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3-Minute e-Learning
Introduction
The purchase of YouTube by Google for $1.6 billion reminds us that a great many
people in mainstream society access, share, collaborate, and learn from each other
at faster speeds, with highly personalized experiences, and a lot of independence.
This is the new world of Web 2.0 – social computing or social networking.
On the surface, it may seem ludicrous to correlate classroom training and
e-Learning with YouTube joining Google. However, there are many indications
that the very foundations of how we train people today are being significantly
influenced or altered by the same behaviors and technologies that Google and
YouTube cultivate. These two symbols of social computing and social networking
have a profound impact on training and learning.
The challenge to leaders, trainers, instructional designers and developers
continues to be: “How do we add value while we leverage rapidly changing
technologies and modify our approaches to match new social computing
behaviors?”
Addressing this question compels us to wrestle with the nuts and bolts of
e-Learning: content development and delivery. How do we define and approach
content as we deliver it through high speed Internet tools and in the world of Web
2.0? How do we develop content that suits the new learning and work behaviors
of people in electronically connected workplaces?

e-Learning landscape changes: e-Learning 2.0, “working and full
proficiencies”
The e-Learning landscape has changed. In our study of content development and
delivery, two related changes provide insights that address the fundamental
shifts.
First, web 2.0 and social networking tools have invaded the e-Learning field with
tools, such as WIKIs, blogs, Federated Searches, Podcasts, RSS and other similar
ones. Anthony Karrer, Ph.D., a leading expert in e-Learning systems development
(www.techempower.com.com), speaks of e-Learning 2.0, as opposed to e-Learning
1.0 and e-Learning 1.3. (Please see Table 0-1). Karrer suggests that as the approach
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moves into e-Learning 2.0, the content is reduced from 60 minutes in e-Learning
1.0 to 15 minutes in e-Learning 1.3 and just one minute in e-Learning 2.0.
The one minute of content in e-Learning 2.0 is provided by the worker or learner,
whereas the content in e-Learning 1.0 is provided by instructional designers and
trainers. In addition to WIKIs, blogs, searches, Podcasts, and RSS, learners
contribute their own experiences and expertise-making content development – a
collaborative process of the learners.
Karrer further suggests that e-Learning 2.0 does not replace e-Learning 1.0 or
e-Learning 1.3, but, instead, provides new options in the already large array of
e-Learning tools. Moreover, under the right conditions, implementing e-Learning
2.0 is a compelling option.

e-Learning 1.0

e-Learning 1.3

e-Learning 2.0

Main
Components

Courseware,
authoring tool,
LMS

Reference hybrids,
LCMS, discussion
groups

Wiki, social
networking,
bookmarking,
add-ins, mash-ups

Ownership

Top-down,
one-way

Top-down, some
collaborative

Bottom-up, learnerdriven, peer
learning

Development
time

Long

Rapid

None

Content size

60 minutes

15 minute

1 minute

Access time

Prior to work

In between work

During work

Delivery

At one time

In many pieces

When you need it

Content
access

LMS

Email, intranet

Search, RSS feed

Driver

ID

Learner

Worker

Content
creator

ID

SME

User

Figure 0-1: e-Learning 2.0

This table is provided with permission from Anthony Karrer, Ph.D.
(www.techempower.com.com).

4

Introduction

I

Second, in another development, at the Workforce Performance 2006 conference on
September 11, 2006, Joe DiDonato, EVP - Chief Learning Technologies Officer for
Countrywide Home Loans, Inc., presented his observations on the need to
differentiate “working proficiency” from “full proficiency.” DiDonato explained:
“Given the tasks of training an individual to ‘full proficiency’ in a technical
product, the education teams (instructional designers, trainers, developers) will
do a complete decomposition of that product, and then proceed to train an
employee on those product functions. This ritual of ‘full proficiency’ training
ignores the fact that much of this knowledge will probably never be used that is
frequently in the employee’s job, and in a lot of cases, simply forgotten once the
employee leaves the classroom.”
Instead of full proficiency, DiDonato suggested focusing on “working
proficiency,” that is, providing information that an employee needs to do the job
immediately and most of the time. This distinction aids in deciding what tools
are best suited to deliver the different levels of content.

Furthermore, DiDonato concluded that the classroom model is not an efficient
model for dealing with the volume of information that needs to be processed in
today’s organizations. He offered a mixture of solutions to reduce the time
required to achieve “working proficiency.” DiDonato included classroom training
as a tool to help in building skills to achieve “working proficiency.” However, he
suggested that perhaps 80% of content can be accessed by learners through
Federated Searches and wizards.
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Performance-driven content versus boring content, bordering
on really “crappy” content
Amidst these new shifts and developments, there is one remaining truth that will
stay with us for a long while. Regardless of the technologies and the different
ways people behave and learn, we still have to create, organize and deliver
content. In businesses and nonprofit organizations, where content is in the fabric
of their culture, the demand is even greater for rapid, small, and useful content.
Both Karrer and DiDonato recognize the difficulties of organizing and making
content available to learners rapidly, and they present technologies that may help
to access them faster. e-Learning 2.0 broadens our suite of technologies, while the
concept of “working proficiency” helps us to focus our content on performance.
The challenge with the Web 2.0 social networking and computing environment is
that it is unstructured, promotes independence and empowers everyone to
e-Learning 2.0
broadens our suite

publish content, good or bad, useful or crappy. In our organizations, however, we
need to provide content that has productive value to our workers. And productive

of technologies,
while the concept

value means useful content presented in a way that decreases the time needed for
learning. Whether we apply e-Learning 2.0 tools, e-Learning 1.0 or 1.3, it is

of “working
proficiency”

apparent that the technologies promote learning behaviors that operate in a rapid,
need-to-know, and just-in-time environment.

helps us to focus
our content on
performance.

What we see today in many e-Learning programs ranges from boring to really
crappy content. With Web 2.0 and advances in digital and authoring tools, the
content created only 3-5 years ago may become crappy very quickly, not because
of visual quality and aesthetics, but because of its inability to provide learners
with the content they need instantly to perform at work.

3-Minute e-Learning – rapid application, rapid development and rapid
delivery
3-Minute e-Learning is not just a figurative title, but a practical yardstick.
In 3-Minute e-Learning, the basic structure of a learning snippet, nugget, lesson or
vignette provides the compelling context (through a story, example, or case), key
ideas, key applications and optional access to reference or detailed information.
Learners study or access 3-Minute e-Learning and spend literally about three
minutes with it.
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The core of 3-Minute e-Learning is the encapsulation of “application points” or
performance ideas, what DiDonato calls “working proficiency” knowledge. The
“application points” are those segments of knowledge that enable the learner to
apply the ideas to an actual work-related problem or situation rapidly. In essence,
3-Minute e-Learning is meant to help learners use knowledge instantly!

Incidentally, I am not suggesting that eight-hour classroom training should be
reduced to 3-Minute e-Learning. Rather, that the “application points” or
“working proficiency” knowledge is the core content presented in 3-Minute
e-Learning.

Key shifts in thinking needed
Three fundamental thought processes must change to accomplish 3-Minute
e-Learning:
1.

Creating 3-Minute e-Learning is not about finding the software that
produces content most rapidly. It is about rethinking and focusing on
how to isolate the “application points” in the most bloated content and
apply the step-by-step process of developing 3-Minute e-Learning to those
“application points.”

2.

It is only by going to the roots of performance outcomes, expectations and
realities that we can identify the crucial “application points.” 3-Minute
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e-Learning cannot be developed based on a job description, duties and
responsibilities or task analysis.
3.

Selecting Rapid e-Learning development software, authoring tools or an
LMS will be easier, less costly, and more effective when we have taken
into account items 1 and 2 above. Embracing a rapid development tool
without defining the “application points” will not meet the goals of
3-Minute e-Learning, Rapid e-Learning and rapid application.

The benefits of 3-Minute e-Learning, rapid application and rapid
development
3-Minute e-Learning helps us simplify our Rapid e-Learning efforts. It will
increase our ability to add value to our organization by demonstrating lower
production costs and faster development results.
1.

3-Minute e-Learning increases the speed with which learners apply the
ideas, thereby impacting performance. This helps us add value to our
organization’s needs.

2.

We can position 3-Minute e-Learning not just as a course or a program,
but as an immediate problem solving tool, for example, to help
technicians in the field, cashiers in stores, managers who need to learn
about specific skills, and salespeople who need updates on product
changes. If we make the content too large or too bulky, we will lose this
opportunity. Please see Appendix B.

3.

3-Minute e-Learning provides a clearly-defined process for working
successfully with Subject Matter Experts (SMEs). The process, which is
contained in a series of interview questions in Appendix C, helps us
direct the contributions of SMEs to a focused 3-Minute e-Learning
snippet, nugget or vignette.

4.

3-Minute e-Learning reduces costs and increases productivity. With this
methodology, as I will demonstrate in this book, we can reduce our
development costs by 50% and increase the speed of development by
300%. In actual dollars, this means that a program built in a traditional
fashion costing $50,000, will cost only $20,000 using the 3-Minute
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e-Learning process, a savings of at least 60%. Please see Chapter 22.
5.

One of the unintended consequences of 3-Minute e-Learning is that our
content will be useful in the world of rapidly, random and self-directed
learning, especially in Web 2.0 applications. 3-Minute e-Learning makes
our content flexible, versatile and useful at three levels: e-Learning 1.0, 1.3
and 2.0. It will find its value in Knowledge Management Systems,
Learning Management Systems, and virtual online tools such as WebEx
or Breeze. It can also work well as a reference and searchable format.
With 3-Minute e-Learning as foundation of the content delivery, we
enable the leaners to search, bookmark and send email. Furthermore, we
will be able to correlate e-Learning with performance metrics. This helps
us see the impact of training in actual job performance. Please see
Chapter 21.

Relationship of 3-Minute e-Learning and Rapid e-Learning
In this book I use the terms 3-Minute e-Learning and Rapid e-Learning
interchangeably. The distinction, however is, 3-Minute e-Learning is the outcome
while Rapid e-Learning is the process of accomplishing the outcome.

3-Minute e-Learning and the pathways
For the past few years, I have worked and advised many leaders in organizations
on “how to produce content into small pieces.” I have also been involved in
designing and implementing Learning Management Systems (LMS) to enhance
their capacities to impact measurable performance. There seems to be a growing
dissatisfaction with the first generation of e-Learning content and LMSs –
classroom-like lessons and page turning, and the massive use of multimedia,
simulation, interactivity and tracking – that needs to be addressed. 3-Minute
e-Learning addresses that dissatisfaction.
Regardless of what we now do in e-Learning, 3-Minute e-Learning will help us
take an honest look at how we can propel our e-Learning initiatives into a new
e-Learning landscape, one that is inching faster and faster into our workplaces,
faster than we can retool, reorganize and redesign.
3-Minute e-Learning provides the pathways in that landscape.
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Revolutionary and
Incremental Solutions
Through my work and experience, I have come to understand a number of issues
that hold us back from using e-Learning or producing 3-Minute e-Learning
effectively. I would like to share this perspective with you.
First, e-Learning development is often slow because we have yet to apply a fundamentally different way of designing learning programs for e-Learning (an eLearning Architecture). Our learning design for e-Learners’ needs is based on
classroom-like conditions and not on new realities of fast-paced and rapidly
changing business conditions. It still looks like we are designing programs based
on 100-year-old assumptions about the way people learn, and about the way to
design learning.
Second, many e-Learning programs are bloated with content, lectures, simulations,
exercises – methods of forcing content and controlling the learner – which have
minimal impact on the e-learners’ needs (e-Learning Behaviors®) for quick access,

e-Learning
programs are (1)
often at least 50%
heavier (too much
content) and (2) at
least 75% more
cumbersome (too
many controls) than
e-Learners require.

solutions and applications.
I maintain that our e-Learning programs are (1) often at least 50% heavier (too
much content) and (2) at least 75% more cumbersome (too many controls) than
e-Learners require. If you want serious savings in costs and increasing speed of
development, these two areas should be your focus in implementing revolutionary
and incremental solutions.
This leads to my final observation: most e-Learning suffers from a poorly conceived
architecture. A poorly conceived e-Learning Architecture (e-LA) means we have no
way to manage the e-Learning design and development process. We fault subject
matter experts (SMEs), developers, programmers, and software providers for a slow
response. It should be the other way around: We need to present an architectural
plan or infrastructure so that all the contributors to our e-Learning program can
follow a streamlined process.
What can be done about these issues? There are a number of steps to take in
addition to the ones mentioned above.
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The first step is to recognize that there are two important and parallel areas of
focus to produce better, cheaper, and faster e-Learning programs (rapid development): the learning side and business side. The learning side is about design,
development, implementation and assessment. The business side is about quality,
speed, cost, ease of use and value. Each side has a measurement standard. If we
want to manage results, we can do so by implementing the Organic e-Learning
Design Principle and using the Rapid e-Learning Calculator. I will explain these
later.
SMEs are content experts, not e-Learning designers. Yet, we need SMEs to buy into
our e-Learning Architecture so we can speed up the process and control the
quality. (See Appendix C for the SME Discovery Process).
We are tempted to purchase and use software that doesn’t have an e-LA. So, we
spin our wheels asking what the software can do to speed up the process and
improve quality. Unfortunately, the software does not do this. It is the “creative
process” of the e-Learning Architecture that should dictate this, not the software.
Remember “Garbage in, garbage out”? We can take it a step further: “The more
garbage, the slower the speed and higher the costs – and the quality stinks!”
Software selection (authoring tools, platforms, Learning Management Systems)
should support the learning and business standards. Lots of software is capable of
providing 10,000% more than our actual needs, or even more than what we can
use. Selecting the right software, or a combination of software, for our e-LA is both
a learning design decision and business decision. Without a clear e-LA with
learning and business standards, we either pick over-simplistic software or
software on steroids. In other words, software is either overly-simplistic or soupedup depending on how it matches up to what we need. Quality is sacrificed, the
speed of development is decreased, and the total costs are high when there is a
mismatch between the software and the learning and business standards.
It is important to keep in mind that software developers and suppliers have their
own “religions” based on a mixture of their backgrounds, interests and skill sets.
Understanding these biases enables designers and developers to leverage the part
of the software that works, to speed up development and cut costs. Knowing these
biases also helps us ask whether there is a fit between the software and our actual
need, skill set, budget and culture.
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The decision to implement reusable tools, templates and applications is driven by
a business purpose. Designers need to drive this purpose to maximize the input of
software developers. Most producers are not software developers and know little
about the capability for developing reusable utilities. We need to challenge software developers to provide a plan for reusability.
Adding interactivity, first and foremost, must be an e-LA decision, not a software
decision. If you follow the software route first, we can slow down our process.
Selecting what and how to implement interactivity is important to the quality of
the program, but it is a delicate balance between the creative and software process.
If thought out well, interactivity can be developed successfully even with the
least-capable software.
To increase the speed of development, use a collaboration process and tool.
Introduce a culture change and process change to the SMEs, trainers, designers,
developers, IT systems administrators, participants, managers and champions.
Manage version controls, the change-order process, project timelines and tools.
Use collaborative Internet real-time supported tools and software.
There are programs and organizations that are not prepared for rapid development. Certain cultural and structural barriers must be challenged before we can
accomplish rapid development. We must know how to select the programs that
create the most impact and can be rapidly deployed.
Whether or not improving value, cost and speed of the e-Learning design and
development are worth all the effort is determined by how much the business
gains from this activity. The closer we can link and connect business outcomes,
either anecdotal or quantitative, the better we can justify the investment in Rapid
e-Learning development.
A big factor in its favor is that Rapid e-Learning is in high demand. So, find out
what the gains are, and the cost of rapid development can be justified. Simply
comparing Rapid e-Learning development with other approaches is not a strong
justification.
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3-Minute e-Learning Is Rapid Learning,
Faster Application and Lower Cost

3-Minute e-Learning design and development means constructing e-Learning
programs that provide learners the opportunity to quickly apply knowledge to
perform tasks and enable managers to make this happen. It also means constructing such programs faster and cheaper to meet changing and demanding
business conditions.
3-Minute e-Learning is the outcome of Rapid e-Learning. Rapid e-Learning design
and development must also mean, “to lead to faster application” (whether this is
learning, traditionally defined, or not). This is a requisite expectation; otherwise,

We can’t rapidly write
a novel; but we may
rapidly write a check
list or a quick
help book.

we quickly find ourselves developing e-Learning programs for the wrong reasons.
We must understand Rapid e-Learning development as much for its potential to
create quality outcomes, as for its promises of speed and lower cost.

Learning outcomes - quality
Quality concerns refer to the learning outcomes. They show us how 3-Minute
e-Learning helps the learners or workers perform the required tasks rapidly.
The focus is “applying knowledge rapidly,” not learning as traditionally defined.
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Cheaper and faster development – gains and costs

We are not
defining learning
outcomes as
retention,
completion,
coverage,
certification or
performance of
some tasks while
in the e-Learning
process. Here, we
define learning
outcomes on the
basis of how fast
and how easily a
learner is able to
apply knowledge
and skill to given
tasks.

The business drivers for Rapid e-Learning design and development must include
the speed and cost of completion. Speed is a function of cost. The faster the
development, the lower the cost must be; otherwise, greater speed may not warrant
the incurred costs to produce the programs.
The overriding business reason is the gain. How will Rapid e-Learning design and
development impact the business outcomes? Will it drive business costs down?
Will it increase sales and cash flow, hasten early adoption or avoid penalties from
government agencies? Will it help strengthen a strategic position?
I have the suspicion that top management’s impatience with slow e-Learning development is
rooted in e-Learning's supposed inability to contribute to business performance. Although
e-Learning helps reduce the costs, it has yet to document its capability to add new value to
business results.

Anomaly in expectations
There is a pressure to focus on how to speed up development and cut the costs,
but we pay less attention to whether programs will actually work. We are able to
hype about the promise of e-Learning as faster and cheaper to deliver, but we are
less able to justify the need for more time and resources to do a good job.
There is a risk that rapid development will create false expectations – a backlash
that will haunt us as professionals and as an industry.
We must always keep a sharp focus on the learning outcomes and the business
gains for Rapid e-Learning development to succeed.
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Rapid e-Learning Design and
Development Models Application Points and The Calculator
As gleaned from the previous chapters, we are faced with the challenge to
introduce a culture change and process change in e-Learning. Who are our major
players in this endeavor? SMEs, trainers, designers, developers, IT systems
administrators, participants, managers and champions. Organizations that are
not yet prepared for and not confident enough to adopt 3-Minute e-Learning
development need the major players and “heroes” to support the initiatives. A lot
depends on these "heroes" to break through or totally demolish the cultural and
structural barriers that get in the way of any organization's or business' goal to
invest in Rapid e-Learning that gives the best outcomes.

Organic e-Learning Design Principle
Where do we think our major players will and should begin? Our best and most
practical answer is: With the redefinition and clearer understanding of the Basic
Principle of Organic e-Learning Design. This is preparatory to the actual design
process that is covered in Chapter 8 of this book.
The Basic Principle of Organic e-Learning Design is a paradoxical paradigm
shift.
Conventional thinking says that effective training is costly and it takes time to
develop. The opposite is true in Organic e-Learning Design Process - “Faster is
actually better and cheaper.”
By focusing on the 20% content that allows e-learners to apply ideas instantly and
get results quickly, two dramatic benefits materialize - the cost is down to 70%
and the speed of development is 300% faster. It improves the quality and value of
learning and application and the approach of development.
Traditionally, all training content is treated equally. Let’s use a rectangular block
to represent a solid body of content.
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This is what different people have been saying to explain the block of content:
SMEs: “All content is important.”
Instructional designers: “Learners have to learn based on competencies and
learning objectives.”
Trainers: “We’ll train you in all of the content, just in case you need it.”
Developers: “Let’s present the content in colorful, engaging, and interactive
slideshow.”
Learners: “I scan, choose, and pick what I can use.”
This statement from the last group of people, oftentimes, indicates that the interest
of the learners is different from that of SMEs, instructional designers, trainers and
developers. This is true whether they are in the classroom, reading a manual,
attending online learning or virtual classroom session.
Learners look at content like pyramids with points.
Application Point or
Performance Idea

They pay attention to “application points”. This means that instead of looking at
a block of content, they look for key ideas in the content that they can apply and
benefit by using immediately. They focus on what is relevant and what they can
use. If the block of content is large with many sections or parts, the learners focus
on the tips or points of the micro content. The tip of the micro content should
contain the ideas that help them in their work, the “application points”, or, we
may say performance ideas.
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In Rapid e-Learning, “application points” or performance ideas, which are
quickly used at work, are essential. It is only when “application points” are easily
identified and accessible that learners can learn in 3 minutes and achieve results
quickly. In essence, this is the highest form of learning quality and value. It would
serve us well, indeed, to remember that presenting the content as a block, using
our symbol, stops the learner from having quick access to “application points” or
performance ideas. The learner has less value or use for this type of content
presentation. A block of content is just not conducive to rapid e-learning and
application, much less 3-Minute e-Learning.
A block of content is disappointingly bloated, heavy, and long; not to mention
uninteresting and boring. The greatest disadvantage is the high cost and slow
pace of converting a block of content into e-Learning program. This activity, if
pursued stubbornly or unknowingly, is a catastrophe in the making, for the
following reasons.

A catastrophe in the making
First, let’s say content from a classroom is converted to e-Learning using
traditional approaches. It is linear and similar to a lecture.

Linear
Learners are clicking pages. “There is no way for me to choose, select, and find
important information quickly. I have to go through all these pages”, the learner
complains.
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Second, since clicking pages is really boring and hard for the learner to use, the
next “Aha” is “Let’s make a video or slideshow.”

Still Linear
Back Stop Forward

“Kinda cool and graphical”, says the learner. But it still takes long to produce and
is not easy for the learner to learn from and perform and achieve results quickly.
Third, a more daring move is presented : “Let’s use games, simulation, and
interactivities.”

“Now, this is really entertaining!” the learner says. But it is even more difficult to
apply the ideas quickly.
Fourth, “So that it is even quicker, let’s use virtual learning tool, like WebEx or
Interwise”, says the trainer.

Virtual
Trainer
Participants

Internet

This approach is faster and convenient for the trainer, but not really helping the
learner apply ideas any faster.
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The catastrophe in all the above attempts is that it is it harder for the learner to
find promptly the “application points”. It becomes frustrating because the usage
of the program becomes limited or the learners do not get to complete the
programs. The cost continues to grow and yet the development remains slow.
Incidentally, more multimedia and interactivity is not the answer. Without a new
way of thinking about the content, multimedia and interactivity weaken most
e-Learning programs because they add to the heavy weight and bloated content.

Instant access to “Application Points”
The learner wants to view the content in this manner. The “application points”
are instantly accessible so the learner can, in 3 minutes, internalize the knowledge
and apply instantly the ideas and knowledge on the job.

“Application Points” Pyramids
How does the Organic e-Learning Design Principle impact Rapid e-Learning? As
mentioned earlier, Rapid e-Learning is designed to enable the learner to
understand and learn in 3 minutes, and quickly and confidently apply ideas and
knowledge to perform tasks. Furthermore, Rapid e-Learning reduces the costs and
increases the speed of development.
To accomplish the desired results for Rapid e-Learning, we need to apply the
3-Minute e-Learning and Organic e-Learning Design Principles in our e-Learning
projects.
Here are helpful tips to answer these questions:
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How to successfully identify the “application points” or performance ideas?
How to strip content of its bloat and heavy weight?
How to select or use software applications to support the learner’s need to
identify and use “application points”?
Finally, how to use a Rapid e-Learning development process that accomplishes
the above results at the lowest cost and the fastest speed possible?
Appendix B provides an extensive process to facilitate the accomplishment of
these goals.

The Rapid e-Learning Calculator
To successfully implement a 3-Minute Rapid e-Learning development plan, we
need to use a yardstick or set standards that can compare the savings in time and
costs, and can also ensure quality. This yardstick, the Rapid e-Learning Calculator (see Table 4.1), has been designed to assess strategies and tactics. Based on our
assessment, we can decide if the approach is worth the effort and if it pays off.
One of the purposes of the Rapid e-Learning Calculator is to cover not only the
quantitative areas of our study but also the qualitative considerations. There may
be quantitative outcomes in speed and time savings, but these may not make sense
in qualitative terms.
For example, a particular authoring tool might be inexpensive to acquire (a quantitative measure), but what if it is hard to use and the software support is unresponsive (the qualitative downside)? Or, suppose the software is inflexible. Could it
hamper our ability to introduce creative ideas and solutions?
There is a trade-off between outcomes in the above example. We always need to
find ways to balance the quantitative and qualitative outcomes according to a
number of criteria. Here are the standards and some factors to consider:
•
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Quality
o Value to learners, immediate application, engagement, access,
and speed of learning
o Aesthetic value and experience
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•

Time/Speed
o Short distance from concept to delivery, time lapsed – chronological calendar
o Value of response to business need to be the first to market
o Avoidance of costs or lost opportunity; gains by meeting
timelines; reducing downtime, waiting time, and/or wasted
time

•

Cost in hours
o Cost per output
o Maximized use of talent
o Learning cost
o

4

Administrative costs
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The key rule to
remember is:
Make change where it
matters. Implement
solutions that are
breakthrough
innovations before
you apply tactical
or incremental
innovations.

•

Ease/Difficulty
o Efficient process, least effort to get results
o Low frustration factor

•

Value contribution
o Impact on operations, increasing revenues, profits, and cash
flow, cost reduction, competitiveness, returns to stakeholders;
quantified returns – anecdotal or statistical
o Speed of being ahead of competition
o Breakthrough innovation (significant) or incremental change
(marginal)

Rapid e-Learning critical areas for review
In any e-Learning project, there are areas or points within the flow of development where it pays to review the standards. It helps to ask: what is the
impact of each possible method or strategy on Rapid e-Learning? Looking
back at the Project Development Flow, in Figure 1-1, these six areas are critical
in finding opportunities for Rapid e-Learning:
•
•
•
•
•
•

Learning design
Content development
Software selection
Development process
Implementation
Assessment

The Rapid e-Learning Calculator
To proceed in developing and implementing rapid development strategies and
tactics, we need to know which approach in each of these critical areas is
“worth the effort.” It is easy to adopt small, tactical changes that have very
little impact on the overall rapid deployment of your project.
Admittedly, the accumulation of incremental innovations (small changes) can
mean significant savings in time and cost. However, being overwhelmed with
small improvements and not having the time or energy to focus on major
innovations could wreck our Rapid e-Learning initiatives. The Rapid
e-Learning Calculator can help us identify and make change where it matters.
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How the Rapid e-Learning Calculator works
and how to use it
The Rapid e-Learning Calculator is a tool we can use to evaluate the ideas that
we will read about in this book and to decide how we might apply them. In
other words, let us pause periodically and review how the ideas can have
impact on our work or projects. We use the Calculator, pick the relevant areas,
categorize the impact from 1 (low) to 5 (high), and note our conclusions in the
area provided for action planning.
The key principle is this: solutions (which may be ideas, processes, methods,
alternative strategies, or software tools) are generators (Rapid e-Learning
generators). They create some level of change to meet the rapid standards.
Assess the generator based on the standards. (We can also use the Calculator
to compare two alternatives.) Then, write the gains and implementation in My
Action Plan. (Refer to this section in Table 4.1: Rapid e-Learning Calculator).
The goal is to be able to prioritize those generators that are of value to us,
especially those that we can implement right away for immediate returns.
Our action plan must be realistic, clear, concise and very specific. We must
also assign people, budget and timelines to the plan.
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