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Objectives
• Understand e-learning, overcome objections to e-learning, and 

acknowledge poor past practice while pointing to a better new 
approach

• Identify five models of e-learning: online courses, integrated online 
and offline learning (blended learning), self-managed e-learning, live 
e-learning and electronic performance support 

• Explain competency model for e-learning managers, knowledge, 
skills and abilities, O*NET e-learning related occupations and ASTD 
model

• Describe in detail how to devise and implement an e-learning 
strategy, including how to align it with a general learning strategy and 
overall business strategy, and four key strategic decisions

• Understand eLearning 2.0/3.0 to date focused on strategic 
perspective 



DEFINITIONs
eLearning and eLearning 2.0/3.0
eLearning components, models and methods
LMS



EU Definition for eLearning

• eLearning is the European programme in the field of 
ICT for education and training which promotes the 
inclusion of ICT in all learning systems and 
environments (formal, non-formal, informal – school, 
higher and adult education and training).



ASTD Definition for eLearning

• e-learning covers a wide set of applications and 
processes, such as:
web-based learning, computer-based learning, 
virtual classrooms, and digital collaboration. 

It includes the delivery of content via Internet, 
intranet/extranet (LAN/WAN), audio- and videotape, 
satellite broad-cast, interactive TV, and CD-ROM.

American Society for Training and Development (ASTD) 



UK Chartered Institute of Personnel & 
Development Definition for eLearning

CIPD manages states that e-learning is:
• learning that is delivered, enabled or mediated using 

electronic technology for the explicit purpose of 
training in organizations.



Definition for eLearning

• eLearning refers to an educational processes that 
utilize information & communications technology to 
mediate asynchronous as well as synchronous 
learning and teaching activities



E-learning 2.0 & Learning 2.0

Term ‘e-learning 2.0’ has emerged to refer to the use of 
social software or ‘shareware’ such as blogs and 
wikis, discussion forums

With the right tools and the right support, the learners 
would start to create their own learning network



Badrul Khan’s Frameworks



Development times to create one-hour of  training
34:1 - Instructor-Led Training (ILT), including design, 

lesson plans, handouts, PowerPoint slides, etc. 
33:1 - PowerPoint to E-Learning Conversion
220:1- Standard e-learning which includes presentation, 

audio, some video, test questions, and 20% interactivity 
345:1- 3rd party courseware. Time it takes for online learning 

publishers to design, create, test and package 
3rd party courseware 

750:1- Simulations from scratch. 
Creating highly interactive content

Time for E-learning development 



Development times to create one-hour of e-learning
Simple Asynchronous:
(static HTML pages with text & graphics): 117 h

Simple Synchronous:
(static HTML pages with text & graphics): 86 h

Average Asynchronous:
(above plus Flash, JavaScript, animated GIF's. etc): 191 h

Average Synchronous:
(above plus Flash, JavaScript, animated GIF's. etc): 147 h

Complex Asynchronous:
(above plus audio, video, interactive simulations): 276  h

Complex Synchronous:
(above plus audio video interactive simulations): 222 h

Time for E-learning development 





• Today's technologies
• eLearning market
• eLearning students
• Time for eLearning development 

INTRODUCTION



TO….DAY 

eL…EARN…ing

Technologies 



Today`s impact of technologies 

• People respond and react to the technology in 
different ways

• Companies and organizations that do not embrace 
digital technology in all aspects of their business and 
activities, including learning, will fail

• The impact of new technology in learning ought to 
be viewed from the user ’s perspective

• Learning is first and foremost about the learner & 
purpose



Information Overload
• Question: What percentage of the knowledge you need to do your 

job is stored in your own mind?
1986 = 75% 1997 = 15-20% 2006 = 8-10%

-Robert Kelley, Carnegie-Mellon University/
Robert Kelley’s longitudinal study with knowledge workers

• It is often useful not to ‘know’ things because they are going to be out-of-date 
(i.e. wrong) in a short time.

It is usually a better strategy not to learn them – and simply search and find 
the current (i.e. right) information when you need it
- Charles Jennings, 2006 Reuters



Today`s E-Learning Convergence

Technological 
Drivers

Economic  
Drivers

Social 
Drivers

New 
Learning 
Program

Convergence 
causing E-learning Effecting 

Convergence

Academic 
Sector 

Continuing 
Education

Corporate 
Training

Information 
Overload



E-learning components

Technology 

Design 
Learning
Content 



Learning Styles 
Honey and Mumford

Activists. These learners prefer to concentrate on doing things, and 
accumulating concrete experience. This type of learner emphasizes 
the top left-hand part of Kolb’s cycle, ‘experiencing’.

Reflectors. The learner who likes to spend time reviewing his or her 
experience and reflecting upon problems, perhaps measuring 
experience against theory, characterizes the top right-hand part of 
the cycle, ‘reflecting’.

Theorists. A learner who takes the most cerebral approach, the opposite 
of the activist, and focuses on understanding concepts is a theorist 
whose behaviour corresponds to the bottom right-hand part of the 
cycle, ‘conceptualizing’.

Pragmatists. The learner who likes to plan, explore options and test 
theories is a pragmatist whose behaviour corresponds to the bottom 
left-hand side of the cycle, ‘experimenting’.



Learning  methods

• Self-study online
• E-assessment
• A synchronous online learning event
• Consulting an online instruction manual
• Undertaking an online simulation
• etc.



Learning  models

Online course
Exclusively online courses, providing learning via 
the internet, intranets or corporate networks, or 
simply stored on a PC hard drive or a disk

Integrated online and 
offline learning
BLENDED LEARNING

Learning programs that integrate online learning 
with complementary offline activities

Self-managed
e-learning

The provision of online learning resources for 
self-Managed learning

Live e-learning Synchronous online learning events
involving learners in multiple locations

Electronic 
performance
support (EPS)

Work-based online learning to support specific 
tasks, systems or operational procedures



№ First stage of 
e-learning 
model

Second stage
of e-learning 
model

Third stage of e-learning 
model

1 Pre - course 
work online 

F2F Post - course work online

2 Online F2F
group work or 
one-to-one

F2F
group work or one-to-one

3 Online Online F2F (face-to-face)  
approach for skill 
development

Blended learning 



e-learning culture
DIMENTION DESCRIPTION
personal 
mastery 

creating an environment that encourages the development of 
personal and organizational goals in partnership with others

mental models using visualization or ‘internal pictures’ to
help shape behaviour and decisions

shared vision winning group commitment by developing
shared images of how the future should look

team learning encouraging collective thinking and working,
so that a group’s capacity to develop
intelligence and ability is greater than the sum
of its individual members’ talents

system 
thinking

developing the ability to see the ‘big picture’
within an organization, and understanding
how changes in one part affect the whole
system



E-learning can

• make learning possible – or affordable – in circumstances 
where other approaches are not feasible

• save on costs
• deliver learning faster
• leverage greater value from corporate ICT investments;
• make better use of learning opportunities already available on 

the web
• exploit learners’ enthusiasm for digital technologies 
• be very adaptable to change, through speed of publishing and 

updating
• offer a highly learner-centred solution



E-learning approach

Criteria for Choosing  an e-learning approach:
• Learning needs
• Learner style preferences
• Cost
• Time
• Value-add



Steps in developing e-learning strategy

Step 1: Identifying and analyzing learning needs

Step 2: Planning (resources) and 
preparation of the e-learning

Step 3: Delivery of the e-learning

Step 4: Assessment, evaluation and 
review of the e-learning



Quality-assuring e-learning strategy

Technology 
& 

resources

Results Infrastructu
re 

Strategy 
setting



E-learning strategic decision

Analyses for design online and blended learning:
1. Instruction or information
2. Face-to-face classroom, online, or real life approaches
3. Synchronous or asynchronous instruction
4. A traditional or rapid design approach



Strategy decision #1: 
Instruction or information

Module, lesson, course, tutorial, demo, 
game, practice, simulation, quiz, test

Who, what, why, when, 
where

Instruction                                                        Information

Aim to change learners knowledge and 
skills for specific purpose – change 

what workers do on the job

Type of content which aim 
to increase comprehension



Attributes Instruction Information

Purpose Gain skills via practice and feedback Improve comprehension
Audience Often built for narrower audiences Often built for wider audiences

Content Purposely limited, may link to 
additional content

Often less restricted
to meet wider audience
needs

Interface Simpler interfaces, reuse so users 
know what to expect

Less restricted content
requires careful interface design and 
testing

Activities Support learning and transfer Quickly locate information

Multimedia Use when needed to improve 
learning, don’t use gratuitously

Use when needed to
improve comprehension,
don’t use gratuitously

Assessments Test, performance, real life
performance Survey, multiple choice questions

Strategy decision #1: 
Instruction or information



Strategy decision #2: Classroom (face-to-face), online, or real lifeBenefits Challenges

Classroom

Immediate feedback and support
Social aspects 
Immediacy of feedback
Easy to see performance

Usually linear, more time bound
Participation is limited by available time and need 
to “cover” content
Travel greatly increases cost
Not easily scalable

Online

Easily scalable
Possible to customize
Easier tracking
Easier standardization
Potential for increased participation
Incremental cost is lowered when 
spread over wide audience

Boring when not enough consideration is given to 
interaction needs
May be challenging to use
Delayed or nonexistent feedback and support is
common
May feel “remote”

Real life

Real examples, not made up
Immediate feedback and support
Able to see the full complexity of job 
skills
Mentoring or coaching over time is 
possible

Non-standardized quality of on-the-job trainers 
and training process
Can be time-consuming
May need to limit practice for safety and other 
concerns
Learner may be overwhelmed

Strategy decision #2: Face-to-face 
classroom, online, or real life approaches



Strategy decision #3: 
Synchronous or asynchronous
Technology-based instruction is typically delivered in a 
synchronous manner (live, same time, different 
locations) or an asynchronous manner (self-paced or 
group-paced, different times and places) and the 
designer needs to determine which (or combination) of 
these will work best. 



Strategy decision #4: 
Traditional or Rapid Instructional Design
1. Traditional instructional design isn’t very efficient 

for getting instruction out quickly. 
2. Rapid instructional design is much more efficient 

than traditional instructional design for producing 
instruction. It is often a good strategy for lower-level 
instructional objectives, and when there simply is no 
time for using a traditional instructional design 
process. 



E-learning architecture usage

USAGE
LOW

(re-) usage 
MEDIUM

(re-) usage  or 
creation

HIGH
(re-) usage 

and creation

LE
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NI
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RC

HT
EC

TU
RE

High
Social practices, Co-Creation, Sharing 
(Reflection in action)
● “open” objectives
● “open” methods

A B C

Medium
Dialog, Procedures, Rules (Know-how)
● “closed” objectives
● “open” methods

D E F
Low
Knowledge transmission (Know what)
● “open” objectives
● “closed” methods

G H I



• LMS is a software technology application for the 
administration, documentation, tracking, and 
reporting of training programs, classroom and online 
events, e-learning programs, and training content.

• Learning Content Management system (LCMS)  is a 
means of organizing the learning – a repository for 
storing, retrieving and launching courses or their 
components. An LCMS technology can generate 
reports too, such as reports on the uptake of courses, 
or on success rates.

Learning Management System (LMS) 



• SCORM is a collection of standards and specifications 
for web-based e-learning. It defines communications 
between client side content and a host system called 
the run-time environment.

• SCORM includes ability to share and use information 
about success status for multiple learning objectives 
or competencies across content objects and across 
courses for the same learner within the same LMS.

Sharable Content Object Reference Model 



• E-learning management
• Members of e-learning team, e-learning 

manager 
• ASTD Competency model for e-learning and 

O*NET 

E-LEARNING MANAGEMENT & 
MANAGERS



How

• It is necessary to understand  how people learn, and 
how best to manage the learning process to achieve 
improved performance at work



A questions ?

How to manage e-learning? 
How to manage e-learning effectively? 
How can information and communication technology 
(ICT) be used to support and improve learning 
experiences?



eLearning management

• Management in all business areas and organizational 
activities are the acts of getting people together to 
accomplish desired goals

• eLearning management are the acts of getting 
people together to accomplish desired learning 
outcomes  efficiently and effectively



eLearning Management categories

• E2B = Education to Business (corporate E-Learning): 
target groups are companies and their training 
institutions.

• E2E = Education to Education (university E-Learning): 
target groups are universities, professors and other 
educational institutions.

• E2C = Education to Consumers (private E-Learning): 
target groups are private consumers, students who learn 
with online courses and materials.



eLearning management participants

Participants in eLearning management

Educational 
organizations

Business 
Corporations 

Learners

Teachers, 
supervisors, etc.

Institution 
administration

Employees
Employers
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Managers of the 
organization 

Outsourcing 
(external consultants)

eLearning developer sample –
Media Managers

Mixed team from 
organization & 

consultants

Who can manage e-learning initiatives through e-learning road? 

Instructional 
Designers

Instructional 
Designers

……….……….

Multimedia 
Developers
Multimedia 
Developers

SCORM 
Programmer

s 

SCORM 
Programmer

s 

Educational 
technologist
Educational 
technologist

E-LEARNING TEAM



E-LEARNING TEAM



E-learning team

A distinction should be made between:
1)  the overall project team and;
2) the individual curriculum development teams.

Typically project team operate under the auspices of the 
Office of the Vice-President, Academic and consist of 
management level staff members associated with 
course and program development and evaluation. A 
project coordinator will serve on this team and manage 
the logistics, finances, reporting and interactions 
between the development teams.



E-learning team

Individual curriculum development teams consist of 
individuals who bring the following skill sets:

• Academic expertise in the subject area for course 
related developments or student services expertise 
for student support developments

• Multi-media/Web development

• Content editing

• Instructional design

• Visual design



E-learning team (cont.)

Role Area of responsibility of e-learning team member

Project leader
Project management (targets, budget, team); liaison with client 
and subject experts; installation and maintenance of the package; 
management of piloting and evaluation

Instructional 
designer

Content analysis and curriculum design; program planning; 
planning and implementation of piloting and evaluation

Courseware 
designer 

Interface and screen design; storyboard/script/programmable 
ready material

Programmer Coding; integration with learning management system

Graphics designer Development and production of graphics and animation

Audio-visual
co-ordinator

Sound and video production; still photography



E -

Learning 

Management 

Technology, 
infrastructure, 

tools, etc. 

Pedagogy, curriculum, 
scenarios, programs, 

modules, etc.  

people
is done by

relates to

relates to

relates to 

eLearning management relates

is based on

is focused on

in  Education Corporate



E-Learning Manager
Pe

da
go

gy
 

In
st

ru
ct

io
n

al
 D

es
ig

n understands the main principles of instructional design (ID)
understands the concept of ID for high-order skills
understands the concept of subject matter domains
understands the concept of using higher order skills

Ev
al

ua
tio

n 

understands and can identify the general guidelines of 
evaluation design.
understands the use of evaluation in a project lifecycle.
understands the three main method types used in an 
evaluation.
understands the advantages and disadvantages of the relevant 
evaluation methods

Bl
en

de
d 

le
ar

ni
ng

 

understands the concept of blended learning (BL).
knows the benefits of using BL.
understands the design issues of creating a BL environment



E-Learning Manager
Pe

da
go

gy
 

As
se

ss
m

en
t 

understands and can use the various assessment theories.
understands and can use the various types of traditional 
assessment. 
understands and can use the emerging methods or 
"alternative assessment".
understands the importance of e-assessment as a step in 
an e-learning process

Pe
da

go
gi

ca
l 

th
eo

ry
 

understands the pedagogical theory of behaviorism
understands the pedagogical theory of cognitivism
understands the pedagogical theory of constructivism
understands and can implement pedagogical e-learning 
principles which arise from the learning theories



E-Learning Manager
Te

ch
no

lo
gy

E-
le

ar
ni

ng
 

Te
ch

no
lo

gi
ca

l B
as

ics
 

understands the basics of computer hardware. 
understands the basics of computer software. 
understands standard hardware requirements for 
effective e-learning.
understands standard software requirements for effective 
e-learning.
understands the basics of networking. 

E-
le

ar
ni

ng
 To

ol
s 

understands and can use the different synchronous e-
learning technologies
understands and can use the different asynchronous e-
learning technologies
understands and can use assessment technologies of e-
learning
understands and can use the different collaborative tools 
in e-learning



E-Learning Manager
Te

ch
no

lo
gy

E-
le

ar
ni

ng
 

Co
nt

en
t 

understands and can use the basic concepts of digital 
document management
understands and can use the basic concepts of widely 
accepted elearning standards.
understands and can use different digital content formats

E-
le

ar
ni

ng
 P

la
tfo

rm
s 

understands what a LMS is and how it facilitates e-
learning
understands and can use the main tools of a LMS
understands what a CMS is, how it can be used to 
facilitate e-learning
understands and can use the main tools of a CMS
understands what an electronic portfolio is and how it can 
be used to facilitate e-learning
understands and can use the main tools of a electronic 
portfolio



E-Learning Manager
Te

ch
no

lo
gy Pr

ov
id

in
g 

e-
le

ar
ni

ng
 

understands the basic principles of computer based learning 
and their advantages and disadvantages
understands the basics of web servers and server software
understands the basic functions of web browsers
understands the use of data storage devices for distributing 
e-learning.

Em
er

gi
ng

 e
-le

ar
ni

ng
 

tr
en

ds
 

understands how web 2.0 has developed from emerging 
software trends
understands what characterises Web 2.0
understands and can use some of the most popular/ 
common applications in Web 2.0
understands the development of Mobile Learning
understands the use of Mobile Learning. 



E-Learning Manager
M

an
ag

em
en

t

Su
pp

lie
r/

 S
er

vi
ce

s knows the parts of ISO 20000 relevant for the support 
and provision of e-learning solutions
knows how to establish requirements, evaluate and 
select the proper e-learning technology
knows typical content of service agreements with e-
learning providers

M
ea

su
re

m
en

t 
of

 e
-le

ar
ni

ng
 

be
ne

fit
s has an understanding of e-learning benefits

has an understanding of ROI and ROI scenarios
has an understanding of the benefits for SMEs



E-Learning Manager
M

an
ag

em
en

t

Kn
ow

le
dg

e 
M

an
ag

em
en

t 
knows the difference between information and 
knowledge
knows innovation management methods to identify, 
select and support the creation and distribution of 
core knowledge in an organization
knows methods proposed by international standards 
to identify, select and support the creation and 
distribution of core knowledge in an organization to 
continuously improve the organizational performance
knows the relationships between e-learning and 
knowledge management
knows the relationships between e-learning and 
domain re-use management



E-Learning Manager
M

an
ag

em
en

t M
an

ag
em

en
t 

of
 e

-le
ar

ni
ng

 
pr

oj
ec

ts
 

understands Planning and Controlling E-Learning 
Projects
understands Quality Management in E-Learning Projects
understands the use of project management tools in e-
learning projects

Or
ga

ni
za

tio
na

l A
na

ly
sis

 understands learning organization models and their 
features
understands change management strategies
understands assessment methods to identify in which 
areas change and knowledge management will help to 
continuously improve / innovate
understands goals, roles, tasks, and plans of typical top 
projects which implement the sharing of core knowledge 
through e-learning



• The ASTD WLP Competency Model for Learning 
and Performance was derived from an in-depth, 
comprehensive study of the learning profession. 
The model identifies the roles, areas of expertise, 
and foundational competencies for professionals 
in the learning and performance field

• The ASTD WLP Competency Model is 
the foundation for the ASTD Certification 
Institute's Professional Certification Program

American Society for Training and 
Development Competency model  



American Society for Training and Development 



Foundational Competencies

Foundational competencies define relevant behaviours for learning and 
performance professionals. The ASTD Competency Model presented the 
idea of foundational competencies. These foundational competencies are 
categorized as follows:

Interpersonal: how well you work with, manage, and influence people, policy, 
and change. 

Business and Management: how well you analyze situations, make decisions, 
and implement solutions. 

Personal: how well you adapt to change and make personal decisions to 
enhance your career.

It is essential that WLP professionals fortify this foundation by keeping in 
touch with resources that build and refresh these skill sets. 



Roles

Roles are groupings of targeted competencies. An individual’s 
job may encompass one or more roles, similar to different 
"hats" that one might have to wear. Roles should not be 
interpreted as "titles.“ At the top of the competency model 
are four roles, or lenses through which WLP practitioners may 
view the model:
– learning strategist 
– business partner 
– project manager 
– professional specialist
– A WLP professional may play one or more roles in his or her job.



Areas of Expertise (AOEs)
AOEs are the specialized knowledge/skills an individual needs to perform in a learning and performance role. An individual may need expertise in one or more areas.As part of the 2004 initiative to build a competency model for learning and performance professionals, ASTD identified nine areas of expertise, deemed critical for workplace learning and performance (WLP) professionals:
• career planning and talent management 
• coaching 
• delivering training 
• designing learning 
• facilitating organizational change 
• improving human performance 
• managing the learning function 
• managing organizational knowledge 
• measuring and evaluating



Occupational Information Network 
(O*NET) in eLearning



O*NET in eLearning



O*NET in eLearning



O*NET in eLearning



E-learning Developer occupation

• Construct web-based training and performance support programs for five Ivy 
League university hospital campuses – a career-making opportunity. You’ll work 
closely with project managers and instructional designers to deliver engaging, 
effective programs. And you’ll thrive in a culture that promotes creativity

• For talented interactive developers, it’s the chance to transition to the fast-
growing field of healthcare. And for experienced E-learning professionals, it’s 
the chance to make your mark in this evolving field. Your ability to integrate 
graphics, animation, and multimedia with instructional content will yield 
incredible results for our team

• Shape the future of our institution. In this role, you’ll set new and lasting E-
Learning technology standards, while participating in every phase from course 
design and testing to implementation and maintenance. You’ll work 
independently, while delivering vital support to a variety of departmental 
leaders.
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Typical design and development tasks Questions answered
1. Define instructional objectives What will the learner will be able to DO as a result of instruction? How does this content get used in the real world? 2. Gather content Is there existing content? Is it in a useful form? Do we need more or a different format? What content experts will help us? Do they have the time needed?3. Determine content, activities, assessments,and support

How will achievement of learning objectives beassessed? What activities are needed for practice?What content is needed to support the activities? For e-Learning, what media and tools will be used to support content, activities, and assessments? What types of support will learners need to be successful?4. Determine interface and screen design What look and feel is needed? How will learners enter and get around? What standards should we adopt for: page and site structure and navigation; backgrounds and graphical elements; colors; text-font, color, size, word usage.5. Develop a prototype What snippet of content, activities, and assessments should we develop in order to gain feedback from stakeholdersbefore starting full scale development?6. Perform formative evaluation on prototype What changes are needed to the interface and screen design, content, activities, and assessments? (It is cheaper to catch problems and mistakes before instruction goes live!)7. Flowchart/ storyboard How will we describe content, activities, and assessments so content experts can review content prior to development? How will we describe content, activities, and assessments so developers know what we want?8. Perform formative evaluation on storyboard What changes are needed to the content, activities, and assessments before full development commences?9. Complete design Develop learner and instructor materials (if needed), including content, activities, assessments, presentation materials, etc.



• E-LEARNING STRATEGY
• STERATEGY GOAL
• E-LEARNING STRATEGY CYCLE
• E-LEARNING STRATEGYC DECISIONS 

E-LEARNING STRATEGY



Strategies  for e –learning management ore-Strategies for learning management
e

e



• Strategy refers to a plan of action designed to achieve 
a particular goal of the organization

• E-Learning strategy must allow the organization to 
manage and deliver solutions that ensure that people 
have the necessary knowledge to embrace change 
and perform at a level required for business success 
and competitiveness

Strategy & eLearning 



Organization development strategies

Organization 
development 

(OD) strategies

Corporate 
university KNOWLEDGE 

MANAGEME
NT

Talent 
management

Continuous 
professional  
development

Classroom-
based 

learningCoaching and 
mentoring

Work-based 
learning

Leadership 
and 

management 
development

Learning 
Centre(s)

Performance 
managementE-Learning 

strategy is related 
to Organization 
development (OD) 
strategies



Performance improvement 
is a part of the organizational goals

• That’s why the learning strategy describe the system for 
learning and performance across the organization

• Managing and improving the performance of employees 
and supporting staff based on the e-learning strategy 
requires effective and efficient allocation of resources
(technology & information, HR, finance & assets) and 
management support.

eLearning strategy



COMPETENCE IS THE ABILITY OF AN 
INDIVIDUAL TO PERFORM A JOB 
PROPERLY



eLearning strategy GOAL –
achievement of  competences

• A competency is a set of defined behaviors that 
provide a structured guide enabling the 
identification, evaluation and development of the 
behaviors in individual employees

• As defined, the term "competence" first appeared in 
an article authored by Craig C. Lundberg in 1970 
titled "Planning the Executive Development 
Program"



eLearning strategy  & 
Competency-based 

(outcome-oriented) curricula
= SYNERGY



E-LEARNING MANAGEMENT: PLAN, ORGANIZE, CONTROL & EVALUATE

Effectiveness & efficiency:  minimizing resources & e-learning initiatives time & 
maximize  performance improvement and learning outcomes

E-learning
initiatives

STATE 
PERFORMANCE

ORGANIZATIONAL & 
INDIVIDUAL GOALLS 

EVALUATE 
LEVEL OF 
ACHIEVED 

GOALS  

ALLOCATION OF 
RECOURSES

LEARNING 
ACTIVITIES

HR
Technology

Assets  
(finance, etc.)

Performance & 
Learning outcomes 
(knowledge, skills,

competences)

eLearning strategy cycle



E-Learning strategy enable the organization to determine the 
needs across the enterprise for capture and creation, 
intelligent storage and dissemination of information. 

Where to start?

78



Where to start? 

• PEST analysis - Political, Economic, Social and Technological 
analysis, or/and SWOT

• Organizational  learning & development strategy must be in 
alignment with the corporate strategy.

Corporate 
strategy

Learning and 
developmen

t strategy

E-learning 
strategy

Learning

E-learning



Six essential elements of
an e-learning strategy document
1. Definition of e-learning - shared understanding
2. Aims and objectives -shared vision
3. Planning framework  - shared way of working
4. Resources and partners - who and what is involved
5. Models of e-learning - common approach and design
6. Evaluation approach - how results will be measured



• What should we be doing in order to support the 
organization's goals for improved performance? 

• What does learning design best match situation and 
learners? 

• What software capabilities do we need to best 
leverage technology in solving and enduring business 
challenges?

• What will be the value & economic profit for the 
organization when e-learning projects are completed?

• How to implement e-learning? 
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E-LEARNING IMPLEMENTATION ACTIVITIES



Learning and analyzing across the 
organization

Identified organization needs for 
improvement

Learning Design & Knowledge 
Resources selection process

Definite Unit of Study, topics & 
subjects to learn

Access, retrieval, and reuse to 
categorize and classify content 

Categorized and classified e-learning 
content

Mapping and KNOWLEDGE 
reuse

Development methodology

Plan and address technology

Maintenance planning of 
different systems

E-Learning strategy plan
priorities 

Measurement & evaluation of 
success 

Mapped  knowledge to the learning , 
performance and business objectives
Developed methodology focused on 

continuous  evaluation the process
Identified technology features, 
functionality and requirements

Reviewed the system as  a whole   

Definite priorities in e-learning

Identified indicator for evaluation of 
e-learning

ACTIVITIES RESULTS



1: Learning & 
analyzing across the organization

• Identify key decision points that impact  strategies. 
This includes software, tools, processes, resources 
required, learning, performance, business objectives, 
existing content, and channels. 

Learning across the organization
This case study show how to 
learn across the organization 
and gather information 
about learning needs. 



2. Learning Design & Knowledge 
Resources selection process

• Learning Design & Knowledge Resources selection 
process determines how to decide which learning 
activities, content, desired topics and subjects, and 
existing courses and content need to be developed, 
and in what manner. 

• Having a blended learning approach is critical as you 
identify various delivery styles (e.g., Web based 
basic, Web-based highly interactive, instructor-led, 
etc.).



3: Access, retrieval, and reuse to categorize & 
classify content 

• This area explores a high-level taxonomy to categorize and 
classify content within context to the learning, performance, 
and business objectives. In this area we are exploring how to 
identify and tag content in meaningful ways so the end-user 
can gain access at the right level.

Did you know ? Human Capital Edition - 2009
This YouTube video show a surge of new 
technologies and social media. As a result the 
information content is changing to be 
magnitude and extremely divers. 
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4: Mapping and KNOWLEDGE reuse

• The mapping process explores how to map unit study 
and content to the learning, performance, and 
business objectives.  This can be done by leveraging 
data and information from the organization such as:
– user profiles;
– learner paths;
– new hire orientation;
– succession planning 

& development.



5: Development methodology

• The analysis, design, development, implementation, 
evaluation Instructional Systems Design ADDIE  model has 
clear reference points to the learning and performance 
system. 

• e-Learning strategy success is dependent on output and 
how we manage that output. Using an iterative model that 
has continuous evaluation and business-case analysis is 
critical.



6: Plan and address technology

Plan to address Web-portal design, LMS and LCMS 
features, functionality, technical requirements to flush 
out business needs and potential cost models.

• Potential areas of software includes authoring 
platforms for Web development, competency profiling 
and/or assessment systems, LMSs and LCMSs, 
knowledge management systems, class registration 
systems, and assessment authoring and delivery 
systems. 



7: Maintenance planning of different systems

• Maintain the content, authoring, LMS, LCMS, and 
other systems.

• A plan must be established to identify a systematic 
review, revise, and release cycle, define triggering 
mechanisms and measurement criteria, and evaluate 
the shelf-life of learning content to provide fresh, 
timely, and engaging learning experiences.



8: E-Learning strategy plan priorities

 The e-Learning strategy 
plan includes 
prioritizing projects, 
managing scope, 
identifying and 
resolving issues, and 
shifting schedules and 
resources as the 
programs and projects 
move forward.



9: Measurement and evaluation of success

Measure the successes and failures  of training 
programs within the organization. Outcomes must be 
established to assess the whole technology-enabled 
instructional process. The outcomes are highly 
dependent on:
 technology architecture;
 content;
 instructional design;
 teaching strategies associated with software;
 attitude of all those who participate;
 work environment. 



e-Learning, Distance Learning, Blended-Learning, 
Web 2.0 and Web 3.0 (HD) 



E-LEARNING MANAGEMENT IN PRACTICE



• McDonald’s in the UK, achieved higher levels of hygiene and saved over 
£4m through the implementation of a blended programme with e-learning 
and workbooks supported by on the job coaching

• Ford trained 24,000 sales staff with e-learning reducing training costs by 
74%, reducing time to competence and increasing sales by 2.4 cars per sales 
person

• British Airways delivered a more flexible workforce with cabin crew 
training to enable working across different planes and saved £984,000 on 
training costs

• Marks & Spencer cafes achieved an increase in customer satisfaction, a 6% 
sales increase and a reduction in costs through a targeted e-learning 
programme. IKEA met the training needs of a global operation through e-
learning and compressed training time by 50%, saving over €1.2m

• The NHS have delivered a fourfold increase in radiologists qualifying through 
the support of e-learning. They reduced one training component from 16 
weeks to 7 weeks with e-learning and reduced the average reduction time to 
competency by 29%

eLearning case study



eLearning case study

Example

Dell Computer Corporation, a pioneer of the 
direct business model, instituted a “narrow and tall” approach to e-
learning. When John Coné, Vice President of Dell Learning, joined 
the company over five years ago, he did not ask for a major 
financial commitment for an e-learning initiative. Instead, he 
targeted one part of the organization, realizing that e-learning 
would later migrate to other areas of the company. His approach 
has been to change the financial model so that Dell Learning 
operates on a tuition-based, pay-as-you-go model, rather than an 
overhead model. Coné makes the business case for specific 
programs and solutions.



eLearning case study

Example
IBM decided on a bold e-learning concept, implemented as a 
company-wide, core initiative. The company needed to provide 
leadership development and build the management competencies of 
30,000 IBM managers worldwide. IBM’s Director of Management 
Development, Nancy Lewis, decided to “just do it,” and develop her 
program accordingly. Lewis wanted to focus on the effectiveness of e-
learning,  rather than efficiency, and her effort paid off in both areas. 
Participants in the Basic Blue elearning program learned nearly five 
times more material than via previous interventions. And Basic Blue 
delivers five times as much content at one-third the price of a 
traditional classroom-based approach.



eLearning case study

Model 1: „Pure Virtual University“
The virtual university exists instead of a traditional 

campus-based university. This is the model of a "pure 
virtual university. All core activities are delivered online.

Model 2: " Additional Virtual University“
The traditional university has in addition a virtual 

university as well. This model is very similar to the „alma 
mater multimedialis model“. The e-learning strategy is 
organized university-wide and the programme 
complementary to the conventional university.



eLearning case study

Model 3: Cooperations Academic Sector:
Several traditional campus-based universities are the 

founding partners of an additional virtual university. This 
model is a special type of an university network which 
will be explained in 3.2.5.

Model 4: Cooperations Corporate Sector:
In this scenario the university cooperates with partners of 

the corporate sectors, e.g. with educational providers or 
as a member of a consortium which will be analyzed in 
the following sections


