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The brief

1. Toenable the Careers group (TCG) to develop effective e-learning for students.
2. To ascertain the potential for use of shared student e-learning resources among members of
the TCG.

Definitions

As TCG colleagues come from a variety of professional backgrounds and have widely varying
experience and knowledge of e-learning, we have provided a glossary of key terms used in this
document, for the avoidance of any misunderstanding.

e-learning: Learning activities that students access via digital networks.

Learning activities: Exercises, quizzes, discussions etc. that students work through to achieve
defined learning outcomes. Learning activities can be face-to-face or delivered via e-learning.

Learning outcomes: What a student should be able to do after working through specified learning
activities. Not to be confused with lesson aims, which are what the teacher wishes to achieve.

e-learning activity design: e-learning activity design is about the creation of structure and flow of
content but not about developing a final technical product to work on a specific platform such as
Moodle or a smartphone. So an e-learning activity design comprises component parts, with a
scheme for how they fit together so that an e-learning developer can translate them into a technical
product that will work online. At the design stage components can be simple every day files such as
Word documents and PowerPoint slides.

e-learning champion:
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presentation of high quality information resources and on negotiated real-time interactions with
students, either face-to-face or online. There is less consideration of student learning outcomes and
measurement of those outcomes. Measurement of learning outcomes goes beyond the various
feedback systems presently employed to gauge reactions to TCG events by assessing what students
have actually learned from a specific learning activity. If TCG staff could converse with academic
colleagues in these terms and devise learning activities with built-in assessment that demonstrates
specific learning gains, collaboration between faculty academics and TCG colleagues would be
easier. Demonstrable learning gains would also help to engage students.

Recommendation 2. TCG staff need to design e-learning activities with specified measurable learning
outcomes and built-in assessments that enable learners to measure their own learning gains.

TCG staff have mixed levels of understanding of e-learning activity design principles and how to
translate these into effective e-learning using different media.

Recommendation 3. Provide any student-facing staff who deliver workshops and e-learning courses
with training in e-learning activity design and assessment, and on the relationship between learning
activity types and media characteristics.

Resourcing any new activity is likely to be a challenge to TCG teams that are already working under
considerable pressure. This problem will be particularly acute in the smaller specialist colleges. The
ratio of preparation time to student study time for distance learning materials typically ranges
between 10:1 and 100:1 depending on the complexity of the material and the experience of the
developers. However, if it is accepted that demand will continue to grow then some way of creating
additional capacity has to be found. There is potential for reduction in duplication of effort across
the sites that could free up capacity for other types of activity. For example, there is widespread
agreement among TCG student-facing staff that the current practice of independently developing
broadly similar resources on different sites is inefficient and that sharing learning activities based on
an agreed set of core curriculum topics is a realistic and desirable possibility. Collaboration between
colleges to jointly design e-learning activities could create the capacity required to engage with e-
learning. Collaboration with larger, better resourced institutions within TCG will be essential if the
smaller specialist colleges are to engage.

Recommendation 4. Create cross-College teams to share the task of e-learning course design for
specific agreed topics.

Sharing e-learning activities between different sites is problematic for several reasons. Different sites
employ different platforms, target student groups at different sites have niche requirements and
there is a need to associate
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Recommendation 5. Components of collaboratively developed e-learning course designs should be
created as “lowest common denominator” file types such as .doc, ppt, jpegs etc. that can be easily
stored in and downloaded from a shared directory to allow for localisation and technical adaptation

by different colleges.
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forward enhancements to the student learning experience, the staff teaching experience
and contribute to the promotion of efficiency and effectiveness of careers and employability
support services. The leadership element would encompass close liaison with college e-
learning and technical support units to ensure complementary and collaborative outcomes;
planning and coordinating a college embedding strategy with measurable targets for student
usage and appreciation; planning and coordinating an annual e-learning design production
plan. The support element would include advising on e-learning pedagogy best practice and
guidance on the integration of technology into the curriculum; advising on appropriate e-
learning design and development tools; contributing to the design and development of
learning materials and activities on the learning technology platforms used by TCG, in
conjunction with academic, technical and support staff; sourcing externally and/or designing
and potentially delivering e-learning design and development learning opportunities for
student-facing TCG colleagues in an appropriate accessible format.

2. Establish a cross-College team of e-learning champions to work with the TCG e-learning
adviser to create e-learning designs, drawing on pockets of existing expertise and
enthusiasm. This group will become the core of all future e-learning development within
TCG.

3. Establish formal liaison with College-specific learning technology support units where this
does not already exist. This should take the form of a named individual within each TCG
College and a corresponding individual from that College’s learning technology group. In the
case of smaller specialist colleges this function may be replaced by liaison between TCG staff
at those Colleges and the TCG e-learning adviser, who will advise on appropriate sources of
support for those Colleges. The aim of formal liaison is to ensure TCG staff are fully aware of
the range of learning support available to them locally and how to obtain it, and to provide a
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10. Agree a lowest common denominator set of file formats for e-learning activity
components, eg. .docx, pptx, .jpg, mpeg, avi.

11. Agree a simple folder structure for storing e-learning designs and component files on the
TCG SharePoint site.
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