CPOD Online Leaning Applications: an Introduction
Online Classes consist of the following parts
· Class Description Web Page & Class-unit List
· Units (one or more multimedia applications representing the course content)
· Sections (one or more subdivisions of a unit.  Each unit will contain a hyperlinked menu allowing users to jump to/from sections and a Progress page that allows users to complete or review any section of the unit.)
· Steps (the smallest subdivisions of a section)
CPOD will design the Web page consisting of your class description, your policy statement (if needed), and a list of hyperlinks to each unit in the class.    It can be deployed from your own department’s web site.  This method will be superseded by the PDS if OIT develops an e-learning tracking mechanism for the PDS.  In that case the hyperlinked list of units will appear on the class description page within the PDS.
A Few Common Approaches for Delivering Learning Content 
The CPOD Instructional Designer and Multimedia Specialist will consult with you throughout the development process.  The analysis of your needs and content will inform our decisions regarding the mix of  approaches used.
· Demo 
Demos, short for a demonstrations or presentations, are presentational, passive learning tools -  the equivalent of computer-based lecturing.  The learner usually watches a demo before progressing to another step or section where she engages interactively with the subject of the demo.  Demos can be videos, cartoons, or animations and can range from demonstrations of computer software to the depiction complex social scenarios.  A “demo” would constitute one step in a section of a unit.
· Simulation
The Learner is placed into a simulated environment that progresses lineally - step by step. In simulations the learner must interactively engage with something on the computer-screen and then be given feedback about their choices and options.  Simulations can range from stepping through a computer-based software process to making critical-thinking choices in the context of a complex social scenario.  With each step the learner gets guidance and feedback about the choice made.  A simulation will always involve multiple steps and may constitute an entire section or unit.
· Immersive Learning Simulations and Games (ILS)
Many believe that ILSs produce stronger long-term memories and more “operational” understandings.  Learners make critical-thinking judgments, are permitted to progress down “poor judgment” pathways and experience the consequences of their errors.  Guidance occurs at strategic points and eventually the learner retraces and corrects her steps.   Unlike simulations, ILSs incorporate “life-like” decision branches and consequences.  Learners taking the same ILS may follow different pathways or branches to completion. Game-like competition can be built into it, but that is not essential.  ILSs take much longer to develop than simulations, take the learner more time to complete,  will involve many more steps than a simulatiion and may constitute an entire unit.  Here is a link to some current research: http://www.elearningguild.com/research/archives/index.cfm?id=121&action=viewonly
Steps:  An Introduction to Four Basic Building-blocks of Sections
A close analysis of your content will determine when these are used and how they are combined.
1. Reading a simple scrolling text-box
Great for “intros”, “coming up,” and “summary” presentations.  Try to keep it do a modest size paragraph.  No “books” or “chapters” of text please.
· Can be imposed over top a white screen or over screen-shots of the computer-software you’ll be teaching, or over still images relevant to the content of the upcoming section.
· Moves to the next step by clicking a continue button.

2. Watching a Demo (a video, cartoon, animation, or a software screen-recording)
To be effective, demos requires subsequent steps that are related and interactive.  Videos appear in a small box on the screen and must be short (no more than 3 min.)  We can add a short bullet-list or several photos or graphics to the screen while the video plays.  Unlike videos, animations, cartoons, and software screen-recordings can fill the screen, use text-captions that point to different things along the way and change over time.  A simple continue button moves the learner to the next step.

3. Responding to one step in a simulation or ILS:  
The computer screen may show a screen-shot taken from the software you are teaching, a chart you are explaining, a photo from the real-world scene you are describing, or the computer screen may have a video/animation player on it that lets the learner view and review a short movie.  There is usually a callout-caption (text in a bubble) that describes what you want the learner to do.  For example: 
· Click this icon or drag this object.
· Enter some information into this field.
· Select the correct response from this list of options.
· Make a decision about what to do next and select that path (ILS).
For all but the last example, we provide feedback:
· Failure to perform the action.  We use a feedback text-box with text-content that is customized depending on the number failed attempts the Learner has performed.  (Usually the first 2 failures produce “try-again” text and the 3rd produces “moving on” text.)
· The correct response. One of two types of feedback are used depending on the difficulty and nature of the task. We either use a correct feedback text-box or automatically move to the next step, the next section, or an alternate pathway.

4. Responding to a traditional assessment question
The CPOD Instructional Designer will make recommendations about when to place questions into the flow of the unit and whether to devote entire units to assessment.  We do not recommend the use of true/false questions; instead, we favor multiple choice questions with 3-5 possible answers.  The number of “try again” feedbacks will be determined by the number of possible answers.  (If there are 5 possible answers, the first 3 wrong attempts would receive “try again” feedbacks, but the 45h wrong attempt would receive “moving on” feedback.
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