CHANGES TO 2027 TRAINING MVP AWARDS APPLICATION

CUMULATIVE POINT CHANGE:
QUANTITATIVE: +1 FOR NEW SECTION 2.22; +2 FOR SECTION 2.14=3 POINTS TOTAL ADDED (TOTAL IS NOW 75)
QUALITATIVE: +1 FOR 2.0A; +1 FOR NEW SECTION 2.62B; -2 FOR NEW SECTION 2.21=POINT LEVEL REMAINS THE SAME AT 53
TOTAL MAXIMUM APPLICATION POINT SCORE IS NOW 130 (including the bonus point for ranking and the bonus point for not hiring a consultant)

QUANTITATIVE:

Added NEW Section 2.22:
Which of the following does your organization use in an effort to foster an informal, continuous learning culture? 
Coaching Circles
Communities of Practice
Dedicated Weekly Learning Time (no meetings)
Hackathons
Learning in the Flow of Work 
Peer-to-Peer Learning
Proactive Personalized Learning
Sprints
Scoring: .25 for each YES answer for a total of 2 points.

SECTION 2.10b: Choice f: Changed Repayment of Student Loans to Access to paid outside content (i.e., LinkedIn Learning, Degreed, etc.) 
Scoring: .75 for a-e and .25 for f

SECTION 2.14: THIS IS NOW SECTION 2.13 (previous Section 2.13 was moved to the beginning of the application and renumbered it to 1.9). Added Microlearning category; split Games and Simulations into 2 separate categories; and added Extended Reality to the Augmented and Virtual Reality category. There are now 14 categories. Also, added a field for the description of an element that aims to increase learner engagement for each category. 
Scoring: .25 for Yes with the example; .25 for the engagement element. Total is now 7 points for the section (8 points total for the overall section).

QUALITATIVE:

SECTION 2.0a: Increased point level from 1 to 2 points. Now scored qualitatively as follows:
· .15 for a somewhat compelling reason
· .50 for a very compelling reason
· .50 pt. for a numerical outcome (L&D or business) that substantiates ONE of the reasons

SECTION 2.2: Section 2.2 has been divided into 2 sections of 10 (Section 2.20 and Section 2.21) categories each. Total qualitative points for the two sections is now 8 points (instead of 10)

NEW SECTION 2.20: This first section has the 10 categories the judges feel are “must-have” training programs; these are scored quantitatively on the frequency they are offered AND qualitatively on the program goal, details, and Level 3 or 4 results. 

Those 10 categories are: AI Training for Employees, Career Counseling, Compliance, Customer/Patient/Member Satisfaction, Employee Orientation/Onboarding, Health/Wellness, Leadership Development, Mentoring, Safety/Cybersecurity Training, and Succession Planning.
(NOTE: The Other category was replaced by AI Training for Employees; the Safety category was changed to Safety/Cybersecurity.) 

Same qualitative scoring methodology as before:
5 points for Section 2.20
.10 for detailing a specific training program
.10 for identifying a specific, measurable, numerical business goal
.30 for providing specific numerical (quantifiable) Kirkpatrick Level 3 (behavior change—as seen by a third party such as a manager, direct report, colleague, or customer/patient; NOT self-reported by the learner) or Level 4 (business impact) results that tie back to the corporate goal
 
NEW SECTION 2.21: Each of the second set of 10 categories is scored quantitatively on the frequency they are offered. Applicants then pick 6 out of the 10 that are scored qualitatively on the program goal, details, and Level 3 or 4 results. 

Those 10 categories are: Certification, Change Management, Coaching, Communication, Diversity/Inclusion/Belonging, Job Rotation, Professional Skills, Remedial Skills, Sales or Marketing, Technical Skills
(NOTE: The First-Line supervisor category was replaced by Change Management, and the Sales category was expanded to be Sales or Marketing)

Same qualitative scoring methodology as before:
3 points for Section 2.21
.10 for detailing a specific training program
.10 for identifying a specific, measurable, numerical business goal
.30 for providing specific numerical (quantifiable) Kirkpatrick Level 3 (behavior change—as seen by a third party such as a manager, direct report, colleague, or customer/patient; NOT self-reported by the learner) or Level 4 (business impact) results that tie back to the corporate goal

SECTION 2.62: Divided Section 2.62 into 2.62a (2 points) and 2.62b. (1 point)
2.62a: Asks for an example of a NON-AI-related training efficiency
2.62b: Asks for an example of an AI-related training efficiency

NO POINTS INVOLVED

SECTION 2.13 (NOW SECTION 1.9): Removed the last 3 questions about remote vs. in-person vs. blended training and moved the other questions about # of employees/independent contractors trained up to the beginning of the application, making it Section 1.9.

 
