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	MM3440 FUNDAMENTALS OF COMPUTER BASED TRAINING


	Meeting Times and Location:
	Tuesday, Thursday 6PM – 9PM

	
	

	Instructor Name:
	Corrie Bergeron 

	
	

	Office Hours and Location:
	Available 24/7 via email: corrie@itasca.net Please put “AIIM CBT” in the subject so I can tell it isn’t spam.  I get a LOT of email, and I want to be able to give your messages the attention they deserve.  Please put something about the content in the subject.  When replying to messages, please copy the original post so as to preserve the thread of the conversation.  This will help me keep track of our conversation.  I’ll usually reply within 24 hours, though messages sent late Friday may not get a response until Monday.  

	
	

	Course Description:
	Through the course, students are introduced and gain experience in the design, development, and evaluation of effective computer-based training.  The course focuses on theoretical foundations of CBT, types of authoring software, options for authoring systems, principles of effective design, instructional analysis, and production of CBT materials.  Students design, build, evaluate, and revise instructional applications using industry standard authoring systems.

	
	

	Course Length:
	11 Weeks

	
	

	Contact Hours:
	66 – 22 lecture, 44 lab

	
	

	Credit Value:
	4 Credits


Course Competencies: 

· Describe function and utility of interactive training in a business environment

· Apply basic principles of instructional design to the development of CBT programs

· Demonstrate an understanding of the principles of instructional design

· Design, develop, and produce a short piece of Multimedia & Web  instructional software using a standard authoring system

· Demonstrate effective skills in planning and organizing materials for CBT application

· Use an authoring tool to produce an example of CBT

	Course Prerequisites:
	None

	
	

	Textbooks:
	None, though students may wish to purchase the Quick Study reference card for Dreamweaver MX.  

	
	

	Materials and Supplies:
	Storage media as required for student projects.  

	
	

	Estimated Homework Hours:
	Students should be able to complete all work within class hours.  However, it is strongly recommended that students study and review the material covered in the classroom.  Any project work done outside of class hours must be recorded. 

	
	

	Technology Needed:
	Design documents must be submitted in Word.  Project plans can be submitted in Word, Excel, or Project.

You can use any tool to produce your project.  Macromedia Dreamweaver MX with CourseBuilder extensions will be available, as will the school’s library of clip media. Equipment is available for check-out in The Cage.  

The instructor has a website available (http://www.itasca.net/~corrie/AIIM_CBT) that contains a variety of links relevant to the course.  You are encouraged to use it.

	
	

	Student Evaluation:
	Topic quizzes (5)

Final project




Instructor discretion – may be awarded in part or not at all.  
	10 points each

15 points project plan tracking 
15 points design document
20 points final deliverable


10 points


Class project

A major part of your grade is your final project.  That project has three parts: Project plan, design document, and final deliverable.  The rubric (evaluation guidelines) for these items will be available on the instructor’s website noted above.  

This term we have an opportunity to work on a real-world project for Ai’s sister institution, Argosy University.  Details will be provided in class. 

Class Policies:

Attendance

You’re a grown-up, and you’re paying good money to learn the content of this course.  Since you’re training for a new career, your coursework should be very close to the top of your priority list.  I record attendance, but I don’t count it as part of your grade.  The quizzes on the material covered in class, on the other hand, DO count.  I’m not inclined to give make-up quizzes without a very good reason.  If you absolutely must miss a quiz, talk to me – in advance is better than after the fact – and we may be able to work something out.  I make no guarantees, however.  

Late work

In the “real world,” deadlines are very serious: delays cost money, sometimes a great deal of money.  In this class, work tuned in late will incur a heavy penalty – 25% reduction in score for each class day late.  In addition, missed quizzes may not be made up, except under extremely extenuating circumstances.  

Lecture vs. Lab

Although the class is formally scheduled for one hour of lecture, two of lab every day, the content requires a good deal of “front-loading.”  You need a certain amount of information before you begin work on your projects.  So, the first several class sessions will be all lecture.  The last several will be all lab, so that you have plenty of time to complete your project.
Breaks

We will take breaks during the all-lecture class periods.  Timing of breaks will be dictated by the content, not by the clock.  

Food and Drink

Spill-resistant beverages are fine in my classroom.  I’ll probably have a pop on the go myself.  If you want to eat, bring enough for everybody.  ;-)  The computer labs, of course, are off limits to eating and drinking.  

Recording lab time

An important part of this course is accurately tracking progress against a project plan.  You need to record all time spent on the project, in or outside of class.  The record of time spent is part of your final project deliverable.  

ADA

It is Ai Minnesota's policy not to discriminate against qualified students with documented disabilities in its educational programs, activities, or services. If you have a disability-related need for adjustments in this class, then contact the Director of Student Life (Lara Derksen) in room 002, at 612-332-3361 ext. 165, or at derksenl@aii.edu
Objectives

· Describe function and utility of interactive training in a business environment

· Recognize notable events in the history of CBT

· State the factors that influence a business decision to use CBT or other training media, and describe the interaction between them.

· Compare and contrast group F2F training, instructor-led distance learning, individual self-paced training, stand-alone CBT, web-based training, “blended learning”, and “e-learning”. 

· Given a training scenario, select the delivery mode(s) that will best meet the business need, and explain your reasoning. 

· Describe the purpose and general features of a Learning Management System and how it interacts with content modules.

· Describe the intention of interoperability standards such as SCORM and AICC  

· Apply basic principles of instructional design to the development of CBT programs

· Design and build a CBT application that teaches facts, concepts, principals, or procedures 

· Define five types or levels of interactivity

· Define four types of assessment items, identify when each is appropriate, and discuss the relative ease or difficulty of using them in CBT.

· Demonstrate an understanding of the principles of instructional design

· Given examples, discriminate between facts, concepts, principles, and procedures

· Describe the usefulness of Bloom’s Taxonomy of the Cognitive Domain and state at least one verb appropriate to each level of Bloom’s Taxonomy 

· Design, develop, and produce a short piece of Multimedia & Web instructional software using a standard authoring system

· Discriminate between “real” CBT and non-instructional informational multimedia. 

· Write a high-level design document for a short CBT program that uses text and graphics, animation, sound, or video to appropriately present content and to assess and report the learner’s progress.

· Describe three types of prototypes and what they are used for

· Match three tools for developing CBT / WBT / e-Learning to the most appropriate delivery mechanism

· Appropriately apply visual design principles to an interface design

· Demonstrate effective skills in planning and organizing materials for CBT application

· Describe each of the phases in the ADDIE design and development process, relate them to a project plan, and describe the team members involved in each step

· Develop a project plan for a CBT deliverable that shows development phases and interim deliverables; required resources including planned work hours; anticipated risks, unknowns, and uncertainties, and contingencies for dealing with them. 

· Track the actual time spent on a project against the project plan

· Use an authoring tool to produce an example of CBT 

· Use one or more software tools to produce an operable content chunk from the detailed design document

Weekly Topic Outline

Week 1 – 7/15

· Introduction

· A little history

· What makes CBT, CBT? (components and types of CBT)

Week 2 – 7/22

· Quiz 1 – Components and types of CBT
· Why do companies train? 

· ADDIE 

· The CBT Project Team

· Prototyping 

· First-draft ideas for CBT projects are due

· Argosy project – intro meeting

Week 3 – 7/29

· Instructional Design 101

· Quiz 2 – Project Management 
· Project Management 

· Work on project plan and high-level design

Week 4  – 8/4

· Quiz 3 – Instructional Design
· Authoring Tools 

· The business environment of training

· Finalize project plan and high-level design

Week 5 – 8/11

· Quiz 4 – Authoring tools, the business environment

· Project plan and high-level design document due

· Argosy project – design review
· Learning Management Systems

· Interoperability standards 

· Work on projects

Week 6 – 8/18

· Quiz 5 –Learning Management Systems & Interoperability standards

· Project status update

· Work on projects

Week 7 – Week 10

· Project status update, work on projects

Week 11 – 9/22


Final project presentations
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