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This is the second article in a

series on e-Learning 2.0. The

series will end with publication of

the Guild Research 360˚ Report

on e-Learning 2.0 on September

25. This article presents an over-

view of the series, and a summa-

ry of some of the key ideas that

will help you to organize your

strategy for e-Learning 2.0. As

several of the series authors

state, this is probably not an

optional transition for most 

e-Learning designers, but an

inevitability. Read this entire

series to be prepared!

What Is e-Learning 2.0?
By Brent Schlenker

In our survey on the subject, we defined e-Learning

2.0 as, “The idea of learning through digital connec-

tions and peer collaboration, enhanced by technolo-

gies driving Web 2.0. Users/Learners are empowered

to search, create, and collaborate, in order to fulfill in-

trinsic needs to learn new information.” For Web 2.0, we

said, “The stage of the World Wide Web where the In-

ternet has become a platform for users to create, up-

load, and share content with others, versus simply

downloading content.” 

These definitions are fine, as far as they go. The problem is that they don’t
really tell anything that designers, managers, and developers in the e-Learning
world will find useful. 

To provide helpful information to members, The eLearning Guild is publish-
ing a series of essays and a 360˚ Research Report on e-Learning 2.0. We
posted a survey to find out what members’ current practice and future plans
look like in this area, and we will publish the results in late September. The
essays started last week with Will Thalheimer’s “Evaluating e-Learning 2.0:
Getting Our Heads Around the Complexity.” This week, I provide an overview
of e-Learning 2.0, and in the next three weeks, Learning Solutions will deliver
four more essays to explore further. (See Sidebar 1 on page 3 for a summary
of these essays.) In addition, on September 18-19, The Guild’s Online Forums
will present “Implementing e-Learning 2.0 Technologies.” (See page 7 for addi-
tional information on this Forum.)
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own information. The new Web also connects us with
other people, facilitates our conversations, and sup-
ports collaboration on a global scale. 

These connections are spontaneous, informal con-
versations occurring in real time between Web users
from all over the world. They are not formalized, sched-
uled conversations and collaborative exercises. The
Web technologies that make this possible fall into the
category of Web 2.0.

The 2.0 class of software on the Web differs signifi-
cantly from enterprise-class software that Learning and
Training departments are used to dealing with. In his
article, Mark Oehlert will show you how, as he says,
“that sneaky little 2.0 may already be getting inside
your organization.” The new software enters organiza-
tions from the outside in, through employees’ experi-
ences as consumers.

I’ve provided a personal example of how insidious
this process is, in Sidebar 2 on page 4. You will prob-
ably find this example registering with your own experi-
ence.

Why is adding family members to a tree the kil-
ler app that brings Web 2.0 into the mainstream?
Great question! I have no idea. Well, that’s not nec-
essarily true. Based on my experiences immersing
myself in Web 2.0 applications over the last few
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Going beyond definitions
Web 2.0, blogging, wikis, and social networks are

among the hottest topics in e-Learning today. These
technologies have empowered end-users, and high-
lighted the value of informal learning opportunities as
a major part of the learning process. 

The fast pace of technology innovation is changing
many things including e-Learning. The technology
changes are forcing us to rethink how we design
learning experiences, especially with Internet tech-
nologies. We are still in the very early stages of inte-
grating these technologies into our existing design
methods and models, and so there are, as yet, no def-
inite answers. 

The new Web and how it grows

There’s an important point that is easy to miss in
the frenzy of change. Web 2.0 is not about technolo-
gy, and neither is e-Learning 2.0. The human element
is what makes the new Web work. Without user-gen-
erated content, the new Web would be an empty
shell of fancy technologies.

But the new Web is not empty. People from all over
the world are filling it with digital content. Today’s In-
ternet empowers users with a world of information at
their fingertips, as well as the ability to publish their

There’s an important
point that is easy to
miss in the frenzy of
change. Web 2.0 is
not about technolo-
gy, and neither is 
e-Learning 2.0. The
human element is
what makes the new
Web work. Without
user-generated con-
tent, the new Web
would be an empty
shell of fancy tech-
nologies.
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ing and Training departments. By shifting certain learn-
ing tasks to the 2.0 path, you can free up resources
for better development of formal instruction, where
formal makes more sense. Will Thalheimer’s chart in

years, I actually do have an idea. Here’s my idea:
1.  The topic is relevant — i.e. it’s all about me, and

everything I know about me.
2.  Family ties are a powerful draw — making old

and new connections is a wonderful feeling.
3.  Collaborating with family by sharing life’s

moments via pictures, videos, timelines, and
events is FUN!

4. Consuming information regarding other family
members encourages creation and publication
of digital content of your own.

Coincidently, these are the main drivers of all things
2.0, from Web 2.0, to Enterprise 2.0, and e-Learning
2.0. The other ideas about why it is successful revolve
around the technology and usability of the application,
but I will not be going into that here. 

Let me summarize this experience. These human
elements are being facilitated by technology in an
engaging and productive way. When average comput-
er users begin feeling comfortable doing these types
of activities online, then we know we’ve reached a tip-
ping point. This is the point at which we all stop using
the Web to simply “Google” for information, and start
consuming, creating, and collaborating online. E-Learn-
ing 2.0 acknowledges these activities as powerful
educational and learning tools accessible to every
computer user, and to the mainstream population at
large. 

E-Learning 2.0 springs from Web 2.0, but
it’s more

E-Learning 2.0 is not just about implementing blog-
ging, wikis, and social networking systems. While sim-
ply having the technology available to users is the ob-
vious first step, there is more to it than just installing,
and hitting the “On” switch. 

Before I explain that, there is another key point that
you are going to hear from the other authors in this
series. You may find it disturbing. E-Learning 2.0 is
already here, and it’s already in use “in the wild” in
your organization, without your involvement. Actually,
it’s not e-Learning — it’s more like what Jay Cross
calls “informal learning.” It is people using Web 2.0
tools and applications to support their own learning.
Sometimes I call it “Learning 2.0” to make this clear.

You also should understand that Learning 2.0 does
not replace traditional top-down, centralized training
and education, including e-Learning 1.0. It extends it.
Learning 2.0 also competes with (e-)Learning 1.0 for
the time, attention, and acceptance of today’s learn-
ers, and of today’s business leaders. Jane Hart’s arti-
cle will show you this next month. 

To a certain extent, Learning 2.0 is disintermediat-
ing the traditional Learning or Training department. At
the same time, Learning 2.0 can be an ally of Learn-
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Sidebar 1 The eLearning Guild Research and Learning Solutions Presents ...

Essay: “Evaluating e-Learning 2.0: Getting Our Heads Around
the Complexity,” by Will Thalheimer. E-Learning 2.0 is coming,
and it’s coming soon if it’s not already on top of you. You need
to be ready to figure out if it’s working. This won’t be easy, but
this article gives you the formula for success. (Learning
Solutions)

Essay: “What is e-Learning 2.0?” by Brent Schlenker. This
high-level overview explains what e-Learning 2.0 is, and how it
differs from e-Learning 1.0. (Learning Solutions)

(Not publishing due to Labor Day holiday in the U.S.)

Essay: “Why e-Learning 2.0?” by Michele Martin and Sanjay
Parker. Integration of Web 2.0 tools and applications, such as
social media, into e-Learning is probably not a choice, but an
inevitability. In fact, e-Learning 2.0 is already here and is likely
already functioning in your organization without your involve-
ment. (Learning Solutions)

Essay: “Change 2.0: Impact on Your Culture,” by Mark Oehlert.
“If you thought that implementing a LMS, or something like it,
required change management, then e-Learning 2.0 is on some
hyperbolic curve over that.” Mark gives you a better under-
standing of the linkage of e-Learning 2.0 to ongoing formal
programs. (Learning Solutions)

Essay: “Understanding Today’s Learner,” by Jane Hart. For
many organizations, there is a real need to address the needs
of a changing workforce or student population. Jane outlines
what research tells us about Learners 2.0 and how they learn
best, shares her interviews with e-Learning professionals on
how they are addressing the needs of today’s Learners 2.0,
and explains the importance for Learning and Development
professionals of experiencing being a Learner 2.0. (Learning
Solutions)

Essay: “How to Get Started in e-Learning 2.0,” by Tony Karrer.
Tony provides a basic two-point answer and action plan that
you can begin putting into place today, even if you are not
“going 2.0” right away. (Learning Solutions)

The eLearning Guild 360 Report on e-Learning 2.0, by Steve
Wexler and the Research Team. Survey results and analysis.

Aug. 18, 2008

Aug. 25, 2008

Sep. 1, 2008

Sep. 8, 2008

Sep. 15, 2008

Sep. 22, 2008

Sep. 22, 2008

Sep. 25, 2008

e-Learning 2.0

TopicDate

The eLearning Guild will publish the following information about e-Learning 2.0 in
August and September 2008.
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last week’s article may help to clarify this idea. In addi-
tion, Mark Oehlert will outline how change manage-
ment regulates the balance between 1.0 and 2.0.

But now, back to explaining e-Learning 2.0.
There are currently no formulas that guarantee a

successful e-Learning 2.0 strategy. But understanding
a few key elements will help guide your thinking and
understanding of e-Learning 2.0. Here they are:

1.  Web 2.0 technologies support and facilitate
informal learning.

2.  Users must be free to publish (Rip, Mix, Feed).
3.  Enterprise Systems must enable content via the

five “-ables” (searchable, editable, linkable, feed-
able, taggable)

4.  Organizational cultures must change.

Informal Learning
Informal learning is nothing new, but e-Learning de-

signers have largely ignored it. However, that is all be-
ginning to change ... slowly. Jay Cross is leading the
Informal Learning charge. He maintains that 80% to
90% of learning occurs informally outside of the
classroom. This should be shocking enough to force
some sort of change in e-Learning design, but it has-
n’t ... at least not yet in any significant way.

Since we probably spend far less than 10% to
20% of our time in structured classroom situations,
it’s probably reasonable to believe that we only gain
10% to 20% of our knowledge from that activity. It’s
what we do with the other 80% to 90% of our time
that counts. We read and write e-mails and other doc-
uments. We chat with colleagues on the phone, and
over the cubicle wall. We spend time socializing in
groups at lunch, around the water cooler, and during
happy hour. 

Of course there are many more examples of infor-
mal activities and events that occur in our lives, during
which we may, can, and do learn, but you get the pic-
ture. It’s also important to recall, from last week’s arti-
cle, Will Thalheimer’s list of a dozen instances in
which learning (including e-Learning 2.0 and informal
learning) can do actual harm.

So how does the complete picture look when we
consider both formal and informal learning?

From New to Guru

Everyone, at some point, knows nothing about some-
thing. And when that something becomes important
enough to know (and desirable enough to the individ-
ual), we begin the “New to Guru” process. We start
out as a novice, and engage in certain activities over
time on a journey to becoming a Guru. At the very
least, we become more knowledgeable than we were
before. Normally, our goal is to know enough in the
new topic to become somehow productive, even if we

Design Strategies
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Sidebar 2 Consumer Experience Drives Web 2.0 Adoption

Web 2.0 is now mainstream! That’s right, I’m calling it right now. Here’s why. My wife
and parents are using it. They are not only using it, but they are talking about it and are
enjoying the experience. It’s every technologist’s litmus test for the success or failure of
new consumer innovations. If your not-so-tech-savvy friends and family can use it and
enjoy it, then you’ve got a winner. So, if you and your family aren’t Web 2.0, you will be. 

No, my wife and parents aren’t blogging. Well maybe, kind of, sort of. They write
something, send it to me, and I post it on the “blog.” But that’s not really blogging.  

No, we don’t have a family wiki either. And no, they don’t aggregate news feeds to
gather their local and national news. Actually, they all still enjoy going outside and drag-
ging in the soggy newspaper left by the delivery guy early in the morning. I still don’t
understand the attraction, but it works for them. And basically, that sums up my experi-
ence with my non-technical family ... until now.

So, my family doesn’t blog, they don’t wiki, and they don’t aggregate. So what? You
may not do any of these things either, and there is a good chance that some readers
will not know what I’m talking about. That’s okay; I’m here to help clear things up as
best I can. By the end of this article, I hope that you, and your family, will be well on
your way to experiencing what the new and improved Internet has to offer, and leaving
your Web 1.0 habits behind.

If my family doesn’t do those fundamental Web 2.0 activities, then how can Web 2.0
have gone mainstream? What are they doing that has turned Web 2.0 into a main-
stream activity? 

They are all addicted to adding to the family tree. Its crazy! It’s even a borderline
obsession for some of them. 

Geni is a user-friendly Web 2.0 application that helps you build your family tree ...
and so much more. Geni is like every other Web 2.0 application in that, after you join,
you are encouraged to invite your friends and family members to sign up, simply by
adding their e-mail addresses to a list. 

I almost didn’t click the Send button when I was contemplating “inviting” my family. I
never send invites to family. It’s just not their thing. But I clicked Send and the Internet
will now never be the same for me. 

I started my Geni account on July 21st 2008. Three weeks later, we have 105 rela-
tives in the family tree. Some Geni users may have more, some may have less. But
increasing and growing the tree is not really the most powerful part of the application.
Members share photos, video, historical timelines, upcoming events, and contact infor-
mation. 

I asked my wife to describe her experience:
“I went to my inbox one day and I had a new e-mail that said, ‘You have been invited

to join geni.com by Brent Schlenker.’ I must confess my first thought was,  ‘Oh please!
I can barely figure out how to text message.’  My husband thought our family would
enjoy it. I spent days, maybe weeks, mocking the Web site every time I would see a
new notification in my inbox regarding a site update: ‘Wow, great news, my Geni tree is
growing.’

Soon I found myself checking it out bits at a time. As soon as I gave it a chance, it
hooked me, and I couldn’t walk away from it. I loved how interesting it was to check out
the family, and see how all of us were connected. Even I could download pics to share
with everyone ... all the kids’ latest events, and even a photo of my dear sweet dad,
who’s been deceased for 15 years, on a camel in Egypt. What priceless stuff to share
with family miles apart. Most important, I can actually do it and not feel frustrated. In
addition, still feeling timid about technology and the Internet, it is nice to have a Web
site where I can post birthdays, photos, and personal information, and feel safe in doing
so.

Thank you to my brilliant husband for continuing to have patience with me, and
showing me new paths to go down even when I don’t want to. He knew how easy it
was, I just need to keep giving all this new technology a chance.”
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are simply learning something new for the fun of it.
The basic idea is that, over time, we all rely less

and less on formal learning opportunities for a given
topic. And our reliance on informal learning becomes
more and more important for that same topic. As we
travel further towards becoming a Guru in a given
topic, our circle of friends and colleagues becomes a
vital part of our new learning environment, along with
our own independent study and reflection. 

This network becomes more valuable than any con-
tent we consumed in getting to this point. In fact, at a
certain point, collaborating with others may be the
biggest part. Creating content is also a major part of
the learning process for us, and provides the content
for others who travel the same path behind us. During
the entire process we are consuming content, creating
content, and collaborating with others. These are the
three most talked about activities in a Web 2.0 world,
and are the foundational elements of e-Learning 2.0.

Rip, mix, feed
Web 2.0 facilitates consuming, creating, and col-

laborating online, by allowing us to easily work with
digital content. We search for, find, and consume
massive amounts of information. We build upon other
people’s content by adding our own thoughts, style,
and creativity. Then, we share it with others. Put ano-
ther way, we borrow from others (Rip), we insert our
own contribution (Mix), and we publish (Feed) it for all
to see: Rip, Mix, Feed.

This slogan may sound vaguely familiar to you. In
2001, Apple ran an ad campaign with the slogan
“Rip. Mix. Burn.”. There were legal issues concerning
the music industry, and so the ad was discontinued.
However, the message was clear: use the collections
you already own, and mix the songs the way you want
them. In 2001, that meant taking your favorite songs
and burning them onto a CD in the order you wanted
them: “Rip. Mix. Burn.”.

Rip, Mix, Feed is the constant cycle of content con-
sumption, creation, and publishing that powers the
Web 2.0 world, and is driving e-Learning 2.0 into the
enterprise and education worlds. This is a powerful
cycle to consider, when thinking about how to incor-
porate these technologies into your e-Learning solu-
tions. And while people can sometimes abuse blog-
ging systems, they are the perfect content manage-
ment system for e-Learning 2.0.

The blogging workflow

To see how this works we’ll look at the reflective
process of blogging. Blogging is the quintessential
Rip, Mix, Feed, and a powerful remix of a classic re-
flective learning activity ... writing. However, writing is
restricted to text as the medium for telling a story.
Blogging is more about publishing and sharing multi-
media elements, with text being only one of the many
media selection possibilities.

Bloggers use an arsenal of Web 2.0 technologies
to Rip, Mix, Feed. These technologies include every-

When average comput-
er users begin feeling
comfortable doing
these types of activities
online, then we know
we’ve reached a tip-
ping point. This is the
point at which we all
stop using the Web to
simply “Google” for
information, and start
consuming, creating,
and collaborating on-
line. E-Learning 2.0
acknowledges these
activities as powerful
educational and learn-
ing tools accessible to
every computer user,
and to the mainstream
population at large.

Register by September 26 and get $100 off
www.eLearningGuild.com
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thing from photo-sharing sites such as Flickr, to video-
sharing sites such as YouTube, and others too numer-
ous to list here. New media Web tools, or applica-
tions, are born (and die) every day … which is why it’s
more important to understand the fundamental func-
tions and activities that these tools support.

The Rip
In blogging, the Rip is about consuming and col-

lecting content. The RSS Feed Reader is the perfect
tool for consuming large quantities of content. You
can aggregate, sort, and quickly review all types of
digital content in your Feed Reader, from simple text
to audio or video Podcasts, and more. 

The Mix
Once you’ve been inspired, angered, or in some

other way motivated to create, you shift to a new set
of tools. Typically, you can type directly into your blog
editor. Some prefer to use a word processor, and
then cut and paste. But you never forget to link. Link-
ing is a critical part of the Mix process. Your links con-
nect your creation with content that inspired you, or
that supports and extends your thoughts.

The Feed
Once you’ve edited your media elements into a

post, you Feed. This is the easiest part. It is also the
most powerful. The tools, by design, focus on publish-
ing. Not only do they put your content on the Web,
but the tools also create the XML file that is the Feed.
The readers of a blog subscribe to this feed, receive
alerts to your post, and the process starts all over
again.

Sharing what you know with others is important to
the learning process. 

Enabling content
The ability to easily create and publish digital con-

tent is the key to Web 2.0, and it is important to Learn-
ing 2.0 as well. However, digital content must have
certain characteristics to be truly Web 2.0. There are
probably more, but the five “-ables” will get you start-
ed. In order for your content to be useful in a Web 2.0
world, it should be:

• Searchable 
• Editable
• Linkable
• Feedable
• Taggable
This means that the PowerPoint file filled with your

great new ideas sitting on your hard drive is useless
to others in your organization. However, that same
PowerPoint file, uploaded to a Web 2.0 service such
as SlideShare, is one that Google can index — and
then it becomes searchable. Others can add com-
ments about your ideas in the file. They can link to the

Design Strategies

6LEARNING SOLUTIONS |  August 25, 2008

file in a post on their blog, where others reading the
feed will be introduced to your idea. To organize your
ideas with other similar ideas, you can give it a cate-
gory name, or tag, for easy organization with other like
files.

Implementing open systems within corporate organi-
zations will probably be the most difficult challenge in
implementing e-Learning 2.0. There are other things
to resolve. Security is at the top of the list. But the
cultural aspect of end-users becoming comfortable
with exposing their work publicly is another. Younger
generations seem to have no problem with it, while
older generations may (I suspect, although it would
be hard to prove) find it invasive and, at the very least,
discomforting.

Despite the obstacles, the benefits of enabled Web
2.0 content are worth exploring as part of what you
may implement as e-Learning 2.0 within your organi-
zation.

The human element
Social networking is incredibly popular these days.

But what exactly is social networking? To many peo-
ple it is still a cocktail party and business cards. Among
groups of technology mavens there are many types of
technology-supported social networks. Simply writing
a blog, and having a small group of regular readers
and commenters could be considered a social net-
work. But in general, and in the context of e-Learning
2.0, we are talking about server-based applications
that provide a lot of Web 2.0 functionality. Most peo-
ple think of MySpace, Facebook, or LinkedIn when
they hear the word social network. 

In understanding what e-Learning 2.0 is, it doesn’t
matter which tool you are talking about. Social net-
working tools make it VERY easy to connect and col-
laborate with the right people at the right time. Many
enterprise social networking tools also support Rip,
Mix, Feed by allowing users to upload pictures, create
a blog, start a wiki page, or incorporate other Web
2.0 functionality. But the most important part of the
social network is YOU. 

Within the social network, you are content. You are
searchable, editable, linkable, feedable, and taggable.
It all starts with your profile. Defining who you are al-
lows others to find you, and know if you are who they
are looking for. Others can help define, or edit, who
you are by connecting with you or writing about you
on your profile. By connecting to you they are linking
to you, and that link expands your network. The items
you post within the social network become part of a
feed that others can subscribe to. Subscribers will
receive a notice each time you contribute to the net-
work. By using tags or groups, social networks can
organize users into categories. The more you engage

[O]ver time, we all rely
less and less on formal
learning opportunities
for a given topic. And
our reliance on informal
learning becomes more
and more important for
that same topic. …
[O]ur circle of friends
and colleagues becomes
a vital part of our new
learning environment,
along with our own in-
dependent study and
reflection. … In fact, at 
a certain point, collabo-
rating with others may
be the biggest part.
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with the social network, the more powerful it becomes.
E-Learning 2.0 is about empowering the self-direct-

ed end-user. Learning, specifically informal learning, is
often a social activity. Social networks have long exist-
ed without technology support, but in many cases
building up the right connections within your social
network can take years. Technology-driven social net-
working puts the human resources of your organiza-
tion right at your fingertips. Web-based social net-
works use the technology of Web 2.0, and the people
of your organization, to create informal learning oppor-
tunities whenever they are needed. 

In his essay at the end of this series, Tony Karrer
will provide you with a simple way to get started using
Web 2.0 tools to support learning in your organiza-
tion. His suggestions are very basic, and they are also
the most direct path into e-Learning 2.0 that I have
ever seen.

Conclusion 
E-Learning 2.0 is where Web 2.0 technologies

meet informal learning. E-Learning 1.0 did an excellent
job of automating our traditional educational model,
but heavily supported the administrative tasks invol-
ved. The new technologies driving the user-generated
content culture of Web 2.0 are about the learners,
and providing them with more power over the learning
process. It is the combined technology and human
element that brings us to the point of completely re-
thinking instructional theories and methods. At its best
e-Learning 2.0 combines the structured elements of
formal learning, the self-directed nature of informal
learning, and the powerful new technologies of the
Internet to support every person’s unique needs on
their personal learning journey.

Author Contact
Brent Schlenker is a program manag-
er and Emerging Technologies ana-
lyst for The eLearning Guild. His past
experiences include helping compa-
nies (Intel, ST Microelectronics, and
more) transition from old-school in-

structor-led models to e-Learning. Brent is now lead-
ing the transition from e-Learning to Learning 2.0 by
taking advantage of Web 2.0 technologies, social
community models, and the interactive 3-D gaming
environment. He will conduct sessions and (un)ses-
sions at DevLearn 2008 about Learning 2.0 technolo-
gies, and the untapped value of informal conversa-
tions and collaborative learning environments.

• LEARN how organizations — whether corporate,
academic, or government — are using Learning
2.0 technologies.

• EXPLORE how these different tools and
approaches can be used to provide learning.

• DISCOVER how these technologies can offer
flexible, anytime, anywhere, learning on a 
wide variety of topics and formats.

• EXAMINE how to design effective Learning
using wikis, blogs, Podcasts, etc.

• ENSURE that your Learning 2.0 initiatives meets
both the learners’ and the organization’s goals.

Implementing 
e-Learning 2.0
Technologies

September 18 & 19, 2008

Register Today! 
+1.707.566.8990
www.eLearningGuild.com

Hosted by:

Technology
Sponsor:
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Discuss these articles in the “Talk Back to the Authors”
Forum of Community Connections (http:// www.elearning-
guild.com/community_connections/forum/categories. cfm?
catid=17&entercat=y). You can address your comments to
the author(s) of each week’s article, or you can make a
general comment to other readers.

Additional information on the topics covered in these 
articles is also listed in the Guild Resource Directory.

In the Archives

This is the first article by Brent Schlenker for
The eLearning Guild. The eLearning Guild has pre-
viously published articles whose topics relate to
this week’s. These are available to Guild members
in the Learning Solutions Archive online. Members
must log in to download them. Here are the auth-
ors, the article topics, and the publication dates.
(Not a Guild Member? Join today for immediate
access to all 266 articles!)

Articles on related topics

Will Thalheimer, “Evaluating e-Learning 2.0:
Getting Our Heads Around the Complexity”
(August 18, 2008)

Shevy Levy and Jim Yupangco, “Overcoming the
Challenges of Social Learning in the Work-
place” (August 11, 2008)

Best of the Blogs

Can Communities Focus?: http://www.theso-
cialorganization.com/2008/08/can-communi-
ties-focus.html (August 22, 2008)

An Interview With Cathy Moore: http://clive-
shepherd.blogspot.com/2008/08/interview-
with-cathy-moore.html (August 21, 2008)

Remember: The Music Is Not In The Piano:
http://dangross.wordpress.com/2008/08/rem
ember-the-music-is-not-in-the-piano.../ (August
20, 2008)

I’m New to E-Learning – What Do I Do?: http://
elearnqueen.blogspot.com/2008/08/im-new-
to-e-learning-what-do-i-do.html (August 20,
2008)

Location-based Learning and Working: http://
www.elearnspace.org/blog/archives/003482.h
tml (August 18, 2008)

Nine Ways to Promote Your Blog Posts: http://
www.chrisbrogan.com/nine-ways-to-promote-
your-blog-posts/ (August 18, 2008)

Ten Tech Solutions to Improve Your Productivity:
http://www.chrisbrogan.com/ten-tech-solutions-
to-improve-your-productivity/ (August 13, 2008)

Get It Published in...

DO YOU HAVE AN INTERESTING 
STRATEGY OR TECHNIQUE TO SHARE?

This publication is by the people, for the people.
That means it’s written by YOU the readers and members of The eLearning Guild!
We encourage you to submit articles for publication in Learning Solutions e-Mag-
azine.  

Even if you have not been published before, we encourage you to submit a query if
you have a great idea, technique, case study, or practice to share with your peers in the
e-Learning community. If your topic idea for an article is selected by the editors, you will
be asked to submit a complete article on that topic. Don’t worry if you have limited expe-
rience writing for publication. Our team of editors will work with you to polish your article
and get it ready for publication in Learning Solutions. 

By sharing your expertise with the readers of Learning Solutions, you not only add
to the collective knowledge of the e-Learning community, you also gain the re-cognition
of your peers in the industry and your organization. 

How to Submit a Query

If you have an idea for an article, send a plain-text e-mail to our editor, Bill Brandon, 
at bbrandon@eLearningGuild.com, with the following information in the body of the 
e-mail:

• A draft of the first paragraph, written to grab the reader’s attention and identify the
problem or issue that will be addressed.

• A short outline of your main points addressing the problem or resolving the issue.
This could be another paragraph or it could be a bulleted list.

• One paragraph on your background or current position that makes you the one
to tell this story.

• A working title for the article.

• Your contact information: name, job title, company, phone, e-mail. This information
is to be for the writer of the article. We are unable to accept queries from agents, pub-
lic relations firms, or other third parties.

All of this information should fit on one page. If the topic fits our editorial plan, Bill will
contact you to schedule the manuscript deadline and the publication date, and to work
out any other details.

Refer to www.eLearningGuild.com for Author Guidelines.



Check it Out! Visit www.eLearningGuild.com or call 707.566.8990

Associate Member Member Plus Premium Member

How YOU Can Make a Difference...

The eLearning Guild is a global membership organization like no other...

A singular focus on the art, science, techno-

logy, and business of e-Learning — and the

collective knowledge of more than 31,500

members worldwide — are what sets The

eLearning Guild apart...

“Attending The eLearning Guild’s Annual 

Gathering helped me realize the Guild’s honesty 

and commitment to what e-Learning is all about — 

improving performance. Great conference, but 

even more — great Community of Practice!”

DAVID BRAUN, TRAINING & PERFORMANCE SUPPORT SUPERVISOR, SASKPOWER

The eLearning Guild is dedicated to meeting the needs of
anyone involved in the management, design, and develop-
ment of e-Learning. It’s a member-driven Community of
Practice and online information center that will equip you 
with everything you need to ensure that your organization’s 
e-Learning efforts are successful.

The Guild offers four levels of individual and group member-
ship. Starting at the FREE Associate level, the benefits you
can gain from membership will enhance your professional
experience. At the higher levels, you’ll discover the Guild can
be the core of your entire professional development program. 

Join Today!

n Every Issue of Learning
Solutions e-Magazine

n Annual Salary &
Compensation Report

n Online Discussion Board
n The Guild Job Board
n Resource Directory
n Conference Proceedings
n Online Buyers Guide, 

e-Books, and Case Studies

Everything Associates
receive, and...

n Comprehensive Guild
Research 360˚ Reports

n 20% Event Discounts
n Enhanced Job Board

Access

Everything Members 
receive, and...

n Online Forum Participation 
(more than 100 live sessions
each year)

n Online Events Archive 
(more than 450 session
recordings in all)

Everything Members Plus
receive, and...

n One Full Conference
Registration (The
eLearning Guild Annual
Gathering or DevLearn
Conference & Expo)

n One Pre-conference
Workshop




