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About microlearning

What is microlearning?

It's nothing like classroom-based learning. Learners are
no longer stuck at a desk for hours trying to memorize -
material (only so they can pass an exam). \

It's bite sized e-learning units and activities that are
engaging and enjoyable.

It's easy to digest content that is presented in a way
that is simple and also fun.

It's convenient and done at the pace of the learner.

It's entertaining. s
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CanniLearn microlearning summary

CannilLearn microlearning

Microlearning is a type of e-learning that increases
learner engagement, leads to superior knowledge
retention, and employs better content management.

Our microlearning platform consists of 2 parts:

@ T Extranet

2 ﬂ Mobile app
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) Extranet

o9
An extranet is a controlled private network that
restricts access only allowing authorized partners.

You can host your training curriculum on the extranet,
similar to how a Learning Management System (LMS)
works. This includes hosting modules that contain
documents, videos, presentations, and other course
material.

The curriculum can be shared with and accessed by
up to 50 unique partners.

Features:
» Ability to group learners, based on various criteria.
« Deliver brand specific training to the right people.

» Integrates with the mobile app to customize
quizzes.

« Customizable reporting (e.g., who hasn’'t completed
training, who failed).

i

CanniSquad will build the
product information decks. Each
deck will consist of individual
modules focusing on each
product.

Each module will summarize
1 to 10 features and benefits of
the product.

CanniSquad will produce product
specific videos summarizing
features/benefits of the product.

Each video will be between
15 to 30 seconds in length.
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[ﬂ Mobile app

The mobile app is accessed on the
device using a username and password.

The mobile platform works in conjunction
with what was learned on extranet. The
short learning units and quizzes reinforce
the curriculum.

Features:

Uses a question-based format to engage
learners immediately.

Works great for on-boarding and product training.

Much easier to deliver training quickly while measuring in
real-time the mastery level for each user.

Users receive training in a format of a quick 2-3 minute
quizzes (one or more items per day).

« Each quiz = 1 credit @

This plan is a usage-based
pricing model that allows each
person to use up to 90 credits
per month.

« Each user will receive up to
3 quizzes per day x 30 days.

« Test volume is customizable
by product knowledge or
behavioural skills
(recommended 4 quizzes
per product).

» Customizable weekly
reporting per user showing
the level of product
knowledge.
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Mapping

Building a

Knowledge map

TOPIC #1 TOPIC #2

IDEA

(MODULE)

TOPIC #6

TOPIC #3

TOPIC #5

TOPIC #4

One idea (module)
has many different
topics to help the
learner understand

the concept of a
particular idea. This
is done using short
learning activities.




Mapping

Building a

Knowledge map expanding

Unit
IDEA Unit Unit
(MODULE)

Unit
Unit

Unit

Multiple units that focus on the same topic

help to better understand the idea.




Mapping

Building a

Knowledge map cxpanding further

IDEA

(MODULE)

The learner must master each area before

Activities

Activities

Activities

moving on. The learner must complete the current
activity in order to unlock the next unit.

Activities

Activities




Mapping

Building a

Knowledge map cannabis example

Activities

Activities

Cannabis

knowledge

What

makes up
cannabis

Activities

multiple exercises, quizzes and games reinforce

the parts that make make up cannabis knowledge.

Activities

Activities
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Mobile app example : R

Loggingintotheapp .
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< CanniLearn @ CannilLearn

Download the
app from The
@ o1 App Store and

= : Google Play
e @ CanniLearn @ CannILearn Recommended Learning Store and Iogin
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Organization Keyword

mguloy@CanniLearn.com

cannisquad f:a;chy Sticky Food Knife
If you do not know your organization keyword, please contact =
your Administrator (Chase) Compliance @ Fiy
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» ’ ¥/ Remember Me Reset Password ! o <
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~ Examples of

Mobile app example
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YouTube CJ I3

What feature enables the "Starchy
Sticky Food Knife" to stop soft cheeses,
potatoes, and tomatoes not stick to it?

©

Ergonomic Handle

O  Perforations

Which knife is great for cutting anything that
would normally stick to the blade... especially
when you want it to be thin... like potatoes,
sweet potatoes, apples, cucumber, zucchini,
and squash?

C— N

10" Slicer
O _

Paring Knife
3 n

Sticky Starchy Knife
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» - -

Image
activity

2:57

% 11 =

(Choose the best answer) Within how many
seconds of entering a store should a customer
be greeted?

O 1 Minute

O 3 Seconds
O 30 Seconds
O 1 Second

- e
% oY
D ——
Y « i Ry ¥ <
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Multiple choice
activity

b ¥ J

~elavewe

PN AR (s

2:57

X

(True or False) Open ended questions
are ones that can be answered with a
simple “yes” or “no".

e -

O | ralse
O True
db b 4%
> - = VESRAGT £

Yes/No s







Mobile app example

Overview Activity History
3K
oQo 2K
2R 78 58 71 .
3 1K
Learners Module Assignments = - -
9 = (——
: Sep Oct Nov Dec Jan
Avg. Mastery Level Module Assignments in :
Mastery

ll. Activities Performed

Engaged Learners

. — it Module Assignment Mastery History
0.5 3%
12 o
8
5 4
lllustrative example of the reporting Z
- Sep Oct Nov Dec Jan

dashboard showcasing the number of

active users, history of activity uptake,
and module completion. I % in Mastery

Engaged Learners

o N

SigUIea J0 #



Mobile app example

Learner engagement
summary

20 3,000

15 2,250

10 1,500
9 5 750 .
Learner Engagement E 0 ekl
S ep Oct Nov Dec Jan 2

W-14% - W-23% v B e Dl ]

Engagement Engagement 1ls 1n Mastery, Engaged
= Activities Completed

Last 7 Days Last 30 Days

- Activities Completed, Not in -

Engagement and Mastery by Module
Last 30 Days

W 30 v, @ 33

Modules in Mastery Modules Not Started

(Chase) Compliance
vs 30 Days
(Cutco) Product Knowle...

(Kolab) Customer Enga...

lllustrative example of learner
engagement, broken down by Credit Card Portflio
engagement and mastery. BN

0% 20% 40% 60% 80%  100%

W« Engaged Learners

% Iin Mastery



Mobile app example

Region

All

Location

All

Brand

All

Department

All

Manager

All

Position

All

Learner

All

Completed At

1/1/2020

1/21/2020
Show Module @ Topic Concept

Topics @*New Delta.. @5 Seling St.. @Kiosk Etiqu...

Duration

Short & L. Short & High

Confidence

Topics @*New Delta.. @5 Selling St.. @8 Standard ...

Right &S Right &
)
I
T
o
[*]
<
Wrong & Wrong & Lon:

Feedback Duration

14

o—oO

Topics @*New Deita.. @5 Seliing St.. @Kiosk Etiqu... )

Accuracy

Topics

Accuracy

Right & Lo, Right & High
Wrong & Wrong & High
Confidence

@*New Delta.. @5 Selling St.. @8 Standard.. P

Right &S Right & Fast
Wrong & Wrong & Fast

Duration Score

Visual
representation of
participants
confidence when

answering questions
and the duration to
complete individual
mastery levels.
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Completed At

Region 1/1/2020 17212020

All v

Outer edges

Location
: wty (GUOAE WS QEOH oM EhpdSemieikili = High score
Brand Std Dev by Module Topic Concept Activity
All v
Department @Average of Confidence @Average of Duration Score @Average of Accuracy O u t e r e d g e S S h OW
All v *New Delta Amex card features f. d
Manager
Types of Knives T 5 Selling Steps to promote customer e. | I
Al v accuracy leveis
Position
All N
Learner Select Delta Sky Miles Credit Ca... 8 Standard Credit Card Features
All v

New Promotions Kiosk Etiquette

S
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Be convenient

Engage with learners on
any device.

Engage daily

Engage with learners on any

device - reduce the training time.

- ~—— —

ase engagemen

Stick to
quick sessions

Only 2-5 minutes each.

Encourage
the learner

They can see they are becoming
a master and feel they have

made progress.

90%-+
DAILY

ENGAGEMENT

BY LEARNERS
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Fits in Engages Measures
2 - 5 minutes at a time, Fun and engaging Reports on where
accessible in modern content drives high knowledge and confidence
ways to fit into ¢ levels of adoption gaps exist — these are
people’s daily routine. B2 and participation. leading indicators

of risk within the business.
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