
Learning 
Solution 
Scorecard



Is it meaningful? (Design linked to analysis of need and audience)

Evidence-based1 ID Practice Rationale Rating Proof

Is there a clearly defined business 
problem or need that the training is 
supposed to address?

We ought to know what we’re aiming 
to accomplish.

       Yes

       No

Do we know the experiences, motivations, 
and realities of the target learners?

Learning solutions should be targeted 
to the primary learners
—not a broad group of “all 
employees.”

       Yes

       No

Is there a measurable learning solution 
goal that defines what learners need to 
do differently
based on the training?

If we know what they need to do 
rather than what content they need 
to learn, it’s more likely they’ll apply 
it.

       Yes

       No

Are there measurable learning objectives 
that appropriately use Bloom’s Taxonomy 
of learning?

Objectives drive the types of learning 
activities and content we’ll include.

       Yes

       No

Does the solution content link to
the learning objectives?

Extraneous content distracts learners 
from what we really want them to pay 
attention to.

       Yes

       No
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1Evidence-based means that research exists to support this action as a best practice.
Data exists to show that this improves learning outcomes.
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Is it memorable? (Links to learning science)

Evidence-based ID Practice Rationale Rating Proof

Is spacing and repetition used in
the course/curriculum?

Learners need more than one touch-
point to remember new information 
and skills.

       Yes

       No

Are stories and analogies used?
Linking to what learners already 
know and using stories helps them 
remember.

       Yes

       No

Do the learning activities provide 
relevant, contextual practice in the skills 
needed to meet the learning objectives?  

Without context in practice, learners 
will struggle to remember and apply 
learning back on the job.

       Yes

       No

Do practice activities have meaningful 
feedback?

We want learners to not just know 
the correct answer, but also to 
understand why it’s correct.

       Yes

       No

Do learners have the opportunity to see 
the consequences of their decisions and 
make mistakes?

Learners should make mistakes in the 
safe, learning environment— rather 
than on the job.

       Yes

       No

Is audio used to support on-screen text 
and graphics (not repeat it or compete 
with it)?

Learners are bored when they are 
read to and can’t pay attention to 
more than one thing at once.

       Yes

       No
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Is it engaging?
Evidence-based ID Practice Rationale Rating Proof

Do the learning materials exude 
credibility, having good production 
values, being organized, and having 
trustworthy content?

Credibility is critical to enable 
sustained attention and motivation in 
the learning process.

       Yes

       No

Do the graphics support the learning?
Use simple, clear graphics to manage 
cognitive load. Graphics shouldn’t 
distract from the learning.

       Yes

       No

Are the scenarios and examples realistic 
and representative of what the learner 
will encounter on the job?

The more contextual, the more likely 
they will be motivated to complete it.

       Yes

       No

Did we use innovative approaches for the 
design and distribution of the learning 
experience?

Learners pay attention to what’s 
different—whether intentional or 
unintentional.

       Yes

       No

Are there reference materials available to 
and used by learners during and after the 
course?

Learners need multiple encounters 
with a topic to internalize and apply 
it.

       Yes

       No

Is the writing active, clear, and concise? 
Are most of your sentences less than 20 
words in length?

Content should be as easy as 
possible to read and understand to 
manage cognitive load. Only include 
what’s essential so learners don’t 
have to decide what’s important on 
their own.

       Yes

       No
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Did we test the online learning solution 
with four to six target learners to validate 
our UI design as user-friendly and the 
learning experience as effective.

User feedback is the best predictor of 
whether the materials are effective.

       Yes

       No

Did we pilot the instructor-led materials 
with actual learners and adjust activities 
and materials based on their feedback?

User feedback is the best predictor of 
whether the materials are effective.

       Yes

       No

Is it supported post-training?
Evidence-based ID Practice Rationale Rating Proof

Do learners have access to prompting 
mechanisms (self- or externally-
generated) to ensure performance on the 
job?

Learners need more than one touch-
point to remember new information 
and skills.

       Yes

       No

Are learners’ supervisors prompted to 
encourage and monitor the learner’s 
efforts in applying the learning, both 
before and after the course?

Learners are more likely to apply 
what they’ve learned if they have 
their supervisor’s support and 
encouragement.

       Yes

       No

After the bulk of the training, are learners 
periodically reminded to
use and revisit what they learned?  

Learners are more likely to remember 
and apply what they learned if they 
are reminded.

       Yes

       No

Is there a mechanism in place to track 
whether actual on-the-job performance 
improved on the targeted skills?

Subjective opinions don’t count for 
much.

       Yes

       No



How does your solution measure up?

Number of “Yes” Responses Rating

23 - 17 Performance Accelerating

16 - 12 Performance Improving

11 - 0 Performance Demoting
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Since 1995, Bottom-Line Performance has helped organizations create the right learning solution. 
Whether you have a complex problem to solve, product to launch, or process to implement, our in-
house team partners with you every step of the way to design for your desired outcome and develop the 
right mix of tools: web and mobile apps, eLearning, serious games and gamification, video, and highly 
interactive instructor-led training to name a few. The end result? Award-winning solutions that solve 
problems, inspire people to act, and help people learn.

We are also the creators of Knowledge Guru®, a training reinforcement platform that uses adaptive 
learning, game-based learning, and microlearning to increase knowledge retention and improve 
performance.

Get in Touch

Email | info@bottomlineperformance.com
Phone | (317) 861-7281
Website | www.bottomlineperformance.com


