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ApfanTneHoe 06y4yeHune
AJanTnBHOe TeCTUpOoBaHue
AHannTMKa 00yyeHns

BupTyanbHas peasibHOCTb
BupTyanbHbIA Knacc

eMndmkaums

[Jenosble cumynauum 1 urpbl
Onmxntanmsaumsa obyyeHns
[Jn3aiiH-MblLLneHne B 06yyeHnn
[ucTtaHumoHHoe 06yyeHne
[JononHeHHas BUPTYaslbHOCTb
JononHeHHas peasibHOCTb

VIHTEpaKTUBHbIE METOAbI 06y‘-IeHVIﬂ

MCKyCCTBEHHbII‘/’I VHTENNEKT B 06yquV||/|

Kactomu3zauus

Kelic-meTog

KonnabopaTneHoe 06yyeHune
KomneTeHuus

KOHTEHT, MHCTPYMEHTbI CO3AaHus
KopnopaTvBHbIli yHUBEPCUTET
KynbTypa 06y4eHus
KypupoBaHve KOHTEeHTa

MaccoBbIil OTKPbITbI OHMaH-KypC
MukpoobyuyeHune

MobunsHoe 06y4yeHre

Mo6unbHOe 3NneKTPOHHOE 06yyeHMe
Mogenn KopnopaTuBHOro 0byuyeHus

HaTnBHOe 06y4yeHMe
HelipoHayka(meTozpbl) B 06y4eHUn
HenpepbiBHOE 06yyeHwe

ObyuvaemocTb

ObyuatoLLasncs opraHusaums
ObyyaroLee peLueHue

O6yueHve gelicTBUeM

O6yyeHne METOLOM NOTPYXKEeHUS
O6yueHune Ha paboyeM mecTe
O6yueHne yepes oMnbIT
OMHU-06y4YeHMe

OnbIT 06yyeHus

OuHoe 06y4eHre, HOBble POpMaTbI

Adaptive learning
Adaptive testing
Learning analytics

Virtual reality, VR
Virtual classroom

Gamification

Business simulations and games
Digitalization of learning

Design thinking in learning
Distance learning

Augmented virtuality, AV
Augmented reality, AR

Interactive learning methods
Avrtificial intelligence in learning

Customization

Case method
Collaborative learning
Competences
Content creation tools
Corporate university
Learning culture
Content curation

Massive open online course, MOOC
Microlearning

Mobile learning, M-learning
Mobile e-learning

Corporate learning models

Native learning
Neuroscience in learning (methods)
Lifelong learning

Learning agility

Learning organization
Learning solution

Action learning

Immersive learning
On-the-job learning
Experiential learning
Omni-learning

Learning experience

In-class learning, new formats
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MepeBepHyTOE 06YyYeHMe
MepeBepHyTLINA Knacc
MepcoHanmsauus obyueHns
[poKTOpuHIr

PesynbTaT 06y4eHns
Ponu B coBpeMeHHOM
KOpMNopaTVBHOM 06Yy4eHNM

Cwuctema ynpasneHus obyyeHvem
CMmeLLaHHas peasibHOCTb
CwmeLlaHHoe 06y4yeHune
CoumanbHoe 06y4eHve
CoumasnbHble Meama U cetu

DNEeKTPOHHOE 00YyYeHne

DNEKTPOHHBIN Y4eBHUK
AheKTNBHOCTL 06yUeHUs

MpunoxeHwue 1.

Flipped learning

Flipped classroom
Personalization of learning
Proctoring

Learning outcomes
Roles in modern
corporate learning

Learning management system, LMS
Mixed reality, MR

Blended learning

Social learning

Social media and networks

Electronic learning, E-learning
Electronic textbook, E-textbook
Learning effectiveness

nobasbHbIe rlpO(beCCVlOHafleble accoymnaumn B KopnopatmBHom OﬁyHeHVIVI

ATD

CorpU
ECLF
EFMD
GlobalCCU

MpunoxeHue 2.

MeXayHapoaHble akkpeauTaumm 1 cepTUmKaLmMm B KOPNopaTMBHOM 06yYeHN
OnpegeneHns 1 KNacccuKKLms

CLIP
EOCCS

MpunoxeHwue 3.

MpodeccroHanbHbIE XypHasibl B KOPMOPATUBHOM 06YyYeHNM

CLO Magazine
Global Focus (EFMD)
TD Magazine (ATD)
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