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Proposal Overview
The Collaborative Design Environment (CDE) Web-based training (WBT) course 
will teach new employees how to operate the CDE.  The CDE, developed by 
Imagine One Technology and Management, Inc., is designed to help 
professionals track and manage daily activities of web-based training
development within a central location.  The CDE is a custom comprehensive 
system that enables administrators and developers to collaborate for web-based 
training development.  The CDE exhibits many characteristics and attributes of a 
Learning Content Management System (LCMS) with its unique mix of authoring 
tools, content repository, dynamic delivery interface, and collaboration tools.  The 
effective development and use of learning objects and collaboration among 
developers help define the success of the CDE.  The CDE can be used to 
administer a wide variety of training and development activities including the 
following:

 Client Management
 Curriculum Analysis
 Project Planning
 Storyboarding

Rationale for Multimedia Learning Environment
As it currently stands, learners are taught in a traditional face-to-face classroom 
on how to use the CDE by instructors only.  Imagine One has recently expanded 
to eight new locations, extending job offers to more than 200 Instructional 
System Designers (ISD) and Multimedia Developers (MMD)  that will frequently 
use the CDE.  In effect, a team of three instructors cannot instruct the massive 
number of new employees spread out across the country.  To resolve this 
imbalance, the method of WBT is proposed.  Stand-alone courses provided by
WBT technology could reach all learners at any time and promote a high rate of 
transfer and retention.  With the combination of text, pictures, and self-direction 
learners will be motivated to progress through the course.  The WBT method has 
also been proposed since its learning objects and backgrounds can be updated 
in a timely matter and will not affect the training as a whole.  The WBT method is 
also a top candidate due to its alignment to support Imagine One’s allegiance to 
the Equal Employer Opportunity (EEO) program.  Learning objects are tagged 
with Extensible Markup Language (XML) and able to be read aloud via a blind 
reader, such as JAWS for learners that are visually impaired. 
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Target Group Characteristics
The target learning group consists of career-focused adults, ages 18 years-old
and up that are new employees to Imagine One Technology & Development.  
Designed for Instructional System Designers (ISD), Multimedia Developers, 
Subject Matter Experts (SME), and Program Managers, the CDE WBT will 
provide general information and step-by-step instructions on completing tasks 
specific to these individuals’ respective duties in the CDE.  The learners should 
have core competency computer skills including that of Microsoft Windows XP, 
Microsoft PowerPoint, and Microsoft Word.  Additionally, users should have the 
following core abilities:

 A general understanding of navigation tools most commonly used in 
Internet Explorer, such as the use of menus (expand and collapse) and 
closing of pop-up windows, etc.

 A general understanding of how to participate in threaded discussions.
 A general understanding of how to participate in synchronous chat.
 A general understanding of how to upload files and understand their 

grouped characteristics, such as graphic, text, audio, animation, and 
simulation.

Advantages & Disadvantages of Multimedia Learning
The advantages to Multimedia Learning for the CDE WBT

ADVANTAGES DISADVANTAGES
 The learner is able to access the WBT at 

any time by typing in the web address
where the course is located.  

 The learner is also able to take the 
course as many times as desired.  

 The learner is able to navigate at their 
own pace through the course.  

 The learner is able to see, practice, and 
assess learning.

 The learner is able to track their progress 
through the course.

 Learners that are hearing-impaired can 
read on-screen text through a closed-
caption box.

 The course will be equipped with Section 
508 compliancy for blind reader usage.

 The learner is able to bookmark where a 
stopping point in the training for a later 
return.

 The learner is provided more than two 
types of self-assessments (text-based 
assessments and practice real-world 
examples).

 Lack of immediate support on technical 
and content-related issues.

 Training is only available via the Internet.

Table 1:  Advantages & Disadvantages of Multimedia Learning
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Project Teams’ Responsibilities

ROLE RESPONSIBILITY
Project Management Team Ensures that all milestones of the project are on-

schedule.

Development Team Consists of ISDs and MMDs that design curriculum and 
the look and feel of the course using Macromedia Flash 
and Captivate software.

Review Team Consists of the following review teams:
 CopyEdit:  Task analysis 1and storyboard 

2reviews for overall style, presentation, 
consistency, and grammar

 Peer:  Task analysis and storyboard reviews by 
another ISD for validity, consistency, and learner 
and instruction principles.

 Quality Assurance:  Developed courseware 
cross-referenced to each storyboard by 
Multimedia Team

 Technical:  Storyboards are reviewed by 
Multimedia Team to ensure that technical 
requests are feasible.

 Alpha:  Developed courseware is reviewed by the 
Program Manager to ensure that all conventions 
and requirements are met.

Table 2:  Project Teams' Responsibilities

                                                
1 A task analysis is defined as a well-defined unit of work with an identifiable beginning and end.
The task analysis is developed by analyzing a task to identify conditions, standards, elements, and 
required skills and knowledges.  The task analysis serves as a blueprint of a course.
2 A storyboard is defined as a series of panels of rough sketches outlining the scene and sequence 
of major changes of user interaction and content in a web-based learning course to be developed by 
Multimedia Developers.
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Project Members’ Roles & Responsibilities

ROLE RESPONSIBLITIES
Documentation Expert The Documentation Expert is required two years 

experience and is responsible for providing copyedit 
reviews of task analyses and storyboards.

Instructional Systems 
Designer

ISDs are required one year experience in curriculum 
development and must be able to demonstrate 
knowledge of eLearning design principles.  The ISDs are 
responsible for developing task analyses and 
storyboards and performing peer reviews in the CDE 
while staying aligned with instructional design and 
eLearning principles.

Multimedia Developer Graphic artists are required one year of Macromedia 
Flash and graphic development.  They are also required 
experience of following instruction from ISDs for 
courseware development.  The MMD is responsible for 
converting the approved storyboards into reality.  By 
using powerful tools such as Flash and Captivate, the 
MMD brings course content to life with simulations, 
audio, graphics, animation, and interaction.

Program Manager The Program Manager is required five years of program 
management.  Their job is to assure that teams stay 
aligned with project schedule.

Subject Matter (SME) 
Expert

The SME is responsible for ensuring that the course 
content is accurate and acts as a consultant to ISDs 
while in the task analysis and storyboard development 
process.

Table 3:  Project Members' Roles & Responsibilities

Media Selection Criteria
Media for the CDE WBT course include a mix of audio, text, and digital multi-
media broadcasted through the Internet on Macromedia Flash software.  Prior to 
selecting the media of choice, Imagine One evaluated the media selections 
based off of the usability and pedagogical criteria in Table 4 below.  Criteria were 
established by the Imagine One instructors based on graphical user interface 
(GUI) design, content, learning design, support, scaffolding, instructional design, 
user-friendliness, etc, and were evaluated using the Qualitative Weight & Sum 
(QWS) method developed by Michael Scriven (1991).  After the result of the 
training program was gathered both in usability and pedagogy, the criterion 
ratings were changed into a percentage.  For each criterion, the highest 
allowable scored standards are totaled and divided by the number of total 
standards, resulting in a percentage out of 100.  For example, adaptability 
received a rank of two “meets standards” (2*), and a “does not meet standards” 
(0) out of a very important (*) weight of three.  The equation would be 2 / 3 =
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.66667 rounding to about 70%.  You will see graphed results of the usability and 
pedagogical evaluations in Figure 1 and Figure 2.

  

USABILITY 
CRITERIA

PEDAGOGICAL 
CRITERIA

 Adaptability
 Applicability
 Documentation
 Interaction
 Innovation
 Interface
 Navigation

 Accuracy
 Coverage
 Content
 Epistemology
 Error Handling
 Flexibility
 Goal Orientation
 Learner Control
 Learner Design
 Motivation
 Relevance
 User Activity

Table 4:  Criteria

Usability Criteria

Looking at Figure 1 below, you will notice that all usability criteria achieved a 
score of 100% meets standards except Navigation.  Some notables that define 
the superiority of the CDE WBT are that:

1. It exhibits a high tolerance in regards to adaptability since it supports all 
learning styles and adequately supports learners with disabilities.  

2. Internal and external help is always available with the click of a button.
3. The interface exhibits professionalism with its high sound quality, 

organization of content, and subject-material replicated graphics.
4. The software is very easy to use and instructions are always available with 

the click of a button.

The CDE WBT scored a “marginally meets standards” on one Navigation 
standard because error tolerance is not thoroughly represented throughout the 
entire program (Please refer to the Addendum for the Usability Criteria Table).  
The error tolerance is adequately represented in the self-assessment, but not for 
closing pop-ups in the course.  The learner should close a pop-up before moving 
on to the next screen.  When this is attempted by a learner, the training does not 
supply an error message.
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Figure 1:  CDE WBT Usability Chart

Pedagogical Criteria

Looking at Figure 2 below, you will notice that all pedagogical criteria achieved a 
score of 100% meets standards.  The CDE WBT has many great pedagogical 
achievements, most notably is that:

1. The learning design supports multiple learning styles and measures leaner 
achievement of learning goals and objectives by practicing the real-world 
example in a controlled environment.

2. The learner is constantly engaged and motivated with the support of
hypertext links to supplemental information and related materials.  This in 
turn helps to achieve a deeper understanding of the subject matter.

3. The learner has control on navigating through the training.
4. The course set up appropriately measures if the learner has accomplished 

objectives.

The learner is able to monitor their progress by viewing the header of each 
screen of the course that provides the lesson name, topic name, unit name and 
the name of the screen that they are currently viewing in the course.  Even 
though the program allows a distinct level of learner control, the role of the 
instructor is still available to the learner.  The learners are provided information to 
contact a SME when needed.  Prior to the beginning of the training, the learners 
are given a single support email address that routes to the first available SME for 
support when needed.
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Figure 2:  CDE WBT Pedagogical Chart

Content
The content of this course will consist of how to add, edit, delete, and undelete, 
teams, task analyses, storyboards, user accounts, projects, documents, content, 
graphics, text, etc.  

Media Elements
The CDE WBT course will follow a blended approach using audio, visual, and 
kinesthetic.

 Audio will be used to introduce each topic by providing supplemental 
information and special notes. Audio encompasses voiceovers, music, 
and sound effects.  A learner may not have their speakers on and will not 
hear the audio; therefore a closed-captioned box will be available for use.

 Visual will be represented by showing animation, illustrations, and 
graphics to spark motivation, peak interest, and support the subject 
matter.  

 Kinesthetic will be represented by guided simulations and un-guided 
simulations that presents a virtual environment with which the learners 
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interact.  The virtual environment recreates as closely as possible a 
function of a software application or other interactive system a learner
would use while on-the-job.  There are two types of simulation, guided and 
un-guided.  The guided simulation gives the learner step-by-step 
instructions on how to perform the tasks introduced in the presentation 
stage.  It also provides immediate feedback on how the learner performed 
the task.  Feedback includes, but is not limited to, positive reinforcement, 
helpful hints, suggestions, remedial information, or redirection to additional 
training material.  The un-guided simulation helps the learner to assess if 
they have mastered the material by not providing the steps.  The learner
will be provided an individual step upon performing that respective step 
incorrectly.  

Learning Model
In the presentation stage of the adult learning model, the learner will be 
introduced to the “why” and “when” of the material being taught.  This stage is 
often overlooked since the usual purpose of training is to teach the “how to”.  The 
leaner should appreciate being taught why they must learn the tasks, and when 
on-the-job they will need to perform the tasks.
During this stage, the training should explain how to interact with the screens in 
the course by providing tips on navigation and how to interact with the exercises.
The training will also use a broad range of materials (text, graphics, voiceover, 
animations, etc.) to describe the material’s functions and uses, and the tasks that 
the learner must perform on-the-job.  This stage often requires the most creativity 
because the training must hold the learners’ interest and draw them into the 
subject without letting them interact with the material being trained.  However, 
some interactions can be included during this stage. Using interactive 
animations, will allow the learners to interact with conceptual information about 
the training material (for example, flow charts or timelines).  Interactive 
animations give instruction as the learner progresses through each stage of the 
animation.  By allowing the learners to interact with the screens during the 
presentation stage, will engage them more than if you only present information 
for them to read.  Self-assessment of material will be provided though un-guided 
simulations (See Kinesthetic under Media Elements section above).

Project Roll-out
The production will commence once the schedule is approved and teams have 
agreed to conduct the work.  The course should consist of one hour; hence sixty 
storyboards will need to be developed by the ISD.  After this proposal is 
approved, the project will be rolled-out as follows:
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Milestone 
Number

Milestone Phase Description

001 Conduct 
Alignment 
Meeting

Analysis Phase Alignment meetings will be 
conducted at the beginning of the 
project.  All project teams will meet 
to design & discuss the project 
schedule, objectives, and test plan.

002 Curriculum 
Analysis

Analysis Phase Identify the system, informational, 
and technical characteristics that 
the CDE WBT must possess. 

003 Project Plan Design Phase Confirms agreement between all 
project teams on the project scope, 
schedule, deliverables, and 
assumptions, and review 
requirements.

004 Curriculum 
Design Document

Design Phase Training Blueprint - Outline of 
proposed training that delineates 
system functionality and proposed 
pathways.

GUI Prototype - Visually illustrates 
the DE courseware user interface 
using a representative slice of the 
content material that consists of 
procedures, screen flows, 
concepts, and process flow.  

005 Final Test Plan Build Phase The approach to conducting testing 
of the training prior to publishing.

006 Develop Design 
Document and 
Course Interface

Design Phase Courseware components, graphical 
user interface prototypes, functional 
design

007 Develop Course 
Storyboards and 
Course 
Templates

Design Phase ISD development of storyboards, 
interactive, and animated content

008 Multimedia 
Development

Development 
Phase

Storyboards are converted from 
design tools to online learning 
content (audio, graphics, 
animation).

009 Final Reviews Implementation/
Evaluation 
Phase

The Program manager and all 
teams review the training to ensure 
that accuracy, consistency, validity, 
and technical requirements are 
met.

Table 5:  Project Roll-Out Plan
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Support
The learners will be provided support by use of FAQ, internal/external linked 
reference documents, SME automated emails, and threaded discussion.  Prior to 
the training, the learners will be provided a username, password, and tutorial to 
access the CDE for learner support.  The learners will be able to use the 
threaded discussion in the CDE to get support from the Subject Matter Expert 
(SME) and also from other learners. 

Competition
Imagine One expects to see competition from SAIC (Science Applications 
International Corporation), which is a defense contractor that develops training 
for the AirForce.  SAIC mimics the same design approach as Imagine One, which 
is to approach eLearning using the ADDIE (Analyze, Design, Develop, 
Implement, Evaluation) model.  They could successfully develop the training
using the same tools, but would not have the equivalent understanding that 
Imagine One possesses since they do not use a Learning Content Management 
System (LCMS) to develop their training like Imagine One.  It would also be 
much cheaper for Imagine One to develop the training in-house and also be able 
to make updates/upgrades as needed.

Conclusion
As seen in this proposal, the advantages of converting from traditional instruction 
to web-based training outweighed the disadvantages.  Both Imagine One and its 
employees will benefit from transitioning the CDE traditional training to web-
based training.  Imagine One will now have an advantage over cost, time, and 
productivity, while the employees will now be able to complete the training in a 
timely fashion and be able to return to the any topic of the training as needed in 
the future.  The training in the form of the WBT will also allow the learner to be 
more productive; the learner will be able to move on to other work tasks when 
urgent, and return to their book-marked place in the training at any time.  The 
WBT also creates more accessibility options for the learner since all they will 
need is a computer with an Internet connection to be able to access the training.  

http://www.saic.com/
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ADDENDUM

Usability Criteria Table

Criteria Standards Weight Rating Rank
Adaptability *

a) The software is easily updated, adapted to new content and 
teaching/learning requirements.

*

b) The software supports a variety of learning styles. *
c) The software adequately supports learners with disabilities. *

* = 3

Applicability E
a) The software is appropriate for the subject matter. *
b) The software is compatible with current computers in the 
organization.

*

c) The cognitive load is manageable. *

* = 3

Documentation #
a) Help is readily available. #
b) Documentation is clear, relevant, and useful for the target group. #

# = 2

Interaction E
a) The software is relatively easy to use. *
b) The software exercises a minimal interactive level of “Reactive”. *
c) User instructions are readily available. *
d) The software motivates the learner to progress through the 
program and to explore more information internally and/or 
externally.

*

* = 4

Innovation #
a) The software can be used by learners of all computer skill 
competencies.

#

b) The program is original and provides motivation. #

# = 2

Interface E
a) The content and functions are well-organized on the screen. *
b) The on-screen font is legible and proportional to the scale of the 
screen.

*

c) The motion of animations, simulations, etc is of high-quality, 
accurate, and is conducive to learning.

*

d) The sound is of high-quality, accurate and is conducive to 
learning.

*

e) The on-screen colors compliment each other and are conducive to 
learning.

*

f) The graphics are of high-quality and accurately represent the 
subject matter.

*

* = 6

Navigation #
a) The learner can control their own pace throughout the program. #
b) The learner is able to track their progress while using the software. #
c) Internal/external links are available. #
d) Error tolerance is thoroughly represented throughout the entire 
program.  

#

# = 4

                                                
 Reactive interactivity provides limited response for the user within a scripted sequence.  See Article 4, 
Using a Theoretical Multimedia Taxonomy Framework in AMC Journal of Educational Resources in 
Computing, Vol. 1, No. 1, Spring 2001. 
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Pedagogical Criteria Table

Criteria Standards Weight Rating Rank
Accuracy E

a) The subject matter is accurate and current. *
* = 1

Content E
a) The program identifies accurate sources. *
b) The content consistently relates to the instructional theme of the 
program.

*

* = 2

Coverage *
a)  The subject matter is adequately covered. *

* = 1

Epistemology *
a) The program uses a variety of learning and instructional theories. *

* = 1

Error 
Handling

#

a) Ample feedback is provided with assessments and mistakes. #

# = 1

Flexibility #
a) The learner is able to participate in the learning process. #
b) The subject matter is self-instructing. #

# = 2

Goal 
Orientation

*

a) Scaffolds are built in to support learner-centered progression. *
b) The program provides introductory directions on how to use and 
navigate through the program.

*

c) The goals and objectives are clearly stated. *

* = 3

Learner 
Control

#

a) The program allows the learner to choose a self-determined 
navigational path through the course.

#

b) The learner can progress though the program at their own pace. #

# = 2

Learning 
Design

E

a) The program supports multiple learning styles. *
b) The assessments measures mastery of goals and objectives. *
c) The subject matter is chunked and properly organized to influence 
comprehension.

*

* = 3

Motivation +
a) The program encourages students to seek out additional information 
via linked references.

+
+ = 1

Relevance *
a) The content of the program meets the pre-defined learning 
objectives.

*
* = 1

User Activity *
a) The learner is engaged in the learning process by creating, 
elaborating, or representing knowledge.

*
* = 1
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