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A

ABM Mentoring Prograp: r"orms and
Reports List, 105fg

Activities. See Classrcoin activities;
Online activities

“Ah Ha” lists, 24

AMB Mentenug Program Objectives,
104fiz

Asynchisnous e-Learning course
Gevelopment: checklists for manag-
1ng, 70-71; “scope creep” and “neat
creep” problems of, 69-70; tech-
niques used for, 54-69

Asynchronous e-Learning courses:
advantages of, 53; blended learning
applied to, 96-97; blending synchro-
nous course with program of, 97-99;
description of, 51-52; development
of, 54-71; do’s for, 52-53; SDL
(Self-directed Learning) applied
to, 108-117fig. See also Classroom
course development

Asynchronous e-Learning development
techniques: authoring tools and tem-
plates as, 68; buying activities as, 62;
buying complete off-the-shelf

packages as, 60—61; using
consultants as, 54—60; customiz-
ing vendor off-the-shelf packages
as, 61-62; involving stakeholders
and end-users as, 68-69; rapid
prototyping for, 54, 59; repurpos-
ing classroom activities for, 65-67;
repurposing video slugs as, 67;
scripts and storyboards as, 63-65fig,
66fig; software tutorial and help
functions as, 67-68

Audio recordings, 42

B

Best practices, 2

Beta tests: applications for other
delivery formats, 139-141;
comparing pilots to, 137; description
of, 136; rapid development shortcuts
for, 137-139

Blended learning: asynchronous course
application of, 96-97; blending
asynchronous program/synchronous
classroom for, 97-99; description
of, 95-96; O] T (on-the-job training)
application of, 96; simulations used

169
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for, 96; structured mentoring
application of, 98, 101-105fig;
telephone application of, 97
Bloom taxonomy performance verbs, 113
“Brown bag” phone calls, 97

C

Clark, D. (Big Dog), 35

Classroom activities: “Ah Ha” lists for,
34; buying asynchronous e-learning,
62; copyright issues related to, 35;
game, 8, 34; introductory, 34; rapid
development technique using,
33-34; sources of, 34-35, 62.
See also Online activities

Classroom course development: issues
related to, 13-14; techniques used
for, 14-42. See also Asynchronous
e-Learning courses

Classroom course development
techniques: classroom activities
as, 33-35; flip charts as, 40; list of
additional, 42; media related .27 -42;
participant package, 22, 24; 25<33;
preparing instructors as; 3¢-38; ven-
dor programs as, 36; video as,
4041, 67. See alsc asiruction guides

Classroom course 1naierials: borrowing
from the best i develop, 11; using
computer t=chnology to develop,
4-5, 10-11; copy-right issues of,
10, 25: subject-matter expert focus
croups to review, 11; using unusual
materials as instructional, 10

Computer-based simulations, 4748

Computer technology: authoring
tools, 68; game development tools,
8; simulations, 47-48; specialized
development software, 10-11; take
advantage of tutorial and help func-
tions, 67-68. See also Templates

Conference calls, 97

Consultants: asynchronous e-learning
development, 54; benefits of using,
54-55; big versus small “shops” of,
58; considerations when choosing
asynchronous, 55-57; cost/benefit
analysis of using, 60; working with
asynchronous, 58-60

Copy-right laws, 10, 35

Cost/benefit analysis: of using
consultants, 60; online
activity on, 89

D

Delivery systems: asynchronous
e-learning courses, 51-71, 142; beta
testing different formats of, 136,
137-141; blended learning, 95-99,
143; classroom courses, 13-42,
141-142; mobile learning
(m-Learning), 131-132, 144; OJT
(on-the-job training), 4349, 142;
online learning, 83-93, 143; perfor-
mance aids, 125-129, 144; pilots for
differeni formats, 136-137, 139-141;
SDI..(Self-directed Learning),
167 -123fig, 144; structured mentor-
ing development, 101-105f1g, 144;
summary of major rapid develop-
ment techniques by, 141-144;
synchronous e-learning courses,
73-81, 142-143. See also Rapid
training development techniques

Development software, 10-11

Development teams, 4-5

Digital photos, 42, 69

E

e-Learning course development: asyn-
chronous, 51-71, 142; synchronous,
73-81, 142-143. See also Learning;
Online learning development

EPSS: m-Learning delivery for, 132;
performance aids for, 127

Equipment OJT training, 47

Experience Builder, 133

F

Facilitators: SMEs (subject-matter
experts) as online site, 92;
synchronous, 75, 79

Flip charts, 40

Framegames, 8, 34

Frequently Asked Questions page, 33

G

Game activities, 8, 34
Game development tools, 8
Games2Train, 8



Image libraries, 69

Instruction guides: developing detailed,
17-20; developing guides for other
instructors, 16-17; example of
extended, 18fig—19fig; example of
three-part, 23fig; facilitation skills
course example of, 15fig; objective-
based four-column, 25fig; other rapid
development techniques for, 20-22;
PowerPoint slides used as, 32-33;
rapid development technique for
creating, 14-16; using SME to help
develop, 15-16. See also Classroom
course development techniques

Instruction guide templates: four-
column, 25fig; three-column, 24fig;
two-column instructor guide, 22fig

Instructors: developing instruction
guides for other, 16-17; prepara-
tion of, 36-38; purchased through
vendors, 38; synchronous instructers
training by seasoned, 80-81; yidco-
taping for evaluating, 37

International Symposium en Ceif-
Directed Learning, 93

Introductory classroem activities, 34

Job aids. Se¢ Pertormance aids

K

Kapian Financial, 36

Knowledge Dynamics, 133

Knowledge management systems:
description of, 135; as rapid devel-
opment technique, 135-136

L

Learner evaluation, 3—4

Learner Guide Activity/Assignment
Sheet, 89

Learning: developing performance aid
component of, 127; online, 83-93;
problem-based, 118; SDL (Self-
directed Learning), 108-123fig. See
also e-Learning course development

Learning contracts: as online learn-
ing development technique, 93;
prescriptive development using,

119-120; SDL (Self-directed
Learning), 122fig—123fig

Learningware, 8

LID instructional design program: cre-
ating objectives for, 110-115; outline
of, 117fig; performance verbs used
in, 113; writing SDL (Self-directed
Learning) for, 110-116

M

Management development: learning
contracts for prescriptive, 119-120;
SDL (Self-directed Learning) used
for, 118-120

MC Strategies, 36

Media rapid development techniques:
audio recording as, 42; flip charts as,
40; pacticipant package as, 39-40;
using popular software as, 42;
YowerPoint, 38-39, 42, 109-110;
still images as, 42, 69; video as,
4042, 67

Mentoring. See Structured mentoring

Mobile learning (m-Learning): advan-
tages and disadvantages of, 131-132;
rapid development techniques for,
132, 144

N
“Neat creep” problem, 69-70

“Need to know” information, 1
NGRAIN, 133

(@]

OJT (on-the-job training): blended
learning applied to, 96; blending
synchronous course/asynchronous
program for, 97-99; SDL (Self-
directed Learning) management
development, 118-120. See also
Structured mentoring

OJT (on-the-job training)
development: issues to consider
for, 43-44; learning guide for,
46-47; SME role in, 44-45, 48-49;
template for, 44; trainer guide for,
4446

OJT (on-the-job training) development
techniques: equipment as, 47-48;
simulations as, 4748, 96, 132-133;



SME (subject matter expert) as,
4445, 48-49

O]JT training guide, 46-47

One-on-one trainers: characteristics
and skills of, 45—46; as SMEs (sub-
ject matter experts), 44-45, 48-49

Online activities: asynchronously
introduced with printed assignment
sheet, 88-89; description of, 87-88;
hints on designing effective, 89-90;
Learner Guide Activity/Assignment
Sheet, 89; list of suggested, 88;
repurposing asynchronous, 65-67;
repurposing synchronous, 77-78.
See also Classroom activities

Online Decision Job Aid, 91

Online learning: advantages of, 84-85,
92; description of, 83-84; disadvan-
tages of, 85-86; evaluating training
value of, 91; learning needs that can
be met through, 86-87; SMEs
(subject-matter experts) role in, 92

Online learning development:
disadvantages related to, 85-5¢;
issues to consider in, 85-84; tor
organizations, 87-91; techniques
for, 92-93. See alse-e-Learning
course developnient

Online learning development tech-
niques: Liola first class as syn-
chronous: delivery as, 92; learner
censtructed course objectives as,
G2: icarning contract as, 93; online
format as, 92

Organizations: online learning develop-
ment for, 87-91; SDL (Self-directed
Learning) implemented for, 121

P

Participant package development
techniques: description of, 22;
design considerations for, 28-29;
Frequently Asked Questions page
as, 33; online list of terms/acronyms
with definitions as, 33; for original
synchronous development, 78-79;
participant and content variables of,
27; PowerPoint used as, 29-32; using
software templates for, 28; technical
manuals as, 24, 26-27; tips on effec-
tive organization of, 3940

Performance aids: common types
of, 129; description of, 125-126;
developing the learning component
of, 127; as rapid development tech-
nique, 126-127; rapid development
techniques for developing, 127-129;
using SMEs (subject-matter experts)
to develop, 128-129

Performance verbs (Bloom taxonomy),
113

Pfeiffer Annuals, 34, 35

Pilots: applications for other delivery
formats, 139-141; comparing beta
tests to, 137; description of,
136-137; rapid development
shortcuts for, 139

PowerPcini: developing templates
few, 38; using flip charts versus, 40;
revising media presentations using,
42; tips for effective use of, 38-39;
wasteful applications of, 109-110

Prerequisite requirement, 10

Problem-based learning, 118

R

Rapid Instructional Design (Piskurich),
926, 74, 93, 126

Rapid prototyping: for asynchronous
e-Learning course development, 54,
59; development using, 11-12; 80/20
rule of, 11; for video productions, 41

Rapid training development tech-
niques: development teams as, 4-5;
game activities as, 8, 34; learning
evaluation as, 3—4; list of additional,
10-11; “need to know” information
as, 1; rapid prototyping as, 11-12,
41, 54, 59; repurposing as, 8-10,
65-67, 77-78; searching for best
practices as, 2; summary by delivery
system, 141-144; vendor-based
knowledge as shortcut resources,
5-8; working backward as, 2—4.
See also Delivery systems; specific
techniques

Redwood Development Platform, 133

Reinventing the wheel problem, 2

Repurposing: classroom activities for
asynchronous development, 65-67;
classroom activities for synchronous
development, 77-78; questions to



ask when considering, 9-10; as rapid
development technique, 8-9; Video
slugs for asynchronous
development, 67

Reusable content objects: description of,
133-134; first time development
of, 134-135; standardization of
templates for, 134-135

S

“Scope creep” problem, 69

Scripts: asynchronous e-learning
course two-column, 63-64fig; hints
for writing, 63-64; video productions
combining storyboards and, 41

SDLGIlobal.com, 93

SDL (Self-directed Learning): as
asynchronous learning process,
108-117fig; learning contracts for,
122fig-123fig; management devel-
opment applications of, 118-120;
printing SDL as skills training
technique, 117-118; problem bused
learning offshoot of, 118; steps-o
implementing, 121

SDL (Self-directed Learnaing) design:
check your knowledyge; 116; outline
of, 117fig; part. 1. cieating objec-
tives, 110-115; part 2: modifying
default. conditions and standards,
115-116

SIMmursion, 133

Siriulated Role Play, 133

Sirauiations: blended learning use
of, 96; OJT (on-the-job training)
use of, 47-48; rapid development
techniques for developing,
132-133

SMEs (subject-matter experts):
availability on continuing basis of,
99; characteristics and skills of effec-
tive, 49; focus group made up of,
11; instruction guide development
and role of, 15; needless PowerPoint
presentations developed by,
109-110; OJT (on-the-job training)
development role of, 44-45, 48-49;
one-on-one trainers as, 44-45;
online learning access to, 85; online
learning role of, 92; performance
aid development using, 128-129; as

synchronous e-Learning develop-
ment technique, 79-80; video taping
demonstrations by, 42; virtual panel
discussion by, 80

Still images, 42, 69

Storyboards: asynchronous
e-learning course five-part,
66fig; asynchronous e-learning
course three-column, 65fig; video
productions combining scripts
and, 41

Structured mentoring: advantages of,
101; description of, 98; management
training using, 102; Mentor’s
Guide example of, 104fig; non-
management training development
of, 163-105; Participant Guide
example of, 105fig; rapid develop-
muit techniques used for, 102-103.
See also OJT (on-the-job training)

Style guides: rapid development using,
4; simplicity recommendation for,
4-5

Syllabus (synchronous e-learning
course), 74

Synchronous e-Learning course devel-
opment: issues to consider for, 76;
repurposing activities for, 77-78;
techniques used for original, 78-81

Synchronous e-Learning courses:
advantages of, 74-75; blending
asynchronous program with, 97-99;
description of, 73; disadvantages of,
75-76; providing syllabus for, 74;
rapid development techniques used
for, 74-81

Synchronous e-Learning development
techniques: participant packages as,
78-79; repurposing activities, 77-78;
SMEs (subject-matter experts) as,
79-80; train-the-trainer processes
as, 80-81

Synchronous facilitators: challenges
faced by, 75; instructor interface
controlled by, 79

T

Technical manuals: as participant
package technique, 24, 26; possible
inclusions in participant package,
26-27
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Telephone calls (“brown bag”), 97
Templates: asynchronous e-Learning
development, 68; developing
PowerPoint, 38; four-column
instructor guide, 25fig; objective-
based four-column instructor guide,
25fig; OJT (on-the-job training)
development, 44; participant
package development, 28; standard-
ization of reusable content objects,
134-135; three-column instruction
guide, 24fig; tips on creating
participant package, 39; two-column
instructor guide, 22fig. See also
Computer technology
Terminology/definitions list, 33
Thiagi.com, 8, 35

\%

Vendor-based knowledge:
characteristics of top vendor/
consultant, 7-8; as rapid
development resource, 5-8

Vendor programs: acquiring acuyiles
from, 35, 62; buying ofi the-shelf

asynchronous course packages from,
60-61; customizing off-the-shelf
asynchronous course packages
from, 61-62; purchasing instruc-
tors from, 38; as rapid development
technique, 36; SDL (Self-directed
Learning) design combined with,
110-117fig

Video productions: classroom course
use of, 40—42; rapid development
techniques used to create, 41-42;
repurposing for asynchronous
e-Learning, 67

Virtual panel discussion, 80

Virtual reality, 47-48

\W\%

Websites: Don Clark alias Big
Dug, 35; free activities, 35;
$DLGlobal.com, 93;
Thiagi.com, 8, 35

Word media presentations, 42

Work backward technique: issues
related to, 2-3; learner evaluation
component of, 3-4
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