


e-Learning Job Model

The following job model is proposed as the basis a more complete view of the e-Learning profession than currently available from associations, white papers or published literature.  This model is based on both skills and job titles.  In some cases it is very hard to predict the actual job titles that will be used, so the skills should be an adequate descriptor if the job title is not quite a perfect match. 

The Job Model is divided into three categories:  Executive and Consulting Roles; Design, Development and Production Team Roles; and Learning Software, Tools and Application Roles.  It is not intended that these roles be exclusive; in fact, a particular job may include several if not many of these roles and skills.  But the intent of the Job Model is to describe 80 to 90% of the most important activities in the field of e-Learning.

Executive, Management and Consulting Roles

1. Executive Training Management:  Chief Learning Officer/Chief Knowledge Officer/Vice President

a. Strategy Formulation, Corporate Goals and Training Objectives

b. Human Capital and Talent Policies

c. Competitive Metrics

d. P&L Responsibility

2. Functional Training Management: Training Manager/Learning Center Manager/Project Manager

a. Training Marketing and Promotion

b. Communication Among Departments

c. Training Operations and Support

d. Implementation of Training Initiatives

e. Vendor Selection and Management

f. Legal, Contract and Use Policies

3. Consultant for e-Learning, Knowledge Management and Performance Improvement Solutions

a. Client Relationship Management

b. Analysis and Identification of Organizational Needs

c. Identification of Critical Success Factors

d. Proposal of Individual Learning Initiatives

e. Proposal of Institutional Learning Initiatives

Design, Development, and Production Team Roles

4. Instructional Design/Development 

a. Analysis

b. Design

c. Application of Educational Technologies

i. Distance Education

ii. Virtual Synchronous Classes

iii. CD ROM/CBT Tutorials

iv. Web Tutorials

v. Collaborative Learning Environments

vi. Simulation and Gaming

vii. Testing and Assessment

viii. Classroom Instruction

ix. Blended Approaches

d. Development

e. Delivery and Implementation

f. Evaluation

5. Knowledge Management Design/ Development

a. Analysis

b. Information Design

c. Content Acquisition

d. Content Development

e. Delivery and Implementation

f. Evaluation

6. Performance Support Design and Development

a. Analysis

b. Design

c. Development

d. Delivery and Implementation

e. Evaluation

7. Testing and Evaluation

a. Item Development

b. Test Development

c. Learning Evaluation

d. Productivity Evaluation

e. Business Results Evaluation

8. Online Documentation

a. Job Aids

b. Contextual Help

c. Online Documentation

d. External Documentation

e. Tool Proficiency

i. RoboHelp

ii. Windows Help

iii. Others

9. Graphic Design

a. Interface and Site Design Treatments

b. Graphic Standards

c. Graphic Development

d. Graphic Reuse

e. Tool Proficiency

i. Illustrator

ii. Photoshop

iii. Flash

iv. Graphic libraries

v. Others

10. Media Development and Production

a. Creative Treatment

b. Prototype/Storyboards

c. Media Development 

d. Media Production

e. Tool Proficiency

i. Streaming media tools

ii. Others

11.   Virtual Instructors and Mentors

a. Development of Virtual Sessions

b. Facilitation and Teaching Strategies

c. Learner Support and Follow-through

d. Technical, Interface and Tool Proficiency

12. Instructor/Trainer

a. Blended Approaches to Training, including classroom and technology

b. Follow-on activities involving technology

13.   Technical Infrastructure

a. Hosting Strategy

b. Relationship with Information Technology

c. Telecommunications and Bandwidth

d. Scalability and Concurrent Users

e. Service Level Agreements

14. Quality Control, Maintenance and Support

a. Usability Testing

b. Capacity and Response Level Testing

c. User Support

d. Maintenance and Updating

Learning Software, Tools and Application Roles




15.       Front-end Courseware Authoring  

a. Prototyping

b. Standards

c. Rapid Development Methods and Tools

d. Data Entry

e. QC

f. Tool Proficiency

i. Flash

ii. Flash Generator

iii. Dreamweaver

iv. Authorware

v. ToolBook

vi. HTML/XML

vii. Javascript

viii. Others

16. Database-driven Unique (not packaged) Development Systems

a. Architecture/Design

b. Standards

c. Prototyping

d. Rapid Development Methods and Tools

e. Authoring and Data Entry

f. QC

g. Tools Proficiency

i. SQL

ii. Oracle

iii. Cold Fusion

iv. Active Server Pages

v. Java

vi. Visual Basic

vii. Visual InterDev

viii. Dreamweaver UltraDev

ix. Others

17. Learning Management Systems

a. Selection and Evaluation

b. Installation

c. Integration with Existing Training

d. Ongoing Administration

e. Tool Proficiency

i. Docent

ii. Saba

iii. WBT Systems

iv. Pathlore

v. Others

f. Standards

i. SCORM

ii. AICC

iii. IEEE

iv. Others

18. Distance Education/Virtual Classroom/Video Teleconferencing Systems

a. Selection and Evaluation

b. Installation

c. Integration with Existing Training

d. Ongoing Administration

e. Tool Proficiency

i. Centra

ii. Ilinc

iii. WebEx

iv. Netmeeting

v. PlaceWare

vi. PictureTel

vii. Vtel

viii. Others

19. Content Management Systems

a. Selection and Evaluation

b. Installation

c. Integration with Existing Training

d. Development

e. Ongoing Administration and Support

f. Tool Proficiency

i. Peer 3

ii. LearningByte

iii. WBT Systems

iv. MindLever

v. Others

g. Standards

i. XML

