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Vuepoint’s proven and award-winning instructional approach increases and speeds-up the effective transfer of knowledge by combining well-researched cognitive training models with our integrated e-learning architecture.  

	




Figure 1 – The Vuepoint approach combines learning strategies with a integrated tool.

Award Winning   The cognitive training methods are based upon the award-winning instructional design models that we have developed in cooperation with Jim Moshinskie, PhD, CPT, our Chief Learning Officer and the Accenture Professor of Human Performance at Baylor University.  

Dr. Moshinskie has won the highest instructional design honors from both the American Society of Training and Development (ASTD) and the International Society of Performance Improvement.  His work has enabled him to achieve the Certified Performance Technologist (CPT) certification from ISPI.


Experience-Based  The focused VLS architecture is based upon the successful sales and marketing experiences of our management team with global fortune 50 companies. When fused with cognitive training models it provides for a new and exciting approach to accelerating sales and building brand equity.  
Vuepoint management team has been fine tuning and evolving this fusion process by combining visionary academic input with practical application in its fortune 500 client base.   


Adult learning and e-learning


Adult Learning   Our interactive, engaging course design follows sound adult learning principles and uses instructional design strategies that assure transfer of learning to the workplace.  They are based upon this adult learning strategy:

· 




Short and to the Point   Since today’s adult learners are short on time, we aim for brevity in e-learning designs:


· Keep each e-learning module between 15-20 minutes in length.

· Design each screen so that the learner has to spend about one minute or less with the screen (1 e-hour = 60 screens). 

· Reduce the word count whenever possible.

· Keep paragraphs short (limit to 2-3 sentences).

· Limit the number of lines of text to 7-9 per screen. 

· If video and/or audio is required, use only short (30 – 60 seconds) segments.

· Keep screens uncluttered and simple to read and understand.

· Stress the need to know with hyperlinks to optional nice-to-know materials.  Do not bombard the learners with information.


Our Approach to Developing E-Learning


Systems Approach    Most systems approach models follow a process better known as the generic ADDIE model. It includes five stages.  Each stage has an output that feeds into the subsequent stage:

Stage 1:  The Analysis Stage


	1.
	Use surveys, questionnaires, direct observations, indirect observations, interviews, and focus groups to answer these front-end questions:


· What is the exact gap in performance that the e-learning is expected to fill?

· What exactly needs to be taught?

· When is it needed?

· Who is our target audience?

· What is the exact need-to-know content?

· What content is available now?

· What are our specific learning goals?

· Do we have consensus and sign-off on the content?

· What do we know about our target audience:

· Demographics?

· Attitude towards e-learning?

· Previous experience?

· Motivation to take and complete the training?

· Prior training in the topic?



	2.
	The output of this first stage is an e-learning Project Plan which details:


· preliminary blueprint of the entire e-learning course, 

· members of the Project Team and their assigned roles,

· high level view of the content, 

· timelines; Project Plan

· learning objectives, 

· look and feel of the course,

· navigation requirements,

· modular sequencing, 

· VLS environments,

· record keeping requirements,

· reporting strategy, and

· administration.




Stage 2: The Design Stage


	1.
	Understand the identified content very clearly.  If necessary, experience the topic first hand, view the actual vehicle, preview the software, read product manuals, talk to current instructors, etc.



	2.
	Write the measurable learning objectives:

· Terminal Objective – One or two short sentences that provide a high level overview of the expected outcome of completing the e-learning course.  This objective will appear within the opening screens of the course.  


· Enabling Objectives – A bulleted list of short, specific performance outcomes, each one beginning with a measurable verb.  

Content will be designed so that the learners will be exposed to interactive learning experiences that clearly teach each objective.  Assessment questions will also address these learning objectives.




	3.
	Write the Project Plan  (See a sample Project Plan below).

Activity

Estimated Start

Estimated Finish

Actual

1

Hold kick-off meeting

2

Design overall concept

3

Review the design

4

Build the storyboard

5

Review the storyboards

6

Develop the graphics

7

Revise the storyboard

8

Review the revisions

9

Make any final revisions

10

Program Flash movies

11

Review the modules

12

Program revisions

13

Conduct final review

14

Finish Vuepoint screens

15

Publish the course

Figure 2 – Sample of a Project Plan.



	4.
	Write the practice questions and the actual pre- and post-assessment questions.  These are the questions that you will use to determine how proficient the learners are.  These questions must be written to the enabling objectives.



	5.
	Determine needed learner interface and creative treatments.


	6.
	Convert the content into a logical flow, stressing the need to know and providing links to nice to know support material.  

This flow must ensure that the right educational content is taught, practiced, and reinforced and shown below:




	7.
	Divide the content into short, stand-alone modules.  Each module consists of learning objects where appropriate.  Learning objects consist of multiple assets such as graphics, text, pictures, voiceovers, and/or interactions.


	8.
	Design a working blueprint for each module within the course.  

There are a variety of instructional approaches to consider when determining the blueprint of each module, such as:

	
	
Demonstration

Show and teach a procedure and allow the learners to practice. Provide feedback.  Keep the number of skills taught in each module between 5-7 skills.

Test-based

Give a pre-test, then allow VLS to prepare a customized learning roadmap.  This is a good way to teach facts and concepts.  

Discovery Learning

Provide interactive menus for learners to select and choose their own learning paths based upon their perceived learning needs.  

Simulation

Create a simulation of a real item, system, or process. Allow users to interact with the simulation just as they would in real time. 

Tutorial

Provide learners with lock-stepped modules which serve as classical tutorials.  One way to design each tutorial module follows the ROPES( Model:

The Stages in the ROPES( Model


R

Review
(Opening screen)

Review what was covered in the previous module and relate this module to the learner’s job needs.


O

Overview
(1 screen)

State the module learning objectives and describe the value of taking the module (Tell the learners clearly  “What’s in it for me?”)


P

Present
(Tell me and show me)
(3-5 screens)

Present the new content onscreen using interactivity as much as possible.

E

Exercise

(Let me practice)

(3-5 screens)

Allow the learners to apply what is being taught in practice exercises and provide constructive feedback.

S

Summarize

(1-2 screens)
(Test me)

Restate the key points and briefly introduce the next module.

Give modular exam


Figure 4 – The ROPES( Instructional Design Model



Stage 3: The Development Stage

	1
	Convert the approved, finished design into the basic course treeview using VLS Content Creator (authoring).

	2
	Develop graphics, video, audio, Flash movies, animations, and icons.

	3
	Build the screens using the various VLS templates available.

	4
	Add interactive templates to engage the learner in realistic as possible practice sessions.  Tie these practices to specific enabling objectives.

	5
	Field test the course as it is being developed to get formative feedback and make corrections.

	6
	Debug any problems that emerge – as they emerge.

	7
	Make content revisions.

	8
	Conduct pilot tests with segments of the target audience.

	9
	Keep an eye on scope creep. Do not let the project grow out of control.

	10
	Conduct formative evaluations to make sure course remains on track:

· 1-on-1 testing

· Group testing

· Pilot testing with a larger segment of the intended audience

· Usability testing

· SME reviews


Stage 4: The Implementation Stage

	1
	Roll out the course to the intended target audience.

	2
	Market the course internally using:

Newsletters

Web sites

E-mails

Flyers and posters

Contests

Give-aways (mousepads, pens, pencils)

Launch ceremony

Course champions



	3
	Monitor usage by the target audience.

	4
	Measure completion / drop out rates.

	5
	Track data from learners:

Registration

Times-on-task

Scores

Questions missed

Completion rate



	6
	Read and analyze evaluations.

	7
	Make any adjustments as necessary.

	8
	Create a learning environment for learners without too many disruptions.

	9
	Provide a chance for the human touch as needed.

	10
	Provide technical support.


Stage 5: The Evaluation Stage

	1
	Conduct summative evaluations of the finished course:


Level


Chief Area of Interest


Level 1

Did the learners like the course?

Level 2

Did their knowledge of the topic substantially improve?

Level 3

Did their performance at the jobsite improve?

Level 4

Have we seen any impact on the bottom line?

        Figure 5 – The four levels of summative evaluation.



	2
	Make any retire or refresh decisions.

	3
	Produce reports to stakeholders.


Incorporate Realistic Scenarios

Action Application   In this stage, Vuepoint develops realistic scenarios which allow the learners to apply what they learned.  By doing this, they are able of tying all of the components together within the context of the actual job.  

Learners begin to make their own decisions, and receive customized feedback to inform them of the appropriateness of their actions.   This guided practice creates new contextual memories within learners – ready for recall later when on the job.

Because e-learning created by Vuepoint allows the learner to self-pace and self-select instructional paths, learners who still do not feel confident can return 24-7 to component parts for remediation before continuing.  

Long Term Memory  This rehearsal enhances encoding of critical content into long-term memory where, once there, it can be recalled later on the job and applied automatically – the goal for creating exemplary employees who produce more.

Provide Performance Support

Back on the Job   Finally, the Vuepoint interface provides a powerful performance support tool for when the learner actually returns to the job site and begins to transfer knowledge to their daily duties.  If the learner needs a fast reference before, during, or after a performance, our modularized concept of building lessons allows the learner to refresh quickly.  Thus, the elearning not only serves as the initial teaching tool, but also as an electronic job aid for just-in-the-nick-of-time help.  

Thus, for example, a salesperson preparing for a big sale can brush up on sales approaches, and presentation tips just before the appointment.  The learner will always have the option to self-select “top of key board” facts for supplemental material if needed.

Collaborative Learning   And, if the training employs the bulletin board and chat features of Vuepoint, these on-going postings from fellow employees provide instant access for sharing best practices and hot selling ideas.  Thus, new knowledge is always emerging.

Making It Work

    For this process to work, Vuepoint produces modules that use active learning based upon sound adult learning principles tweaked through our many years of experience. 
· Interactive
The user must be constantly engaged in interactive, challenging screens that encourage content engagement.  


· Authentic
Job-relevant practice questions must be interspersed throughout the lesson with purposeful feedback.
  

· Reinforcement
Key graphics and words must stress a common theme and reinforce the intended message repeatedly.
  

· Remediation
Feedback must tell the learners what they did right and where they went wrong, and prove easy access to remediation paths.  These paths are presented in Vuepoint as reusable learning objects that reside within the lesson but are only available when and if the learner selects them.
  

· Relevant
Lessons must be kept short, simple, and job-related.  Irrelevant material must be stripped away.  Learner time must be respected.  We find that sales people have very short learning attention spans because they are generally more action-oriented people.  Therefore, we must hit them fast, hit them hard, and move on.  It works.
  


Implementing the VLS module

How does Vuepoint provide the technology to make this work?  It is easy:

1. Dr. Moshinskie’s technology for converting content can be easily taught to subject matter experts and in-house training teams.


2. Vuepoint wizards prompt the right input to automatically build lessons quickly.  Modules and screens appear on a treeview and can be easily accessed, edited, and re-arranged.  Changes can be published to the entire sales force instantly.


3. Learning objects containing the “top of the key board” material can be built as sharable content.  These can be selected by the learner for optional study, or as remediation for wrong answers.


Additionally, the Vuepoint team is committed to these overriding principles that make our tools and courses very effective for you:

· Speed
The competitive advantage begins when the project team can overcome time barriers when creating the content, delivering the content, and making the content more readily absorbable to the intended learners.


· Reach 
Establishing mechanisms to increase the size of the audience rapidly.  This includes sales persons, vendors, clients, third party sources, manufacturers, and promoters.


· Frequency
How often and how deeply can users can refresh their knowledge.


· Insight
How often and how quickly can management track progress and intervene purposefully.


· Motivation
Because of low industry-wide completion rates, e-learning must use all cognitive tricks possible to entice and keep the learner on task.



How Have These Approaches Worked?


University of Toyota – Toyota has incorporated our approaches within a seven-point intervention plan within their Total Quality Management Process for national dealers.  This plan incorporates self-paced learning, blended instruction, workshops, and in-house visits.  

Toyota reports it has achieved the major objectives within the plan, and in 2003, it received the ISPI Award of Excellence at the Boston conference.  Toyota has expanded its on line knowledge offerings and is headed for certification paths for company positions.


David Weekley Homes – This Houston-based corporation has replaced costly in-house workshops with 26 on line knowledge modules.   Learners consistently give high Kirkpatrick level 1 ratings to the knowledge module (average: 4.56 out of 5) and pre- and post-test scores show statistically significant knowledge differences.  

This year, the Professional Builders magazine awarded David Weekley the National Achievement Award for Workforce Development at the National Homebuilders Association Conference in Los Vegas.  

The David Weekley knowledge modules incorporate job-relevant problems and scenarios, and company research shows increases in these practice screens always relate to increases in achievement.


Black & Decker – At Black & Decker University, highly-interactive on line modules are part of new manager orientation.  New managers complete two weeks of on-site training, then complete 15 on-line modules, followed by one-week in at the university headquarters in Baltimore for hands-on workshops using the tools they learned about on-line.  

The program has been such a success that Black & Decker is rapidly expanding e-learning offerings in all areas.


Others – At DPR Construction in San Francisco, employees who took a quality assurance knowledge module on-line preferred that method 2-to-1 over the traditional classroom, and managers consistently ranked their performance as “outstanding.”  Organon pharmaceutical sales training rolls out new products using on line modules.  Learners in a pilot study gave it an astonishing 4.7 out of 5 approval rating.

What makes our e-learning work?


In summary, Vuepoint believes that it has paid attention to transfer of knowledge research issues within e-learning, and builds it products confidentially to compliment this process.  

Specifically, it embraces these core principles:

· Increase retention.  
When e-learning content is modularized, reinforced, and rehearsed repeatedly, the transfer of knowledge into long-term memory becomes “fluid” and accelerates.  Our fluency model results in a knowledge transfer that makes worksite performance automatic, smooth, and consistent over the long term.  This improves recall and retention, both short and longer term.


· Keep it self paced.  
In all studies conducted by Dr. Moshinskie through the Baylor University Center for Corporate e-Learning, learners repeatedly rank “self-paced” as the main reason why they appreciate e-learning.  When learning paths are carefully preplanned and content choices made obvious, learners can zero in to what they really need to know, then proceed at their own time.   These self-paced approaches work even better when combined with collaborative sessions, including on-line chat and blended workshops (Sun Microsystems study, June 2001).


· Make it entertaining.  
Learning does not have to be boring seminars in which we kill content with screen after screen of bulleted lists.  E-learning, using interactive Flash movies and meaningful scenarios, makes learning fun – not a wall of words to be tediously climbed.  When learners are engaged, the content transfer from working memory to long-term memory flows faster. 


· Maximize the attention span.  
Keep training to the point and clearly emphasize the absolute need to know.  Stress constantly how this material will improve their selling capabilities.

· Evaluate the right things.  Vuepoint advocates an “e-learning e-valuation” model developed by Dr. Moshinskie.  It uses a systems approach to design, build and evaluate e-learning.  Key to its success is first creating solid objectives, and then making sure these provide the foundation to everything associated with the e-learning module – from scenarios to tests.  Our evaluation models forces us to examine the effectiveness of the speed, reach, frequency, insight, and feedback mechanisms which are essential for our approach to work.  














Vuepoint’s E-Learning Goal:


Accelerating the Transfer of Knowledge





For more information and e-learning white papers,


see:  


� HYPERLINK "http://business.baylor.edu/james_moshinskie" ��http://business.baylor.edu/james_moshinskie�





A one-stop integrated


architecture which allows


e-learning courses to be rapidly prototyped.


 





Cognitive training models


developed specifically


for energizing sales forces.











Figure � SEQ Figure \* ARABIC �3� – VLS feels that e-learning must meet the key adult learning tenants.
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Present the big picture, then move down to the details.





Adult learners need to be in control of their learning environment.





�





Blend with multiple educational experiences. 





Allow adults to practice the behavior being taught.





Address real-world issues.





Courses should be relevant to and built on participants’ experience.




















� CPT – Certified Performance Technologist through the International Society of Performance Improvement


� For a detailed information on motivation, see � HYPERLINK "http://business.baylor.edu/james_moshinskie" ��http://business.baylor.edu/james_moshinskie�
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