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Ambient Insight has four types of syndicated market research
reports

Comprehensive Repo rts are 60 -75 page reports that provide detailed
analyses and revenue forecasts for content, content services, technology

out by all eight buyer segments.

analysis, an analysis of a particular product type, or an analysis of a
specific buyer segment.

Research Briefs are 10 -15 page reports that highlight revenue
opportunities, provide trend analyses, and forecast r evenues for a

particular sub  -category of content, service, or technology.

Revenue Snapshots are 2 -3 page reports that include a single revenue
forecast table from a current market report. Please review the free

at info@ambientinsight.com to request a specific Revenue Snapshot

services, and technology for a specific product type and break the revenue

Targeted Reports are 25 -40 page reports that provide industry -wide

Executive Overview for each report for a li st of available tables. Contact us

For more information about this research, email: info@ambientinsight.com




Ambient Insight has a
detailed 2009-2014
market forecast
breakdown of all eight
learning technology
products across all
customer segments. We
provide highly-granular
revenue breakouts for
each of these products in
private research
customized to the needs
of individual clients.

Ambient Insight'

Research Methodology,  Definitio

Ambient Insight's

Taxonomy

Ambient Insight  is an integrity

s 2010 Learning and Performance

ns , and Pricing Model

specializes in identifying revenue opportunities for suppliers.

strive to make clients self

-sufficient. Our project strategy is to
provide continuous knowledge transfer that allows clients to own their

intellectual property and to help them reduce dependencies on

external consultants, including ourselves.

Ambient Insight knows suppliers need pr
forecasts across all buyer segments to co
technology industry.
it "eLearning."
developed a precise le
and information architecture principals.
segments, not just corporate.
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We cover all the

Ambient Insight provides market research across all the buyer

segments including:

and healthcare.

four sub -segments and the federal segm

agencies.

consumer; corporations and busin
civilian and military government; state and local government; PreK
12 academic; higher education, NGOs, non

Ambient Insight’s Learning Technology
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Eight Buyer Segments

We don't throw everything in one basket and call
We are the only research firm in the industry that has
arning product taxonomy based on pedagogy
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Ambient Insight provides market research
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proprietary Evidence -based Research
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Evidence -based Methodology

Amb ient Insight provides market revenue forecasts using our
proprietary Evidence -based Research Methodology (ERM). The
Evidence -based Research Methodology is an iterative process  based
on predictive analytics  that identify revenue opportunities for

suppliers. There are four key components of the ERM process:

Isolate target market via leading and lagging in dicators
Define the potential market revenue boundaries

Triangulate the baseline market revenue

Forecast the Total Addressable Market (TAM) for specific
products

> > >

Ambient Insight gathers market and competitive intelligence from a

wide spectrum of information broadly classified as | eading and
lagging indicators.  Economic and market conditions are subject to
change and the data in this report are current at th e time of
publication.

Isolate Target

Market

Ambient
Forecast

Total
Market
(TAM)

Customers Suppliers

Ambient Insight 2009

Leading indicators signal future events and include venture capital
investment trends, pate  nt applications, technology  -related legislation,
technology standards development, product research trends,

technology infrastructure tren ds, labor demand, and outsourcing
demand.

Lagging indicators , referred to as "rear  -view mirror"  data, are past
events captured in data that include new vendor activity, M&A

activity, executive hiring pat terns, US Economic Census data, SIC and
NAICS data, SEC filings, international stock exchanges, local and
federal government data, Universal Commercial Code banking

reports, public -domain business records, court records, press

For more information about this research, email: info@ambientinsight.com 4




Ambient Insight’ s 2010 Learning and Performance Technology Product T axonomy,
Research Methodology,  Definitions , and Pricing Model

releases, government export trade data, regional trade association
resources, and international industry association information.

Many of the companies tracked by Ambient Insight  are publicly -
traded on various international stock exchanges and their financial
disclosures provide baseline data for global sales and specific regional
bu siness activity.

Ambient Insight conducts interviews with vendors, industry experts,
buyers, practitioners, and end -users. Vendors provide revenue
histories, product adoption rates, technical specifications, business
plans, product design overviews, case studies, whitepapers,
screenshots, and architectural diagrams highlighting their new
solutions.

ERM progresses from general patterns (the big picture) to very

precise particular patterns. It is used to create a forecast model
comprised of relevant predic tors. The forecast model isrefined as
additional data becomes available. Ambient Insight  triangulates
baseline revenues from  three "analysis vectors" that include :

A Product Types
A Supply -side Analysis of Major Suppliers
A Demand -side Analysis of Major Buyers

Once the baseline market is triangulated Ambient Insight uses the
data to forecast the Total Addressable Market (TAM). The TAM is used
in subsequent Sensitivity and SWOT Analyses to determine what
portion of the (TAM) is available to specific vendors.

Buyer Segmentation De scriptions

Ambient Insight provides market research across all the US buyer
segments including:

Consumer

PreK-12 academic

Higher education

Local and state government
Federal government
Corporations and businesses
Associations and non - profits
Healthcare

D B D D

Ambient Insight breaks out the healthcare secto r to provide clarity for
suppliers. The healthcare secto ris very unique and itis not a
monolithic vertical buyer segment

For more information about this research, email: info@ambientinsight.com
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Consumer

Ambient Insight defines consumers as individual b uyers that purchase
products directly. The consumer segment is the only buying segment

in which the buyer and the user are identical. In all other segments

the buyers and the users are not the same.

Consequently buying behavior in the consumer market ten dsto
provide the best data on customer demand from a product

standpoint. In all other segments customer demand is based on the
needs of organizational buyers, not the actual users.

PreK -12 Academic

The Pre K-12 academic segment includes both non -profita nd for -
profit organizations and firms. There is a steady commercialization of
both the PreK and K -12 education market in the US. As of 2009 ,
there are 13,924 school districts, 132,656 schools, 55.2 million

students, and 3.8 million teachers in the US PreK -12 educational
system.

There are five student sub ~ -markets in the PreK  -12 segment:

Virtual Schools
Charter Schools
Private Schools
Home Schools
Public Schools

T > D > D

The biggest "pure" markets for learning technology are the virtual

schools and the so -calle d cyber charter schools. As of 2009, 4 8 states
run state virtual school programs and 19 states allow cyber charter

schools.

Total Number of US PreK -12 Students in Classrooms and
Online Schools
e Ifo' 12| DUk 200 9 20 14 5-year CAGR
pulation
Physical only 50,114,000 42,483,000 -3.2%
Home Schooled 2,850,000 4,256,000 8.4%
Virtual Schools 268,000 1,257,000 36.2%
Cyber Charter 185,000 2,525,000 68.7%
Online Supplemental 1,786,000 7,678,000 33.9%
Totals 55,203,000 58,199,000 1.1%
Source: The US Market for Self - paced eLearning Products and Services: 2009

2014 Forecast and Analysis, Ambient Insight, LLC.

The combined online population is currently growing by 46% a year
and the growth rate is accelerating. The virtual school population
should reach over 1.2 m illion by 2014. If the current surge in growth
continues, over 3.7 million students will be enrolled in virtual and

cyber schools by 2014. By 2014, at least 25% of all US school

children will be participating in some kind of online instruction.

For more information about this research, email: info@ambientinsight.com 6
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In Ambient Insight's classification , "virtual schools " are part of the
local and state school systems and "cyber charter schools " operate
independently of the local and school systems. That said, there are
some virtual schools that ope rate outside the school system and a
few cyber charter schools that operate within a school system.

Each State has a different legal definition of "charter.” Ambient
Insight's classification is a functional model designed to provide
suppliers with visibility into revenue opportunities

It should be noted that Ambient Insight's estimate for the home -
schooled population is higher than estimates from the US Department

of Education or the home school associations. This is because 7% of

the school -age population has a disability that preve nts them from
attending a physical school, but at least 2% are being home schooled
using assistive technology and technology -based learning products.
Those children are included in the Ambient Insight estimate.

Tertiary, Vocational, and Higher Education

The higher education segment includes both non - profit and for - profit
organizations and firms. There is a gradual but quite distinct decline

in the traditional non - profit higher education industry while the for -
profits are enjoying steady growth.

There a re about 2 7 million students that are formally enrolled in the
post - secondary system at any given time. These include students in
non - profit institutions, for - profit degree -granting institutions, trade
schools, and vocational schools. The demographic is mu ch larger
considering that up to 80 million adults in the US also participate
every year in some kind of educational experience.

The for - profit schools are growing much faster than the non - profits
and are the best revenue opportunities for third -party con tent and
services suppliers. Two -year for -profit schools nhow make up 31 % of
the two -year college market compared to 17% t welve years ago.
Four-year for -profit schools now make up 10-11% of the market
compared to 1%t welve years ago.

A US Department of Edu cation study released in January 2007

indicated that  the number of colleges and universities in the UsS grew
to 6,441 in 2006 , up from 6,383 in 2005. Yet, t he number of non -
profit institutions dropped by 30, while the number of for - profits

increased by 88.  This non -profit "shrinkage" is expected to continue.

The gradual but quite distinct decline in the traditional classroom -
based higher education industry is small in terms of percentage but

huge in terms of revenue. The traditional classroom business is on ly
declining by 2.2% but will result in an astonishing $37 billion decline

in classroom revenues by 201 4.

For more information about this research, email: info@ambientinsight.com 7
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Local and State Government
According to the U.S. Census Bureau, there are about 90,500 local

governments that employ 5.2 million people. Local govern ment
agencies include county and municipal institutions. These include
about 3,000 county governments; 19,400 municipal g overnments;

There are over one 15,590 tovynships; 16 500 school districts; and 35,.100 specia}I

million first responders districts. lllinois ha s the most local government units, with more than

that span local, state, 6,900; Hawaii ha s the fewest, with 20. County and municipal

and federal government agencies spend $8 billion a year on employee training.

agencies. Ambient

Insight tracks the There are 50 State government entities that employ 2.6 million

revenue being spent on people and they spend about $3.2 billion ayear ontrain ing and

CadiReducts education for employees.

designed for first

responders. ) ) )
Ambient Insight  began breaking out these two government sub -
segments in 2007 and all reports publish ed since have these two
categories broken out . State and local governments spend over $11.2
billion dollars on employee training an nually. As of 2008, the percent

they spend in learning technology is a modest 7.2%, far below the
levels in the corporate space.

Federal Government

There are two major sub  -segments in the US federal government
segment: civilian and military. There are 2. 6 million civilians
employed by the federal government. Of these 640 thousand are
civilian employees that work for the Department of Defense (DoD).

There are 1.4 million active personnel in the US military and another

890 thousand in the reserves. Both civilian and military agencies
purchase training for contractors and there are at least 4 million

additional individuals that are often provided training by the two sub-
segments.

Ambient Insight began breaking out these two federal government
sub -segments in 2007 and all reports published since have these
categories forecasted separately.

There are several areas in the federal government besides agency
employee or personnel training that represent revenue opportunities

for suppliers. For example, the Depa rtment of Defense runs a very
large K -12 school system and is responsible for the education of over
100,000 PreK -12 students.

The federal government also provides $9.7 billion in workforce

retraining funding, but these funds are almost always administere d
by state and local agencies. Consequently, the state and local

agencies are the actual buyers for content and services.

For more information about this research, email: info@ambientinsight.com 8
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Corporations and Businesses

Ambient Insight  breaks out revenue forecasts for four sub -segments
of the corporations and businesses segm ent:

Enterprise defined as companies with over 10,000 employees
Large organizations (LORG) defined as companies with 1,500
to 9,999 employees

> >

A Medium -sized organizations (MORG) defined as companies
with 100 to 1,499 employees
A Small organizations (S ORG) de fined as companies with less
than 99 employees
Number of Number of Number of
Companies Locations Employees
Enterprise 930 558 thousand 31.5 million
LORG 5 thousand 296 thousand 16.8 million
MORG 97 thousand 477 thousand 25.7 million
SORG 4.8 million 5 million 40.7 million
Associations and Non - profits
According to the American Society of Association Executives (ASAE),
there are more than 140,000 US associations. This includes more

than 116,000 local, state, and regional associations; 23,000 national
associations; and 1,300 international associations headquartered in
the US.

This segment has over 60 professions that require continuing

education and certification. This sector will experience steady growth

as assessment, re - certification, and mandatory continuing education
events migrate to  learning technology  formats.

Healthcare

The healthcare sector is a very complex, and relatively opaque,

supply chain. It is not a monolithic vertical, but rather an amorphous
cluster of buyers. The buyers in the heal thcare sector are spread out
among corporate, academic, government, and association segments.

Discerning "who the buyer is" is the most difficult challenge for

suppliers in this segment. More often than not, the largest buyers are

not users.

According to the US Bureau of Labor Statistics , healthcare is the

largest industry in the US |, and employs over 13 million people. About
518,000 establishments make up the health services industry; all

vary greatly in terms of size and number of employees.

Three -fourths of all health services establishments are offices of
physicians, dentists, or other health practitioners. Although hospitals

For more information about this research, email: info@ambientinsight.com 9
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axonomy,

comprise only 2 % of all establishments, they employ 41% of all

workers.

Learning Technology

Ambient Ins ight uses a learning
information

pedagogy and
Ambient Insight

Product

Definitions

-product taxonomy based on
architecture principles.
provides market forecast research for

eight

pedagogically -defined learning products. These products include:

Self -paced eLearnin g Courseware

Digital

Coqgnitive Learning

Media Reference Content (Referenceware)
Test Preparation ad Exam Products
Collaboration -based Learning
Social Learning

Simulation -based and Game -based Learning

and Brain _Training

T 3> D B B B D D>

Mobile Learning and Decision Support

We provide forecasts for the major product types
-granular

commercial reports. We provide highly
for each of these products in private reports customized to the needs
of individu al clients.

in public

revenue break outs

Brain Fitness

Problem solving, Discovery

Learning Pedagogical Method Learning Bl oo mb g
Product Type Theory Learning
Domain
Self-paced Tutorial, Presentation, Instructional, Cognitive
elLearning Drill -and -practice Socratic
Courseware
Digital Media Presentation Inst ructional Cognitive
Reference ware
Test Preparation Drill -and - practice Instructional, Cognitive
ad Exam Products Socratic
Collaboration - Presentation, Drill -and - Instructional, Cognitive
based practice, Mentoring, Socratic,
Demonstration, Discussion, Situational,
Problem solving, Experiential,
Cooperative learning Constructionist
Social Learning Mentoring, Discussion, Situational, Cognitive and
Cooperative learning Experiential Affective
Simul ation -based Demonstration, Gaming Situational, Cognitive,
and Game -based and Simulation, Experiential, Affective, and
Learning Cooperative Learning, Constructionist Psychomotor
Problem solving, Discovery
Cognitive Demonstration,  Mentoring, Experiential, Cognitive and
Learning and Cooperative learning, Socratic, Affective

Constructionist

Mobile Learning Mentoring, Cooperative Situational, Cogniti ve and
and Decision learning, Discovery, Experiential Affective
Support Problem solving
For more information about this research, email: info@ambientinsight.com 10
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Self - paced elLearning Courseware

Ambient Insight defines eLearning as self -paced courseware products.
This includes catalog off  -the -shelf content, installed learning
management platforms and authoring tools, and two types of services
(co ntent and technology). The defining characteristic of Self -paced
elLearning is the pedagogical structure imposed by formal

instructional design and systematic development of the products.

The installed Self-paced eLearning technology includes learning
mana gement systems (LMS), learning content management systems
(LCMS), courseware management systems (CMS), and the range of
products used in PreK -12 for tracking instructional content usually
called student information systems (SIS).

Ambient Insight defines LMS products sold via the hosted SaaS model
as Technology Services in our market research. Access to the

products is sold as a service and customers do not actually own the
products.

Digital _Media__Reference Content Referenceware

This learning technology  is digital video, text, or audio reference
content including technical reference, science and medical research,
market research content. eBooks, digital audiobooks, and online
technical manuals are common formats.

The vast majority of  technology -based learning content in the US still
resides in text -based formats. There is a surge in the demand for

digital media "Referenceware ." This is due to a variety of factors, but
mainly because new technology allows conventional digital media to
be broken down into ~ small units that can be reassembled into new
formats and delivered in arange of media formats , and on a wide
variety of computing devices.

There is also an explosion of so  -called peer -generated content

ranging from Wikipedia  -like products, user -populated search engines,
podcasts, and "how -to" videos. The business model is usually based

on advertising (and free to users) with a few suppliers offering

premium content via subscriptions and per - unit pricing.

This type of product is very similar to collabora tive types of learning
and could be considered a type of Social Network Learning. However,
Ambient Insight narrowly defines Referenceware as content created

to be accessed by individuals, but not changed by other individuals.

Test Preparation and Exam Pr oducts

Exam and assessment products are almost always used in

conjunction with some type of courseware and include technology,

content, and services surrounding the design and delivery of test

guestions intended to measure learning or behavior characterist ics.

For more information about this research, email: info@ambientinsight.com 11




Cognitive assessment
products that evaluate
and measure the
spatial perceptions,
verbal abilities,
memory, problem-
solving skills,
temperament, and the
so-called "intentional”
states of users are
categorized as
Cognitive Learning
products by Ambient
Insight.

Ambient Insight’ s 2010 Learning and Performance Technology Product T axonomy,
Research Methodology,  Definitions , and Pricing Model

The market for technology -based products is growing by 20-22% due
to consumer, corporate, government, and academic demand for test
prep, complianc e assurance, skills assessment , and NCLB -related
testing. Academic test prep and  NCLB-related exam prod ucts and
services dominate the market.

As of 2009, t he traditional US academic test preparation industry is a
$3.1 billion industry and suppliers compete from three industries:
educational services, supplemental educational services (SES), and
educational publishing. Ambient Insight  exclude s exam preparation
revenues related to State  -mandated K -12 testing to isolate the
revenue opportunities for national "commercial" academic exams.

The largest test developers are ACT, Educational Testing Service

(ETS), and the College Board. Interestingly, ETS is also a secure

exam provider having acquired Prometric from Thomson. The f ive
largest aca demic exams in terms of number of tests taken each year

are the TOEFL, TOEIC, ACT, AP (Advanced Placement), and the SAT.

Collaboration __-based Learning

Collaboration -based Learning is human -to-human collaboration and
mentoring. As a knowledge  -transfer metho d, by definition,
collaboration requires the interaction between two or more people.
Consequently the use of synchronous collaboration and social
network platforms is the defining pedagogical characteristic of
Collaboration -based Learning.

/ Collaborative-Social Network Learning, Video-based Referenceware, and \
Mobile Learning Convergence: All Roads Lead to Mobility
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Collaboratio n-based and Social Network Learning products are a
subset of the general collaboration and social network  technology

For more information about this research, email: info@ambientinsight.com 12




Ambient Insight’ s 2010 Learning and Performance Technology Product T axonomy,
Research Methodology,  Definitions , and Pricing Model

market. Some of the more sophisticated products are based on S ocial
Network Analysis (SNA ) and are often used for expertise mining.

Ambien t Insight defines Collaboration -based Learning products sold
via the hosted SaaS model as Technology Services in our market
research. Access to the products is sold as a service and customers

do not actually own the products.

Social Learning

Thereisave ry new type of Web 2.0 -based open learning product
that Ambient Insight refers to as Social Learning. The term "open
learning" was coined many years before Web 2.0 entered the lexicon.

In both, the locus of control is centered on the user.

The traditiona | pedagogical concept of open learning involves giving
the learner control of most of the instructional process. Web 2.0 open
learning gives the learner complete  control.

In Social Learning the value migrates to something never anticipated

by product sup pliers or practitioners: user -generated content and
data. In terms of adoption, it enables very large numbers of people to

not only get access to learning but to participate in the development

of it. Social Learning could potentially replace both commercia |l and
open source products. This is called product substitution in traditional
competitive analysis.

Simulation -based Learning and Game -based Learning
Ambient Insight defines four types of Simulation -based Learning
products and three types of Game -based L earning products.
Simulation -based Learning products include:

A Physical Object and Environmental
A Process

A Procedural

A Situational

Game -based Learning products include:

A Metaverse, Mixed Reality , and Augmented Reality
A Behavior Modification  and Cognitive R emediation
A Rote Instructional

The first four types  are based on the definitions defined by Alessi and
Trollip i n their seminal work entitled, " Computer Based Instruction:
Methods and Development ." The authors compressed these into two
instructional strat  egies: learning about something (physical and

process), and learning to do something (procedural and situational).

These can be restated in instructional terms as knowledge -based and
performance -based simulations.

For more information about this research, email: info@ambientinsight.com 13
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There are a range of behavior modificati on simulation and game -
based products on the market. These are usually designed to alter
behavior attributed to developmental or cognitive challenges. They

are also used to mitigate inappropriate behavior in areas of diversity,
team building, and leadershi p.

Ambient Insight  also include s next -generation performance -based
gaming products known as  Metaverse, Mixed Reality , and Augmented
Reality. The difference between the three is the degree of immersion.

A Metaverse environments are usually very immersive a nd
include high -end Virtual Reality and semi  -immersive
environments such as Second Life.

A Mixed Reality allows users to refer to notes, diagrams, books,
and other real objects while viewing virtual images.

A Augmented Reality utilizes computer -generated imag es and
schematics overlaid on real  -world objects being manipulated
by users wearing head - mounted display devices.

All educational games are explicitly designed for behavior

modification, pedagogical intervention, or cognitive remediation. The
first two ar e well known but the third is relatively new. Cognitive

remediation is an instructional method that targets  the neural
processes involved in learning . The intent of Game -based Learning is
to provide a user with a gaming experience that results in a change in
behavior (learning) that can be recalled later (memory .)

Finally there is a simple type of game -based product that is used for
rote memorization. F  lashcards are good example of this type of

product. Ambient Insight does not include high -end military s imulator
or aviation and heavy equipment simulator revenues in forecasts.

Coqgnitive __Learning __ Products

Webster's Dictionary defines learning as " mo dification of a behavioral
tendency by experience ." Technology -based Cognitive Learning
products are designed to improve or enhance perception, working
memory, comprehension, emotional states, decision making, fluid
intelligence (general problem solving), and reasoning

They are meta -cognition products that enable users to modify
cognitive behavior (learn) by understanding and manipulating the
learning process itself. Meta - cognition was defined by the educational
psychologist Santrock in 2008 as the infor mation process that,
"includes knowledge about when and where to use particular

strategies for le arning or for problem solving."

There are three primary types of Cognitive Learning products on the
market:

A Cognitive assessments

A Cognitive and i ntelligent tutors
A Brain fitness applications .
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Cognitive assessments evaluate and measure the spatial perceptions,
verbal abilities, memory, problem solving skills, temperament, and
the so -called "intentional" states of users. These products are used in
two major a reas: in the evaluation of childhood cognitive abilities and
in employee personality screening during the hiring process.

There are three primary cognitive tests given to 4 -15 year -old
children in the US: the Cognitive Abilities Test (CogAT), the Otis -
Lennon School Ability Test (OLSAT), and the Naglieri Non -Verbal

Ability Test (NNAT). The majority of the commercial assessment
Ambient Insight does products on the market are test preparation exercises and practice

not categorize clinical tests that map to these three tests.
diagnostic and clinical

intervention (therapy
and treatment) tools
designed to diagnose

The employee personality measurement products range from
sophisticated psychometric instruments (such as those based on the

and treat cognitive so-called five -factor model ) to scientifically —-unproven instruments
disorders as Cognitive such as the Wonderlic Personnel Test (WPT) or the Myers -Briggs Type
Learning products. Indicator (MBTI). One important distinction is that the psychometric
Consequently, those instruments are defensible in court, while the scientifically -unproven
products are excluded tests are not.
from this taxonomy.
NOTE: we do not categorize inventories primarily used in clinical situation s,
such as the Minnesota Multiphasic Personal ity Inventory (MMPI) , as Cognitive

Learning products.

Even though several million people a year take the WPT or MBTI,
tests based on the five -factor model are the most widely used for
candidate screening.  The five -factor model is also known as the
OCEAN model and is comprised of five personality dimensions
Openness to Experience, Conscientiousness, Extraversion,
Agreeableness, and Neuroticism (OCEAN).

One of the more common five -factor instruments is the Re vised N EO
Personality Inventory , or NEO Pl -R. The NEO PI -R is copyrighted by
Psychological Assessment Resources (PAR), and can only be

purchased by professionals.

Cognitive and intelligent tutors are meta -cognition technologies that
simulate the behavior of a human mentor and provide personalized
responses, remediation, and interventions in real time based on the
knowledge, behavior, and cognitive abilities of a particular user.

The products are based on artificial intelligence and generate a
cognitive model of the student based on the interaction wit h the
student. The model is then used to provide individualized instruction

to the student.

Over the last twenty years, one -to - one tutoring has been empirically
proven to be the most effective knowledge transfer method. There

are now Cognitive and intelli gent tutors on the market that can
perform better than human tutors.
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In a seminal study known as the ATwo Si gma ,PBloorb foanch
that, on average , tutored students scored better than 98% of
classroom students.

This means that the achievement of individually -tutored students

may exceed that of classroom students by as much as two standard
deviations (a two sigma shift ). This knowledge -transfer improvement
is roughly equivalent to raising the performance of 50th percentile

students to tha tof 98th percentile students. New Cognitive Tutor
products are capable of exceeding the two -sigma deviation.

Brain fitness , also known as cognitive fitness, is based on cognitive
science, neuropsychology, and brain -based learning theories
emerging from  educational psychology and educational neuroscience.
It is an instructional method that targets  the neuro -physiol ogical
processes involved in learning  and has little in common with

traditional instructional design principles.

The "fithess" met aphor derive s from phy sical exercise concepts.
Researchers and suppliers have a growing body of empirical evidence

to show that people who use the products can condition and train the

brain to improve memory, attention, visual and spatial awareness,

auditory processing, linguis tic skills, planning skills, and problem
solving. The brain fitness industry in the US entered a wide adoption
phase in late 2008 - early 2009

Disclaimer:

Ambient Insight analyzes the competitive landscape and supply chain
for Cognitive Learning  product s and is agnostic about claims or
criticisms surrounding the effectiveness of the products. We are an
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