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Project Statement 

 Currently I am employed at a Global Corporation as the Learning Strategy Lead (LSL). This role 

manages all projects that are requested by our clients for e-learning modules. Our clients represent 

various lines of business within the corporation with locations across the globe. I work closely with the 

client to identify the business needs, learning objectives, key stakeholders, and intended audience, 

content and design factors. As a team we design, develop, and implement numerous e-learning modules 

that address the current business needs. Throughout the years there is a need to update and revise 

courses to ensure we are consistently meeting the organizations learning needs.  

Project Description and Goal Analysis 

The problem/ business need that the client wants to solve is inconsistent training material and 

processes resulting in teams that are not trained properly and cannot perform the operations necessary 

on the eDev tool. The goal is to create consistent training content, have a central place to access the 

training content, and moving the training content from power point decks to interactive self-paced e-

lessons. This in turn will produce well trained employees that can perform the required operations of 

their day to day job. Currently there are multiple sources of material that trainers are pulling from to 

implement in-person training on a specific computer based application. Having inconsistent training 

materials and delivery systems is hurting the productivity of the team. This has resulted in people who 

do not know how to use the application or the background of the purpose of the eDev online application 

tool itself. The client has requested an eLearning module for the introduction training to eDev that will 

provide consistent terms, background information, purpose, and processes. The eLearning module will 

focus on the following objectives: 

 The learner will be able to explain what eDev is used for, (mainly maintenance and refresh of 

client manufacture deliverables) 

 The learner will be able to perform the end to end process with 100% accuracy 
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 The learner will be able to explain and incorporate the 4 dimensions, customized for clients and 

captured in eDev 

 The learner will be able to explain and perform their roles, understanding who maintains what 

in eDev 

The LMS will track the training from registration to completion, including all assessment scores. 

If an assessment falls beneath the accepted score, or a learner is not on track to complete in the 

allotted time frame, a notification will be sent to the appropriate supervisor to follow up with the 

learner.  

Learner Analysis 

 “To serve either a training group or an academic classroom, the instructional designer must 

obtain information about the capabilities, needs, and interests of the learners” (Morrison et al, 2011, p. 

56). Identifying the 6 needs and interests of the learners is essential to the “planning, entry point, 

selection of topics, and sequencing of information” (Morrison, et al., 2011, p. 56). This Global 

Corporation employees thousands of employees located all over the world. The client that has come to 

my team employs hundreds of employees in their line of business ranging in age from 30 to retirement 

age. The employees are located in various countries, therefore the demographics are very diverse. Their 

experience within their team ranges from new hires to employees who have been with the team for 

multiple years. These learners have varied learning styles including auditory, kinesthetic, and visual. The 

course instruction and delivery methods will be include various methods in such that will address each 

of these learning styles to best suit the needs of the learners. According to Malcolm Knowles andragogy 

learning theory, adult learners tend to be more successful in learning environments that are tailored to 

meet their individual needs (Conlan, Grabowski, & Smith, 2003). Most adult learners are goal oriented, 

self-directed, most interested in learning about subjects that have an immediate impact to their 

job/personal life, and enjoy problem-centered learning (Conlan, Grabowski, & Smith, 2003). It is 
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important that the adult learner know their time is valued and they understand how to immediately 

apply the knowledge (Ormrod, Schunk, & Gredler, 2009). Understanding where the audience is located, 

their available resources and whether they speak English in addition to their local language are all 

factors that contribute to the appropriate development of this eLesson. 

Contextual Analysis 

 Within the instructional context there are influences that affect every aspect of the learning 

experience” (Morrison, et al., 2011, p. 65). These influences can include distractions from other daily 

responsibilities, seating, lighting, room temperature, internet availability, daily schedules, etc. By 

conducting a context analysis the instructional designer ensures the instruction fits the instructional 

environment (Morrison, et al., 2011). There are three types of context that an instructional designer 

should review when planning a course; orienting context (learner), instructional context (learning 

environment) and transfer context (application of knowledge). The quality of an e-learning course is 

enhanced by:  

 Learner-centered content: E-learning curricula should be relevant and specific to learners’ 

needs, roles and responsibilities in professional life. Skills, knowledge and information should be 

provided to this end.  

 Granularity: E-learning content should be segmented to facilitate assimilation of new knowledge 

and to allow flexible scheduling of time for learning.  

 Engaging content: Instructional methods and techniques should be used creatively to develop 

an engaging and motivating learning experience. 

 Interactivity: Frequent learner interaction is needed to sustain attention and promote learning.  

 Personalization: Self-paced courses should be customizable to reflect learners’ interests and 

needs; in instructor-led courses, tutors and facilitators should be able to follow the learners’ 

progress and performance individually (Ghirardini, 2011). 
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These learners have the ability to sign up independently for the eDev e-lesson, be assigned to 

complete the e-lesson by their supervisor for level up training or the e-lesson will be assigned as part of 

the on-boarding education. The e-lesson is available at all times through the corporations LMS system 

which will track registration, completion, and scores. The e-lesson should take an hour to complete. The 

training will incorporate learning experiences to accommodate all learning modalities. Since learners are 

being engaged in a hands-on experience they are more likely to apply their newly learned knowledge 

and skills within the classroom (Morrison, et al., 2011). Audio is provided during the training to reinforce 

the material that is being viewed on the screen for auditory learners. To accommodate visual learners 

the content will be presented in a visually stimulating, engaging, interactive environment with audio to 

reinforce the skills. For kinesthetic learners, the material will also be able to be printed as the learner’s 

request. Everyone will have the opportunity to experience an interactive, engaging learning e-lesson.  

 

Task Analysis 

 The learners will learn how to utilize the eDev application including the procedures and back 

end processes that are utilized daily to analyze client data. The learners will range from new-higher to 

veteran employees, which will result in various levels of knowledge. The eLesson will provide an end to 

end overview of the overall eDev process accommodating any skill level.  

Content Outline 

1. Description 

a. eDev is a web based application utilized by ABC Company to manage creation and 

maintenance of client databases. This application is used to build client-defined 

category definitions and create custom characteristics which are used to build custom 

aggregates for the clients, called subtotals. 

2. Objectives 

a. Understanding what eDev is used for, mainly maintenance and refresh of client 
manufacture deliverables (PLDB, NAPE, Custom AOD) 

b. Understanding end to end process - Scope, Custom Characteristics, Views, Subtotals and 
the end result, meaning client defined category plus customized aggregates. 

c. Understanding of 4 dimensions, customized for clients and captured in eDev 
d. Understanding participants and their roles, who maintains what in eDev 
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3. The eDev Instruction defines the four dimensions of the Client’s database: 

a. Markets 

b. Facts 

c. Periods 

d. Products 

e. In addition to the four standard dimensions, the Instruction will also provide the Setup 

Information (what client, Instruction name) and additional requirements based on client 

delivery needs. 

4. High level eDev overview 

a. Participants in the eDev process 

5. High level product reference process flow 

a. Delivery types 

b. Database maintenance 

c. Refresh 

d. eDev instructions 

i. how to set up instruction 

ii. screen shots to support 

e. eDev definitions 

6. scope 

a. database scope - category  

i. screenshots to support 

b. characteristics – price segment, brand 

i. screenshots to support 

ii. boolean operators 

iii. custom characteristic types 

iv. example (slide 20) 

c. Views  

i. Screenshots to support 

ii. Filters 

d. Subtotals 

i. Supporting material (slide 25) 

ii. Product dimension subtotals 

e. Conversions 

i. Terms and definitions 

ii. Supporting screenshots  

f. Reference browse 

g. Non product dimension submission 

i. Terms and definitions 

h. Submission summary 

i. Screenshots to support 

i. Reports (See in Appendix, visual 1 for course flow outline) 

To choose instructional strategies an instructor must focus on curriculum, prior experience and 

knowledge of the learners, the learner’s interests, the learner’s learning styles, and the developmental 
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levels of the learners. The instructor will employ a variety of strategies to meet the learning objectives 

(Education Design, 2014). 

Instructional Strategy Type Instructional Methods 

Direct Instruction Provide information or develop 
step-by-step skills 

Lecture, didactic questioning, 
practice and demonstrations 

Indirect Instruction High level of learner 
involvement: observing, 
drawing inferences, 
investigating 

Concept formation, concept 
attainment, problem solving, 
guided inquiry 

Interactive Instruction Learner Centered: organize 
thoughts, develop rational 
arguments, develop skills 

Knowledge checks, formal 
assessments, projects 

Experiential Learning Learner Centered, activity 
oriented 

Experiencing, analyzing, 
inferring, applying, surveys, 
simulations, observations 

Independent Study Learners take responsibility: 
plan and pace own learning 

Initiated by learner or 
instructor, independent study, 
initiative to learn 

 

 

Instructional Objectives 

Instructional objectives help to identify exactly what the learner will know upon completion of 

instruction. These objectives help the instructional designer create a highly focused unit of instruction 

and have a framework for evaluating student learning (Morrison, et al., 2011). The instructional 

objectives for the eDev eLesson are: 

1. The learner will be able to explain what eDev is used for, mainly maintenance and 

refresh of client manufacture deliverables (PLDB, NAPE, Custom AOD), with 100% 

accuracy. 

2. The learner will be able to perform the end to end process - Scope, Custom 

Characteristics, Views, Subtotals and the end result, meaning client defined category 

plus customized aggregates with 100% accuracy. 
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3. The learner will be able to explain and incorporate the 4 dimensions, customized for 

clients and captured in eDev with 95% accuracy 

4. The learner will be able to identify the participants and their roles of who maintains 

what in eDev with 95% accuracy. 

Instructional Sequencing Strategies 

“A well designed instructional strategy prompts or motivates a learner to actively make these 

connections between what the learner already knows and the new information” (Morrison, et al., 2011, 

p. 150). The design should activate the existing knowledge and then help the learner to transfer the new 

knowledge (Morrison, et al., 2011). In order to determine the appropriate sequencing the instructional 

designer must identify skills that are dependent upon one another (Morrison, et al, 2011). The selected 

sequencing is the concept-related sequencing method. When there is a mix of concepts and procedures 

this strategy is beneficial. The sequencing steps and corresponding instructional objectives for the eDev 

eLesson are as follows:  

Sequence Description Objective Instructional 
Strategy 

1 Identify the participants 
and their roles  

4 Direct Instruction, 
Indirect Instruction, 

Experiential 
Learning I 

2 Explain the scope of the 
eDev application  

1 Direct Instruction, 
Indirect Instruction, 

Experiential 
Learning 

3 Explain and incorporate 
the four dimensions of 
the Client’s database  

3 Direct Instruction, 
Indirect Instruction, 

Experiential 
Learning 

4 Perform the End to end 
process, product 
reference process flow 

2 Direct Instruction, 
Indirect Instruction, 

Experiential 
Learning 
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The instructional strategy for the eLesson includes an initial presentation of material, knowledge 

checks built into the eLesson, screenshots of the application to support the material and process, ending 

with a formal assessment to ensure understanding. The assessment will be graded and the learner 

needs to score an 80% or higher to pass and continue in the field.  

 

 

 

 

 

 

 

 

 

 

 

  



Design Document - BurrM 

 

Appendix 

Visual 1: This image shows the concept map of the eDev eLesson course content.  
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