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Simply put, learning accomplished with the use of electronic media is eLearning.

The objective of an eLearning course is to teach or help individuals, who are essen-
tially trying to learn by themselves. 

So, before even starting to work on the course, we need to decide WHAT we want 
the learners to “do” or “achieve” after taking the course. We need to understand our 
learners in terms of their current level of understanding of the subject in hand, their                
experience with respect to taking eLearning courses, the place where they will be tak-
ing the course – in the office, or at home, or in a hotel room, and so on. So, we have 
to set “performance-based” learning objectives which we can measure.

E-learning is the use of technology to enable people to learn anywhere and anytime. 
The information provided by subject-matter experts is made learner-friendly with the                       
application of the principles of instructional and visual design, and then produced us-
ing authoring tools/ software such as Articulate, Lectora, Captivate, Flash etc. 
Finally, it is made AICC or SCORM compliant and made available on the Learning 
Management System, Web Portal or intranet for users to access. 
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What is eLearning?

What is 
eLearning?



PowerPoint slides are just learning aids to be used during classroom sessions. They 
consist of only a fraction of the knowledge that SMEs share during classroom inter-
actions. Without the value-addition of SMEs, PPTs cannot function as a stand-alone 
learning material. 

There is a popular misconception that by adding narration to PowerPoint slides and      
publishing them, using authoring tools such as Articulate, you get an eLearning course. 
All we have to do is to upload the course on to a Learning Management System (LMS), 
or share it using web conferencing solutions such as Adobe Connect or WebEx. 
The greatest advantage of this method is of course the ease and cost of doing it. But it 
provides minimum interaction to the learner as it is a one-way communication without 
any consideration of the learner at the other end.
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What is 
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So, it is not enough to make a good PowerPoint presentation and convert it into an 
online version. There are three fundamental differences between what is considered 
an eLearning course and what is not. These differences are in:

1.   the objectives
2.   the process by which the course is made 
3.   how the course is evaluated

The objective of a PowerPoint presentation is to support a classroom lecture given 
by a subject matter expert. It is created keeping in mind the instructional flow that 
the SME has in mind, and intends to use during his/her presentation. Typically, the 
feedback from the learners is taken in the form of a questionnaire that is given at 
the end of an instruction. Therefore, the PowerPoint presentation prepared for the 
purpose of classroom instruction cannot really function as a standalone eLearning 
course module. 
So, how is eLearning different from a PowerPoint presentation? To find the answer to 
this question, it is important to understand various elements of eLearning. 

What is NOT eLearning?

Page 04

Here is the infographic on What is E-Learning & What it is Not

Click the above image to view the infographic



E-learning Course Design 
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The design methodology of eLearning courses has a direct bearing on its effective-
ness. Having a defined methodology enables members of the eLearning design team 
to understand their individual roles and responsibilities in the design process. This, in 
turn, results in a seamless and structured process that is adhered to by all concerned; 
resulting in a product that successfully meets all the learning objectives. 

The process of eLearning design can be divided into the following stages.

Each of these stages is dealt with, in great detail in the following pages.
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E-learning Course Design

Here is the infographic on Process of eLearning design

Click the above image to view the infographic



The Analysis stage involves understanding the require-
ments of the organization and the needs of the target au-
dience, assessing the available content, and deciding the 
best way to present it in the program.
The “Training Needs Analysis” method is used to deter-
mine if a training need exists, and if it does, what training is 
required to bridge the gap between the standard and the 
real performance of the employee.

This is done by using a popular tool called Front-End Analysis (FEA), developed by Joe 
Harless for determining interventions for performance problems. This tool is used to 
find the most efficient way to correct performance. Today, it is one of the most effective 
methods for ensuring that the time spent in training is not wasted.

If the training need gap is related to knowledge or skill, eLearning can be the best   
solution. 

Analysis
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In the analysis phase the following are determined:

Training Requirements: 
‘Understanding your needs’ is the factor attributable towards 
growth in the eLearning sector, and is the key to developing an 
effective eLearning. You need to understand the training ex-
pectations in terms of content, learning experience, timelines, 
etc. It is also important to consider what you want the learners 
to be able to do after taking the eLearning course.

Audience Analysis: 
It is one of the important steps in the development 
of an eLearning. You need to know your audience 
well. A description of the target audience illustrates 
the learners for whom the instruction is being de-
signed as part of the training program. It helps in 
the selection of objectives, illustrations, terminol-
ogy, delivery format, and cultural issues.

Content Analysis: 
Content analysis is a very important factor that 
needs to be considered in the development of 
eLearning. Through content analysis, you can 
determine whether the content identified is 
relevant for closing the gap between the cur-
rent and the desired abilities. The content can 
be mapped with the learning outcomes set to 
check its relevance.

Analysis
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When it comes to designing a strategy for a course, we need to first understand 
how adults learn. ‘Adult Learning Principles’ is an important subject in learning 
psychology.

Malcolm Knowles, an American practitioner and theorist of adult 
education, identified the six principles of adult learning listed below:

At a conceptual level, when adults are our learners, we need to “FACILITATE’” rather 
than actually teach. We need to connect the current learning to what they already 
know, we need to make the learning “SOLVE” their problems, we have to bring in 
“WHATS IN IT FOR ME (WIIFM)?” very clearly.

Learning Design Strategy (Content Types, Treatment)
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Here is the infographic on How do Adults Learn

Click the above image to view the infographic



We also need to consider the fact that people have different Styles of Learning. Some 
learn better by reading, some learn better by seeing, some by hearing, and some by 
doing. To make an eLearning course suitable for all kinds of learners, we need to use a 
judicious mix of text, audio, graphics and images. 

Next, we need to consider the content. We need to approach the learning design 
strategy based on the content types. The five types of content include: Facts, Con-
cepts, Processes, Procedures, and Principles. (Clark, R., Chopeta, L. 2004).

M. David Merrill produced the Content-Performance Matrix, which provides a very 
effective basis for designing instructional materials.  

Content
types

Facts

Concepts Principles

Procedures

Processes

Visual Learners

Kinesthetic Learners

Auditory Learners
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Here is the Content-Performance Matrix:

David Merrill and Ruth Clark’s Performance/Content Matrix.
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Here are the content types and their treatment in detail:

Facts
Factual information refers to a specific and unique piece of information that must be 
individually memorized to be known. Facts are processed at the ‘remember’ level 
only. Storage and retrieval of information from human memory can be inefficient; 
memorization of factual information is to be avoided when possible. It is recom-
mended that we avoid writing learning objectives that ask trainees to recall factual 
information in an isolated form. Instead, write learning objectives that require learn-
ers to apply factual information as needed to perform job tasks.
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Here is the Slide Show on Representing Facts



Concepts
A concept is a mental representation or prototype of objects or ideas. All concepts 
have critical features, characteristics, and irrelevant features. The critical features are 
always associated with the particular concept, whereas the irrelevant features vary from 
example to example. At remember level, learners can recall the definition of the con-
cept and can summarize the critical features of the concept.
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Here is the Slide Show on Representing the Concepts



Processes
Processes may be defined as descriptions of how things work. Processes may include 
both need-to-know information and nice-to-know information. If process knowledge 
is essential, write learning objectives at the application level.
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Here is the Slide Show on Representing Processes



Procedures
A series of clearly defined steps that result in the achievement of a routine job task. 
Procedures are done more or less the same way each time, and can be clearly speci-
fied in a step-by-step format. They are driven by achievement of a task and explain 
how to go about doing a task.
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Here is the Slide Show on Representing the Procedures



Principles:
A principle is a cause-and-effect relationship that results in a predictable outcome. 
At the remember level, the outcome will be that the learners will be able to recall the 
guidelines, while at the application level they will be able to solve a problem using the 
guidelines or make an inference.
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Here is the Slide Show on Representing the Principles



An instructional design document consists of the recommendations of the learn-
ing management team. It is prepared after evaluating client requirements, learning 
objectives, assessment needs, and design challenges. A clear-cut learning strategy 
is defined at this stage based on the instructional, visual, and audio strategy. Given 
below is detailed information about all aspects that are relevant and useful in creating 
the design document.

To ensure that learning designers are targeting the right goals, it is necessary that 
we learn how to set objectives. This ensures that all our learning interventions stay 
on track.

What makes learning objectives useful? 
A meaningful objective is one that succeeds in communicating your intent to the par-
ticipants, and the one that excludes the greatest number of possible meanings other 
than your intent.
According to Robert Mager, Performance, Conditions, and Criterion help to create 
meaningful objectives. The performance part talks about what the participants will be 
able to do; the conditions part talks about the conditions under which you want the 
participants to be able to do it; and the criterion part talks about how well it must be 
done. 

Instructional Design 
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Please note: Sometimes there will be no special conditions to include, and sometimes 
it is impractical and useless to include a criterion. (Robert F Mager: Effective learning 
objectives)

5 Tips to Set the Objectives:

1.   Keep your learning objectives simple and brief to have better understanding. 
2.  Consider some specific questions that help you keep your learning objectives   
     grounded.
3.  An objective should communicate it’s intent and leave very little space for 
     misinterpretation.
4.  Objectives should specify the performance of a learner after taking the training.
5.  Every activity and assessment must be aligned to the learning objectives.
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Bloom’s Taxonomy

Benjamin Bloom developed the taxonomy of educational learning objectives. He iden-
tified three domains of learning: Cognitive Domain, Affective Domain, and Psycho-
motor Domain. By creating learning objectives and assessments at the appropriate 
Bloom’s level, we can make our courses truly effective. (Bloom’s taxonomy-learning 
domains)
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Let’s understand the six levels of Blooms Taxonomy and see the type of learning 
each level can address:
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Here is the Presentation on How to set Learning objectives

Click the above image to access the presentation



Instructional Design Models
Instructional Design models must be applied to facilitate learning in adults. There are 
many models of Instructional Design that can be used, depending on the audience 
profile and the subject at hand to make learning purposeful and effective.
Gagne’s 9 Step Model: The model explains the events required for effective learning 
based on information processing that occurs in different situations. There are several 
types of learning. Each type of learning requires a unique type of instruction.  

The Gagne’s Conditions of Learning includes following steps: 

The process of designing and developing an eLearning course involves the applica-
tion of a number of principles and practices. We need to do all this if we want our 
course to be EFFECTIVE. What it essentially means is that people should learn and 
perform what we want them to perform after taking the course.
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Learning Cycle
The learning process helps to determine the 
architecture of courses. The four main phas-
es of the learning cycle are:

Phase I

     Review: sets the context and helps the learner bridge prior knowledge through 
an understanding of a broader context for new knowledge. The role of Phase 1 in the 
learning process is to influence the attitudes, values, and beliefs of the learner to cre-
ate an “anticipatory set” for learning key concepts and principles in Phase 2. Phase 1 
may include a pre-test of prior knowledge and may also include activities. This phase 
answers the question “Why?”

Phase II

     Learning: Is the Information Transfer or Knowledge Acquisition phase. Bloom’s 
Cognitive Domain Taxonomy can be taken as the benchmark model. Phase 2 pro-
vides the core content of the course. Core content may be procedural/process based, 
or concept/principle based. This phase answers the questions “What?”

Phase III

     Application: Consists of case studies or best practices or applied exercises. Dur-
ing this phase, learners gain an understanding how to apply the new knowledge and 
skills. Problem-solving and decision-tree learning are appropriate learning models for 
Application. Phase 3 provides demonstrations of the application of the knowledge. It 
answers the question “How?”

Phase IV

     Adaptation: The last and the most important phase for performance improve-
ment, which completes the learning cycle, Phase 4 provides direction and support to 
help the learner transfer the new knowledge to his or her own performance context 
needs. It answers the question “Now what?”
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One of the main objectives of an eLearning course is to make a strong impact on 

learners that facilities learning. One of the ways to achieve this objective is by using 

visuals effectively. 

eLearning visuals can be in the form of diagrams, charts, graphs, illustrations, 

drawings, photographs, or graphics.

Visualization helps in the organization, association, grouping, and construction of 

concepts. As learners proceed along the course, visualization helps create mind 

maps. This can further help in presenting a structured presentation of content. Vi-

sualization provides “at a glance” learning.
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Graphics an aid in learning

A graphic is a visual or iconic representation of content. Graphics are also referred to 
as visuals. In a simple sense, graphics are non-textual elements. Learning is made 
easy and effective with the help of graphics. A few examples of graphics are photo-
graphs, line diagrams, graphs, etc.
Graphics are used to replace text and reduce the cognitive load on the learners. They 
are designed to optimize learning and performance; as a result they also improve 
performance of employees.
E.g.: To teach a simple fact - Alveoli are tiny air sacs in the lungs.
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Here is the Presentation on Visuals in E-learning

Click the above image to access  the video



Major Benefits of Visuals in Learning
Visuals support the psychological learning process by reducing the cognitive load 
and helping the learner build mental models. They draw attention to important ele-
ments in an instructional display and minimize distraction. Examples are hotspots, 
arrows, callouts, etc.

They activate or build prior knowledge by engaging existing mental mod-
els or providing high-level models to support acquisition of new content. Visual 
analogies are a good example. Analogy is nothing but a comparison between 
two things, which appear to be same but are actually different in form or function. 
Since adults learn new information by comparing it with existing knowledge, an 
analogy helps them to understand quickly and effectively. For example, when you 
want to teach what a search engine is, you can explain that a search engine is 
like a librarian for the web.

They minimize cognitive load on the working memory by replacing loads of text 
and effectively representing concepts that are not easily explained with simple 
text, for example line, art and photographs. Please note that only relevant visuals 
reduce mental load; extraneous visuals inversely depress learning. 
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Graphics help learners construct new memories or models called mental 
models in long-term memory that support understanding, for example, visuals 
that illustrate how things work help in building mental models.

Visuals support transfer of learning by incorporating key features of the ac-
tual work environment and thus promote a deeper understanding. For instance, 
screenshots of software applications can be used in simulations.

Graphics support and motivate the learners by making the material interesting. 
You can do this by adding real photographs or videos of the job environment or 
products with which the learner is going to work. Real photographs increase the 
interest of the learners and motivate them to learn more about the product.
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Audio narration in eLearning courses is a powerful means of improving the efficacy 
of the material. Adding audio can result in better understanding of the learning mate-
rial. It helps in making content persuasive. The main purpose of audio in eLearning 
courses is to keep the learner engaged for an extended period of time.

 

Narration, to be powerful, should be spoken in a manner that supports learning. Use 
audio judiciously, only where there is a need to explain a process or process flows, 
complicated definitions, key points, simulations, etc. This will also prevent the learner 
from getting into a passive mode.
We use audio narration in eLearning to give learners a better understanding of the 
concept we are teaching. But if we just narrate everything that is on the screen, audio 
learning becomes redundant and boring.
So, how much narration is needed in eLearning?
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Here is the infographic on Tips for using images in E-learning

Click the image to view the Infographic



Audio has to be the part of the complete picture, we learn best if we see, hear and 

do. However, the entire course shouldn’t be narrated. Do not read each word of 

on-screen text. Make sure your audio provides more than the on-screen text, which 

ideally should be very brief and concise. Use audio only when it is instructionally 

needed.
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There are four approaches in eLearning use audio. They are:

     Verbatim Narration: Narrates everything given on screen 

     Paraphrasing Narration: Summarizes the on-screen text

     Elaborative Narration: Gives additional information about the on-screen text

     Descriptive Narration: Describes an image

No one approach is good or bad; we should use the one that is best suited 
for the concept we teach.  

Providing audio controls are a must, as it allows the learner to turn the narration on or 
off as needed and gives him or her more control over his learning experience. 

Thus, audio in eLearning courses does affect learning as it complements the display 
of text by talking about it. The ‘Telling’ part supports and explains visuals clearly.



Assessment

Assessments in eLearning are primarily of two types - Formative and Summative as-
sessments. Assessments can actually be an active part of the learning process.

These help build learner knowledge. 
Learners will be scored as they respond on the tests. 
Learners will receive feedback about their answers at the end of the attempt,    
along with detailed explanations as to why the answer was right or wrong. 
The scores are not stored. 
Learners can attempt the assessment as many times as they wish.
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Here is the Presentation on effective use of Audio narration in eLearning

Click the above image to access the presentation



Summative Assessments :

A final test to assess learning at the end of the course.
Results will be shown at the end of the assessment. 
Questions are presented in a sequence. Assessment question banks will 
contain a pool of questions from which questions are pulled out. 
Scores of the last assessment result are stored (requires database on server). 
If the learner quits the assessment halfway, he or she will need to take the
assessment from the beginning, the next time. 

Feedback:

Feedback for assessments is a valuable way for learning reinforcement. It is essential 
to learner-centric eLearning course design. They give a chance for the learners to 
evaluate themselves and encourage them to upgrade their knowledge levels. There 
are many ways in which the feedback can be provided for the learners.
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Here is the infographic on Feedback in E-Learning Course Assessments

Click the image to view the Infographic



E-learning Course 
Development
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The inputs for the eLearning courses are created in the Design phase. The con-
tent, visuals and assessments are developed through storyboard and page layouts, 
and given a concrete shape with the help of authoring tools during the Development 
stage. The choice of authoring tools that can be used is one of the key influencing 
factors during the course development stage. Given below are the steps involved in 
the development process, and an overview of the available authoring tools used dur-
ing eLearning course development.

E-learning development process is broken down into three phases — Analysis, De-
sign and Develop phases.
Process starts once we define the objectives and the outcomes expected by the cli-
ent.
The client/SME reviews and feedback at every phase of the course development is 
iterated until their expectations are effectively met.
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Analysis Phase: 
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Development Phase

Course development: Development team will scale 
up the production and submits the course to Client for 
approval. This will be submitted in two review cycle 
(Alpha and Gold).

Sign-off on Course: Client reviews the final product 
and provides the approval to complete the project.

Content Analysis: 
Team goes through the inputs and performs Content, 
Learner analysis to fill the gaps and Decide Strategy.

The iteration will repeat till the strategy gets freeze.

Design Phase:
Design Storyboard: In this process step our de-
signing team works together and develops a sto-
ryboard that resembles the actual course.

Storyboard Review & Sign-Off: The completed 
storyboard will be submitted to Client for review 
and sign-off.

Design Prototype: Upon final approval on the 
storyboard, our design team develops a functional 
prototype and submits it for approval.

This iteration cycle repeats till we freeze prototype.



Authoring Tools    

Authoring tools are widely used for rapid development of eLearning courses. These 
tools help present course content through text, animations, video, and audio.

Here are a few key criteria for selecting the authoring tool:

     Training Requirement

Training requirement is the most important factor. The nature of your training require-
ment will determine the tool selection. Based on your immediate and long term re-
quirements, you can select a tool that lets you quickly roll out courses without com-
plex interactivity, or a tool that lets you capture software simulations, and so on. 

Functionality and intended use is another important factor. Different tools have differ-
ent capabilities for different functionalities. For instance, Captivate is ideal for simula-
tions and application training, and wouldn’t be as good for soft skills training. 
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    Composition of the Team 

The team composition and available skill sets is another key factor affecting tool 
selection. You might have a full-fledged team of instructional designers who can be 
taught to use rapid authoring tools, or you might have trainers who are comfortable 
only with PowerPoint, or you might have a few developers on the team along with the 
instructional designers, in which case, you can do a blend of rapid tools and more 
traditional programming to get the best of both worlds.

    Nature of Content

Another aspect that will affect tool selection is how simple or complex the course-
ware requirements are. For simple pages with not too much of complex interactivity, 
you might want to consider tools that have certain in-built features such as pre-built 
templates that cover certain common types of trainings, such as process trainings, 
compliance trainings etc. If you want to develop full-fledged branching scenarios 
to support role plays and so on for scenario-based trainings, such as is required in 
courses on decision making, then tools with more powerful capabilities would be 
your best bet. So before you buy any tool, keep in mind the intended use and the 
nature of the courseware. Your broad instructional design strategies should be sup-
ported by the tool.
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    Multilingual Requirements 

In today’s global context, the need for translations is almost a given. Check to see if 
your tool allows this feature easily. Imagine, if you have to rollout a process training 
to 10,000 employees in 13 languages within a month! Some tools make translations 
easy to handle. 

    Available Development Time

One of the biggest deciding factors is the development time. If you have very tight 
time-to-market for your product launches or new feature information, say for your 
sales people, you really might want to consider some other delivery format of training 
such as through webinars and virtual training sessions. When it comes to rapid devel-
opment, any of the rapid development tools will help you cut down on development 
time by as much as 40% over traditional programming based course development. 
When you have a tight timeline and extensive rollout requirements, rapid tools can 
help, not just by giving you the functionality to repurpose existing content in the form 
of PPTs or PDFs, but by also helping you develop quick courses using the pre-built 
functionality available for assessments and content pages. 
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Here are a few popular authoring tools in eLearning.

Let us discuss about each tool in detail .
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Here is the Presentation on Choosing The Right Authoring Tools For 
eLearning Development

Click the above image to access the presentation



Articulate Storyline
One of the powerful authoring tools that has emerged in 2013 that has helped in cre-
ating effective eLearning rapidly within budget is Articulate Storyline. Below are key 
features that set Storyline apart from the other tools. 

Simple Graphical User Interface: 

Although Storyline is standalone software, it retains the PowerPoint interface, mak-

ing first-time users feel at home. Even those who do not have prior knowledge of 
any e-learning authoring tools can intuitively navigate through the interface if they are 
familiar with PowerPoint. This the first striking feature of Articulate Storyline. 

One-Stop Shop for Various Characters: 

Developers have the option of choosing from more than 47,500 combinations of 
characters, expressions and poses for their courses (Articulate, 2013). This simplifies 
the job of a graphic designer or a developer as he can source the right image from 
within the tool. This is a great time saver.
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Built-In Templates: 

Articulate Storyline has ready-to-use templates. Users can start developing courses 
from scratch if they choose to, or they can choose from the built-in templates provided 
in the  tool. Users can also customize the templates as per their requirement to make 
it look exclusive.

Multiple Publishing Options for Mobile Delivery:

Storyline is capable of producing eLearning courses in Flash, HTML5 as well as in 
the iOS format from a single source. The great attraction factor here is the ability to 
produce courses in HTML5 and in the iOS format because they facilitate mLearning.
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Captivate 7

Captivate, which can be considered an all round developing tool, for all kinds of eL-

earning assets. With lots of out-of-the-box features, it can transform a course from 

ordinary to an interactive, engaging course. In Elearning Guild survey, respondents 

voted for Adobe Captivate as most often used Authoring tool.Let’s see the features 

that puts this tool on top and makes it ideal for developing eLearning courses.

Here is the Presentation on Presentation on Articulate Storyline

Click above image to access the presentation



Drag-and-drop interactions

Make eLearning engaging with drag and drop, quizzes, that users can access on 
desktops and iPads. We can choose or customize from a variety of drag-drop com-
binations that are available in this tool based on what a drop target can accept, reject, 
or replace with while providing audio feedback for every user attempt. 

Interactive Branching scenarios

With Adobe Captivate, we can create interactive training content for a given scenario 
and present learners with decision points that require them to interact. Each decision 
can include multiple responses. Each response can trigger text or audio feedback 
and can cause the presentation to branch to the most appropriate slide, anywhere in 
the presentation. We control the navigation decision points, feedback, and branching 
of the presentation when you create the scenario.
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Incorporation of YouTube videos

Captivate 7 lets you to incorporate YouTube videos into eLearning courses. With this 
tool you can incorporate all your product training videos from YouTube to your eL-
earning course.

Multiple Device Compatibility

Adobe Captivate 7 allows you to publish eLearning and mLearning at the same time. 
It automatically detects learners’ delivery platform (be it a Desktop or a Mobile device) 
and delivers the right content as per the device.
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Lectora Inspire

Lectora Inspire is a powerful online course authoring tool that is very popular in the 
world of eLearning. The latest version of this tool is packed with several new innova-
tive features that make the development of digital courses easier and quicker than 
even before. Let’s see what’s these features are.

New Interface

Here is the Presentation on Captivate 7

Click above image to access the presentation



Action Pane
Another new feature of this tool is the Action Pane. This allows you to view the details 
and organize all actions tied to a Chapter, Section, Page or Object.

Multi-place docking

This feature allows you to move the Action Pane and the Title Explorer (Thumbnail 
View and Detail View) to multiple locations, including being dragged onto a second 
monitor.
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Audio Editor and Audio Recording Tool

Lectora Inspire 11 comes with a brand new audio tool that facilitates voice-over 
recording using a microphone. It is now possible to edit existing audio files and 
synchronize audio playback with events that occur within your project. You can also 
convert audio files to MP3 format.



Video Editor and Video Recording Tool

A new tool for recording and editing videos is included in Lectora Inspire 11. You can 
now record videos directly from your Web camera. You can also edit existing video 
files and synchronize video playback with events and convert files to MP4 format.
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Flash

Flash can create highly engaging and interactive training experiences; it is the most 
popular tool because it has a powerful design and animation capability.

Highly interactive and engaging Courses

Supports advanced interactivities such as puzzles, simulations, drag-&-drops and 
complex animations making learning more effective.



Page 47

Videos and animations

We can create high level animations and step by step instructions or dos and don’ts 
to show a process or procedure.

Multilingual courses

Aids in the development of multilingual course in a single interface/Switchable 
interface.



Inbuilt components:

We can use these inbuilt components of flash directly like radio buttons, check boxes, 
text fields, List and Combo boxes and etc.
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Translation and 
Localization

Page 49



As organizations expand to new territories and markets, they face new challenges in 
terms of integrating a geographically, culturally and linguistically dispersed workforce 
with the parent organization. They need to put systems and processes in place, to 
ensure that the organization is united in its vision and business goals despite having 
such a diverse workforce. Training becomes an integral part of such a process.

The workforce being multicultural means that it has people speaking different lan-
guages and coming from different and distinct cultural backgrounds. This affects the 
way people learn. 
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In the given scenario, eLearning is increasingly being chosen as a viable and faster 
training medium. Organizations can meet the demands of training a cross-cultural 
workforce by choosing translation and localization of eLearning. It has been said 
that if the training is given in the native language of learners, chances are that they 
comprehend it better.

The process of eLearning translation and localization involves complex processes, 
which need to be followed meticulously, to ensure that the ethos and purpose of the 
original course is retained. Having a streamlined process ensures savings in terms of 
costs and time. The translation and localization process basically involves five stages or 
steps, irrespective of whether the translation is done in-house, or by external vendors. 
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Analyze Source Content: 

In this step, the source content provided is carefully analyzed and segregated, based 
on the texts and visuals. Inputs are also obtained from the stakeholder about termi-
nology and specific requirements of the target language. A detailed storyboard with a 
clear cut layout is created. Storyboard creation is the most important step in the trans-
lation process. The quality of translation will depend on the precision and clarity with 
which the storyboard is prepared. This storyboard needs to incorporate all elements 
that need to be translated - content, images, objects, and so on.

Adopt Translation Process: 

Having a well-defined translation process helps in ensuring a smooth translation of 
source content. Here, the actual translation of the content takes place as per the in-
structions in the storyboard. It is advisable to take the help of native professionals for 
translation. The translation received will need to be reviewed, by either an SME, or a 
linguist. Having a sample translation, which is previously approved by the SME, is a 
best practice before finalizing the translator. Once the sample is approved, the transla-
tion work of the entire course can be started. At the end of this phase, you will have 
the storyboard in the target language.
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Integrate course elements:

On receipt of the approval from the SME or stakeholder, the source files and the 
translated storyboard will have to be integrated to form the translated version. Care 
should be taken to ensure that the content and images are localized. Any other local 
specifications will also need to be reviewed and implemented, before the final course 
development.

Inspect Quality:

This is an important phase in the translation and localization process. The linguistic 
accuracy and technical quality needs to be reviewed for the course by subject mat-
ter experts and QA team.
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Submit Final Course:

Once the QA team completes its review, it is delivered to the stakeholder for approval 
and feedback. Any changes that need to be made are implemented into the course. 
On receiving the final approval, the project can be finally signed off, with the trans-
lated course delivered to the stakeholder. 
Following a methodical approach in translation ensures that the courses are as effec-
tive in the target language as in the source language.

Page 54

Here is the presentation on Essential Strategies for Translating eLearning Course

Click above image to access the presentation



E-learning Course 
Deployment
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Once developed, eLearning courses will need to be packaged as per industry norms 
such as AICC, SCORM, or other specifications as laid out by regulatory bodies. The 
courses can be delivered in the format that works best for the organization. The 
courses can be delivered through: 

•	 Web	Portal
•	 CD	format
•	 LMS/LCMS	

Web Portal: 
Courses can be hosted on an external portal hosted by an independent vendor.  Us-
ers can be assigned access to the courses from the portal. Courses can also be 
hosted on the intranet of the organization. In such cases, the courses cannot be 
tracked and a customized report may not be possible.

Page 56



LMS: Most organizations today are deploying courses using a Learning Manage-
ment System.  A Learning Management System (LMS) is a software application or 
web-based platform that helps organize and provide access to online learning for 
employees, customers, partners or students. It also helps track learners’ progress 
and performance across various training programs.

If the size of the target audience is large, hosting the courseware on a Learning Man-
agement System is the best option. It will help monitor users and keep track of their 
progress. It is also the best option where proof of completion of the course is needed, 
or a certificate of completion needs to be issued. It may require a sizable initial invest-
ment and might take time for setting up, but if you deploy eLearning courses on a 
regular basis, it is worth the investment. It would provide you with several user-friendly 
options to use and share your content.
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CD format: 

In case the courses need to be viewed by employees located in low bandwidth areas, 
organizations can choose to have the courses delivered in CD format. Just as in the 
case of Web Portal, there would not be any tracking of the course completion. More-
over, this may not work in cases where certification is mandatory. This format is useful 
only in cases where there is no need for assessments and only information needs to 
be shared, such as on product updates or new features in products.



Selecting the Right LMS
An LMS caters to the diverse needs of learners, administrators, content builders and 
instructors simultaneously, making it essential to choose one that best caters to the 
needs of all users.

Here is the infographic on Selecting the Right LMS
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Here is the Presentation on Getting the Best of Your LMS Investment - Going Beyond Technology 

Click the above image to view the infographic

Click above image to access the presentation



E-learning Course 
Evaluation
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Here is the Presentation on Getting the Best of Your LMS Investment - Going Beyond Technology 



 Kirkpatrick Model

This model is used for evaluating a training program. It consists of four steps of evalu-
ation: Reaction, Learning Outcome, Behavioral Change and Result (Kirkpatrick’s Four 
Level Evaluation Model). 

Reaction Level: 
In case the courses need to be viewed by 
employees located in low bandwidth ar-
eas, organizations can choose to have the 
courses delivered in CD format. Just as in 
the case of Web Portal, there would not 
be any tracking of the course completion. 
Moreover, this may not work in cases where 
certification is mandatory. This format is use-
ful only in cases where there is no need for 
assessments and only information needs to 
be shared, such as on product updates or 
new features in products.
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eLearning course evaluation is the most important step that ensures quality in the 
eLearning development program. The program is reviewed at various stages by edi-
tors, instructional designers, subject matter experts, and finally by quality control 
managers. Here, we look at some of the established models of eLearning evaluation.



Learning Level: 

This can be a very good and realistic level of evaluation. It is usually done with a pre-
test and a post-test, though more often, only a post-test is used. It could be con-
sidered a very good level of evaluation because training and learning are supposed 
to increase the knowledge and skills of learners. And, by improving their knowledge 
and skills, their performance is also supposed to improve. So, testing how much the 
learner has learned is a logical step. Usually, evaluation at this level is done with a 
paper and pencil test. Or, in the case of eLearning, we have multiple choice ques-
tions with options and scores tracked by using a learning management system. So, 
essentially, it is a paper and pencil test in spirit. 

Behavior Level: 
This level is used to evaluate the behavior-
al change in the learner after attending the 
training sessions. The question that arises 
now is: How often are learners applying the 
knowledge and skills to the job, and what 
is the effectiveness of this new knowledge 
and skills on their performance? 
Once the program is complete, a gestation 
period is necessary. Follow up with ask all 
those who took the training how effective 
it was. Collect all their information through 
a statistically valid response form or ques-
tionnaire to reset information.
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Business Level: 

Now, coming to the last level, we have to find answers to the following question: 
How have productivity, quality, sales, cost reduction, employee retention, and cus-
tomer satisfaction improved? But again, it is immediately apparent that we cannot 
link the effectiveness of training to the achievement of business goals. This cannot 
be ascertained based on a particular training program. This is where the difficulty 
arises.
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Here is the presentation on ROI & eLearning - Myths and Reality

Click above image to access the presentation



Future Learning Trends
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Future E-learning Trends

Gamification:

The term ‘Gamification’ means the integration of game mechanics or dynamics into 
learning content, to create fun and engaging experiences. It assists the learners in 
learning a skill as they play and apply it to the real world, when needed. The immer-
sive and engaging nature of this method accelerates learning and improves retention 
and recollection of knowledge. It draws learners into virtual environments, which feel 
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Here is the infographic on Latest Trends in E-Learning

Click the above image to view the infographic



MOOCs: 

MOOCs stands for Massive Open Online Courses and is the current buzz in the 
education and university sector. MOOCs is a new addition for delivering learning 
content online, to any individual wanting to take a course, anywhere in the world, 
with no registration required. A way to expand learning opportunities for learners, it 
has created a new avenue for learners to gain new knowledge and continue their 
education, at their own pace of work. Coursera, Udacity and edX are the best pro-
viders of MOOCs.

Tin Can API: 

The Tin Can API (application programming interface) eLearning software allows track-
ing the learning experience (simulation, games, report of multiple scores, use of mo-
bile apps for Learning, etc.). It is the next generation of SCORM and open source API. 
Organizations can greatly benefit by collecting and tracking the learning experiences 
from across many systems in one place. It enables understanding the learners better, 
by collecting and tracking learners’ experience.
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Social Learning: 

Social media tools like Facebook, Twitter, etc. are changing the game when it comes 
to training employees. Social learning is learning that happens in an informal and vir-
tual setting, with and from others. It is a platform that enhances knowledge retention 
and enables the learners to accomplish their tasks more accurately and faster, than 
formal learning alone. It also allows learners to exercise newly acquired knowledge 
for extended periods of time, and get real-time feedback from peers, when required.

Technological advancement has changed the way we learn. The trend toward gami-
fication, Social Learning, and MOOCs indicates a shift away from traditional, text-
heavy courses, to a more dynamic, fun learning experience with fewer limitations and 
better opportunities for engagement and active participation of the learners.

Page 66

Here is the infographic on Latest Technology Trends in E-Learning

Click the above image to view the infographic
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CommLab India helps you meet your training needs through highly interactive and ef-
fective eLearning solutions.
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Page 71



Telephone: +91-40-27803080, 27803060, Fax: +91-40-27716308,
URL : www.commlabindia.com l Contact Us

Page 72


