Bringing Classroom Curriculum Up to E-Speed
By David Price and Patrick von Schlag
Here's how IT training company, Global Knowledge, bridged the gap between c-learning and e-learning.
When Global Knowledge started out in 1995, the company delivered all of its courses through c-learning (traditional instructor-led classroom learning). Two years later, the company began offering self-paced asynchronous e-learning courses. In 1999, GK began offering live, interactive, online courses over the Web. As a result, the company soon recognized the need to streamline its curriculum development process and ensure that courses delivered through c-learning and e-learning would share instructional design standards, graphics, and text. 
To satisfy objectives, GK’s curriculum development teams were challenged to create single skill development paths and build out consistent, cross-compatible offerings in c-learning, self-paced e-learning, and Web-based virtual classroom learning.
Forming curriculum development teams
Global Knowledge’s development team for classroom-based learning consisted of a subject matter expert who acted as instructor and author, project manager, graphic designer, desktop publisher, editor, and an instructional designer.
For e-learning content, Global Knowledge found that all of those job roles had to be expanded. For example, the SMEs and instructional designers have to design and create content for multiple delivery modes. This requires planning, more development time, and an understanding of the strengths and weaknesses of different delivery vehicles. 
Similarly, graphic designers must consider the different formats required for various delivery modes. They need to have a background in graphic development for the Web, which often requires some level of Web programming and troubleshooting experience. Desktop publishers often have to master new tools, such as authoring software and content management systems. And project managers must learn to administer both classroom and e-learning development schedules and understand the unique workflow that each method demands.
Breaking courseware into smaller bites
GK’s curriculum development teams soon determined that they needed a more precise breakdown of components to strengthen its ability to reuse and customize content for classroom, virtual classroom, and synchronous e-learning.
At that time, GK's classroom learning content was self-contained to the chapter level. For example, each chapter in a classroom student guide included
· an overview containing performance objectives, major topics, and an introduction 

· the content, including instructional text, slides with graphics and bullet points, and tables 

· a review containing a summary and practice questions. 

Working together, the teams determined that the most effective and flexible system for organizing and controlling curriculum was the reusable information object (RIO) strategy pioneered by Dr. Ruth Clark. To conform to this model, the teams divided chapters into reusable learning objects (RLOs) and then broke down the RLOs into reusable information objects. 
An RIO, sometimes referred to as a topic, includes a performance objective, content that enables a learner to meet that objective, and practice and assessment items that test whether the learner achieved the objective.
An RLO, sometimes referred to as a lesson, consists of a program overview, several RIOs, a summary of all RIOs, and practice and assessment items, including pre- and post-assessment testing, which are pulled from the individual RIOs.
Each RIO and RLO should follow a consistent format. This granular architecture allows curriculum developers to reuse and reassemble RIOs and RLOs like Lego blocks, in any order that makes good design sense. When RLOs are assembled to make a course, all of the RLO elements, such as overviews, content, summaries, and practice and assessment items, automatically fall into place. Curriculum for all modes of delivery is based on the same content and instructional design. This consistency enables learners to easily blend training delivery methodologies using e-learning, traditional, or virtual classrooms.
Critical success factors
When repurposing classroom curriculum for e-learning, GK’s curriculum development teams discovered the following efforts paid off:
Communicate with SMEs. The development process for classroom learning generally involves a fairly straightforward passing of content between the development group and an SME. 
When developing e-learning content, frequent communication between the development team and SME is more vital because there is more room for error but less time for review. A good working relationship between the development team and SMEs is paramount to creating high-quality content. 
Development teams that devote time getting to know the SME and the material he or she specializes in, while educating him or her on what the team has in mind for the course, produce the most successful working environment. 
Course developers should provide SMEs with easy-to-use course design templates for developing e-learning content, and allow time for a test run. Developers can provide SMEs with a completed design document and then show them how the course was built around it. 
Develop content as software. Developing e-learning content is similar to developing software. Building content with text, hyperlinks, interactive graphics, and multimedia is fraught with glitches and necessary troubleshooting when development tools and Web browsers don’t support each other.
Often the first concern when moving from classroom to e-learning is creating an online page-turner. To keep learners interested, course developers must build upon instructor interaction and add unique interactive opportunities that the Web can offer, such as chat, discussion boards, polling, and so forth.
Frequent use of the following interactive techniques should help engage learners:
· audio and video (good for capturing the enthusiasm and war stories of instructor SMEs) 
· instructionally sound animated graphics controlled by the learner 
· frequent practice opportunities with and feedback on new concepts 

· demonstration and hands-on labs based on real world situations 

· assessments that provide immediate feedback on the level of mastery 

· flexible navigation 

· personalized courses 

· access to additional resources. 

Build on classroom strengths. Good instructors are entertaining. They tell stories and exude enthusiasm. They involve learners by asking questions. They adjust the lecture according to the constant flow of spoken and unspoken feedback from the class. They assign classroom exercises and labs for individuals and groups. 
When creating course curriculum for e-learning from c-learning materials, a significant amount of content--especially in-depth "chalk talk" and "war stories" based on the instructors’ industry experience--never makes it into the original course design. These enhancements grow organically into instruction through repeated teachings of the material and responding to learner queries. 
To capture that material for asynchronous delivery, videotape the instructor teaching the class. The instructors’ videotapes yield a rich assortment of elements that can be used in e-learning development. Course developers can then build upon classroom teaching strengths by using various techniques and instructional design elements to bring the instructor’s experience to self-paced e-learners. 
Include labs when possible. Labs are an important way to solidify course concepts for learners. There are two kinds of labs: demonstration and hands-on. 
In a demonstration lab, course developers use screen shots and video. If an instructor would normally demonstrate how a piece of software functions, the development team can capture this through screen camcorder software. This software allows the learner to see the instructor’s actions on the desktop while hearing the instructor’s explanations. 
For example, a static screen shot of a network protocol analyzer with a couple of text bullets pales in comparison to the value of providing the screen camcorder display with the accompanying expert explanation. Learners can also benefit from the ability to replay the demonstration as often as necessary to understand or review the concept or procedure.
In classroom-based hands-on labs, learners complete exercises on live software and hardware. This lets them immediately apply what they've learned and work on equipment without the risk of bringing down a network. In fact, learners should be encouraged to make a mistake in this safe environment, followed by the opportunity to troubleshoot under the guidance of an expert. 
This hands-on experience is also possible in e-learning by providing lab exercises and a remote hookup to a live network through the Internet. Learners have the same opportunities to apply what they're learning and work in a safe environment.
Make the most of graphics. In classroom learning, graphics are usually presented in slide presentations and student guides. Graphics serve as illustrations of concepts and place holders for the learners, as well as prompts for the instructor. 
In e-learning, graphics serve as the key visual element of instruction. Therefore, their capabilities must be expanded. For e-learning, graphics can be enhanced by adding interactive animation that shows connections between elements and step-by-step illustrations of complex processes. 
For example, an instructor explaining how a packet travels through a network in the classroom might use a PowerPoint slide (which is reproduced in the course book) with a diagram of a network and talk through the process. In addition, he or she might illustrate the movement of the packet by drawing it on the board. The use of icons can also be used to direct learners to additional information or resources such as notes, warnings, helpful hints, and important terms. 
E-learning courses can also use animation with explanatory text. Each step in the process includes an audio clip to explain what is happening on screen. In these animations, a learner can view a graphic representation of the packet's route and how headers and trailers are added and stripped away. The learner can click on the sending workstation in the diagram to initiate the packet movement and can control the process by initiating, replaying, or skipping steps. 
Maximize use of audio and video. Curriculum development teams can break courseware audio into clips and insert them into e-learning content. This enhances the value of the text and graphics rather than simply restating the information on the screen. Learners can hear in-depth explanations from the virtual instructor throughout an entire e-learning course. And complex discussions of diagrams or processes can be simplified by coupling the audio with animated graphics. 
Self-paced e-learning courses can be personalized with a video welcome from the virtual instructor, which can include video clips of equipment, stills, and demonstration labs. The video capture of the SME also provides an excellent reference tool for instructional designers, illustrators, and developers. New instructors can use the video to quickly get up to speed with the content. 
Finally, this process transitions traditional instructors to the world of e-learning and encourages them to develop alternative and creative ways to ensure that learning objectives are met for e-learners.
	More Tips For Moving Curriculum From C-Learning To E-Learning
Get smaller. Try to build your content in object form.
Use the whole team. Everyone needs to work a bit differently.
Tap into your experts. Find out what’s not in the content.
Get proof. Videotape your instructors and discover the missing ingredients.
Test your solutions. E-learning is software--it will have bugs.
Don’t forget to include hands-on exercises. Most people learn best by doing. Use simulations or live labs to ensure that learners can apply what they’ve learned.
Give learners a hand. Use mentoring or online communities to provide places for questions and answers.
Listen. Ask for feedback the same way you do in the classroom.
Enjoy. E-learning provides plenty of opportunities to be creative. Let it flow.


Include peer interaction. Peer interaction is another important benefit of the classroom experience. Learners can hear about other peoples’ challenges, gather knowledge from fellow participants, and network. Recreate this collaborative environment for e-learning through a community Website, which provides threaded discussions and chats, as well as articles of interest.
Build resources. Learners have a variety of informational resources to use in the classroom, such as the student guide and appendices, the lab guide, and the instructor. In e-learning, access expands beyond the graphics, text, appendices, and audio and video to the entire Web. E-learning's value increases when courses hyperlink to useful sites. 
Provide mentoring. Instructor mentoring is vital to the learning process, allowing learners to ask questions when a particular concept eludes them. Mentoring avoids the "I’m stuck, and I’m not sure what to do" pitfalls of self-paced courses. An online mentoring service can provide similar support in e-learning. If a learner wants to ask a question while taking a course, he or she can e-mail an expert.
Offer performance feedback. Classroom instructors seek feedback in a number of ways: by viewing facial expressions and body language, asking questions and monitoring exercises, and doing informal surveys of the learners' background and understanding. Instructors then adjust the lecture and labs based on this feedback. In e-learning, the delivery system can takeover those duties. The learner can take a pretest at the beginning of the course to determine his or her strengths and weaknesses. After the assessment, the course can include only those lessons that the learner needs. In addition, each lesson in the course can include practice questions that provide supplementary performance reviews. While both c- and e-learners take exams at the end of a course, e-learners receive immediate feedback on performance but c-learners must wait for test results.
It’s a wrap
E-learning provides training professionals with the means to reach more people and opportunities to leverage the knowledge of subject matter experts and improve program effectiveness. Good e-learning courseware developers increase interactivity, add job aids, incorporate case studies, build practice labs, and deploy mentoring services. 
Try to stay cutting edge. Technologically, what was impossible just a few years ago is commonplace today. However, remain focused on a tight instructional design and ask SMEs to be intimately involved throughout the process. 
Most important, don’t be afraid to experiment. Every company is different, and you'll find that there's a best practice unique to your situation. By bridging the gap between successful Web features and classroom instruction, developers can insure that e-learning programs are the conduit to quality education.
Published: September 2001
David Price is an instructional design manager and Patrick von Schlag is director of business strategy for Cary, North Carolina-based Global Knowledge. For more information, visit am.globalknowledge.com/wire
