I h e State of Virtual training - live, online, facilitator-led classes - isn't new. It's become a common
learning method for many organizations. Yet new technologies, new collaboration tools,
vi l u a I Tra i n i n and new ways of working mean that virtual training continues to evolve and grow.
g This curated summary of key virtual training statistics comes from industry reports plus my

own research study that | conducted in mid-2017. Over 330 global professionals provided
insights into their virtual training initiatives. How do these numbers compare to your own?
Read more, and join the conversation here: cindyhuggett.com/blog/SOVT.
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Most Popular Platforms Used Are’

Adobe Connect
Cisco WebEx Meeting/Training Center
GoToMeeting/GoToTraining
Skype
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Others Mentioned: Zoom, Jigsaw, AirClass by Lenovo, Saba Virtual Classroom . I ol
Note that virtual classroom/training platforms have the most robust features for live online learning events. virtual classes are a must.
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3 Key Success Factors’ Top Challenges of Virtual Training’
Interactive Design Unprepared Participants
Technology Problems
Unengaged Participants
Unskilled Facilitators
Non-interactive program design
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