=N

TRAINING STRNDRARDS
AUSTRALIA

ELECTROCOMMS AND ENERGYUTILITIES
INDUSTRY SKILLS COUNCIL (EE -ISC)

TRADING AS EE-OzZ TRAINING STANDARDS

CROSS-SECTOR BLENDED LEARNING
FRAMEWORK

MARCH 2010

VERSION 7
1 MARCH 2010



CONTENTS

SECTION 1: BACKGROUND .....ccvvmmmmummssnmsssnnsssanssssnsssnnnssnnnsas -
4 -
1.1 Introduction........cicciiciimirisis i sre s s s r e -
5 -
EE-Oz Training Standards. ... -
5 -
The Blended Learning Standing Committee...............vveviiiiiinn, -
5 -
1.2 Blended Learning...ccccverieriessemsamssmssnssnssnssnssssnssassansansuns -
6 -
DEfiNItIONS. ...t ——— -
6 -
ElectroComms and EnergyUtilities Industry use of Blended Learning.- 7
SECTION 2: PRINCIPLES.......cccccttmnnnmmsnsnnnnnssssnnsssssnnnnnsnnnns -9
2.1 Principles to Facilitate Collaboration..........ccccociciieieinnnen. -
10 -
2.2 Principles — DiSCUSSION...ccctiemrsemssnsssnssansssnsssnssansssnssnnsnnnns -
11 -
SECTION 3: GUIDELINES — TECHNOLOGIES..........cccruuunauas -
17 -
3.1 Available Technologies & Support..........cccviiiririernennns -
18 -
3.2 Authoring TOOIS.....cccvmimiirirsrr s s s s s s s sn s snnnas -
19 -
LeCtOra. .. - 20 -
WIMDaCREATE ... -21 -
RAPUIVILY . -22 -
TEXE AIOUT. ... -23 -
DAY T -24 -
The AdODE SUILE ........uuiiiiiiii -25 -
0T =T | - 27 -
SPrNGDOAId ..o - 28 -
Other Content Authoring TOOIS ..........uuuiiiiiiiiiiiiiiiiiiiis - 29 -
3.3 Learning Management Systems........cccvviiiiennnncnnannnnns -
30 -
R, R

Cross-sector Blended Learning Guideline Version 7 — EE-Oz Training Standards March 2010



1Y/ T | = O EERPRPRPR -31-
JOOMIA! .. -33 -
DOTS Talent Management ..., -34 -
Other Learning Management Systems ...............uueveeiiiieiiiiiniieeinnnnns -35-
SECTION 4: GUIDELINES - DESIGN AND USE................. - 36 -
4.1 INtroduction .......cciciirimrimriersessessessn s s s s s s sannnnnans 38
4.2 System Development and Implementation...........ccuueee -37 -
Learning Management System Hosting Companies........................ -38 -
Internal Learning Management Systems .............ccoevvvviiiiieeeeeeeeee, -39 -
4.3 Resource Development and Implementation................ -40 -
Internal Development..........ooooiii e -40 -
External Contractors ... -41 -
1. Planning ... -42 -
2 Preparation of Resource Specifications ..............ccccceeeeeeiei. -43 -
3 Resource development schedule ...........cccooooiiiiiiiiiceeennnnnn. -43 -
4. Resource Development — Instructional Design ...................... -44 -
5. Conduct consultation and review...............cccccceeeeienenneinnnnnnns -45 -
6 PilOot SESSIONS.....euiiiiiiiiiiiiiiiiiiii e -45 -
7 Resource Implementation ..........c.ccooooviiiiiiii -46 -
8 Continuous Improvement .............cccoeeeiiiiiiiiiiiice e, -46 -
4.3 Minimising Masquerading ......c.ccververieriernessessssnssssnsnnss -47 -
APPENDIX 1: VET METADATA APPLICATION PROFILE........ 48
--3--

Cross-sector Blended Learning Guideline Version 7 — EE-Oz Training Standards March 2010



SECTION 1;:
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1.1 INTRODUCTION

EE-Oz Training Standards

EE-Oz Training Standards is the Australian Government declared Industry Skills
Council for the Australian ElectroComms and EnergyUltilities Industries. EE-Oz is
the custodian of four National Training Packages, namely;

UEEQ7 Electrotechnology
UETO06  Electricity Supply Industry — Transmission, Distribution & Rail Sector

UEPO06 Electricity Supply Industry — Generation Sector
UEG06  Gas

EE-Oz works closely with industry organisations, industry representative bodies
(Unions and Associations), industry regulators, Registered Training Organisations
(RTOs), the Australian Department of Education, Employment and Workplace
Relations (DEEWR), and the State and Territory Training Authorities (STAs) to
ensure the Training Packages, and their support materials, maintain pace with industry
technologies and work practices.

The Blended Learning Standing Committee

Through a series of forums held in the last quarter of 2008, industry and its training
partners forwarded two key requests of EE-Oz, namely:

o EE-Oz Training Standards establish itself as the lead agency for industry
training advice for cutting edge technologies in the industries under the ISC’s
coverage, particularly those associated with reducing carbon emissions.

o EE-Oz Training Standards take a leading role in coordinating a national industry
strategy for the development and implementation of ‘blended learning’
approaches to training delivery and assessment.

In response, at its meeting of 27 November 2008, the EE-Oz Board endorsed the
establishment of two new cross-sector Standing Committees, namely;

1. A ‘Futures’ Standing Committee.
2. A ‘Blended Learning’ Standing Committee.

The Blended Learning Standing Committee was consequently established in
December 2008.

The Committee is comprised of members of the EE-Oz Board of Directors, Sector
Councils, National industry-specific Training Advisory Groups (NTAGs) and sector-
specific Training Advisory Committees (TACs) who have a particular interest in, and
demonstrable knowledge of, blended learning approaches to training delivery and
assessment.
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The Committee’s aim is to develop and implement strategies that will guide industry
towards greater collaboration in blended learning arrangements thereby increasing the
quality, effectiveness and value that these initiatives deliver to all industry
participants.

The Committee’s current body of work is described in the following objectives:

1. The committee will develop a set of principles for the selection of tools,
technologies and approaches for the use of blended learning.

2. The committee will consider a (limited) range of technologies, approaches, tools
etc and develop guidelines on the preferred tool or tools to be used by the
industry.

3. The committee will develop a model for industry collaboration. Furthermore, the
committee will identify several key priority opportunities to collaborate across
the sector and develop and implement a blended learning solution that would
demonstrate the model for industry collaboration.

4. The committee will co-ordinate funding applications for projects that will support
industry uptake and integration of blended learning in its training regimes.

5. The committee will investigate the benefits of, and process for, becoming part of
the Learning Object Repository Network (LORN) and/or the establishment of an
industry repository for resources.

6. The committee will assist in the coordination of program development amongst
industry members with view to minimising duplication of effort.

This document has been developed by the EE-Oz Training Standards Blended
Learning Standing Committee (BLSC), in consultation and cooperation with the
Electricity Supply Industry Blended Learning Consultative Committee (ESI BLCC)
and Working Group (BLWG) to assist organisations in their considerations of e-
learning and how to integrate e-learning tools into traditional training regimes.

! Hoo§

1.2 BLENDED LEARNING

Definitions

Due to the technical nature of industry work practices, the Australian ElectroComms
and EnergyUltilities industries prefer a ‘blended learning’ approach to training,
whereby traditional teaching and learning methodologies are enhanced through the
utilisation of e-learning tools.

The Industry defines blended learning as:
! " % 1! L

The Australian Government’s Australian Flexible Learning Framework (the
Framework) defines e-learning as:
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Source: http://industry.flexiblelearning.net.au/Guide/1-1_What_is_e-learning.htm

The Framework defines m-learning, or mobile learning as:
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The Framework defines flexible learning as:
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Source: http://pre2005.flexiblelearning.net.au/guides/keyterms.pdf

Note: In the past the term ‘flexible learning” was used predominately to promote access and
equity issues in education. It now refers almost exclusively to e-learning, and in particular,
the brand of the Australian Government’s e-learning initiative: the Australian Flexible
Learning Framework.

ElectroComms and EnergyUtilities Industry use of Blended Learning

In recent years, several enterprise-specific training initiatives and industry-wide pilot
programs have shown that blended learning solutions provide an effective and
efficient way of delivering knowledge and skills in our sectors.

The projects have shown that blended learning solutions can:
e be used to successfully train regional-based trainees with substantial cost savings

o alleviate the significant skills shortage of technical trainers by freeing up face-to-
face trainer time

e ensure consistent, high quality knowledge transfer

e more effectively control and track training progress

e allow for the transfer of knowledge from experienced industry practitioners to the
next generation.

The Industry also acknowledges that blended learning arrangements can:

e accommodate a range of teaching and learning methodologies, ensuring that
learner needs can be catered for more effectively than through e-learning alone

N
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o facilitate formal and informal interaction amongst learners and between learners
and instructors via different types of workplace or classroom experiences (ie;
formal classes, discussions and/or tutorials) or in a virtual learning community (ie;
discussion lists, chat rooms, virtual classrooms and/or email communications)

e increase the pace of learning and enable the training of larger numbers of people
in shorter periods of time than is possible through classroom training alone.

¢ make learning more relevant by allowing for learning in context

e allow for knowledge and skills learnt through e-learning to be demonstrated in a
classroom or workplace setting.

A 2008 Cubic Consulting survey of over 30 targeted respondents from the energy
sector identified that the majority of organisations intended to expand their use of e-
learning in the immediate future'.

The survey also identified that the main barriers to the adoption of e-learning
solutions by industry organisations at that time were:

e lack of in-house expertise;

e perceived reluctance of trainers and trainees to use the medium (especially mature
age workers) and;

e lack of IT infrastructure within the organisation.

Additionally, those involved in discussions at the October 2008 EE-Oz National
Conference (92 people from across all sectors) expressed a strong interest in
increasing their use of blended learning arrangements, although many were unclear on
the best approach.

It was acknowledged that, without some guidance, it was highly likely that each
organisation would move in a different direction, creating barriers for future resource
sharing, duplication of effort and repetition of mistakes.

This Guideline is aimed at addressing these issues through the provision of guidance
on integrating e-learning into traditional training regimes, with view to increasing the
use of blended learning” approaches cross the Energy Industries, and; increasing the
level of collaboration and sharing of e-learning resources by industry and its
Registered Training Organisation (RTO) training partners to ensure that duplication of
effort, and mistakes, is minimised and the quality of products and training increased.

T cubic Consulting Industry Survey 2008.
2
! " % 1 L
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SECTION 2:

PRINCIPLES
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2.1 PRINCIPLES TO FACILITATE COLLABORATION

As detailed above, a key objective of the Blended Learning Standing Committee is to
facilitate the increased use of blended approaches and to increase the level of
collaboration and sharing of resources across the EE-Oz network and industries. This
will ensure that duplication is minimised and quality of products and training
increased.

This is also a key aim of the Australian Flexible Learning Framework. The
Framework has developed ‘Standards for E-learning’, which should be considered.
The standards can be accessed via: http://e-standards.flexiblelearning.net.au

The site includes recommended standards for technical services, information formats,
and intellectual property management. The site also includes a very useful ‘VET
Teacher E-learning Toolkit’:
http://e-standards.flexiblelearning.net.au/support/networks.htm

The E-standards for Training vision is to create a seamless infrastructure ensuring that:

° Online learning resources are:

o Re-usable and adaptable

o Easily located, reviewed and obtained online

o Readily transferred to different delivery platforms

o Visible to users across state borders and sectoral boundaries.
° Practitioners can benefit from:

o Far-reaching search functions

o Greater choice of useable resources

o Clear copyright conditions and ease of transactions.

° Information transfer between websites supports:

o Consistent use of VET sector terminology

o Automatic update as information changes

o

Customisation for users' needs.
Source: http://e-standards.flexiblelearning.net.au/

The following diagram, developed by the Framework, outlines the key considerations
that should be taken into account when developing e-learning content:

‘Develop i En:  Facilit
e-learning and store discover § for teaching
resources resources and access and learning

Repositories

Accessibility Vocabularies

property

Source: http://e-standards.flexiblelearning.net.au/
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In acknowledgement of this movement by Government and the specific requirements
of Australia’s ElectroComms and EnergyUltilities Industries, nine common principles
have been developed to maximise the opportunities for collaboration, while
maintaining flexibility to brand and customise content for industry organisations:

1. The Authoring System and Learning Management System selected for the
development of e-learning resources is SCORM compliant.

2. Platforms capable of supporting a metadata set are selected.

3. Content developers and managers utilise the VET Metadata Application
profile when developing content (refer Appendix 1).

4. Copyright clearance is gained for all third-party developed content used in e-
learning content.

5. All e-learning content is developed to be AQTF compliant.
6. Content is developed in a subject/topic-specific modular fashion.

7. Content is developed in accordance with best practice instructional design
principles

8. Content is available in the chosen e-learning format and in ‘Word’ files,
accompanied by independent image/media files and supported by
comprehensive ‘recipe’ document to assist a re-build.

9. Content is shared through an EE-Oz content repository on a cost-
recovery/minimal cost basis.

2.2 PRINCIPLES - DISCUSSION

1. The Authoring System and Learning Management System selected for the
development of e-learning resources is SCORM compliant

There are two components to e-Learning development and delivery: the Authoring
System and the Learning Management System. The authoring system is used to create
an e-Learning module and includes the content, user interactivity and assessment
tools. A Learning Management System is required to register users, gain access to
content and to record and report on learners’ results.

The Sharable Content Object Reference Model (SCORM) has become the default
industry standard for e-Learning. SCORM is a collection of standards and
specifications for web-based e-Learning. It defines communications between learning
objects created with a compliant Authoring System and the Learning Management
System.

A number of standalone e-Learning platforms exist that are not SCORM compliant.
Use of such platforms prevents collaboration between organisations, except where
both parties happen to be using the same non-compliant platform.

-2 11 --
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More details on SCORM compliance and other standards for content development can
be accessed at:

e  About SCORM: http://e-standards.flexiblelearning.net.au/background/scorm.htm
. Potential Benefits and Challenges in the use of SCORM in VET
. Introduction to Standards and Specifications for Learning Objects and Repositories

2. Platforms capable of supporting a metadata set are selected.

Metadata, or data about data, is used to support a number of database functions such
as the management of resources and the provision of technical interoperability
amongst systems. The ultimate function of metadata, however, is to describe
resources in a consistent manner to enable efficient searches, cataloguing and sharing
of information.

Any selected authoring platform should be able to generate a ‘metadata profile’ to
enable these functions.

However, for information to be shared, developers must agree to use the same
‘metadata profile’, including ‘tags’ addressing aspects such as; what the item actually
is, key words, defining information, granularity (advice on the size of the object) etc.

Relevant Australian Flexible Learning Framework sites:

e  Background Information on Metadata:
http://e-standards.flexiblelearning.net.au/background/metadata.htm

3. Content developers and managers utilise the VET Metadata Application
profile when developing content.

To assist others find and use a resource, all resources should be accompanied by a
Metadata profile.

The most commonly used metadata profile in the Australian Vocational Education
and Training (VET) system is ‘Vetadata’. Vetadata is an application profile which
has been developed specifically for the VET sector. It is based on the international
standard IEEE Learning Object Metadata (LOM) v1.0. Importantly, Vetadata is the
metadata profile for the Australian Government’s Learning Objects Repository
Network (LORN).

The complete Vetadata application profile consists of 37 elements. Only 26 of these
elements require data to be entered. The remaining 11 are aggregate or ‘container’
elements which are effectively structuring devices for logically grouping the elements.

To enable a basic level of interoperability across the sector and with other
communities, a mandatory set of elements has been identified for all types of
resources.

When these mandatory elements are completed, the Vetadata application profile will
support the following types of search:

--12--
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Keyword searches
Contributor/author/publisher searches
Copyright information searches
Identification via sector searches

Vetadata specifies the use of ‘vocabularies’ containing:

e The NTIS competency codes and names

o The AQF qualification levels

e The VOCED thesaurus

o The myfuture classification of industries

o The Vetadata Educational Use vocabulary to be used in conjunction with the
LOM Learning Resource Type vocabulary

More details about these vocabularies and how to use them can be viewed on the
Vetadata page. Guidelines for implementing Vetadata and a guide for using it to
describe resources are available, as is the specification itself. The page also provides
example records, contacts for support, and additional references.

The table at Appendix 1 has been extracted from the Australian Government’s 3

D . * " 3 /4 " - (3 556+§ It
identifies the ‘mandatory’, ‘highly desirable’ and ‘desirable’ elements to be addressed
when describing content.

More information and a copy of the Australian Government’s 3 )
. * " 3 /4 " - (3 5$6+$ is available via
the following link: http://e-standards.flexiblelearning.net.au/vetadata/

The Committee encourages resource developers to provide entries against all
categories contained in the table.

More information on Vetadata in general can be found at:

. http://e-standards.flexiblelearning.net.au/background/metadata.htm#vet

4. Copyright clearance is gained for all third-party developed content used
in e-learning content.

The digital space has different copyright arrangements to written documentation.

It is often easiest for resource developers to avoid utilising copyright materials
wherever possible. However, where this is unavoidable, developers must obtain
copyright clearance.

More information on copyright considerations for the web environment can be found

at:

° http://www.flexiblelearning.net.au/content/b-copyright-online-and-media-rich-digital-
resources-21-september-2009

. http://copyrightkitchen.flexiblelearning.net.au/main.php?m=Browse&taskID=1
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S. All e-learning content is developed to be AQTF compliant.

The Australian Quality Training Framework (AQTF) is the national set of standards
which assures nationally consistent, high-quality training and assessment services for
the clients of Australia’s vocational education and training system.

AQTF 2007 is the current version of the framework, effective from 1 July 2007.

AQTF 2007 focuses on the quality of services and outcomes being achieved for
clients rather than the inputs used to get there. This means that RTOs have more
flexibility in demonstrating how their individual approaches provide quality training
outcomes for their clients.

More information on developing AQTF compliant e-learning content can be found at:

. Quality auditing of online learning - A guide for AQTF auditors
http://pre2009.flexiblelearning.net.au/flx/go/home/projects/2006/inclusive/pid/230

6. Content is developed in a subject/topic-specific modular fashion.

Building a resource that separates organisational-specific content from generic content
is often impractical and can lead to disjointed presentations.

To facilitate sharing between organisations, content should be accompanied by a
‘script’, which specifies all the details of the module(s). The ‘script’ should highlight
any areas which are enterprise or jurisdiction-specific (ie; legislation). The script
needs to include explanatory information on the content and any other materials used
(video, audio etc). These specificities can then be easily identified and organisations
will find customising content to produce an accurate and superior training program
much easier.

That having been said, if modules can be developed so that the common, non-
organisation specific content is separated from any customised content and branding,
then customisation will be even easier.

Learning Management Systems are capable of pulling together a number of separate
e-Learning resources and delivering them to the user consecutively, thereby creating
the appearance of a single, larger module. The following diagram depicts this
arrangement:

--14 - -
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LMS delivers separate modules as a single course

Common Industry | Organisation A- | Common Industry | Organisation A-
standard content specific content standard content specific content

Common content co-developed,
shared and available from a
common repository

Common Industry | Organisation B- | Common Industry | Organisation B-
standard content specific content standard content specific content

Course flow

>
More information on developing e-learning content can be found at:
e VET e-learning content development guidelines:
http://e-standards.flexiblelearning.net.au/standards.htm
7. Content is developed in accordance with best practice instructional design

principles

In 2008, the Manager — Learning Services, Country Energy, produced Discussion
Paper: ‘Instructional Design Processes — Elearning Resources’. The following is an
extract from the Paper.

% 5 1 ! 8 0 &
& 4 ( 9669/

The full paper is contained at Appendix 2. The Committee encourages content
developers to consider the concepts presented when developing e-learning content.

Additional information on Instructional Design for e-learning resources can be found at:

. http://www.flexiblelearning.net.au/content/quality-learning-design-four-easy-steps

. http://www.elearnspace.org/Articles/InstructionalDesign.htm

. http://www.gdrc.org/info-design/instruct/elearning-links.html

e  http://ctlinstdesign.project.mnscu.edu/

. http://www.usq.edu.au/electpub/e-jist/docs/vol9 no2/papers/full papers/kanuka.htm

e The Framework’s online learning design tool: http://toolboxes.flexiblelearning.net.au/ldt
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8. Content is available in the chosen e-learning format and in ‘Word’ files,
accompanied by independent image files and supported by a
comprehensive ‘recipe’ document to assist a re-build.

To facilitate sharing, all resources should be made available in the chosen e-learning
format and, wherever possible*, as an ‘MS Word’ file. This will allow those who do
not use the ‘authoring tool’ in which the resource was originally created to re-create
the resource with their own authoring tool. Similarly, to assist the ‘re-build’, all
embedded files (eg; swift, graphics etc) should be provided as independent
accompanying files. Thirdly, a ‘recipe’ document should be provided explaining how
the resource was developed and why it was developed in that way. This is different to
the ‘explanatory script’ detailed under Principle 6 in that the explanatory script
identifies content that should be reviewed for customisation purposes, whereas this
document identifies how to build the resource again.

* It is acknowledged that creation of a MS Word file may not be possible for resources with more
complex learning interactions. For example an interactive simulation containing multiple animations,
user interactions and a large amount of scripting, developed in an application such as Adobe Flash
could not be translated into a MS Word file.

9. Content is shared through an EE-Oz content repository on a cost-
recovery/minimal cost basis.

The formation and operating parameters of a content repository for utilisation by the
Australian ElectroComms and EnergyUtilities industries, are currently being
considered by the committee in consultation and cooperation with EE-Oz Training
Standards.

There are many issues being investigated, including: the consistency of presentation;
the quality of programs stored and how their quality is to be assessed (sets of
objective criteria), and; how the programs are to be customised and used.

The Committee has received presentations from the administrators of the Australian
Government’s Learning Object Repository Network (LORN) and possible affiliation
with this Repository is also being considered.

Until such time as a dedicated repository is established, existing resources will be
referenced on the web-based EE-Oz ‘Resource Finder’ tool.

LORN can be accessed at:

http://lorn.flexiblelearning.net.au/
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SECTION 3:

GUIDELINES - TECHNOLOGIES
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3.1 AVAILABLE TECHNOLOGIES & SUPPORT

There are a large number of authoring systems and learning management systems
available. The systems detailed in Sections 3.1.1 and 3.1.2 are those utilised by EE-
Oz member organisations only. Hence, the lists are by no means exhaustive.

A short description followed by identified advantages and disadvantages of each
system has been provided to assist considerations of the technologies available.

The information has been primarily sourced from the vendors and their marketing
materials (refer references). As such EE-Oz has not authenticated the claims made.

Comments from members of the EE-Oz network currently utilising each system have
also been included to provide an indication of the product’s popularity amongst
industry organisations.

As technology and product development continues to evolve in this area, this section
will similarly evolve in future editions of this publication.

For more detailed information, a number of comprehensive product comparison
websites are also available. One example is ‘EduTools’. The following is an extract
from the EduTools home page:

! ! ! & ( % 1
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nn n &ll
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The EduTools site can be accessed via:
http://www.edutools.info/static.jsp?pj=4&page=HOME

Additionally, the E-Standards for Training section of the Framework has published
Commonly-used e-learning applications and tools in VET. The following is an extract
from the document:

! " & (
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3.2

EE-Oz network members have provided the following general observations regarding
Learning Management Systems and Content Authoring Tools:

Free authoring software programs can be found at www.sourceforge.net.
Downloading and familiarising yourself with different programs can assist the
creation of varied resources at minimal cost. Many programs have similar
functionalities and are simply a matter of getting used to the interface.

More expensive tools are not necessarily better, be careful buying expensive tools,
particularly those that ‘lock’ purchasers into a product or service.

‘Mix up’ the use of authoring tools to maintain visual interest (users get bored if
all the e-learning resources look the same)

Be careful of bandwidth limitations, converting animations to Flash can markedly
decrease file size. Alternatively, running LMS internally will bypass bandwidth
requirements.

Many available tools/packages offer 12 months training inclusive in the cost. This
is worth considering.

Story boards are a necessity, particularly when coordinating with IT specialists.
This will ensure the correct ‘look and feel’ is achieved.

Make sure that if you contract-out any resource development, the contractors use
the same/compatible authoring tools that are commonly used by your organisation.

Open source programs (like Moodle) are reliable as they are generally supported
by a large community of users.

AUTHORING TOOLS

There are a wide range and large number of Content Authoring Tools available. The
following sections detail the Authoring Tools commonly used by Australian
ElectroComms and EnergyUltilities industry organisations and their training partners.
Table 1 provides a summary of each tool’s key capability.

At the time of writing, the two most common authoring tools used by EE-Oz network
members are ‘WimbaCREATE’ and ‘Lectora’. Unfortunately, these two tools are not
particularly compatible in that a resource created in Lectora is not easily transferred to
and customised using WimbaCREATE.

Hence, the Committee encourages developers to work within the Principles detailed in
Section 2 above, specifically Principles 6 and 8, which will facilitate increased ease of
resource sharing between organisations regardless of authoring tool.

--19--
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Table 1: Key capabilities of Authoring Tools commonly used by EE-Oz network

organisations.
Tool Key Capability
Lectora Content authoring — requires IT programming skills
WimbaCREATE Content authoring — does not require IT programming skills
Adobe ‘Captivate’ Content authoring — does not require IT programming skills
Raptivity Flash-based interactivity
Text Aloud Voice supported learning
Xmind Course structure mapping
Adobe ‘Photoshop’ | Photos & Graphics
Adobe ‘Flash’ Flash-based interactivity
Adobe Presenter or | Powerpoint to flash conversion
iSpring
Lectora
Description

Lectora is powerful, productive authoring software. Lectora is rich in features and
provides users with a comprehensive authoring environment for creating and
delivering custom interactive multimedia content.

Reference: www.lectora.com.au

Advantages

e Users require no programming skills; however advanced functionality can be
achieved by mastering a fairly basic set of programming instructions.

¢ includes an intuitive menu system, icon driven toolbars, templates and wizards to
assist developers

e allows ‘drag and drop’ and ‘cut and paste’ options for text, images, animations,
external documents and graphics onto the page

e allows developers to import a wide range of multimedia objects including audio,
video and ‘flash’ animations. Lectora supports all universal multimedia formats
and can convert and compress audio and video to ‘flash’ format

e provides a wide range of post-development options including media conversion to
‘flash’, interactivity, complex branching and multiple publishing options

e More than 40% of Fortune 100 companies and 300+ Australian Corporate/
Government clients utilise * o

Reference: www.lectora.com.au
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EE-Oz network members have reported the following advantages of ‘Lectora’:

o . % 9655 %! 1% % 4)
I ! §

Disadvantages

EE-Oz network members have reported the following disadvantages of ‘Lectora’:
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WimbaCREATE
Description

Wimba is an education technology company. The ‘Wimba Collaboration Suite’
comprises a number of software applications. WimbaCREATE is the content
authoring tool in the suite. WimbaCREATE allows anyone who can use Microsoft
Word™ to create, edit and maintain robust online courses.

Reference: www.wimba.com

Advantages

e WimbaCREATE enables instructors to create rich courses complete with
navigation tools and interactive features from one Microsoft Word™ document.

. ( & (
<

e  WimbaCREATE enables content authoring that is compliant with SCORM,
SENDA, W3C WAI and Section 508

e WimbaCREATE enables instructors to easily produce content that can be used
across multiple online learning environments

e If platforms change, any course created using WimbaCREATE can be easily and
quickly converted

e WimbaCREATE allows course designers to create courses for the ‘Blackboard’,
‘Moodle’ or ‘ANGEL’ Learning Management Systems

e WimbaCREATE includes an ‘Accessibility Checker’, allowing course designers
to check their content before generating the final content package
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e WimbaCREATE is one software application in a suite including:
‘WimbaCLASSROM’, a virtual classroom application; “WimbaPRONTO’, an
informal ‘chat’ application; ‘WimbaVOICE’, an application to add ‘voice’ to an
otherwise text-only course site, and; “WimbaINTEGRATE’, an application that
provides robust integrations that simplify the workflow across multiple systems.

Reference: www.wimba.com
EE-Oz network members have reported the following advantages of ‘“WimbaCREATE’:

¢ Due to high compatibility with word, almost anyone can develop e-learning content
Disadvantages

EE-Oz network members have reported the following disadvantages of ‘WimbaCREATE’:
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Raptivity
Description

Raptivity is not an authoring tool as such, but a tool that developers can use to quickly
and easily create a wide range of learning interactions. The pre-built Raptivity library
of 3D objects, virtual world interactions, games, simulations, videos, and over 200
pre-built customizable interactions is based on best practices in instructional design.
These interactions can be used as stand-alone learning objects launched from a
Learning Management System, or inserted into a learning programme developed in an
Authoring Tool. Raptivity outputs the interactivity created to a single Flash file.

Advantages

e Allows rapid build of Flash-based interactions without the necessity for IT
programming skills.

e Each interaction can be customised using a simple set of dialog boxes. Raptivity
provides useful guidance on each interactivity and what can be customised

References:
. http://www.kineo.com/authoring-tools/raptivity---one-for-your-rapid-e-learning-toolkit.html
. http://download.cnet.com/Raptivity/3000-2051 4-10876300.html
. http://www.trainingpressreleases.com/newsstory.asp?NewsID=2647#

EE-Oz network members have reported the following advantages of ‘Raptivity’:
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Disadvantages

EE-Oz network members have reported the following disadvantages of Raptivity:
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Text Aloud

Description

TextAloud uses voice synthesis to convert text into spoken audio. Developers are able
to create files that can be listened to via a PC or create MP3 or WMA files for use on
portable devices like iPods, PocketPCs, and CD players.

Reference: http://www.nextuptech.com/

Advantages

e Directly open Word, PDF, and HTML files. Automatic iTunes/Ipod syncing.
e Advanced Pronunciation Tools

e Toolbar plug-ins for Internet Explorer, Firefox, and Outlook

e Optional premium voices for a wide variety of accents and languages

Reference: http://www.nextuptech.com/

EE-Oz network members have reported the following advantages of ‘Text Aloud’
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Disadvantages

EE-Oz network members have reported the following disadvantages of TextAloud:
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XMind

Description

Xmind is mind mapping software that is being used by ElectrComms and
EnergyUtilities organisations to assist course mapping. XMind has recently been
released as Open Source software. It comes in two versions — XMind and XMind Pro.
The Pro version has a additional features, including the ability to export ‘maps’ as
PDFs, MSWord Docs, PowerPoint presentations or Gantt charts. XMind is built on
top of the Eclipse platform and is plugin based.

Reference: http://linuxandfriends.com/2008/11/17/xmind-mind-mapping-software-open-source-a-review/

Advantages

e Double-click anywhere in the work area to create and edit nodes, even floating
nodes.

e Fully functional drag-and-drop support to reorganise nodes, insert markers, map-
shot or attach files.

e Ability to write inline notes.

e Record audio and insert it in the mind map.

e Search topics in Google and insert images by dragging them back to the work
area.

e A good collection of markers that can be used to embellish mind maps.

e Add notes, labels and hyperlinks to individual nodes.

e XMind includes numerous styles for nodes as well as themes to ensure that mind
maps are unique.

e Mind maps can be exported to Image, Text or HTML. To export as PDF,
MSWord or PowerPoint, an upgrade to the Pro version of Xmind is required.

e Truly portable. Runs in Linux, Windows and MAC OSX.

Reference: http://linuxandfriends.com/2008/11/17/xmind-mind-mapping-software-open-source-a-review/

EE-Oz network members have reported the following advantages of XMind:
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Disadvantages

EE-Oz network members have reported the following disadvantages of XMind:
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The Adobe Suite

Adobe Captivate

Description

Adobe Captivate is an easy-to-use, rapid eLearning content authoring tool that enables
developers to create powerful and engaging simulations, software demonstrations,
scenario-based training, and quizzes without programming, scripting or multimedia
skills. Based on the Adobe Flash Platform, Adobe Captivate 4 can automatically
generate interactive Adobe Flash Player compatible content without requiring users to
learn the Flash authoring tool. Adobe Captivate content can also be embedded in
Adobe PDF files and delivered in the AVI format for streaming on the Web,
publishing to YouTube and viewing on AVI-compatible devices.

Reference: http://download.cnet.com/Adobe-Captivate/3000-6676_4-10197744.html

Advantages

e The timeline-based approach is easy to use to start capturing and polishing
Captivate movies.

e creates very interactive systems simulations

e very easy to incorporate graphics/media, eg; PowerPoint slides, and import audio
and flash files including video.

e can cut and paste text in the normal way.

e Very good systems capture tools

e Captivate 2 generates SCORM/AICC compliant content that will run in all the
main LMS tools.

Reference: http://download.cnet.com/Adobe-Captivate/3000-6676_4-10197744.html

EE-Oz network members have reported the following advantages of Captivate:
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Disadvantages

e Limited range of presentational screens, compared to other tools like Articulate
e Does not keep animated builds previously created in programs such as Powerpoint

EE-Oz network members have reported the following disadvantages of Captivate:
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Adobe Photoshop

Description

Adobe Photoshop is a graphic editing program. It is the current market leader for
commercial bitmap and image manipulation software. It has a large selection of
drawing tools, filters, and color-adjustment capabilities for manipulating items.
Photoshop allows developers to create ‘typography’ by placing text on paths or within
shapes, perform shadow and highlight correction, explore expanded colour-matching
features, parlay efficient layer comps, and preview, search, and share images.

References:
e http://en.wikipedia.org/wiki/Adobe Photoshop
. http://download.cnet.com/Adobe-Photoshop-CS4-Extended/3000-2192 4-10011172.html

Advantages

e (S3 Extended includes support for rendering and integrating 3D images into 2D
composites and video layer editing.

e (S3 Extended includes a modified help menu to assist new users

e Includes built-in how-to's on Preparing Art for Other Applications, Printing
Photos, Working with Color and Type etc.

e Allows developers to lightening dark photos, improve color and contrast, add
objects or people that weren't originally in the picture.

Reference: http://download.cnet.com/Adobe-Photoshop-CS4-Extended/3000-2192 4-10011172.html

EE-Oz network members have reported the following advantages of Photoshop:
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Disadvantages

e  The trial version demands significant download time, hard drive space, and RAM
for rendering and other heavy tasks.

e A complex tool that demands time and training.

e Expensive.

EE-Oz network members have reported the following disadvantages of Photoshop:
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Adobe Flash

Description

Adobe Flash is a multimedia platform. Since its introduction in 1996, Flash has
become a popular method for adding animation and interactivity to web pages. Flash
is commonly used to create animation, advertisments, and various web page Flash
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components, to integrate video into web pages, and more recently, to develop rich
internet applications.

Reference: http://en.wikipedia.org/wiki/Adobe_Flash

Advantages

e Flash can manipulate vector and raster graphics and supports bidirectional
streaming of audio and video.

e Flash contains a scripting language called ActionScript.

e Several software products, systems, and devices are able to create or display
Flash content, including Adobe Flash Player, which is available free for most
common web browsers, some mobile phones and for other electronic devices
(using Flash Lite).

e The Adobe Flash Professional multimedia authoring program is used to create
content for the Adobe Engagement Platform such as web applications, games and
movies, and content for mobile phones and other embedded devices.

Source: http://en.wikipedia.org/wiki/Adobe Flash

EE-Oz network members have reported the following advantages of Flash:
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Disadvantages
EE-Oz network members have reported the following disadvantages of Flash:
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Snagit

Description

Snagit is screen capture software that allows developers to capture anything on screen, edit
and combine captures and then share them via other applications.

Snaglt 9 also adds automatic image-tagging, a library for saving and indexing every
capture, and an image tray for returning to the most recently opened captures.

Reference:
. http://www.microway.com.au/catalog/techsmith/snagit.stm
. http://download.cnet.com/Snagit/3000-2192 4-10004813.html

Advantages

e Snagit includes eleven preset buttons that make screen capture easy. Regions on a
screen, texts from a window, the contents of a tall page that scrolls, all the images on a
webpage etc. can be captured.

e  Other profiles can be created to facilitate other capture possibilities
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e Arrows, text callouts, ready-made objects, clipart, shadows, highlights etc can be
added to captured pictures

e Snagit stores every capture automatically and keeps the most recent visible. There is no
need to name the capture or decide where to save it.

e Version 9 completely overhauls the interface to make a wide range of editing
tools and effects more accessible via an icon-oriented menu structure.

e Tools to draw, resize, recolor, and annotate the images are available, as is a menu
to add rollover hotspots for linking an image to a URL.

e Balloon tips, wizards, and an online video tutorial make it simple for beginners,
and its sophisticated capabilities will satisfy advanced users.

References:
®  http://www.microway.com.au/catalog/techsmith/snagit.stm
® http://download.cnet.com/Snagit/3000-2192 4-10004813.html

Disadvantages

e The special effects on borders, i.e. "torn" effect, eat away at the displayed image instead
of adding an extra margin and then tearing away. This is a problem when using graphs
that have a right scale because the scale ends up being torn away.

e  Snaglt tries to ingratiate itself into the browser, this has very limited value.

e Image capture problems. Can change file extention.

References:
®  http://www.microway.com.au/catalog/techsmith/snagit.stm
® http://download.cnet.com/Snagit/3000-2192 4-10004813.html

At the time of writing, EE-Oz network members had not identified any disadvantages of
Snagit.

Springboard

Description

Springboard is a fast, light, easy-to-use Windows application for easily and quickly
sketching and annotating storyboard ideas for film, video, animation, or other
dynamic media. Users can work with story outlines, scene images, shot descriptions,
and visual annotations to show camera movements, special effects, set shot durations
and view animations. Springboard can be used to plan work on-screen, print, or export
to many other formats.

Source: http://www.shareup.com/Springboard-download-33651.html

Advantages

e Shareware

e Enables you to draw storyboards using vector and other graphic tools
e Adds texts or imports them from other media

e Adds annotations and other special effects
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EE-Oz network members have reported the following advantages of ‘Springboard’

e Free easy to use tool for creating video and converting PowerPoint slides into animations
(with voice overs)

Disadvantages

e Nag screen
e Limited functionality

Other Content Authoring Tools

There are a host of other content authoring tools available, many of which are
available free-of-charge or at a small cost. Before purchasing a program,
investigations should be made into the availability of product(s) that perform the same
functions for a fraction of the cost.

Other content authoring software programs include: CoureLab, Udutu, Xerte,
Microsoft Learning Content Development System.

Adobe Presenter and iSpring are plug-ins for Powerpoint that convert PPT to flash.
Theses applications are SCORM compliant, retain animations and links and include a
quiz maker function.

The Australian Flexible Learning Framework has also produced an application for
Rapid E-learning Development (ARED). A new version of the ARED resource
development tool has recently been released, helping practitioners, with little more
than basic computer skills, to easily build their own e-learning resources. The
following is an extract from the Framework website.
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Reference:

. http://pre2009.flexiblelearning.net.au/flx/go/home/projects/2006/newpractices2006/pid/369

LEARNING MANAGEMENT SYSTEMS

For sharing purposes, the need for organisations to adopt the same Learning
Management System (LMS) is not as critical as for authoring systems. The main
criterion is that the LMS is SCORM compliant and supports SCORM compliant
programs.

The following sections detail the Learning Management Systems commonly used by
organisations in the Australian ElectroComms and EnergyUtilities industries. At the
time of writing ‘Coursemill’ and ‘Moodle’ are the most commonly used LMS
amongst ElectroComms and EnergyUltilities industry organisations and their training
partners.

Coursemill

Description

CourseMill is a learning management system that enables organisations to deliver,
track and manage all learning initiatives in a simple, secure, single source learning
environment.

Reference: http://www.itclearning.com.au/attachments/Coursemill LMS.pdf

Advantages

e CourseMill is customisable and allows the integration of virtually any database.
The ‘look and feel’ of a product can be customised to meet the needs of an
organisation.

e CourseMill has a range of easy-to-use features that enable both the instructor and
student to easily and effectively administer, manage, track and take online
courses. CourseMill provides automated student enrolment, single click course
upload, email templates and wait list functionality.

e CourseMill delivers an affordable elearning management solution. CourseMill
couples robust features with a low cost.

e CourseMill includes features such as real time chat, internal and external email,
instant messaging, bulk report emailing, and document sharing
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e CourseMill allows simple tracking and reporting of online courses by enabling
users to create an unlimited number of reports, including custom reports.

e CourseMill provides extended LMS compliance and support with a range of
features such as MySQL database support, 3rd party content support, AICC and
SCORM compliance and classroom based training support

e CourseMill it is supported by a reputable supplier (Trivantis in USA and ITC in
Australia).

e CourseMill has the advantage of working seamlessly with Lectora.

Reference: http://www.itclearning.com.au/attachments/Coursemill LMS.pdf

Disadvantages

EE-Oz network members have reported the following disadvantages of Coursemill:
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Moodle

Description

Moodle is a free, open source (under the GNU Public License), learning management
system designed using sound pedagogical principles to help educators create effective
web-based courses, websites and online learning communities.

Moodle is copyrighted, but users have additional freedoms. Users may copy, use and
modify Moodle, provided that they agree to: provide the source to others; not modify
or remove the original license and copyrights, and; apply this same license to any
derivative work.

Since its first release in 2002, Moodle has grown to be the world’s most popular open
source learning management system.

Moodle has features that allow it to scale to very large deployments (hundreds of
thousands of students), or be used in a single RTO.

Many institutions use it as their platform to conduct fully online courses, while some
use it only to assist blended learning arrangements.

Reference: http://www.moodle.org
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Advantages
e Absence of software license fees and vendor/product ‘lock-in’ arrangements

e Opportunities to extend and customise the system by modifying the inner
workings of the software (the ‘source code’), thereby creating greater flexibility

e Able to be run on Windows, Mac and Linux operating systems

e The Moodle community. More than 500,000 users who provide a vast resource
for information, support and knowledge of Moodle

e Moodle’s additional activity modules (such as Forums, Wikis, Databases etc)
allow users to build richly collaborative communities of learning around their
subject matter

e Moodle will support/cooperate with the majority of systems on the market at this
point in time, including other organisational management systems, such as;
‘PeopleSoft’. As of March 2009, one hundred percent of Moodle’s functionality
supported ‘CROME’. Moodle does not, however, cooperate with ‘Elipse’

References:
. http://moodle.org
e  http://www.netspot.com.au

EE-Oz network members have reported the following advantages of Moodle:
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Disadvantages

e Using open source systems for critical applications, such as e-learning, is often
perceived to pose significant risk to an organisation. This is often true for an open
source system run on unsupported hardware and without expert technical
knowledge/support. If an RTO has insufficient internal capability, the problems
could be overcome through the engagement of an Learning Management System
hosting company (refer below)

e Whilst Moodle has the capability to support content authoring, it is not as
proficient in this area as other dedicated Content Authoring Tools. As a result
many organisations using Moodle have found that the up-front cost saving is fairly
quickly offset by increased development costs. The cost of aligning Moodle’s
capabilities with an organisation’s requirements needs to be examined on a case
by case basis.

e Moodle is not adept at tracking and recording what users have looked at and
exercises they have completed.

Source: Netspot
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EE-Oz network members have reported the following disadvantages of Moodle:
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Joomla!
Description

Joomla! is a content management system platform for publishing content on the
World Wide Web and intranets as well as a Model-view—controller (MVC) Web
Application Development framework.

The system includes features such as page caching to improve performance, RSS
feeds, printable versions of pages, news flashes, blogs, polls, website searching, and
language internationalisation.

It is written in the PHP programming language and uses the MySQL database system
to store information.

Reference: http://en.wikipedia.org/wiki/Joomla!

Advantages

The Joomla! package consists of many different parts, which allow modular
extensions and integrations to be made easily. There are over 3,000 extensions for
Joomla! available via the Extensions Directory.

In addition to Plugins, more comprehensive extensions are available.
"Components" allow developers to perform tasks such as build a community by
expanding user features, backup a website, translate content and create URLS that
are friendlier to search engines.

Joomla! allows administrators to set global configuration parameters that affect
every article. Every page conforms to these parameters by default, but a page can
have its own setting for each parameter.

Reference: http://en.wikipedia.org/wiki/Joomla!

Disadvantages

The latest Joomla! does not have built-in granular user access control, although
this is planned for Joomla! 1.6.

The built-in section/category feature is limited by the simple section/category/
article hierarchy, however flexible category structure support is planned for
Joomla 1.6

Each website requires a separate Joomla! installation.
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e Although Joomla! supports right-to-left languages, bi-directional templates are
non-existent, other than those supplied with the Joomla! install. Third-party
template developers universally work in hard-coded LTR or RTL, despite
Joomla's comprehensive bi-directional support.

e Components, Modules or Plugins that link to Joomla! are considered to be
derived linking works by the project leadership and thus are required to conform
also to the GPLv2 license, which has caused controversy amongst some plugin
vendors.

Reference: http://en.wikipedia.org/wiki/Joomla!

DOTS Talent Management

Description

The Dynamic Online Talent Solution (DOTS) was developed by WebRaven,
Brisbane, Australia. It is a feature rich, fast to implement web based software
application that gives organisations an easy way to manage their learning,
development, compliance, knowledge and collaboration needs. DOTS is a learning
competency and talent management solution in one system. DOTS can be deployed
as a fully hosted 'software as a service' model or installed in-house. DOTS includes
total learning management for online, offline and blended delivery. DOTS Content
Creator helps you build content and assessments easily and quickly.

DOTS is Australia’s only LMS included in Brandon Hall’s LMS Snapshot Profiles in
2003, 2006, 2007, 2008 and 2009, profiling the most popular Learning Management
Systems worldwide. It is also Australia’s only LMS included in the Low-Cost
Learning Management Systems Report in 2006, 2007, 2008 and 2009, profiling
systems that consistently rate lower than the average in price across small, medium,
large, and very large implementations.

References:

e  http://dotsblog.wordpress.com/

. http://www.dotsdemo.com/www/page.cfm?PagelD=9
¢ www.dotstalentsolutions.com/

Advantages
e  Fully designed and developed in Australia
e Impressive range of features and low total cost of ownership.

e Can be deployed as a fully hosted 'software as a service' model or installed in-
house.

e Includes total learning management for online, offline and blended delivery.

e DOTS Content Creator helps developers build content and assessments easily and
quickly.

Collaboration and Knowledge Tools are available in the standard DOTS Talent
Solution package. There are no additional modules required.
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o Has a Performance Management Module that includes Performance Reviews,
Position Management, Competency Models and 360 Profiling.

e Can be tailored to suit multiple organisations in the one platform.

e Has e-commerce capability on-board. Within DOTS developers can build external
web pages with unique logins for each population of users and stakeholders.

e Has over 200 standard Reports that deliver one click access to key tactical and
strategic information. Planning and decision making are made easier and more
accurate.

e Development Plans are included in DOTS.
o DOTS Talent Solutions offers integration services with other software systems.

o The flexibility of DOTS creates a unique multi-faceted solution for most of the
key issues facing all organisations; productivity, innovation, development and
retention of people.

Reference:
. http://www.webraven.com.au/www/page.cfm?PagelD=76

EE-Oz network members have reported the following advantages of ‘DOTS’:
e Reliable

e High level of compatibility with different authoring tools

e Live split screen browsing (good for showing company procedures)

e Allows learners to upload scanned info (i.e. worksheets) for centralised
assessment

Disadvantages

At the time of writing the EE-Oz network have provided no comment on the
disadvantages of DOTS.

Other Learning Management Systems

There are other Learning Management Systems available; the Committee would
recommend undertaking a facilitated comparison of available systems via a web-
based tool such as ‘EduTools’.
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SECTION 4:

GUIDELINES — APPROACHES TO
DESIGN AND USE
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4.1 INTRODUCTION

Many organisations in the EE-Oz network have extensive experience in the blended
learning space. The following information has been provided by these organisations
to assist others address the challenges involved in the development and
implementation of e-learning and blended training delivery and assessment
arrangements.

4.2 SYSTEM DEVELOPMENT AND IMPLEMENTATION
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4.2.1 CHANGE MANAGEMENT

When an organisation first begins to consider blended learning options, a significant
‘resistance to change’ response may be exhibited by individuals at all levels of the
organisation.

For a blended learning arrangement to be successfully implemented, a certain level of
confidence amongst managers, trainers, administration staff and students must be
achieved. Hence, a comprehensive change management process is required.

The following points should be considered:

e The organisation’s IT section should be involved from the outset. IT section
personnel will be able to provide advice on how the new system can be integrated
into existing systems and where, if anywhere, upgrades may be necessary and how
these can be managed. A ‘champion’ within the IT section can be particularly
beneficial.

e Assistance from the IT section should also be sought to ensure all AVETMISS
requirements can be met.

e Professional development should be provided for all staff in all regions,
particularly supervisors and trainers. Trainers especially need to be comfortable
with the technology. Some may feel that they are being made redundant and
consequently resist. In addition to the professional development provided, a
‘champion’ within the training branch who can assist other trainers on a day-to-
day basis can be particularly beneficial.

e Arrangements should be made for the provision of ongoing ‘Help Desk’
administrative and technical support for trainers and learners. There are three
options here; involve the organisation’s IT section, provide support through the
organisation’s Blended Learning team or, if a sub-contracted organisation is
involved, include the provision of ‘Help Desk’ services in the service agreement.
Whichever option is chosen, the designated ‘Help Desk’ personnel should be
involved from the outset. A 1800 number can be useful.
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e Develop ‘champions’ within the organisation. In addition to champions within the
organisation’s IT and Training sections, champions within the organisation’s
management structure are also beneficial.

e First impressions are important. Start with a few ‘easy wins’. Initially, effort and
resources should be devoted to the development of very high quality, high priority
programs. Subjects that lend themselves particularly well to flexible delivery
should be chosen. These first programs will to prove the effectiveness, or
otherwise, of blended learning to the organisation.

e Many students want to be taught by a trainer and want this to occur in a group
situation. To this end, consideration should be given to introducing students to
blended learning in a facilitated group environment. Once confidence is
established, then students can work individually, as required.

4.2.2 LEARNING MANAGEMENT SYSTEM DEVELOPMENT

Learning Management System Hosting Companies

Many RTOs choose to partner with a Learning Management System (LMS) hosting
company. LMS hosting companies provide application management services for
RTOs and are often official partners for a number of Learning Management Systems.
By means of example, ‘Netspot’ and ‘Electrain’ are both LMS hosting companies
utilised by EE-Oz member organisations. Netspot and is an official ‘Moodle Partner’,
‘Marhara Partner’ and ‘Sakai Commercial Affiliate’. Similarly, ‘Electrain’ provides a
hosted service using CourseMill.

Running in-house LMS systems requires IT people. If an organisation does not wish
to develop internal capability in this regard, hosting companies can provide a range of
services including:

e Priority support for ‘bug’ fixes and security issues, leading to better risk
management

e Priority access to the core LMS developers, particularly if using an ‘open access’
system such as ‘Moodle’

e Access to experienced developers for rapid development of high-priority courses
where internal resources are unavailable

¢ Ensuring the RTO maintains pace with new developments through LMS upgrades
and integrations

e Advice on complementary technologies that can be used in conjunction with the
chosen LMS to deliver engaging on-line or blended learning

e Integrating third-party applications with the chosen LMS as well as integrating the
LMS with other organisational systems such as student management systems and
authentication systems

e Help Desk services for both staff and students

e ‘Add-ons’ such as; system monitoring, back-ups and options for disaster recovery
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Some hosting companies will also provide training for RTO staff seeking to use their
LMS to greatest effect in their own environment.

When entering into a Service Agreement with a hosting company, the organisation
should be very clear on the services it requires. Consideration should consider their
requirements for:

1. Initial & ongoing development of the LMS. The organisation should be very
clear about exactly what is required both in the initial ‘build’ and in terms of
upgrades over time. Key items for consideration are:

e Login-in arrangements. How will users log-in? Will they use their student
number, service (payroll) number, last name, first name, a password, or a
combination of identifiers?

e  Error minimisation. This should include arrangements to minimise the use of
‘L, ‘I’, ‘O’ and zero.

e Accommodating multiples. How will the system accommodate multiple users
using multiple programs?

e Reporting requirements. What reports will be required and when? What does
the organisation want each report to contain and how should this information
be presented?

e Disclaimers. The majority of EE-Oz network members include a disclaimer
whereby the user must confirm that they understand the conditions under
which they are completing the work, that no other person has completed the
work on their behalf and they have provided the answers.

2. Ongoing hosting of the LMS. This is particularly important as the hosting
company’s conditions of service, and the cost of same, may change as the number
of employees increases. Consideration should be given to how the hosting
company views ‘total users’ and ‘active users’.

3. Intellectual Property. Who owns what?

Clear specifications should then be developed and a Service Agreement reflecting
these specifications drafted.

Internal Learning Management Systems

Generally, an organisational IT section is capable of cobbling together various
capabilities to produce a basic LMS. This cobbling generally starts with an ‘Access’
database at the centre and expands outwards. Throughout the process, it is imperative
that the IT section works closely with the Training section.

It is the experience of the EE-Oz network members that, unless the organisation’s IT
section is exceptionally skilled and very well resourced then development of an
internal LMS should be avoided.
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4.2.3 SYSTEM IMPLEMENTATION

System and resource development is very different to implementation. In instances,
where the Blended Learning team does not feel confident in managing
implementation, consideration should be given to the engagement of a project
manager to ‘roll-out’ a new system and/or significant amendments to an existing
system.

Generally, the following steps are followed by EE-Oz network members:

1. Planning. Influential stakeholders from all levels and relevant sections of the
organisation should be engaged as early as possible in the planning process. This
will allow a balance to be reached between Administration’s needs, Human
Resource’s needs, the IT Section’s needs, the Training Section’s needs etc.

The key component of the planning process is prioritisation. A whole system
cannot be ‘rolled-out’ at once, priorities need be assigned to facilitate a sensible,
staged implementation.

2. Staged Implementation. Implementation should be staged and small pilot
groups used to trial every component before each stage is rolled-out through the
whole organisation. Once implemented, each stage should then complete a full
life-cycle before the next stage is begun.

3. Continuous Improvement. Responsibility should be assigned in the planning
phase to those who will improve the system following the identification of issues
either through the small group trials or following full implementation of each
stage.

4.3 RESOURCE DEVELOPMENT AND IMPLEMENTATION
4.3.1 THE RESOURCE DEVELOPMENT TEAM

This is a key consideration for all organisations. To what level is it practical for the
organisation to staff and maintain an effective blended learning section/team?

All organisations should consider the range of competencies required in the team and
the way projects are managed. When developing for online the developer should have.

The optimum blended learning team includes members with e-learning resource
development expertise. This includes knowledge of e- learning theories and rules e.g.
Limiting the amount of content per screen, chunking of information to increase
learner retention, colour theory, etc. In addition to these skills developers should have
a moderate level of IT knowledge in order to develop innovative and engaging
elearning resources and avoid the creation of 'production line' e-learning. The
blended learning team also requires members with industry training expertise, subject
matter expertise and project management expertise. Additionally, the team must be
adequately resourced to undertake its roles efficiently, effectively and professionally.

Internal Development
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If an organisation has decided to produce its own e-learning resources for integration
in a blended learning arrangement, then it will need to establish and support an e-
learning resource development team.

The size and expertise of the team should match the organisation’s level of
commitment to production. The spectrum of team activity could include:

Simply customising third party programs.
Mainly developing simple assessments
Developing simple training ‘objects’
Developing complete e-learning programs.

Finding the right skill set may be a challenge. E-learning resource developers need
software skills, some understanding of the technical content, imagination and the
creativity to draw these aspects together. Professional development may be required.

External Contractors

If the organisation has chosen to contract an external resource developer, then
consideration should be given to the following:

e Management of knowledge transfer from external to internal personnel
e Managing external resources and scope creep. Organisations should:
o Scope and specify the work well in advance
o Agree on what form the resource will take (eg; Flash)
o Ensure Contractors work to a project plan, specific timelines and
provide weekly progress updates.

4.3.2 THE RESOURCE DEVELOPMENT & IMPLEMENTATION
PROCESS

A number of organisations in the EE-Oz network are a significant way down the path
of developing e-learning resources to met internal organisational training needs.
These organisations have developed guideline/instruction documents to guide the
resource development process. The following is a synthesis of the steps identified in
these documents.

It should be noted, however, that these steps are based on the assumption that the
development of an e-learning resource is the best way to proceed. Before
commencing down an e-learning resource development path, all organisations should
ask:

a. Is training required to address the identified issue?

b. If training is required, what sort of training?

c. Does the subject area lend itself to blended learning arrangements?

d. If blended learning is the best way forward, what resources are required?

If the development of an e-learning resource is required. The following steps should
be considered:
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1. Planning

a)

d)

Identify the Customer Needs:

e  Which client or section of the organisation has asked for the resource to be
developed?

e  What do they want the resource for?

e How do they want the resource to look and feel? (ie; simple text and
graphics on screen or highly interactive/animated)

e Do they require the resource to incorporate masquerading risk mitigation
arrangements? (ie; disclaimers, mechanisms to detect masquerading).

Identify the Target Audience:

e  Who are the learners? How many? and Where are they?

e  Are there likely to be learners who require assistance in using a computer?

e  Are there likely to be learners who require assistance in Language,
Literacy or Numeracy?

e  Are there any other special learner needs?

Identify the resource content requirements:

e  What does the resource need to cover?

e Have the learners any knowledge of the subject area(s)?

e Is the resource content required to comply with company policies,
jurisdictional regulations and/or local/national legislation?

Identify the likely delivery parameters:

e How will the learners access the course? (ie; facilitated classroom activity,
self-paced from home/office etc)

e  Where will the learners access the course? (ie; from classrooms over a
broad geographic area, from home/office using broadband/dial-up)

Identify available resources to support the resource development:
e Financial: What is the resource development budget

e Temporal: When does the resource need to be developed by?
e Human:

- Does the organisation’s internal resource development team have the
expertise to develop the resource or will an external consultant be
required?

- Who should be involved in the resource development process? (ie; the
client, subject matter experts, trainers, supervisors, managers, the
organisaiton’s marketing and promotions section, the organisation’s IT
section etc)

e Technical: What technical resources are available to inform the resource
content? (ie; internal policy documents, external standards/regulations/
legislation, work instructions, existing training and technical texts etc)

Once these pieces of information have been identified, a balance needs to be reached
between the client’s requirements, the nature of the resource content, the capabilities

of the learners and the system and the resources available to support the development
activity.
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The e-learning technologies that can be utilised are almost endless and include
variations of audio, video, photos, graphics and animations. Consideration will need
to be given to which, how many and how much of the available technologies will be
utilised.

2. Preparation of Resource Specifications

This is the role of the resource development team, in consultation and cooperation
with the client, relevant subject matter experts and, where applicable, trainers,
supervisors, managers etc.

The following aspects should be considered:

SCORM compliance

Authoring tool to be utilised

Learning Management System to be utilised

Technologies (ie; video, audio, animations) to be utilised

Screen layout (ie; styles, sizes, colour & layouts)

Resource structure and menu

Resource content

Navigation through the resource. Navigation should be intuitive and common
across all screens.

e Resource formats (eg; on-line, CD-Rom, Word with supporting image files,
explanatory and ‘recipe’ documents — refer Section 2)

In addition to the above, where the resource is to support nationally recognised
training, consideration should be given to the requirements of the National Training
Package and the AQTF 2007 Essential Standards for Registered Training
Organisations, AQTF Guidelines for Course Developers.

Once the above aspects have been addressed, then a comprehensive specification
document for the resource’s development should be compiled and endorsement of the
specifications sought from the client/relevant managers before development
commences.

3. Resource development schedule

Once the specifications document has been agreed to, the resource development
schedule can be finalised. As a minimum, the schedule should include:

Course details

Assigned Resources (Human, Temporal, Financial)

Schedule for development (including work order details)

Key Milestones and deliverables

Quality Control arrangements (ie; details of when the resource will be checked for
content accuracy, problems with content sequencing and navigation etc and; who
will be responsible for the quality control and amending the resource accordingly)
e Any other necessary information
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4. Resource Development — Instructional Design

Strong instructional design is fundamental to effective blended learning. One critical
requirement of e-Learning, compared to traditional face-to-face delivery, is that there
is a greater need for the content to be precise, accurate and fluent, as generally the
learner does not have the opportunity to readily interact with the trainer and seek
clarification on anything that is unclear.

There are many existing publications on good instructional design. The Blended
Learning Standing Committee refers developers to the following links as a sample of
standards and literature already available:

e The Australian Flexible Learning Framework includes links to projects,
publications detailing industry knowledge and experience in e-Learning and
numerous free resources:
http://www.flexiblelearning.net.au

e A universal design approach to web usability:
http://universalusability.com/access_by_design/index.html

e Key features of different Blended Learning models:
http://www.astd.org/L.C/2002/0802 valiathan.htm

e The application of well regarded instructional design principles to e-Learning:
http://www.e-learningguru.com/articles/art3_3.htm

In addition to the above, EE-Oz network members have provided the briefing papers
at Appendix 2 and the following commentary, based on their own experiences:
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The network members also recommend the following support mechanisms be
developed for each resource:

e An introductory ‘all about this resource’ page explaining the resource, what it is
comprised of and how long each section is likely to take to complete. Learners
should be able to return to this page at any time.

e A Frequently Asked Questions (FAQ) section. Network members have identified
that the top three questions asked by learners are:

o What do I do if my internet drops out?
o How much time will it take me to do each module?
o What do I do if I have log-in/submit problems?

e A ‘Facilitator Guide’ to support trainers in their use of the resource. This is more
likely to be an additional document, or file, rather than a component of the
resource.

Additionally, the Principles identified in Section 2 should not be forgotten. The
resource should be available in “Word’ format, with accompanying independent
image files, explanatory and ‘recipe’ documents.

5. Conduct consultation and review

Once the resource is developed, it should be circulated to subject matter experts and
other key stakeholders for consideration and comment. This consultation phase may
also trials with small groups inside the organisation.

All feedback gathered should be considered by the client, resource developers and
relevant supervisors/management in order to determine the amendments to be made.
Decisions of this group should be documented for future reference.

The resource should then be amended in light of the decisions of the client, resource
developers and relevant supervisors/management.

6. Pilot Sessions

Once the client, resource developers and relevant supervisors/management are
satisfied that the resource is of sufficient quality and robustness to be accessed by
learners, discussions should be had with the relevant Training Managers to identify
suitable opportunities to pilot the resource with learners.
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The Training Managers may require assistance in regard to arranging suitable physical
and human resources to support the resource pilot sessions.

The Pilot sessions should test all components of the resource and its interactions with
the LMS, report generating functions, multiple use arrangements etc.

The outcomes of the pilot sessions should be utilised to inform the finalisation of the
resource for broad-scale roll-out.

7. Resource Implementation

As detailed above, resource developers may be very adept at building a resource but

not so proficient at managing its implementation throughout a whole organisation or
network of organisations. For this reason, consideration should be given to engaging
a project manager, where necessary.

Additionally, written authorisation for the implementation of the resource should be
obtained from the appropriate managers. Similarly, branding and other marketing and
promotion related aspects should be double checked as should the IT support
arrangements.

Where the resource supports nationally recognised training, requirements of the
Training Package and AQTF should also be checked again to ensure compliance.

A resource deployment strategy should then be compiled. This strategy should
include, but is not restricted to:

Identification of human, physical, technological resource requirements
Identification of key activities to be accomplished and the schedule for same
Completion of all necessary publication, control and communication documentation
A deployment briefing of all key personnel to ensure all necessary actions are
agreed and undertaken.

e Arrangements for the day(s) of deployment.

8. Continuous Improvement

Once a resource has been implemented and is being used extensively by trainers and
learners, opportunities for improvement will be identified. Arrangements should be in
place to facilitate the capture of feedback regarding opportunities for improvement of
the resource and for ensuring these opportunities are considered and acted upon as
necessary. Records of the changes made to the resource and the reasons for these
changes should also be kept.
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4.3 MINIMISING MASQUERADING

How to authenticate learners is a subject often raised in discussions around e-learning
resources and blended learning arrangements.

A risk assessment should be conducted and measures implemented to minimise the
risk identified. For each e-learning resource, consideration should be given to the
following questions:

e What is the severity of the consequences of masquerading?
e What is the probability of masquerading being detected?

e How can the probability of detecting masquerading be improved?

Strategies currently utilised amongst the EE-Oz network include:

o Trainer-supervised assessments following the completion of the e-learning
resource to ensure learners have understood the material.

o Structuring of resources so that learners cannot access assessment components
until they have completed all the training pages. Anyone who wishes to
masquerade as someone else will have to plough through a lot of training to get to
the assessment.

o Conducting online tests under supervision. Trainers can physically check that the
people doing the test are the right people (the LMS will record the date of the test
so there is no possibility of results being altered without detection).

e Implementation of severe sanctions for anyone caught cheating or masquerading.
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APPENDIX 1: VET METADATA APPLICATION PROFILE

The VET Metadata Application Profile comparisons table provides an overview of Vetadata and how the set has been used by the Framework’s
LORN and Toolboxes Projects. It also indicates obligation in terms of mandatory, highly desirable and desirable elements. The last two columns
are provided only as a reference to indicate how Vetadata maps, in terms of obligation, to the EdNA VET sector schema and SCORM.

Legend: M = Mandatory, H = Highly desirable, D = Desirable

I:I Category element I:I Container element I:I Data entry element

Element Element Name Vetadata Use Vetadata for the LORN and EdNA VET Use SCORM Shareable
Number Toolboxes Projects Content Objects (SCO)
1 General

1.1 Identifier

1.1.1 Catalog M M M M

1.1.2 Entry M M M M

1.2 Title M M M M

1.3 Language D

14 Description M M M M

1.5 Keyword M M M M

1.8 Aggregation Level D M

2 Lifecycle

2.1 Version D M M

2.2 Status D M M

2.3 Contribute




Element Element Name Vetadata Use Vetadata for the LORN and EdNA VET Use SCORM Shareable
Number Toolboxes Projects Content Objects (SCO)
2.3.1 Role H M

2.3.2 Entity H M M

2.3.3 Date H M M
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4.1 Format D M D M
4.3 Location H M M
5.2 Learning Resource H H

Type
5.6 Context H M M
6.1 Cost D M M
6.2 Copyright And Other D M M

Restrictions
6.3 Description H M M
9.1 Purpose H M H M
9.2 Taxon Path
9.2.1 Source H M* H
9.2.2 Taxon
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Element

Element Name

Vetadata Use

Vetadata for the LORN and

EdNA VET Use

SCORM Shareable

Number Toolboxes Projects Content Objects (SCO)
9.2.2.1 Id H* M* H

9.2.2.2 Entry H* M= H

9.3 Description D M M

9.4 Keyword D M M

*Omit if 9.1 value has no controlled vocabulary
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Appendix 2: Discussion Paper

Instructional Design Processes
E-Learning Resources



