Introducing Ubiquitous Learning Concepts
[bookmark: _GoBack]Technology enables anywhere-anytime learning experiences that redefine the traditional space and time definitions and limitations. Teacher-centric learning shifts to learner-centric experiences based on a rapidly expanding set of learning infrastructure resources.
Example 1 - Mobile Learning
iPad and Surface tablets are now commonplace learning tools on NFL and college football sidelines. An innovative Colorado company (www.playerlync.com/) got started as a mobile content management system (CMS) for football and basketball playbooks. Playbooks are very dynamic based on real time updates reflecting strategy, personnel, weather, etc. The need to update players and coaches before and during games is critical. Playerlync has expanded the use of their CMS for training in restaurants and retail locations where menus, merchandise, practices and procedure change rapidly and associates need continuous updates.
Example 2 - Learner Developed Content
Annually ATD recognizes the top corporate and government learning programs through the ATD BEST Awards. Valvoline has often be recognized for its programs. Early on Valvoline learning leaders solicited training videos from franchisees and recognized top submittals with both monetary rewards and recognition at major events. The cost of training development dropped dramatically and the quality improved when learners created the training on improved processes and procedures.

