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Disclaimer
The ratings, information, and opinions set forth on the
Guild Research section of The eLearning Guild website,
and in the Guild Research charts and graphs found in
this report, are those of the members of The eLearning
Guild. The eLearning Guild, Focuszone Media, Inc., and
its officers, employees, directors, and shareholders
have no liability for any loss, damage, action, causes
of action, expense, cost, or liability including attorney
fees, arising out of any statements, ratings, information,
opinions, or claims set forth in the Guild Research
section. See the “Website Content” section of the
Privacy, Membership, and Terms of Use Agreement
at http://elgd.co/tos.

License Agreement
See page 29 for full terms of use.
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Introduction
This report offers a look at the current state of asynchronous eLearning
authoring tool use. It examines which tools are popular, what features
are used most, and whether and why users want to make a change.
The report employs a combination of tool user survey feedback and
comments from conversations with authoring tool vendors.
Some highlights:
• Overall people are happy with the tools they’re using. Only 19%
of respondents want to add additional tools, and even fewer are
thinking of abandoning an existing tool in favor of another.
• User comments revealed themes in concerns, likes, dislikes, and the
future of eLearning authoring.
• Vendors are concerned that existing users are not leveraging all the
power their tools can afford.
• For readers shopping for their first authoring tool, or those
looking for alternatives, vendors offer ideas for better questions
prospective customers might ask.
Due to rounding
some figures
may not add to
exactly 100%.
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Methodology
From May 1 – 27, 2019, a short survey regarding authoring
tool use was offered to eLearning Guild members via direct
email, and to Guild members and the general public via
social channels. The survey included multiple-answer and
open text answer questions. There were 961 responses
with a 100% completion rate. The survey specified that
respondents needed to be current users of at least one
authoring tool, defined as a product that exports a SCORM
file that will run in an LMS.
Telephone interviews were conducted with vendors of six
popular authoring tool products. Additional conversations
took place with several freelance designers, and owners/
managers in design shops, as they often work with an
array of tools.
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Survey Design
The research survey discussed in the 2017 eLearning Guild authoring tools
report informed the survey design. Based on past responses and knowledge
of Guild membership, we assumed most respondents would be current users
and considered themselves better-than-novice level.
Respondents were asked about what tools they use, which features they
use most, and whether they were interested in adding to or replacing tools
currently used. If they answered “yes” to the latter, they were then asked why.
Optional questions requested feedback about likes and dislikes, and welcomed
additional comments.
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Storyline
(Articulate)

67.0%

Camtasia
(TechSmith)

Results:
User Responses

37.0%

Rise 360
(Articulate)

32.5%

Captivate
(Adobe)

29.0%

Respondents were asked to choose up to
three tools they are currently using. (Note
that these may be tools chosen by the
respondent’s employing organization.)
Results are shown at left.

14.8%

Other

6.4%

Lectora
Presenter
(Articulate)

5.7%

DominKnow
One

4.9%

H5P

3.9%

iSpring Suite

3.8%

Evolve

2.5%

Adapt

2.3%

Presenter
(Adobe)

2.1%

Gomo

1.0%

Elucidat

0.7%

Udutu

0.3%

Raptivity

0.1%

Shift

0.1%
0%

Four respondents said they were using a
“homegrown,” internally-developed tool. One
didn’t know which tool they were using.
The survey welcome page defined “authoring
tool” as a product that generated SCORM
files for direct upload to an LMS. Some writein answers included products that do not
do this, like PowerPoint. It is assumed that
another product is used to convert PowerPoint
to HTML5, or possibly even Flash. Others
mentioned standalone products like Vyond
and PowToon, which generate a video file.
“Other” responses revealed use of many other
tools, most by a single respondent. Some listed
hands-on programming with HTML and HTML5,
and one the Unity game development platform.

70%
N=961 | eLearning Guild research 2019
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Number of Tools Used
Respondents were asked to limit their choices to
no more than three most-used authoring tools.
42% indicated that they use three tools (and
some more than that, if they chose several in
the “other” text entry field).
Some noted that developers and design shops
use five or more; one respondent said they use
“all of them”.
The balance of respondents—58%—use fewer
than three tools, with 28% working in a singletool environment.

1 Tool
3 Tools

28%

42%
2 Tools

30%

N=961 | eLearning Guild research 2019
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Want to Replace a Current Tool

Yes

7.8%
No

Are You (or Your
Organization) Looking
to Replace a Current
Authoring Tool?
Or Add a Tool?

92.2%

N=961 | eLearning Guild research 2019

Respondents were unequivocal about staying
with the tools they have: fewer than 8% said
they are interested in replacing a tool they
currently use with something else.

Want an Additional Tool

No

81.5%

Yes

18.5%

While users seem satisfied to keep the tools
they have, 19% want to add more products to
their toolkits.

N=961 | eLearning Guild research 2019
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Why Do You Want to
Replace a Current Tool?
Of those wanting a change, desire for additional
features is a leading reason: 74% said they are
interested in replacing the tool with one with more
features. Other reasons, at about a quarter of
responses each, include expense, difficulty of use,
and inadequate support.
Some reasons offered in the “other” category
include problems with products being buggy or
inefficient, being difficult to learn, and having
issues with accessibility. One respondent said:
“New management is familiar with another tool.”

Why Do You Want to Replace
a Current Tool?
Current tool does not include
all the features I need

74.3%

Current tool requires renewal
that is too expensive

25.7%

Current tool is
too difficult to use

24.3%

Current tool does not include
adequate support

23.0%
18.9%

Other

0%

80%

N=123 | eLearning Guild research 2019
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Why Do You Want an
Additional Tool?

Why Do You Want an Additional Tool?
56.3%

I want to expand my repertoire

Features are the biggest concern. More than half
the respondents to this question say they want to
work with additional tools in order to expand
their repertoire.
Many of the “other” answers were on the theme
of exploration: Wanting to try an AR/VR tool,
or interest in just seeing what another tool can
do. Some from eLearning companies say it is
necessary to stay on top of the evolution of
authoring tools, as any tool might be specified
by clients.

Current tool(s) does not/do not
include all the features I need

42.6%
19.3%

Other
Current tool(s) is/are too
difficult to use

10.2%

Current tool(s) does not/do
not include adequate support

6.8%
0%

60%

N=242 | eLearning Guild research 2019
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44.0%

Quiz features

34.5%

Audio
Image and other
asset libraries

33.9%

Scenario-building
features

28.4%

What Features Do
You Use Most?

26.9%

Text

24.6%

Animation

Screen recording

23.6%

Mobile or
responsive output

23.4%

Video

22.8%

Integration with
other products*

Quiz features, at 44%, came out far ahead of
other items. Image and other asset libraries
were somewhat behind.
Most other items saw fairly level use, with the
exception of audio ahead at 34.5%, and game
features far behind at only 8%.

13.7%
8.0%

Game features

3.5%

Other
Augmented and/
or virtual reality

2.5%

0%

50%

* (Such as PowerPoint, YouTube, or a dedicated quiz tool)
N=961 | eLearning Guild research 2019
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create
build

intuitive

community

tool

flexibility
learn

powerful

ease contentquick
learning
great easy
ability
support

rise

features

user

design
responsive

What Do You Like Best
About Your Preferred Tool?
This question offered an open-text opportunity for
respondents to share what they especially like about their
preferred tool. The following question asked what frustrates
them about it.
Responses to both questions broke into several themes:
Ease of use and ease of learning to use; features and power;
flexibility of a product; and strong support, including a
good user community.

authoring
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What Frustrates You
About Your Preferred
Tool?
While this question probed frustrations,
responses to earlier questions indicate that
these are not necessarily deal breakers. Few
respondents said they were looking to add, or
especially replace, tools. The exception: Several
respondents said the tool’s incompatibility
with their organization’s learning management
system (LMS) was a significant problem.
Some other themes, noted at right, emerged
from responses.
Something else of note: While “ease of use”
was a key satisfier in the previous question,
some respondents complained that in modern
products too many trade-offs have been made
for ease of use over power.

Themes:
Compatibility with the LMS: “My LMS
doesn’t support everything our authoring
tool can do.” And “Sometimes the tool
updates faster than our LMS can keep up.”
Several respondents mentioned problems
with accessibility, particularly captioning.
One respondent complained that accessibility
features too often seem like an afterthought.
Several respondents said the feature most
lacking in the tools they preferred was a
collaborative review function.
Several respondents commented on the
length of the learning curve, and two tied
this to challenges with user support. “I have
to go to a forum or watch video tutorials
to get help.” “Sometimes I need direct
communication with a human.”
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Anything Else?
Respondents were provided with an optional open-text field for adding additional thoughts.
Some elaborated on aspects of tools they like, particularly ease of use. Others mentioned
additional frustrations, listed additional features they’d like to see (such as AR/VR and
gamification), or spoke to what they saw as the future of eLearning experience creation.
• Several people had additional comments about accessibility, such as: “I would prefer
to use [specific tool], but it doesn’t have a strong enough 508 component and is not
deemed 508 compliant for my organization”; and “I am surprised that major vendors
have done so little to make their products meet accessibility guidelines.”
• Some features didn’t live up to expectations, such as overwhelming asset libraries with
thousands of images, but many that were unusable (such as over-exaggerated poses),
or libraries that lacked a search feature. A number of respondents complained that
supposedly “responsive” output was not really responsive.
• Some respondents spoke about the future: “We are moving to much more mobile use
and are focused on learning experiences with less course development and more job
aids“; and “We are shifting from courses to microlearning and collaboration with others”.
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What Tools Are You Using for Creating
Custom AR Content?
43.6%

Other

30.8%

ARKit

Related Research:
AR/VR Tools
The eLearning Guild surveyed use of augmented
reality and virtual reality tools for learning in
March 2018.
These are still emerging technologies. Use was
(not unsurprisingly) low; primarily in the 10%
or less of total content range.
There are currently many entries in the field
of augmented reality tool development, and
it’s yet to be determined which will emerge
as clear leaders. Tools used in virtual reality
development depend largely on the
approach chosen.

ARToolKit

20.5%

Maxst

20.5%
12.8%

ARLab
EasyAR

10.3%

WikitudeSDK

10.3%
2.6%

Kudan

0%

60%

What VR Approaches Are You Using?
57.6%

360 video
3-D computer
generated*

51.5%

360 photos

39.4%

Mixed reality

39.4%
14.5%

Fully immersive**

0%

60%

* (learner can move around in virtual environment)
** (learner can touch and move things in virtual environment)
Data: eLearning Guild research, 2018
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Vendor/User Tension?
Many vendors feel users sometimes don’t take advantage of the support available, while survey respondents
complain that support can be too hard to access.
Evolve’s Wes Atkinson notes that this is ultimately the vendor’s problem, saying that repeated complaints indicate
an issue the vendor needs to address.

Vendor:

User:

“Most of our support calls have to
do with features users could learn
about if they just checked the
support resources.”

“I wish I had more time to just play
but I am pressured to get things
done. It’s frustrating every time I
need to do something to have to
stop and find a video.”
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Vendor Input
Vendors report that many customers—even
current ones—don’t know what they want, or
what they want a tool to do.
One vendor notes that most additional features
people request end up being the ones most
rarely used. As noted in the comment at left,
they are unable to state their intended use or
business reason for a particular tool or feature.

“We need help from the customers
in order to help them. For instance,
some request features that they
don’t even know how they’ll be
using, like gamification or VR.
Or they want badges and don’t
understand that’s an LMS issue, not
an authoring tool feature. If they
ask for something but can’t tell us
why, then we can’t build that into a
product feature request. It doesn’t
bring value.”
—Polina Ionina, iSpring
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“What kind of content will you be
working with? Will you be creating
a lot of compliance courses with
forced navigation? Does the
product require use of advanced
features to get that?”
—Pooja Jaisingh, Adobe

“What is your audience willing and
ready to consume? People may not
be ready for complex simulations.”
—Matthew Pierce, TechSmith

“Honestly, sometimes you need to
make a PDF and go home.”

What Are You Trying to DO?
As a vendor notes: “The truth is, the bells and whistles that
differentiate the products are so rarely used. What’s your
biggest concern? A product SMEs can use? Good support?
Output to video? Mobile delivery?”
Here are some thoughts for new authoring tool buyers
to consider: What will you be creating? Lots of software
simulations? Soft skills with interactive video or branching
simulations? While you can create many things with most
tools, does one lend itself more to your likely mostfrequent use?
What kinds of material will you be working with? Are you
trying to convert dozens of existing slide decks to an online
format? Some tools are much better for that than others.

—Diane Elkins, Artisan Learning
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New Buyers: Checklist of Things to Consider
Who will be using the tool?
• Programmers?
• Nondevelopers?
• SMEs?

How will it fit in your workflow?
“It’s important to make workflow a factor in your product decision. How do the apps and
resources all work together?” —Trina Rimmer, Articulate

Which features matter?
TechSmith’s Matthew Pierce says, “Most tools won’t be one-tool-fits-all. What do you need the
most?” Will you really be using geolocation?

What is the reality of the support you will need?
One vendor said: “People underestimate how important support will be. It’s hard to quantify.
Those who need handholding really need to pay attention to this.”

Integration
Will the product work with your LMS?

19

Vendor Input: Common Mistakes
In conversation, vendors shared some common mistakes made by those shopping for tools.

“Be careful of the temptation to pick up a tool and start using it without
checking any of the training or help resources. Often people jump in, hit a
hurdle, then say the tool is too difficult and doesn’t do what they need.”
Comparing apples to oranges: “A question like, ‘Should we buy Camtasia
or Rise?’ indicates more work is needed to specify desired end results,
and more clarification around what different tools do.”
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Prospective Users:
Who is the Product For?
It was interesting to hear vendors say who their
customer isn’t:
• “We are not the best choice for a classroom
trainer or SME who is occasionally asked to
design an online learning program.”
• “Our product offers a very straightforward
screen/quiz experience. Designers trying to
incorporate extensive branching scenarios and
gamification elements will have to do a lot of
extra work ‘by hand’.”
• “We have a complex, powerful product that
is not for everyone. They’ve heard of us and
that’s flattering, but I sometimes find myself
talking customers out of buying from us.”

When asked what else they
might have to say about
authoring tools, one respondent
notes that sometimes a tool can
in fact serve users of different
skill levels.
“There’s a great feature set so
our experienced developers can
create locked down templates
for our less experienced
developers, especially when
we need to churn and burn. But
when we need the power, we
have it.”
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“Sometimes if customers can’t
solve it with features that they
know, they start looking for
another tool rather than look at
what their own tool will do.”
Pay attention to smaller
changes: “We have frequent
bug fixes and productivity
enhancements—simple things.
People don’t keep up with
those—they are sometimes too
focused on big new features.”

Current Users:
Maximize What You Have
Several vendors said existing customers often miss opportunities
to learn more about tools they are using. Users often don’t
access the support resources available, such as user forums,
help documentation, webinars, and video tutorials.
Participating in, or reviewing, design challenges or
competitions—such as the DemoFest events hosted during
eLearning Guild conferences—can help users better understand
what a tool can do.
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“Networking with other people
and asking them what works for
them will inspire your creativity.
Read blog posts. Look at
examples. Ask yourself what
will make your eLearning better.
That will lead you to information
that will be valuable and help
you move to the next level.”
Vendors offered some advice
for respondents who said they
were looking at tools as a way
to expand their repertoire.

Vendor Advice:
Growing Your Skills
More than half the respondents say they want to add
more tools in order to expand their repertoire.
Vendors have some advice about this. One advises:
When choosing a new tool, pay attention to whether
it will scale as your skills develop.

“Look at what will scale better
with you as your skills improve:
A more advanced developer
who wants to do fancy
JavaScript stuff will probably
get frustrated with some of the
more mainstream tools.”
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“The Lord of the Rings” Tool
Several respondents expressed a wish for a single solution. It’s
just not out there, at least not yet, and the eLearning landscape
does not bode well for the likelihood of a single, all-encompassing
product emerging. AR/VR, AI, dashboards, apps, games, extensive
simulations…the list of possible eLearning solutions grows longer
every year.
Also, the definition of what is a “best” feature is in the eye of the
beholder. To an experienced developer, one feature may be do-intheir-sleep simple while a less experienced one struggles. Or a user
finds the workflow of one just preferable to another.

“I wish there was one tool to rule them all.”
“I need a tool that does all. I only want one tool that
has all the best features of all tools.”
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Final Thoughts:
It’s Not Only About the Tool
Both survey respondents and vendors share this view: No tool, no
matter how good, replaces the work of a good designer. While one
tool may enable you to build a quiz item more quickly than another,
or Product X may offer more types of interactions than Product Y, at
some point it is still up to the designer to make that element part of
a meaningful and relevant learning experience.

“Design skills aren’t part of the license.”
“As L&D professionals we jump to tools as if they will
be a panacea. It is crazy. Better to develop competence
in a good tool, and help it become a better tool.”
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This Is
October 25 – 27, 2019 • Las Vegas, NV
DevLearn 2019 is your place to gather with
industry peers and look at what’s next in learning
and development. Authoring tools is just one of
many hot topics that are shaping the future of
the work we do. You can expect authoring tools
and all of the other powerful forces of change
affecting our industry to be featured in sessions at
DevLearn this fall.

Register Now: elgd.co/research-tools
As a valued member of our community, you receive special member pricing on
DevLearn! Save at least $200, combinable with other discounts!

Suggestions for Further Reading
The eLearning Guild’s Learning Solutions frequently offers tool comparisons and other resources
for designers and developers. Joe Ganci regularly offers product reviews via his “Toolkit” column.
See also
Alcock, M. (2018). “5 Things Every eLearning Authoring Tool Should Have”. https://
learningsolutionsmag.com/sponsored/5-things-every-elearning-authoring-tool-should-have/?utm_
campaign=lspub&utm_medium=link&utm_source=research-at19 September 18.
Alcock, M. (2018). “What is a Responsive Authoring Tool, and Why Do You Need One?” https://
learningsolutionsmag.com/sponsored/what-is-a-responsive-authoring-tool-and-why-do-you-needone?utm_campaign=lspub&utm_medium=link&utm_source=research-at19 September 24.
Brandon, B. (2019). “Game Engine Roundup: Top Choices for eLearning VR and AR”. https://
learningsolutionsmag.com/articles/game-engine-roundup-top-choices-for-elearning-vr-andar?utm_campaign=lspub&utm_medium=link&utm_source=research-at19 May 16.
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About The eLearning Guild
Founded in 2002, The eLearning Guild is the oldest
and most trusted source of information, networking,
and community for eLearning professionals. As a
member-driven organization, The eLearning Guild is
built upon a core belief: Together we are better. The Guild community is made
up of a network of learning professionals who work in corporate, government,
and academic settings, all exploring solutions to their unique challenges.
Our members enjoy hundreds of eLearning resources every year that help them
stay up to date on best practices and new techniques in L&D. We also offer an
Online Conference subscription that enhances free membership with access to
six Online Conferences a year. Membership includes benefits such as access to
online events, discounts on our face-to-face conferences, research, eBooks, white
papers, Learning Solutions, and more. Learn more about Guild membership.
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License Agreement for Guild
Research
The eLearning Guild (the “Guild”) provides charts, graphs, studies,
reports, and other research materials in the field of eLearning on its
website and in printed form (the “Materials”) for use by persons engaged
in advancing research and study in eLearning. Except as provided herein,
none of the Materials may be duplicated, copied, re-published, or reused
without written permission from the Guild. The Materials reflect the
research and opinion of the Guild’s members, as well as the opinions of
certain subject matter experts contracted by the Guild.
The Guild grants a limited, non-exclusive, non-transferable license to
each user permitted under the particular license category he/they have
purchased (each member with a “Pro” “Plus,” or “Premium” Package
being a “Licensee”) to use the Materials in accordance with the following
terms and conditions:
1. Except as otherwise restricted in this License Agreement, Licensee
may read, download, and print the Materials for Licensee’s personal
use for purposes of research, evaluation, development, and testing
in order to advance knowledge in the field of eLearning.
2. Licensee may cite, reproduce, or copy up to four statistics, tables,
graphs, or charts in any 12-month period, but may not reproduce
images that show product comparisons without written permission
from the Guild. Additional citations, reproductions, or copies may
be made only with written permission from the Guild.
3. The Guild must be cited as the source of any original statistics,
tables, graphs, charts, or any other Materials copied or reproduced
by Licensee. The citation to the Guild as the source must be in
eight point font or larger, and be placed immediately following the
portion of the Materials used by Licensee.
4. Licensee may not use or distribute the materials for commercial
purposes, directly or indirectly. Commercial use or distribution
of the Materials is permitted only pursuant to a separate reprint/

redistribution commercial license agreement between Licensee
and the Guild. The Guild retains all commercial rights in the
Materials.
5. This License Agreement grants to Licensee no right, title, or
interest in or to the Guild’s copyrights or other intellectual
property in the Materials. Other than the specific rights granted by
this License Agreement, the Guild retains all right, title, and interest
in and to the Materials.
6. The Guild makes no representations or warranties of any kind,
express or implied, with regard to the Materials. The Guild makes
no express or implied warranties of merchantability or fitness for
a particular purpose with regard to the Materials, and no warranty
that the use of the Materials will not infringe any patent, copyright,
trademark, or other intellectual or proprietary rights.
7. Licensee agrees to use the materials in compliance with all
applicable laws.
8. In any use of the Materials by Licensee, Licensee may not, in any
way, indicate or imply that the Guild has endorsed Licensee or its
products.
9. Neither the Guild, nor its employees, agents, or representatives,
will be liable or responsible to Licensee in any manner whatsoever
for damages of any nature, incidental, consequential, or punitive,
arising from the termination of this License Agreement or the use
of the Materials by Licensee.
10. The provisions of the Privacy, Membership, and Terms of
Use Agreement between Licensee and the Guild, including
specifically but without limitation the Guild Research section of
such agreement, are incorporated in this License Agreement by
reference, and are a part of this License Agreement.
11. This License Agreement is to be construed and enforced in
accordance with the laws of the state of California. The parties
consent to the exclusive jurisdiction of the state and federal courts
located in Sonoma County, California.
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