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Preface & Objectives

Welcome to the wonderful world of eLearning—a place where
can create and deliver exciting and helpful instructional content,
then implement it online. If you haven’t switched over yet, what ar
waiting for? eLearning has been proven to reduce traini
offers authors the ability to easily create content th
anywhere, anytime by your learners.

elLearning?
4. What is a Learning Manage
Store (LRS), and xAPI?
5. What does the life cycle of a

ing Record

se look i lowing ADDIE)?

elLearning i
to the practi
web disti

components,

location in

, usually referred to as
he learning activity,
0dels and theories to
develop a vessel for sharing info ing new skills. This
learning activity is usually called a d the tool capable of
development and Web distribution is an authoring tool.

linked to an online repository.
which learning activities are g
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What Is Instructional Design?
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Authgying Tool?

YG “what you see is what you
doesn’t need to have any special pr
R, most authoring tools enable

elLearning tools come in all s
before you begin your searc
maximize your eLearning’s ef
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Responsive Design

phones, tablets, and desktop computers. The ¢
across these devices with a minimum of zoomi

municate with each
other, eLearning courses and LMSs language so that
courses can send infor. [ e LMS. To accomplish this, the
industry has come u g standards that allow courses
created by any ve . There are four main ty
standards an L : , Pl, and HTML.

Computer-Based Trainin
industry has always had a hlgh
aRd rlor to 1988, this le

in a Web-based environment
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SCORM

In 1997, the D
Distributed
training. |

L) Initiative ™0 standardize and modernize
production version of the new standard was

dern than Al
t, requiring a us
information. In
that is not a
ion it ca

Although SCORM was more
in a desktop/laptop environ
in to an LMS in order to reco
Your Own Device (BYOD) wo
also very restricted in the info
language only supports scores,
guestions.

to be online and logged
day’s mobile-first, Bring
ays the case. SCORM is
ecord from a course—its
/pass/fail, and answers to
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What Does the Life Cycle of a Co
Look Like With ADDIE?

Before starting an eLearning project, sched
necessary team members to share basi j
the course should be built, who is assi
the timeline will be. Conversation s
everyone is comfortable with the
a conversation where the instructi
meets with the subject matter expe
the subject. Six roles (at minimum) s
process: an instructio

participant. Let’s
the life cycle of
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When will content be delivered and for how long?

Establishing a time frame for both delivery and relevance helps
guide the creation and determine when the course
reevaluated. For time sensitive content, it’'s impor
quickly through the process while maintaining
a good idea to list guidelines for creating sp
which you can then share with SMEs and
process.

Where will training be co

elLearning isn’t the only method
It’s important to consider if some
guiding the training erience. If
answer, then you ca

rmined that eLearning is the
the process. If an instructor

RE MY REASON;}
ON, AND |
T ENGAGED, |
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e information gathered from
specific layout. This is where
the instructional al flow and plan knowle
checks using in hic designer will create
the look for
technical

pe is a roughly constructed cour
ative content but still gives everyone
behave.

By developing in an authoring
effort when transferring conte
isn’t a possibility, then having
can decrease the amount of
The stakeholder, SME, and pilo
completing the process.

ate and design sheet
lect information.
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Create a Prototype

The best way to make sure your design is ready for the next level is to
create a prototype. A prototype is a preliminary model of your ¢ e. To
do this you’ll place together a sample of everything you determi
design phase. To create a prototype:

1. Start by creating a page with the correct width,
orientation, and grid determined when discusgi

rtant to continuously revise
ive. After the design phase you
should foc i the prototype. Does it match the guidelines
i | convey, everything determined he analysis

created after design in t
jects. To modify the prototype, co e one

ob
2. Add audio
3. Add video
4. Develop the course u
5. Develop the course using . ive @désign best practices

6. Prepare the course for tran
7. Add a test
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Develop

The Development phase is when the eLearning develo
storyboard to create a course or expand on the protot

regarding instructional strategies. The SME is
questions about the specific topic or p

Studies show that interactivity ad
interest in a course. There are four en

can help guide the overa

such as drag and drops, and
down menu or links to exter
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Keep in mind text may
expand

Be sure to leave enough

room for text and respect the
language’s nuances. In some
languages, punctuation is
different (Thai uses none) while
accents may be used in other
languages (Spanish). In most
cases, English has a shorter
character count.

Ask for help!

Unless you’re require

0)
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Provide guidelines
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