not
necessarily mean that your development
depends on it nor that it will affect your results
better.

Why is digital learning important?
You probably tried to search about the
meaning of digital learning or why it is
significant, and you found millions of results,
thinking that the answer would be in all of
these results. The answer to this question
requires more than a simple sentence. There
are numerous benefits to using digital learning,
yet, our focus is on those that corporates can
mainly benefit from.
Statistics show that 80% of employees have
depended on digital learning as a reliable form
of education since 2011. As businesses began
to see the benefits of digital learning for
revenue generation, they began to invest more
and follow the path of digital learning. They
preferred using digital learning over the
traditional one due to the high cost for the
latter. As a result, it was estimated that the
corporate digital learning market would grow,
reaching $38.09 billion between 2020 and
2024. Corporates were able to measure the
impact of using digital learning on their
employees’ productivity.

80% of employers have
depended on online learning as
a reliable form of education
since 2011
The Corporate online learning
market will reach $38.09
billion between 2020 and
2024.
Online learning improved
employees’ performance by up
to 15%-25%
Employees require 40%-60%
less time to complete their elearning course
IBM saved $200 million since
shifting to online learning
A study in the US conveyed that using the
online learning method improved the
employees’ performance by up to 15%-25% and
increased their retention rate by 25%-67%.
Another study conducted in 2017 showed that
using online learning in corporates reduced the
time needed to complete the course by up to
40%-60% compared to traditional ones.
Moreover, studies highlight that corporates
saved a fortune when they started switching to
digital learning. Corporates achieved this by
minimizing the costs spent on travel expenses,
hotel rentals, equipment, and instructors. A live
example of these corporates is IBM, saving
roughly $200 million since they shifted to
online learning.
These numbers are just a drop in the ocean
comparing to other statistics, but what matters
here is that digital learning is a fast-growing
market, and it’s the new era of learning. Imagine
how the future will look like when we cope with
the revolutionized methods and techniques to
develop how we think every day.
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FACT #1
AR, VR AND THEIR
POWERFUL
IMPACT ON
DIGITAL
LEARNING

You probably heard about the terms augmented reality,
virtual reality, and mixed reality. If not, then it’s time to
familiarize yourself with these unique technologies that
transform your environment into an ed-tech one. It was
iconic when instructors introduced these techniques to
learners in training, showing them how they are used in
a learning environment. Augmented reality can overlay
digital objects in the actual environment, where a user
can view this through his smartphone. This technology
is available on various apps in the play store or google
store. Virtual reality, however, can create a digital
environment, which may be similar to or quite different
from that of the real world. This type of technology tends
to bring the user into a different world and to have a
simulated experience using an opaque headset.

The third technology is mixed reality, which blends real
and virtual worlds and allows users to interact in new
environments. These three technologies are only three
pillars of digital learning methods, and we noticed how
powerful and impactful they are on learners. Apart from
allowing the learners to engage and interact, it also
helps them through experiential learning. Learners can
practice instead of listening only to theories and
studies. Another benefit of using AR, VR, and MR is that
it speeds up the learning process and reduces the time
spent learning a new topic or industry. The reason is
primarily that these methods help the learners to
visualize things rather than just reading theoretical
statements on the subject.
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FACT #2
MICRO-LEARNING TREND

The term micro-learning has spread widely in the digital
learning industry. It is a way to provide small units of
content in interactive forms like text, pictures, videos,
audio, testing, and games. The benefits of providing
bite-sized chunks of learning content are numerous. The
first benefit is that it’s a faster way of delivering a course
in a short time. It is also more affordable to create small
content without any special tools. Moreover, It is flexible
and can be applied for any subject or course in the same
small size while still keeping the audience engaged.
Corporates use this technique to create effective
onboarding sessions for new employees to provide
them with the proper knowledge and make them up to
date in no time. Another way of using micro-learning in
organizations is for compliance training. The training
consists of the corporate policies and regulations that
each employee must memorize.

The purpose behind this in the digital learning era is to
simplify the learning process and make it less
complicated through using the multimedia mix. In other
words, enhancing a skill or learning a specific topic has
never been easier to do using this solution. Eventually,
the micro-learning trend can be applied anytime and
anywhere.
Converting the large traditional course into microlearning customized content is what we provide in
Innovito convert. We use this method to facilitate
corporate learning, as we create bite-sized content to
save their effort, time spent in traditional training, and
money.
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GAMIFICATION IS
THE COMING TREND
The term is not new and didn’t
appear recently, but it is starting to
become one of the important trends
in the digital learning industry and
will be more popular to use by 2030.
Gamification is a method of applying
activities and game elements. The
purpose is to improve learners’
education while being engaged and
entertained.
Furthermore,
it
improves the learner’s experience to
make it easier and memorable as it
includes badges to shows their
achievements, points for rewarding,
and leaderboards for competition.

Gamification is used in entertaining
apps, corporate training, and
education.
There
are
several
examples of how gamification is
applied. Here’s an example of these
entertaining apps, which is the Nike
app.

It is designed for runners who want
to have a structured plan for
running or training to motivate
them. The app enables users to
compete, has a GPS tracker, and has
points or rewards that users can get
when they hit a goal or make an
achievement. Users also get access
to the leaderboard to track their
progress. Another popular example
of gamification training is the
onboarding training by Ford. The
training depended on making the
process fun and engaging through
games to explain technologies, car
types, and other important details. It
also encouraged members to work
together by using leaderboards.
Our experts at Innovito create gamebased training through Evolve LMS
to allow the learners to engage.
With gamification, we add activities,
questions, points, or badges to
collect for achievements.

Fact #3
POSTMODERN
PAINTING. Stella
alternately paints in
oil and watercolor

Gamification will
be a more
popular learning
technique to use
by 2030
That is designed to guarantee
engagement and interaction rather
than traditional training. Hence,
corporates
state
that
using
gamification in training is more
engaging
and
motivating
to
employees.
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FACT #4
24/7 ACCESSIBILITY & FLEXIBILITY

Previously, when corporates depended on offline and
traditional training, employees only had the chance to attend
once and take full notes because this was the only chance to
benefit from it. When digital learning started to become an
option, things have ultimately shifted. Employees were not
obligated to attend at a specific time. If they have missed the
training time, they may look at the training at any time more
than once because it is recorded. Even employees who work
remotely will have access to the same training at any time
because it is accessible for unlimited time. It is also
convenient for those who work full-time and want to learn a
new skill. That explains why digital learning is more
accessible and flexible because learners will have the option
to choose when to learn based on their schedule.

FACT #5
M-LEARNING AS A METHOD OF DIGITAL LEARNING

The mobile learning market held a steady growth of over 20%
The M-learning market has grown to reach about $22.4 billion since 2020
The M-learning market is predicted to reach $80.1 billion by 2027
A CNBC report stating that 3.7 billion users will depend on their phones to browse the internet in
4 years

M-learning or mobile learning is a learning process using
mobile devices, which also offers the versatility of use.
Mobile learning is just one method of how digital
learning is applied. Using mobile phones as a learning
platform is having a massive effect on the digital learning
industry. It has widely spread over the years that it held a
steady growth of over 20%. Furthermore, its market size
is one of the fastest-growing ones. Studies show that
during Covid-19, the market size has grown more,
reaching about $22.4 billion.

Statistics suggest that the mobile learning market size
will probably reach $80.1 billion by 2027. The
projections are based on a report by CNBC stating that
3.7 billion users in 4 years will depend on their phones
to use the Internet. Hence, the direction is to make LMS
accessible and suitable to use from any mobile device
by any user.

www.innovito.com | 6

E-LEARNING VS
DIGITAL LEARNING
Several elearning
platforms to
become
more
accessible by
2030
The Elearning
market is
predicted to
hit $50
billion in 5
years

Fact #6
POSTMODERN
PAINTING. Stella
alternately paints in
oil and watercolor

The e-learning term started to arise
when we were introduced to distant
learning and has been widely
increasing ever since. E-learning
represents a method of learning
through using the internet. It is not
the same as digital learning, as the
latter is a broader concept that
combines
various
digital
technologies
like
smartphones,
laptops, the internet, etc. Therefore,
e-learning is a smaller method of
digital learning.

At Innovito, we provide both ready
courses and customized courses
that corporates may need. Through
our Evolve platform, we offer cloud
LMS that corporates can use to
transform their training into a digital
one and integrate their brand on the
platform. They can create unlimited
training content, use gamification,
and create a social learning
environment for their employees.

Several e-learning platforms have
spread widely since Covid-19. These
platforms include Lynda, Udemy,
Ted, Duolingo, and many more will
become accessible to learners by
2030. Other existing platforms
considered to be the largest in the elearning market are Coursera,
Udacity, Future learn, and more.
They provide ready learning courses
on their platforms, which some
corporates
may
use.
Other
corporates prefer to own their LMS
and customize courses according to
their needs. The e-learning market is
rapidly growing and is predicted to
hit $50 billion in 5 years.
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AI IN DIGITAL
LEARNING
You already know that chatbots are
being used nowadays in various
functions, but will be used heavily in
the learning process. Chatbots will
help answer any question related to
the training course and will probably
have more uses. Moreover, AI apps
for teaching and learning purposes
will highly increase by 2030. AI can
be used as your intelligent virtual
instructor, who can answer any
questions to arise and provide smart
explanations for them. Another use
for AI is to provide customized
sessions,
instant
feedback,
assessments, and more.

This technique helps learners to
engage in trainings, submit their
assessments, and get them marked
correctly. As a result, this method of
correction will prevent any human
error may happen. Using AI will
improve the quality of training and
the learning process. To conclude, a
study conducted by Global Market
Insights predicts that by 2024, AI in
the education sector will reach more
than $6 billion.

Fact #7
POSTMODERN
PAINTING. Stella
alternately paints in
oil and watercolor

AI apps will
highly
increase by
2030
AI in the
education
sector will
reach more
than $6
billion

CONCLUSION

Digital learning is shaping the future, and it’s not a transitional phase nor a technology change. It is here to stay and
to improve the learning process. Moreover, It is changing how we transfer knowledge and share it in the growing
digital age. Our aim at Innovito is to deliver unique and engaging learning experiences. That is done by using various
digital learning methods like gamification, blended learning, micro-learning, and more. It is time to expand the
learning opportunities to improve productivity, engagement, and knowledge sharing to witness corporate
development and growth.
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