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COAEP)KAHME

O TEPMUHOAOTUU SAEKTPOHHOIO OBYYEHUA
BeeaeHme

MecTo TEPMUHA B CUCTEME 3HAHMUS
TEPMUHOAOTUI DAEKTPOHHOTO ODYYEHMS
3aKAO4EHUE

CAOBAPb HEKOTOPbIX HAUBOAEE HACTO YNOTPEBASAEMbIX TEPMUHOB
SAEKTPOHHOIO OBYYEHUA U OBPA3OBAHUA KAK CPEPbDI
AEATEAbBHOCTU U MPOU3BOACTBA B LLEAOM

BUBAUOTPAPUYECKUA CITUCOK



TEPMUHOAOTUN DAEKTPOHHOTO
OBYYEHUA

BBEAEHUE

J3y4yeHre MaTepuanoB pOCCUNCKIX KOH(pEpeHIMil B 00/1aCTI 37IEKTPOHHOTO 06-
y4eHVs ¥ y4dacTyue B UX paboTe IO3BOJIAET Cie/laTh HEKOTOPBIE 3aK/TIOYEHUs U
BBIBOJIBL.

Ecnmn paccmorperds pmocratoyHo Gonbioit mHTepBan Bpemenu (20-30 met), TO
MOYXHO OOHapYXUTbh, YTO TeMbI BBICTYIUICHNIT YIaCTHUKOB 3TUX KOHGbepeHInit
HOBTOPSIIOTCSI C OIIpefie/IeHHOI MePUOAMYHOCTBIO, a JIOCTYIIHbIe B MHTEPHETe
MHOTOYVC/IEeHHbIe BeOMHApPbI ¥ OH/IANH-KYPChl OTKPBIBAIOT MCTUHBI, OJHAKIbI
y>Ke KeM-TO OTKPBITHIE.

Ob6pbsacHeHne CUTyalIM MOXKET OBITH TONBKO TAKUM — IIpUMEPHO 3a OECATD JIET
BbIpaCTAa€T HOBOE IIOKOJIEHVE pa6OTHI/IKOB C(bepbl O6paSOBaHI/IH " nepemnoaro-
TOBKIH, KOTOpO€ 3aHOBO OTKPbIBAET /1A cebs1 OCHOBBI JJIEKTPOHHOTO O6Y‘-I€HI/IH.
KOHG‘IHO, 60}II)HIYIO ImoMoub B 3TOM MOTYT OKa3aTb (I/I OKaSI)IBaIOT) coma/ibHbIE
Ce€TU, B KOTOPbIX HOBMYKM MOTYT O6paTI/ITI>CH 3a IIOMOLIbIO K KOJVIEKTVBHOMY pa3-
ymy HpO(beCCI/IOHa}IbHOI‘O COO6III€CTBa. O,I[HaKO, B CIIy pa3HbIX 00CTOATENBCTB
9TO MOTYT CHOEIATDb HAJICKO HE BCE.

/13 cka3aHHOTO MOYXHO CZIe/IaTh BBIBOJ — HEOOXOMM KOPITYC COOTBETCTBYIOLIE
y4eOHOI ¥ HAayYHON IUTEpaTypbl. A B OCHOBE 3TOTO KOPITyca JO/KHBI JIeXKATh
NepUOANYeCcKy OOHOB/IsAEMBIE ITIOCCAPUM M CIPAaBOYHMKN. [Ipy sTOM MBI ecTe-
CTBEHHBIM 00Pa3oM CTAJIKMBaeMcA ¢ IpOoOIeMoil afleKBaTHON TePMIHOJIOTUN.

He4yeTKOCTh TEpPMUHOB HEM30EXHO OTKPBIBAET HOPOTY PA3TMIHBIM CIIEKYIISLIN-
M U 3710yTIOTpebmeHnsiM. TO, KaK IMPABUIO, OTHOCUTCS KO BCEM MHHOBAIMSIM,
He TO/IbKO B 00/1acTV 00y4YeHNsI.



Hanpumep, uto Takoe «1uppopas sKOHOMMKa»? BHefpeHMe Ha IMPOM3BOACTBE
nporpamMm 1C? Vicrionp3oBaHue TeXHONMOTMIT 06pabOTKM GOMBIINX TAaHHBIX I
IUTAaHMPOBAHMA ¥ IIPOTHO3MPOBAHMS IPOU3BOACTBA? PoboTu3anusa oTenbHbIX
IpPOM3BOJCTBEHHBIX ITpolleccoB? PacyenoBeunBanme (May JeryMaHu3anys) mpo-
M3BOJICTBA HAa OCHOBE TEXHOJIOTMI MHTEPHETA Bewleln? Bce 3T0 — coBeplIeHHO
pasHbIe 3a/Iaul C CAMBIMY Pa3HBIMJ BO3MOXKHBIMM ITOCTIEICTBUAMY, OObeIHEeH-
HbI€, OJHAKO, B MaCCOBOM CO3HAHMM IOl OGHVM 30HTUYHBIM TEPMIHOM.

Oco6y1o Tpynmy COCTaBIAKT TEPMUHBI, KOTOpPbIe He IEePEeBOAATCA Ha PYCCKUI
asplk. Hanpumep, ompenenenne «cmapt» (smart). Kak mepeBectu Ha pycckmit
a3pIk Smart University — «ymHbII» yHUBepcuter?! HO Torpma pomkeH OBITH
u «onynslit» (Dumb). Hambonee 6nmmskuii nepeBop mpumaratenbHoro Smart —
JIaJTHBII, TONHBIN, HO TaKMe OIpefie/leHNs KaK-TO He IPUHATO MCIOTb30BaTh B
XXI Beke. Vinu disruptive technologies — 9T0 «IpopbIBHBIE» WK «pa3pyIINTENb-
HbI€» TeXHOIOTUMN ¢

PaCCMOTpI/IM HEKOTOPbIE BOIIPOCHI, CBA3aHHbIE C TEpPMIHAMI, KOTOPbI€ NMCIIO/Ib-
3YIOTCA IIpU OIIMICAHUN SJIEKTPOHHOI'O O6Y‘I€HI/IH.

MECTO TEPMUHA B CUCTEME 3HAHUA

Hayka MoxeT 9¢)(peKTMBHO CYleCTBOBATD JINIIb IIPY HAIMIMMA A3bIKA, KOTOPBII
IIO/DKeH OBITh IMpucIocobmeH k e€ HyxjaM. OCHOBHBIM 37€MEHTOM 3TOTO IIpH-
CIIOCOOMTETBHOTO MEXaHM3Ma BBICTYIIAeT CIIelMaIM3MPOBAaHHAS TEPMIHOJIOTYIA.
I[Ipy oTOM IOC/IENHAS ABIAETCA HE CTOIBKO BCIIOMOTATeIbHBIM, HO M CYLIHOCT-
HBIM 9IEMEHTOM HayKu. TepMMHONIOIMYECKWIi CTIOBapb U er0 OCHOBA — TepMM-
HOJIOTMYeCKasl CUCTeMa — ABJIAITCA (GOPMOII IpefiCTaBIeH)sI 3HAaHWSA JaHHOM
HayKI .

IIpy 3TOM 1IOZ, TEpPMMHOM IIOHMMAETCSA CTI0OBO MJIV CIOBOCOYETAHME, KOTOPOE BbI-
HOJTHSAET CTPOTO HOMMHATVBHYIO (YHKIVIO, PYHKIIVIO HaMEHOBAHMS CIICIU-
QJIBHOTO TIOHSATHS, HA3BaHMUSI CIIEI[MAIbHOTO IpeiMeTa U siBjeHus [1, 2, 3].

[To yrmoTpe6uTenbHOCTH B pa3nuMYHbIX chepax MpodeccuOoHaNTbHOTO OOIeHs
BBIJIC/ISIIOT TPY T'PYIIIBI TEPMUHOB: OOIleHayYHbIe, MEXKOTPAC/IeBble 1 Y3KOCIIe-
I[MaJIbHBIE.

CrenianibHbINI HAay4YHBII TEKCT SBJISETCS CBOEOOpasHOil cpemoit mpodeccuo-
HaJIbHOTO OOIIeHN:A, B KOTOPOe OKa3bIBAIOTCS BOBJIEUYEHHBIMM KaK Ipodeccuo-
HaJIbl, TaK ¥ HAYMHAIOIIVE MCCIefioBaTeny. B aToit cpefie GyHKIIMOHMPYIOT KaK

* TTomos M.X. HexoTopble BOIIPOCHI TepMUHONOTMYecKoit cucTeMbl TexHeTuKy. URL: http://www.kudrinbi.
ru/public/401/index.htm



HOHATHMSA JaBHO M3BECTHBIE I MIMPOKO YIOTpebnsieMble cpeay Mpo¢decCuOHANOB,
TaK U MOHATVS HOBbIE, HE YCTOABIINMECA VM HE MMEIOII/ie CTPOTOrO ONpefieeHNs
Y TIOHVMaHMA. VIMEHHO BHYTpPM 3TOM KOTHUTVBHO-KOMMYHUKATVBHONM Cpefbl
podeccroHaIbHOTO 00IIeHNsI (HAay9HOTO TEKCTA) M MPOUCXOANUT OCMBIC/ICHIE
Ul CTAaHOBJICHNE CIeIVabHO TePMUHOCUCTEMBI [7].

BaxHeimMM yC/lIOBMEM YCHENIHOTO (YHKUVMOHMPOBAHNUA OTAETbHO B3ATO-
IO Hay4YHOTO TEKCTa ABIAETCA €ro NPUHIUINATIbHAA BO3SMOXXHOCTb OCBOEHUA
PEeLNIINEHTOM, B CBA3M C YeM IOC/IeTHNI JO/DKeH 00/MaaTh JOCTaTOYHBIM 00'b-
€MOM IIpefiBapUTEe/IbHOTO 3HaHUA. VIMEHHO 3TO IpefBapuTeNbHOE 3HaHME Ole-
CIIEYNBAIOT TEPMUHOIOTUYECKIE CTIOBAPM.

[Ipu aToM nop TepMuHosorueii, ey 3a B.M. Jleitunkom, Mbl 6yfieM ITOHMMATh
CTUXUIHO CK/IAJbIBAIOIIYIOCH, HEYIIOPAMNOYEHHYI0 M HECUCTEMATU3VPOBAHHYIO
COBOKYIIHOCTb TEPMUHOB, B TO BpeM: KaK IIOf] TEPMUHOCUCTEMOI IIOHMMAETCA
CO3HATeNIbHO (popMuUpyeMas U MOJIBEPTaOIIAACA YIOPAJOUYEHNIO COBOKYITHOCTD
TepMIHOB [3].

/13 cka3aHHOTO C/IefyeT, YTO COCTaBJIeHNUe C/IOBApeil U ITI0CCapyeB PasIMIHbIX
OTpPAaC/IeBBIX TEPMUHOCUCTEM SIB/IAETCS HEOOXOAVIMbBIM U IPAKTUYECKY Ba>KHBIM,
IIOCKOJIbKY MCCIeOBAaHUA B /0001 00/macTy 3HaHMA TPeOYIOT TOCKOHATBHOTO
VI3y4eHVSI TePMIHOIOTMYECKOT0 alapara.

B cBoM0 ouepenpb TEpMUHBI ABIAITCA PE3y/IbTATOM KOTHUTUBHON HeATeTbHOCTU
Je/IoBeKa ¥ OTPAXKal0T YPOBEHb 3HAHUII B OIpefie/leHHON 06macTy. 3aKpemnys Ho-
JIy4eHHble YeJIOBeKOM 3HAHNA, TEPMMH CaM CTAaHOBUTCS MHCTPYMEHTOM 3TOTO
3HaHUA (HAyKM), IOCKO/IBbKY JjaeT BO3MOXKHOCTD YITTYyOIATh 9TU 3HaHMA, 000ra-
IATh UX U HepefjaBaTh Apyrum [5].

HPI/I BO3HNMKHOBECHIVI HOBOT'O 3HaHUA O (bparMeHTe peaHbHOﬁI ,I[ef/'ICTBI/[Te]IbHO-
CTI B OHpeHeHeHHOﬁI TEPMMHOCUCTEME BO3HMKACT TEPMIHO/IOIMYIECKaA JTaKyHa.
TepM]/[HOCI/ICTeMa, 6YJIY‘II/I CTpYKTypI/IpOBaHHOﬁ COBOKYIIHOCTbBIO TEPMMHOB U X
CBs3en 1A HOMMHALVIMT HOBOTI'O 3HAaHMA, MICIIBITbIBAET ,ue(bopMaumo, 06p33y51
T€M CaMbIM JIAKYHY /151 HOBOI'O TEpMMHA.

OTnpaBHas TOYKa Ha 3TOM IIYTU AKTYaaU3yeTCs B IE€PBOIl 3HAYUTENbHOI Hayd-
HOJI TyOIMKalum, MOCBSAIIEHHON 0603HaYeHHO Tpobieme. [lanee 3amyckaeTcs
MeXaHI3M, B Pe3y/IbTaTe KOTOPOTO TEPMUH MOXKET OBITh IPUHSIT PSIZIOM UCCIIENO-
BaTeJieit U MCTIOb30BAThCSI B HEKOTOPBIX TOKATbHBIX KOHTEKCTaX. TakKe TepMIH
MOXXeT ITpeTepIIeBaTh JabHelIIe 3SMEeHEeH s, TIOKa OH He OY/IeT YOBIeTBOPSITH
OOJBIIYIO YaCTh IKCIIEPTOB JaHHON 06macTu 3HaHus. [Tocme mpuHATUA TepMUHA
OH TIPU3HAETCS YaCThI0 AMCIUIUTMHAPHOTO KOHTEKCTA M CTAHOBUTCS CTPYKTYP-
HBIM 3/IEMEHTOM TEPMUHOCKUCTEMBI [7].



Oco6yr0 BaXHOCTDb B TEPMIHOJIOTMYECKOI paboTe IpeACTaB/IsgeT YHOpAZodYeHNe
TEPMIHOB. JTa paboTa MOXKET COCTOSTh U3 Psfia ITANOB, K KOTOPBIM, KPOMe OT-
60opa TepMIHOB, OTHOCATCS CIEAYIOLIE :

1) cucremaTusanys MOHATUI TaHHOU 00IaCTU 3HAHUS MO KATETOPUSM U
IIOCTPOeHMEe KIacCU(UKAIVOHHBIX CXeM IOHATMIT; YTOYHEHMe Ha OC-
HOBAaHVM K/TaCCUQPUKALMOHHBIX CXeM CYIIeCTBYIOMIVX JepUHUINI VTN
CO3JJaHVe HOBBIX;

2) aHaIu3 TEPMUHOIOTUM, KOTOPBIV IIPOBOANTCS C LIe/IbIO ONIPEeIeHNs ee
HEJJOCTAaTKOB, ITIO3BOJISIET BbIIEINTh Hanbosee adpdeKkTuBHBIE CLIOCOOBI
U Mojienu 06pasoBaHMsA TEPMUHOB JAHHOV TEPMUHOJIOTUM, BBISBUTH
HeyfauHble (OPMBI TEPMIHOB ¥ OIIPEE/IUTh CIIOCOOBI UX YIyYIIeHNS
VIV 3aMEHBI;

3) HOpManu3anys TEPMUHOB, KOTOpas MMeeT ABe CTOPOHBI — YyHUUKa-
I[VI10, HAIIPAaB/IEHHYIO Ha YHOPAJOYeHMe COflep>KaHMsI TePMIHOB, U OII-
TUMM3ALNIO, VIMEIOIIYIO Ie/IbI0 BBIOOP ONTUMMANIbHON (OPMBI TEPMM-
HOB;

4) xomuduKauys MONTy4YeHHON TePMUHOCUCTEMBI, T.e. 0pOpPMJIEH)E ee B
BUJIe HOPMAaTMBHOTO c/ioBaps. Ee pe3ynpTaroM SABIAIOTCSA CTAaHAAPTHI
Ha TEPMIHBI U OIIpefie/IeHNs], KOTOPbIe B JOKYMEHTALMH SBJIAIOTCS 0051-
3aTe/IbHBIMIA.

CregyeT OTMETUTD, YTO TEPMUHOJIOTMYECKMII C/IOBapb, KaK TUI CIIPAaBOYHOI
KHUTHK, 06ajjaeT HeOrpaHMYEHHBIMY BO3MOXKHOCTAMM I Iepefjadyyl pasHoo-
OpasHoit nHGOpPMAIUY O TEPMIHE B YEOOHOI 1 MICUepIIbIBAOIIEN! I OTb30Ba-
Terns popme.

CnemyeT 3aMeTUTb, YTO MHOTME YCUINA 110 CO3[AaHNI0 TEPMMHOIOIMYECKNX CIIO-
Bapeil He IPMHOCAT OXXNMIaeMbIX pe3y/nbTaToB. [loaTomy fiyis noBbrmenns spdek-
TUBHOCTU 3TON J€ATETbHOCTU JIOTUYHO MCIIOIb30BaTh MOTEHIIMA SKCIIEPTHOTO
aKafIeMIYecKoro coob1ecTna.

* 3akuposa E. C. Jlekcuxorpaduueckoe onycaHye TeXHNIECKIX TEPMIHOB: COBPEMEHHBII mopxop, // V3-
Bectra MI'TY. 2012. T.3. Ne2. C.316-324. URL: https://cyberleninka.ru/article/n/leksikograficheskoe-opisanie-
tehnicheskih-terminov-sovremennyy-podhod (mara o6pamenns: 08.06.2019).
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TEPMUHOAOTINA SAEKTPOHHOIO OBYYEHUA

ONeKTpoHHOe 0bydYeHIe MOABIIOCh B KOHIle XX BeKa I [0 HAcTOsAIIee BpeMs
IPOJO/DKAeT BUOM3MEHATBCS U 9BOJIOLIOHMPOBATh, YTO HAXOUT CBOE OTpaKe-
Hue B TepMmuHoynoruu. E-learning npezncrasiser co60it HOBY0 06pa3oBaTeIbHYIO
Iapajurmy, B KOTOpoil MH(POPMALMOHHbIE TEXHOIOTUY UTPAIOT CUCTEMOOOPa3sy-
IOIIYI0, MTHTETPUPYIOLIYIO POJIb, @ OTKPBITIE HOCTYIA K HOBBIM T€XHOJIOTUAM 00-
Y4eHMs ¥ MICTOYHMKAM MHPOPMAIN CTAHOBUTCS OIIPee IO VIM.

CoBpeMeHHO€e COCTOSIHIE TEPMUHOIOTMYECKOTO (DOH/IA, OMUCHIBAKIIETO 3JTEK-
TPOHHOe OO0ydYeHMe, XapaKTepusyeTcs TPaHCHOPMALMOHHBIM IIPOIECCOM, B
pesy/nbTare KOTOPOTO Ha CMEHY CYIIeCTBYIOLUIMM TePMUHAM IPUXOAAT HOBBIE.
JTocTaToYHO MOAPOOHO ITOT MPOIleCcC OBUT PACCMOTPEH B MUCCEPTALMOHHOI pa-
6orte E.B. fI3pikoBoi1 [6].

3a JiecATD JIeT, IpOoIefIe C MOMEHTa HallMCaHVsl paboTHI [6], yBeMMIMIOCh Kak
KOJIYeCTBO MaTepPMaJIOB, IOCBSAIICHHBIX 9JIEKTPOHHOMY O00Y4eHUIO, TaK U COOT-
BETCTBYIOIIVX TEPMIHOB (TabmI. 1).

Tabamua 1
Tepmun KoAn4yecTBO CCbIAOK B NOUCKOBOM cucteme Google
Hos6pb 2005 r. Hos6pb 2009 r. Mai 2019 r.
e-learning 56 500 000 104 000 000 3 440 000 000

Tonbko 3a moC/enHYEe IECSATD JIET B TEPMIHOIOTUYIECKOM TI0JT€ 3TIEKTPOHHOTO 00-
y4EeHUA MOABUINCH IOHATNA, CBA3aHHbIE C MHTEPHETOM Bellell, TeXHOJIOreN
O/10KYelH, COUVANbHBIMY CETAMY, BUPTYATbHON M QJJalITUBHON PealbHOCTBIO.
TecHo cBsI3aHBI C 97IEKTPOHHBIM 00y4eHMeM MOHATUA bonpmmx JJaHHBIX, OM3Hec-
pasBenKY, OHJIAMH-aHAIMTUKY, COLMA/IbHON MHXKEHEPUML.

B Ta6]I. 2 IIpUBENE€HbI TaHHDIE, ITOJTY4YCHHDIC B pGSYJII)TaTe aHa/IM3a K/IIDYE€BbIX CJIOB
MaTepuaIoB, pasMelleHHBbIX B COOPHIKAX eXXeroffHoi KOHpepeHINM «DTIeKTPOH-
Hast Kazanb». HecMoTps Ha He60/bIIOIT BpeMEHHOI MHTEPBaI, MO)XHO BBIJIe/IUTD
HEKOTOpPbIE€ TEHACHLU NN, HAIIPUMEP, POCT MHTEpECAa K TEXHOJIOTMAM MHTEPHETA
Belueﬁ[ B CUCTEMAX 06yqu1/[;1.

Tabamua 2

YacToTa YNOMUHAHMS HEKOTOPbIX KAKOYEBbIX CAOB B MATEPUAAAX
KoHdbepeHUUn «(IAeKTpoHHAas KasaHbn (HopmupoBaHHas Ha 100)

KAtoveBble cAoBa 2013 2014 2015 2016 2017 2018
MKT B 06pa30BAHMM 38 23 23 33 19 20
MHTEPHET BELLLEW, BKAIOYAS
0BpPO30BAHME 1 1 4 5 17 19
MHJOOPMALMOHHAOY
6e30nacHoOCTb 10 23 12 21 12 15
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KAlo4yeBble cAOBQ 2013 2014 2015 2016 2017 2018
MeToAMKAO SAEKTPOHHOTO
oby4eHms 23 16 17 14 13 13
O0y4eHMne B COTPYAHMYECTBE 6 6 11 3 2 5
DAEKTPOHHOE OBy4eHMe 39 26 28 25 19 26
SAEKTPOHHbIE
0BPA30BATEAbHbIE PECYPCHI 27 18 14 17 8 14

Kak y)xe ynoMmHanoch Bblllle, TEPMMHONIOTMN OTZENbHBIX 00acTell HAyKu U
TEXHMKV SBOMIONVIOHUPYIOT U IPEBPAIAIOTCA B TEPMUHOIOTUYECKUE CUCTEMBI
TOJIBKO B TOM CJIy4ae, €C/Ii OHU MIMEIOT YeTKO OIpefie/isieMble TPAaHMUIIBI U eCIN
UM Ipucyma cpos cucrema nousatuit. [lo muennio E.B. fI3pikoBoit [6], aHanms
TEPMIHOIOTUY 9JIEKTPOHHOTO OOYYeHUs y>Ke [eCsTh JIeT Hasal IO3BOJISII TOBO-
PUTD O TOM, YTO TEPMIHBI, 06pasyiolye JaHHYI0 TEPMIHOIOT IO, IPOILJIN OTIpe-
JIe/IeHHYIO CTa/IMIO0 YIOPSIIOYMBAHNS, B pe3y/IbTaTe Yero TEPMIHOIOT S Iepellia
Ha 60J1ee BBICOKIIT YPOBEHb TEPMIHOCHCTEMBI.

Tepmubocucremam, kak ormedan B.M. Jleituuk, npucyuy npusHak OTHOCUTENb-
HOJ OTKPBITOCTU [3], TaK OHM ITOCTOSHHO IOIOJHAIOTCA HOBBIMM T€PMMHAMIA,
OTpa’kaIIIVIMI HOBbIE MTOABJIAOLINEC TOHATHAL

Amnanus, MpoBefeHHbIN B paboTe [6], CBUIETEIBCTBYET O TOM, YTO B HaCTOsAIIee
BpeMsi B TEPMMHOCHCTeMe «e-learning» MOXXHO BBIJJe/TUTh BOCEMb MOJCUCTEM:
«Stakeholders», «Educational Institutions», «Instructional and Learning Princi-
ples, Methods and Strategies», «Instructional and Learning Events», «Learning
Administration and Management», «Learning Resources and Content», «Curricu-
la, Courses, Programs», «Tools, Software, Programs».

JIMeHHO 3TOT NOAXOf, I/IAHMPYeTCA UCIONb30BaTh IpyU paboTe HaJ ITTOCCapyueM
37IEKTPOHHOTO OOy4YeHNA.

3AKAIKOYEHUE

Pabora Haj IepBBIM BapMaHTOM IJIOCCAapysl Hadyaaach Oojee MATHAALIATY JIeT Ha-
3aj. CerofHs NepBbIii BAPMAHT JOKYMEHTA IIPEiCTaB/IAeT O0JIbIIIe ICTOPUYIeCKNI,
4yeM MPAKTUYECKNI MHTEPeC.

K coxaneHnio, mo mpuymHaM, YKa3aHHBIM BBILIE, aKTYalbHOCTb 3TOIl PaboThI
3a CTeKIIlee BpeMsI He yMeHbIINIach. VIMEHHO II03TOMY BCeX 3aTHTEPECOBAHHBIX
B M3JIaHUU [TIOCCApys MbI IPUITIAIIAeM K COTpPygHMYecTBY. JKmem Bammx mpen-
JIOKEHUII TI0 PacCIIMPEeHNI0/3MEHEeHNIO CIIIICKAa TEPMMHOB. AJIpec Halleil aJex-
TPOHHOII 1OUTHL: glossary@e-kazan.info.
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LOSSARY OF SOME

OF THE MOST FREQUENTLY USED ELEARNING,
TRAINING & EDUCATION IN GENERAL TERMS
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24/7 — Twenty-four hours a day, seven days a week. In e-learning, used to
describe the hours of operation of a virtual classroom or how often
technical support should be available for online students and instructors

70:20:10 Learning — A model for Learning and Development where 70% of
learning is experiential (sometimes known as “on-the-job training”),
20% is through others (peer-to-peer or social learning) and 10% is
from formal coursework and training. This is a broad, research-based
framework for facilitating optimal learning, often attributed to McCall,
Lombardo and Eichinger from their studies 1996

A

Adaptive Learning —
Adaptive Student-Centered Learning —
Adaptive University-Centered Learning —

Academic Term — An academic term or “session” is a portion of an academic
year, the time during which an educational institution holds classes.
A “semester” system (from the Latin meaning “six-monthly”) divides
the academic year into two terms, which are usually 14-20 weeks
each. Some schools follow a trimester (three terms a year) or even a
quadmester (four terms a year) schedule
See also Semester

Accelerated — Many institutions offer accelerated courses, which are traditional
16-week semester courses that have been condensed into half the time.
Accelerated courses allow you to complete your degree or program
sooner, but they cover the same amount of material in less time and can
be demanding

Accessibility — When it comes to e-learning, accessibility for all learners is

crucial. Accessibility means course content can be used by people with
varying abilities and disabilities (visual, hearing, motor, or cognitive
impairments). E-learning content developers and instructional
designers should aim to make courses clear, easy to understand, and
simple to complete. Learners who suffer from sensory, intellectual or
technological difficulties will need assistive technology to successfully
access and complete their training courses.
Accessible design also benefits people with older or slower software
and hardware, while e-learning by its very nature enhances accessibility
of learning content for remote learners or those who are unavailable
during standard education / training schedules

Accessibility — A characteristic of Website design. Accessible sites can be
navigated and understood by people with disabilities
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ACL (Access Control List) — A list of permissions attached to an object. An ACL
specifies which users or system processes are granted access to objects,
as well as what operations are allowed on given objects

Action Learning — Learning process learners apply new knowledge or skills
to a real or case study situation following guidelines and directions
established during the training episode

Active Learning — A strategy focused on encouraging learners to actively
participate in training. This approach prompts learners to read, discuss,
and solve problems in order to synthesize course content. Examples of
active learning activities include practical tasks and problem solving
conducted in small groups

Activities Block — Provides easy and direct navigation to any activity in a user’s
course. As the instructor/trainer adds different types of activities, they
will appear in this block. A user is able to navigate to the activities page
for more information and links to the activity

Activity Profile API — Partof the wider xAPI specification, the Activity Profile API
is used in any scenario where interaction between learners is required,
such as collaboration, social or competition-type activities

Adaptive Learning — A method for delivering education via computer-based
programs that adapts the instructional sequence based on an individual
student’s responses and scores

Adaptive Release — Allows instructors and course designers to release course
content based on rules that they create. For example, an instructor can
control what content is made available to which students and under
what conditions they are allowed to see it

ADDIE (Analysis, Design, Development, Implementation, and Evaluation) — An
acronym. It is a framework that instructional designers use, a guideline
for building effective training and learning support tools. It involves five
steps:

Analysis: Identify learner characteristics, learning goals, delivery options,
timeline and pedagogical basis.

Design: Outline the project’s design strategy, create storyboards, design
the learning experience, develop a prototype and apply visual design.
Development: Compile content assets, integrate technology, troubleshoot
problems, and review / revise the content.

Implementation: Establish a process for training the instructors and
learners to ensure all necessary technology is functional.

Evaluation: Perform a formative and summative evaluation.

Recently, a new instructional design framework has been developed
called SAM (Successive Approximation Model).

In today’s fast-paced learning environments, the AGILE method is often
seen as more efficient than ADDIE
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ADL (Advanced Distributed Learning) — An initiative established by the US
Department of Defense, aiming to make the delivery of online training

consistent across content formats, technologies, and organizations.
Notable contributions include SCORM and xAPI

Adobe Captivate — An authoring tool that is used for creating e-learning
content in a quick and responsive fashion

Adobe Flash — A multimedia software platform used to produce animations,
applications and games, and is often used to create content for e-learning

Affective Domain — A division of Bloom’s taxonomy of educational objectives
which references objectives and test items demonstrating interest,
appreciation, attitudes, values, and/or psychological adjustment

Agent Profile API — Part of the wider xAPI specification, Agent Profile API deals
with the definitions of agents (e.g. learners themselves) and can store
documentsacrossactivities such asusersettings,and personal documents
such as a reflective learning journal, career plan or development goals

Aggregate Datatype — Generated datatype each of whose values is made up of
values of the component datatypes, in the sense that operations on all
component values are meaningful

Aggregation API — Allows you to compute aggregate statistics about existing
table and column data

Agile — A content/software development practice that aims to minimize
development time through short, incremental projects focusing on very
specific areas of the product in question. This way, alterations can be
made and issues rectified as and when they appear before moving on to
the next part of the overall project

Agile Development — Based on iterative and incremental development, where
requirements and solutions evolve more quickly through collaboration
and between self-organizing, cross-functional teams. Key features
include evolutionary development, adaptive planning, and delivery

Agile Learning — Often contrasted with the ADDIE process, the Agile design
method emerged in the 1970s and became widely adopted in the 1990s.
Unlike ADDIE, the agile method dives straight into a project, producing
small pieces of content very quickly. Then the results are then refined
over multiple quick iterations

AICC — A standard providing course content compliance with web-based
learning requirements, facilitating a proper communication between
the course content and the LMS.

The first official e-learning content standard, AICC was developed by
the Aviation Industry CBT Committee in 1993 as a CD-ROM based
standard. Online web support was added to the specification in 1998.
A predecessor to SCORM, AICC was difficult to work with and many
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steps were required to get content in the format running in a learning
management system (LMS).

The AICC were responsible for work on a standard called CMI-5 based
on the xAPI or Tin Can framework standard

Alice — Aninnovative 3D programming environment that makes it easy to create
an animation for telling a story, playing an interactive game, or a video
to share on the web. Alice is a freely available teaching tool designed to
be a student’s first exposure to object-oriented programming

Alphabetic Arrangement, Alphabetic Order — Macrostructure in which the
terminological entries are ordered according to the letters of the alphabet
which make up the entry terms

Analysis — First phase of ADDIE. Aims at identifying probable causes for the
absence of performance and recommend a solution

Analytics — Analytics interprets captured usage and scores to identify patterns
and trends that indicate how the content is being used, as well as its
efficacy for an individual or a group of users

Andragogy — (1) An adult learning theory term widely used by an American

educator named Malcolm Shepherd Knowles. Knowles used the
term synonymously with adult education. This methodology moves
away from a teacher-centric approach toward a more learner-centric
or collaborative learning relationship between learner, teacher and
peers, usually in an informal adult learning environment. Knowles’
theory suggests that with maturity comes greater self-directedness and
autonomy.
(2) An educational approach characterized by learner-centeredness (i.e.,
the student’s needs and wants are central to the process of teaching),
self-directed learning (i.e., students are responsible for and involved in
their learning to a much greater degree than traditional education), and
a humanist philosophy (i.e., personal development is the key focus of
education). Related concepts include facilitated learning, self-directed
learning, humanism, critical thinking, experiential learning, and
transformational learning

AoD (Audio On Demand) — See CoD

Apache Hadoop — An open-source software framework for storage and large
scale processing of data sets on clusters of commodity hardware

API (Application Programming Interfface) — Provides an interface that allows
developerstointeract with programsand applications, includinglearning
management systems. An API includes a set of credentials known as
keys that are used by admins and developers. Similar to a username and
password pair, the key allows developers to access the API and interact
with data in an LMS. Integrating with a vendor’s API can speed up the
e-learning processes by automating time-consuming manual tasks like
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updating, deleting, or exporting lists of users. In practical terms, an API
allows you to push or pull data from one system to another

Application/App — Software a user activates to work on a computer; also called
a program. There are many types of software that fit into the category
of application. Application software is distinct from other forms of
software, such as operating system and utility software.

The term “application” is often abbreviated to “app” when describing
software programs that are designed for mobile phones

Application — First step in the Enrolment process, where an entity (or a trusted
authority acting on behalf of the entity) applies for a credential bound
to the entity’s identity, based on the documents provided to support the
application

Application Profile — A set of segments (category tags), metadata elements,
element presence types (mandatory, optional, non-applicable), and
vocabularies and/or refinements chosen by an organization to optimize
the description of learning resources in a particular educational context

AppliedLearning — Applied Learning, or Practice-Based Learning can be defined
as experiential, hands-on, active learning that integrates deep academic
and rigorous technical content in problems and projects that connect
school to life and work-learning on the basis of one’s own reflections on
one’s own actions. Applied Learning may be complemented by Theory-
Based Learning

ARCS (Aftention, Relevance, Confidence, Satisfaction) — Keller's ARCS
model of motivation stands for Attention, Relevance, Confidence,
and Satisfaction. It is a problem-solving approach to learning used by
instructional designers with a focus on engaging content

Articulate Storyline — An authoring tool that allows for the creation of
interactive, animated e-learning courses. Projects created with Storyline
are presented using various media elements that are animated together,
often using motion paths, to deliver a visually rich customized online
course

Artificial Intelligence (Al) — Software that is capable of analyzing (both digital

and real-world) stimuli to make informed, rational decisions to help
perform its intended function.
In e-learning, Artificial Intelligence can be used to make data driven
decisions to optimize course content for an individual user, using
data that is constantly being gathered around the user’s competencies,
weaknesses, habits and behaviour. This predictive logic and analysis is
exceptionally useful when helping maximize a user’s understanding of
new concepts and ideas

ASP (Active Server Pages) — A programming environment that combines
elements of HTML and scripting. Webpages built with ASP can change
dynamically based on user input

18



ASP (Application Service Provider) — Third-party organizations that supply
software applicationsand/or software-related services over the Internet.
ASPs allow companies to save money, time, and resources by outsourcing
some or all of their information technology needs

Assessment — The process used to systematically evaluate a learner’s skill or
knowledge level.
Assessments often take the form of a test included at the end of a course to
evaluate learner performance. They should be aligned with the learning
objectives of a course to accurately measure learner progress

Assessment ltem — A question or exercise on a test, quiz, or other evaluation.
A question or measurable activity used to determine if the learner has
mastered a learning objective

Assessment Software — Computer-based solutions used to systematically
evaluate a learner’s skill or knowledge level. With the growth of
e-learning has come the need for remote invigilation of exams and
systems to facilitate this process, which are sometimes known as Remote
Proctoring software

Assimilation — Incorporating new ideas, concepts, or experiences into an existing
mental schema is commonly known as assimilation. It also describes
the association of new information with pre-existing knowledge. Many
factors can influence the rate of assimilation, including distractions, a
learner’s traits, and motivation levels

Asynchronous Communication. Contact —

Asynchronous Learning — (1) A general term used to describe forms of
education, instruction, and learning that do not occur in the same place
or at the same time.

(2) Learning in which interaction between instructors and students
occurs intermittently with a time delay. Examples are self-paced courses
taken via the Internet or CD-ROM, Q&A mentoring, online discussion
groups, and email.

Asynchronous learning allows learners to train individually, enabling
them to complete courses at a time, place and pace that suits them.

(3) The ability for learners to access and consume an online course at
different times. This is a core concept in e-learning and Web Based
Training (WBT) and allows a course to be delivered at a pace that suits
each individual learner.

Most online courses are asynchronous in nature, though instructors
may include synchronous components, such as weekly meetings, and
require attendance or participation.

(4) Opposite to synchronous learning: not time-bound, not taking place
in real-time, e.g. discussion forums. Includes self-study at a time that
suits but within a timetable. Asynchronous learning allows learners to
go through a course at their own pace and on their own schedule
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Attitudes — Personal choice and human modeling are manifestations of attitudes
Attribute — Characteristic of an object or entity in a metadata registry

Audio Bridge — A device used in audioconferencing that connects multiple
telephone lines

Audio Conferencing — Refers to a connection between three or more locations
that involves a voice-only connection. This can be done via telephone
or via the computer. When the audio conference is done between
computers over the Internet, it uses a technology known as VoIP (Voice
over Internet Protocol).

Audio conferencing can be a way of facilitating group, tutor-led group
conversations that supplement other forms of e-learning

Audiographics — Computer-based technology that permits simultaneous
transmission of voice and data communication and graphic images
across local telephone lines in a way that is interactive between the
instructor and all participants

Audiovisual Work — Any work that consists of a series of fixed related images,
with or without accompanying sound, susceptible of being made visible
and, where accompanied by sound, susceptible of being made audible

Augmented Reality (AR) — The addition of superimposed, computer-generated
interfaces, graphics or objects to a user’s vision, often delivered via
camera enabled mobile hardware such as smartphones or digitally
enhanced glasses/goggles to create a digitally altered view of the real
world

Authentic Learning — Refers to a wide variety of educational and instructional
techniques focused on connecting what students are taught in school to
real-world issues, problems, and applications

Authentication — Provision of assurance in the identity of an entity

AuthenticationFactor — Pieceofinformation and/or process used toauthenticate
or verify the identity of an entity

Avuthentication Protocol — Defined sequence of messages between an entity and
a verifier that enables the verifier to perform authentication of an entity

Authoring System — Computer program, which has pre-programmed elements
for the development of interactive multimedia. Authoring systems
can be defined as software, which allows its user to create multimedia
applications for manipulating multimedia objects. E.g. Articulate,
Storyline, Xerte

Authoring Tool — A software application or program used by trainers and
instructional designers to create e-learning courseware. Types of
authoring tools include instructionally focused authoring tools, Web
authoring and programming tools, template-focused authoring tools,
knowledge capture systems, and text and file creation tools.
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Often paired with an LMS, this software is used to develop content for
online learning and training programs. An e-learning content authoring
tool is a software package, which content developers use to create and
package e-learning course content, using SCORM or xAPI standards.
There are many popular authoring tools to choose from, including
Adobe Captivate, Articulate Storyline, Elucidat, and iSpring Pro

Avuthoritative Source — Repository, which is recognized as being an accurate
and up-to-date source of information

Automated Learning —
Avtomated Learning System —
Automated System —

Avatar — A graphical image of a user, such as used in graphical real-time Chat
applications, or, a graphical personification of a computer or a computer
process, intended to make the computing or network environment a
more friendly place.
In e-learning, avatars usually represent the learners

Backbone — A primary communication path connecting multiple users

Banner Web — “Banner Self-Service for Students” is a web-based application
that gives students access to a wide array of Utica College academic and
administrative information, including academic transcript and grades

Behaviour — Action that is an overt, observable, measurable performance

Bespoke Content — Developed to order — solely for the needs of the purchaser.
Unlike off-the-shelf content, bespoke e-learning often takes into account
not only the subject matter of the content, but the unique working
practices, I'T systems, and even branding of the organization

Biographical Footprint — The trail of information recorded in information
systems as a result of normal social, living and employment activities
during a person’s lifetime. This trail of information can be used to
evidence a persons link to a claimed identity

Blackboard — A globally used Learning Management System (LMS) widely
implemented in schools and higher education institutions. Blackboard’s
services are used by 75% of U.S colleges and universities

Blended Learning — (1) The combination of traditional, face-to-face learning
methods with technology-based online learning methods. It is also be
described as a blending of live training and self-paced training. It offers
a great way to augment the learner’s experience.
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(2) Blended learning is a mix of learning modalities: live classroom
instruction, virtual classroom instruction, self-paced e-learning,
on-going performance support, social learning, and more.

(3) A learning program that combines traditional classroom methods
with online media to create a hybrid learning program. With blended
learning, the instructor and learners are face to face in a brick-and-mortar
environment but also utilize online content delivery and engagement.
Blended learning is also known as Hybrid Learning and Mixed-Mode

Instruction
Blockchain —
Blog — Short for “Web log,” a specialized site that allows an individual or group

of individuals to share a running log of events and personal insights
with online audiences.

An online journal that may be available to the general public or entirely
private, open to select friends and family. You can usually adjust your
blog settings to restrict visitors from commenting on your blog entries.
Blogging has caught on as a cheap form of knowledge sharing and expert
communication

Bloom’s Taxonomy — A classification of behavior and learning developed by
Benjamin Bloom and others. Organized into three domains of learning:
cognitive (or intellectual), affective (or emotional/attitudinal), and
psychomotor (or physical, motor)

Branching — The concept of e-learning branching is where the consumed
exercise content can vary based on decisions the user makes. This is
fundamental to Games Based Learning and important for immersive
training such as systems simulations

Branching Navigation — The adaptive learning technique that gives learners
control over outcomes. Learners are prompted to choose from multiple
solutions to given scenarios. Different outcomes are presented for each
challenge encountered along the way

Bridge — A device linking two or more sections of a network

Brinkerhoff Success Measures — A method for evaluating the success of a
learning initiative, developed by Robert Brinkerhoff. This method uses
5 steps, working toward identifying the critical causal difference between
successful learning and learning that was not successful:
Plan Evaluation > Create an Impact Model > Conduct a Survey >
Conduct Interviews > Collect and Analyze Data

Broadcasting — Transmission by wireless means for public reception of sounds
or of images and sounds or of the representations.
In networking, to transmit information simultaneously to everyone on
a network.
See also Multicasting and Unicasting
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BYOD (Bring Your Own Device) — A policy whereby employees or members
bring and use their own mobile, tablet or laptop device in a training or
work setting. Most LMSs, like LearnUpon, are designed to be responsive
and functional on any type of device, making it easy for learners and
admins can access their training

C

CAI (Computer-Assisted Instruction) — The use of a computer as a medium of
instruction, for tutorial, drill and practice, simulation, or games. CAI
is used for both initial and remedial training, and typically does not
require that a computer be connected to a network or provide links to
learning resources outside of the course
See also CBT

Capstone — Also called a capstone experience, culminating project, or senior
exhibition, among many other terms, a capstone project is a multifaceted
assignment that completes, and is the high point of, a student’s academic
program or learning-pathway experience

Case-Based Storytelling — Bringing as examples cases that need to be resolved
CBL (Computer-Based Learning) — See CBT

CBT (Computer-Based Training) — The traditional name for what is now known
as e-learning Computer-Based Training specifically describes the
on-demand elements of e-learning, excluding instructor-led training.
This term also includes CMI (Computer Managed Instruction) and CAI
(Computer Assisted Instruction).

The distinguishing point is that computer-based training does not
involve an instructor or facilitator who is physically present. Now that
most computer-based training occurs via the Internet, the term is used
infrequently. More common terms are online learning, e-learning and
Web-based Training (WBT).

An umbrella term for the use of computers in both instruction and
management of the teaching and learning process. CAI (computer-
assisted instruction) and CMI (computer-managed instruction) are
included under the heading of CBT. Some people use the terms CBT
and CAI interchangeably

CDN (Content Delivery Network) — CDN is a global network of proxy servers
deployed in multiple data centers to enable the high availability and high
performance of content being viewed by the learner

Certification — A certificate confirms that a learner has successfully completed
a training program to a predefined standard. Many professional bodies
require registered members to be recertified at regular intervals.
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The awarding of a credential acknowledging that an individual has
demonstrated proof of a minimum level of knowledge or competence,
as defined by a professional standards organization.

Professional certification is a screening tool and a measurement of skills
and knowledge. Certification credentials give employees and clients
proof of an individual’s level of specialization in his or her field of work

CEU (Continual Education Unit) — A CEU is a measurement used in continuing
education programs. Usually, the completion of a certain number of
units allows individuals to remain licensed in their profession

Characteristic — Abstraction of a property of an object or of a set of objects

Chat — A collaborative environment in which expressions are sent and received
by participants synchronously or in real time; participants are engaged
in communicative activity at the same time but can be in different
locations.

Typically, an exchange of expressions in a chat environment takes over
a period of minutes or hours.
Communication between members of an online service using text.
The messages are sent between members in real-time as in a conversation
by typing in short statements

Chatbot —

Chunk — A small unit of a larger piece of learning content is referred to as a
chunk. It is designed to make assimilation more manageable for learners.
Chunking content also helps to combat learner fatigue

Class — Description of a set of objects that share the same characteristics,
attributes, operations, methods, relationships, and semantics
Classification Scheme — Descriptive information for an arrangement or division

of objects into groups based on characteristics, which the objects have
in common
Classification Scheme Item — Instance of a classification scheme

Classroom Learning — A style of learning delivery that typically adopts a
traditional teacher/learner format. Although self-directed learning
methods are not at play in a classroom setting (with learning being
directed by the teacher), each learner is often given an individual

workstation
Classroom Training — See Instructor-Led Training
Classroom-Based Training — Also known as face-to-face or live training,

classroom-based training is a more traditional training method. An
instructor guides learner through a course in a real-world environment
such as a classroom or meeting room

C-lLearning — See Instructor-Led Training

24



CLO (Chief Learning Officer) — The CLO is an executive-level employee in
an organization who defines and leads the company’s learning and
development strategy. This role is usually found in large organizations
and multinationals

Cloud — A set of remote servers where the data is stored and can be accessed
from anywhere.
With respect to learning management, the cloud is an Internet-based
repository of learning assets. With content in the cloud, the source
version of content can be accessed by anyone and at any time

Cloud Delivery — The delivery of software via the internet (usually accessed via
a web browser) with no localized installations necessary

Cloud Learning — Cloud learning is the storage of educational content in the
cloud, so that the learning course is available on many devices and at
any location

Cloud LMS — A cloud-based LMS is a web-based platform that helps companies
to deliver, track, and report on e-learning. The main difference between
a cloud LMS and other solutions is that learning content, tracking and
reporting data is stored in the cloud. One benefit of a cloud LMS is that
it is quicker and more cost-effective to install than self-hosted learning
solutions. Cloud learning management systems also tend to require less
in-house technical expertise to maintain and run

CMI (Computer Managed Instruction) — The use of a computer to manage the

learning process, including testing and record keeping
See also LMS and LCMS

CMI5 (Computer Managed Instruction) — This is a “profile” for using the xAPI
specification with learning management systems. It is essentially a set of
rules for xAPI, which narrows the overly wide specification to increase
adoption in the industry

CMS (Content Management System) — Software application that streamlines
the process of designing, testing, approving, and posting content on
Webpages.

A CMS is a system that supports the creation and management of digital
content, usually for publishing. A CMS is more passive than an LMS.
Users can view documents but the CMS cannot track and report on
their progress as an LMS does

CoD (Content on Demand) — Delivery of an offering, packaged in a media
format, anywhere, anytime via a network. Variants include audio on
demand (AoD) and video on demand (VoD).

Providing content on demand enables users to decide when and where
they access the available content. In terms of e-learning, it means that
a learner can take their courses when it suits their schedule
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Cognitive Domain — Division of Bloom’s taxonomy of objectives that references
objectives and test items requiring recall or recognition of knowledge
and the development of intellectual abilities and skills

Cognitive Load — A theory developed by John Sweller that describes the strain
working memory experiences when information is being processed.
Cognitive load is defined in cognitive psychology as the extent of
mental effort used in working memory. In e-learning, the term typically
is introduced through the ideas of the Cognitive Load Theory, which
argues that effective instructional design can be used to reduce cognitive
load for learners

Cognitive Overload — A situation created when an instructor or trainer delivers
too much information to learners all at once, making it difficult for
learners to process the information. When this occurs, the learning
activity’s processing demands surpass the learner’s processing capacity.
The result is stress and anxiety, which causes a negative learning
experience. To combat this problem, educators developed a methodology
called microlearning

Cognitive Presence — When used in the context of an online environment such
as an e-learning platform, cognitive presence refers to the construction
of meaning through sustained communication between users. This
ultimately contributes to a higher order of knowledge on the subject in
question through the collaborative accumulation of recorded ideas and
solutions

Cognitive Strategies — Learning that is domain-specific or executive, as in Meta
cognitive, describes cognitive strategies

Cohort — The term cohort refers to a set of individuals who are treated as a group.
In education, a cohort of students start a degree or certificate program at
the same time and are in the program together throughout their degree.
These students may be together for a year or more

Collaboration Space — Business activity space where an economic exchange of
valued resources is viewed independently and not from the perspective
of any business partner

Collaboration Technology — Software, platforms, or services that enable
people at different locations to communicate and work with each other
in a secure, self-contained environment. May include capabilities for
document management, application sharing, presentation development
and delivery, whiteboarding, chat, and more

Collaborative Activity — The pursuit of intended results through the efforts
of several or all members of a collaborative group in a collaborative
workplace

Collaborative Authoring — Collaborative authoring allows distributed and
specific users the ability to work on different parts of the same project at
the same time
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Collaborative Effect — A particular intended result, supportive or constitutive
of learning that can be achieved by the employment of a collaborative
service or a collaborative tool

Collaborative Environment — The totality of affordances, functions and contents
employed and generated by participants in fulfilling their roles. Typically,
environments will support chat and discussion communications
separately; thus, one can speak of distinct “chat” and/or “discussion”
environments

Collaborative Function — An elementary functionality or capability provided
for members of a collaborative workplace and enabling particular
collaborative effects and collaborative activities that cannot be further
decomposed without loss of this functionality

Collaborative Group — Two or more participants, in their capacity as members
of the same collaborative workplace and through their involvement in
the same collaborative environment

Collaborative Learning — When a common learning task is undertaken by
multiple learners, enabling them to benefit from one another’s skills,
resources, experiences and evaluation.

Remote participation — i.e., where learners work on a problem solving
activity together, during the process of which deeper learning takes
place

Collaborative Service — One or several collaborative tools in their capacity of
being provided in a collaborative environment and being administered
as a single, compound set

Collaborative Support — Particular intended supportive effect that can be
achieved by the employment of a collaborative service or a collaborative
tool

Collaborative Tool — Hardware and related software and data in their capacity
of providing a single or a combination of collaborative functions for
several or all members of a collaborative workplace.

Allow learners to work with others via email, threaded discussions, or
chats

Collaborative Workplace — The shared, networked space with the resources
shared by a group, where a group of learners engages in collaborative
learning activities.

The instantiation and isolation of the collaborative activities of a
collaborative group which collaborates by means of a collaborative
environment

Collaborative Workplace Log — A record of the events happened in the
collaborative workplace
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Commitment — Making or accepting of a right, obligation, liability or
responsibility by a Person that is capable of enforcement in the
jurisdictional domain in which the commitment is made

Commitment Exchange — Establishment of a commitment among two or more
Persons to accomplish an explicitly shared and agreed to goal which is
terminated upon one recognition of one of the agreed conclusions by all
the involved Persons, although some recognition may be implicit

Common Carrier — A government-regulated private company that furnishes
the public with telecommunications services (for example, phone
companies)

Communication to the Public — Transmission to the public by any medium,
otherwise than by broadcasting, of sounds of a performance or the
sounds or the representations of sounds fixed in a phonogram

Community — See Online Community

Competency — Is the skill and intellect required for a person to perform a
required function or position. For example, a nurse learning how to
insert an IV needle.

Demonstrated (or, implied or presumed) ability of a person (or an
entity) to accomplish the task-in-question (or a given task) at a certain
satisfactory level.

Ability of an actor to perform (a) necessary action(s) in (a) given
context(s) to achieve (a) specific outcome(s)

Competency Aggregation — Collection of competency expressions that is in
any structure

Competency Definition — Specification of a disposition that, when attributed
to an actor, can be used to predict the extent to which that actor will
perform in such a way as to produce one or more desirable outcomes,
when faced with a certain type of challenge and contextual environment

Competency Expression — Any form of digitalized information regarding
competency representation

Competency Framework — Group of related competency definitions structured
to represent the essential relationships between the individual
competency definitions

Competency Management — A system used to identify skills, knowledge, and
performance within an organization. Enables an organization to spot
gaps and introduce training, compensation, and recruiting programs
based on current or future needs

Competency Modeling — Act of determining the structure into which the
competency expressions are organized.
Ways and methods to identify competency organization structure and/
or each competency definition for targeted group(s) or populations
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Competency Organization — Digitized expression or map of aggregation
type(s) that defines a designated unit as a set of competencies

Competency Package — Standardized way to identify and exchange a set of
data regarding competency between different systems or tools

Competency Representation — Image and idea of competency that occurs in a
human mind

Competency-Based Learning/Training — An approach to learning designed to
develop specific skills and competencies rather than abstract knowledge.
Often used when a learner must master a concrete topic/skill and is
conducive to independent study, where a learner can advance at their

own pace
Complex Term — Term containing two or more roots
Compliance Training — Compliance training is employee training mandated

by legislation, regulation or policy. It educates your employees on the
laws or regulations applicable to their job function or industry. These
training initiatives are usually mandatory, with regular completion of
the training required in order to achieve and maintain compliance.

A form of training that employers are obligated to deliver to their
employees to reduce the risk of health and safety or data security related
incidents. Compliance training is often delivered using e-learning

Component Data Element — Simple data element that is used, or may be used,
within a composite data element

Component Set — Attribute of a data element specification of a composite
data element, which serves to specify the component data elements
comprised in the composite data element

Composite Data Element — Identified, named and structured set of functionally
related component data elements, as specified in a composite data
element specification

Composite Data Element Specification — Description of a composite data
element
Composite Identifier — Identifier (in a business transaction) functioning as a

single unique identifier consisting of one or more other identifiers, and/
or one or more other data elements, whose interworkings are rule-based

Composite Metadata Element — Metadata element that is a composite data
element

Comprehensive Concept — Concept in a partitive relation viewed as the whole
concept in a partitive relation viewed as the whole

CompressedFile — A computer filethathasbeenreducedinsizebyacompression
software program. The user must decompress these files before they can
be viewed or used
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Compressed Video — Video signals downsized to allow travel along a smaller
carrier

Computer Managed Learning — Learning where administrative processes
(such as registration, scheduling, control, guiding, analyzing, reporting)
are facilitated by information processing systems

Computer Program — Data representing instructions or statements that, when
executed in a computer system, causes the computer to perform a
function

Computer-Based Learning — Use of information processing systems as learning
tools

Computer-Supported  Collaborative Learning (CSCL) — ICT-supported
collaborative learning activities involving resources, tasks or support
systems (human or otherwise), facilitated by ICT, that contribute to the
effect of collaborative learning

Concept — Unitofknowledge created by a unique combination of characteristics
Concept Diagram — Graphic representation of a concept system

ConceptHarmonization — Activity for reducingor eliminating minor differences
between two or more concepts that are already closely related to each
other

Concept System of Concepts — Set of concepts structured according to the
relations among them

Conceptual Domain (CD) — Set of valid value meanings

Conceptual Domain Relationship — A relationship among two or more
Conceptual Domains

Conceptual Reference Model — Common structure and definitions for
describing the implicit and explicit concepts and relationships within a
system

Condition — Component of learning objective that describes the specific

situation in which the performance occurs

Conditional — Value of the presence type attribute, used in a MLR application
profile specification, segment specification, or composite data element
specification, to specify that a segment group, segment, composite data
element, stand-alone data element or component data element is used
optionally or when the appropriate conditions occur

Conditional Data Element — Data element which shall be used to describe a
learning resource when given conditions, specified by a rule or set of
rules are satisfied

Conditional Metadata Element — A metadata element for which a value must
be assigned when a given condition, given in a rule, is satisfied
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Conformant Data Element — A data element is conformant if it conforms to the
rules of its data element specification

Conforming (MLR Record) — A MLR record is conforming if all the MLR data
elements belonging to the MLR record are conformant data element

Conformity — Fulfillment by a product, process, or service of specified
requirements

Conformity Assessment — Any activity concerned with determining directly or
indirectly that relevant requirements are fulfilled

Connect Time — The amount of time that a terminal or computer has been
logged on to a computer or server for a particular session

Contact —

Content — The intellectual property and knowledge to be imparted. Different
formats for e-learning content include text, audio, video, animation, and
simulation content

Content Analysis — Procedure that when applied to an instructional goal, results
in the identification of the relevant knowledge, skills and procedures
required for a learner to achieve goal

Content Delivery Network (CDN) — A Content Delivery Network is a structure
of servers that distribute webpages and other Web content to a user based
on the geographical location of the user, the source of the webpage, and
a content delivery server

Content Library — A central repository for resources and e-learning content.
Content libraries can be used to store assets such as documents,
presentations, video, audio, images, SCORM packages and more. A
content library is a particularly useful feature in a learning management
system (LMS) as it typically enables users to upload and manage
e-learning assets in bulk, use the same asset across multiple courses and
easily update existing assets.

In LearnUpon, a content library is a repository of reusable content, like
videos, documents, question pools, SCORM and xAPI (Tin Can) files,
from which a course can be created

Content Lifecycle Management — Content Lifecycle Management Content
lifecycle management (CLM) is the management of content throughout
the useful life of the content. It describes the content in each phase, from
its conception through its development, use, revision, and retirement

Content Management — Content management (often abbreviated to CM) is a
system of technologies and processes that maps out who can access the
content, what can be done to it, and how it can be used — whether it be
video, document or any type of file

Content Negotiation — Practice of providing multiple representations available
via the same URI
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Content Producer — Individual or organization producing e-learning content

Content Value — The content value of a MLR data element consists (1) of the
actual single piece of information recorded as its content — for a simple
MLR data element, or (2) of the set of related pieces of information
recorded by its component MLR data elements — for a composite MLR
data element

Context — (1) Text, which illustrates a concept or the use of a designation.
(2) Circumstance, purpose, and perspective under which an object is
defined or used.
(3) Environment with defined boundary conditions in which entities
exist and interact

Controlled Vocabulary — Vocabulary for which the entries, i.e., definition/term
pairs, are controlled by a Source Authority rule base and process for
addition/deletion of entries

Convergence — A result of the digital era in which various types of digital
information, such astext, voice, & video,and their delivery mechanisms —
television, telecommunications, and consumer electronics — are
combined together in new, more closely-tied forms. WebTV is an
example of convergence between televisions and computers

Cookie — Information stored on a user’s computer after visiting a Website.
Tracks data about that user, can be disabled in the browser

Coordinate Concept — Subordinate concept having the same nearest
superordinate concept and same criterion of subdivision as some other
concept in a given concept system

Corporate Open Online Course (COOC) — Similar to a MOOC, a COOC is
simply delivered in a corporate context for businesses of any size

Corporate Training — Corporate training is the strategy of providing learners,
internal and external to your organization, with the skills and knowledge
they need to be successful. By furthering their success, you are, in turn,
facilitating the success of your business

Cost-Benefit Analysis (CBA) — Technique designed to assist decision-makers in
identifying a preferred choice among possible alternatives

Course — Term used to describe the collection of elements that make up training
on a given subject. Usually a course is broken up into lessons, sections,
or modules but course is sometimes used interchangeably with these
terms

Course Builder — Functionality in a learning management system that is used
to upload and create courses. Course builders allow you to combine
elements such as text, image, video etc., to make your courses more
engaging.

A platform or feature in a Learning Management System (LMS) used to
create online courses. A course builder typically allows for combining

32



assets such as presentations, documents, video, audio and SCORM
packages to produce course content. A course builder may also allow for
authoring new e-learning content and adding quizzes, assignments and
other assessment tools. Once the content is produced, the course builder
is used to organize the content into learning activities and structure the
activities into a cohesive online course

Course Catalog — A comprehensive collection of courses available to learners
at any given time. Public course catalogs, such as those in marketplaces
like Udemy and edX, are accessible to everyone. While private course
catalogs, such as a company’s new hire onboarding course, are pre-
designated for a specific audience

Courseware — A term used to describe software with an educational purpose.
Any type of instructional or educational course delivered via a software
program or over the Web.

Software or other materials designed for use in an education or training
course.

Software designed specifically for use in a classroom or other educational
setting, containing instructional material, educational software, or
audiovisual materials.

A term used to describe software resources, which are used for Computer-
Assisted Learning (CAL) to mediate or support a course or module

CPD (Continuing Professional Development) — CPD programs aim to help
professionals stay up-to-date with developments in their field after
tertiary or postgraduate training has ended. Also known as Continuing
Professional Education (CPE), professionals use CPD to maintain
knowledge and skills throughout their working lives. CPD obligations
are common across professions and include formal, informal, structured
and self-directed learning approaches

Credential — Set of data presented as evidence of a claimed or asserted identity
and/or entitlements

Credential Evaluation — Mostboardsreviewing candidatesholdinginternational
credentials require that they submit a credential evaluation to
demonstrate their academic preparation and determine their eligibility
for licensing or certification

Credential Service Provider — Trusted actor that issues and/or manages
credentials
Credit Hour — The unit of measuring educational credit, usually based on the

number of classroom hours per week throughout a term

Criterion-Referenced Test — Test that compares the performance of a leaner
with the degree to which the objectives were achieved. It included pre-
test and post-test
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Criterion-Referenced Test ltems — Test items whose responses are compared
with some objective standard rather than with other responses as in
norm-referenced items

CRM (Customer Relationship Management) — A digital operation that allows
a company to profile, organize, value and communicate with their
customers on a large scale.

A customer relationship management system manages all your
company’s relationships and interactions with your current and future
customers. It helps you improve your profitability and retain customers.
Integrating your CRM with your LMS will enable you to pursue an
extended enterprise learning program.

Methodologies,  software, and Internet capabilities that
help a company manage and organize customer relationships. Helps
identify and categorize customers

CSS (Cascading Style Sheets) — A stylelanguage used to describe the formatting
and aesthetics of a Web page, such as the font, colors, and layout. CSS is
used with HTML, XTML, and XML, which allows the same content to
be formatted differently for different audiences and delivery platforms

Curation — The sourcing, organisation and presentation of content or media. In
e-learning, the curation process is often a core part of creating online
courses, in which a diverse range content is collated from internal and
external sources. Curating learning content can drastically reduce the
time taken to create an online course and enables course content to stay
highly topical and relevant

Curatr — A Social Learning Platform that enables organisations to deliver online
courses and MOOCs (Massive Open Online Courses). Rooted in social
learning and built around gamification principles, Curatr allows users
to learn from and with other people in a community environment

Custom Content — In e-learning, custom content refers to learning resources
that are tailored to a specific audience and created with the company’s
goals and objectives in mind in order to achieve their desired results

Customer Service Training — Training that educates customer-facing employees
on competencies required to deliver quality customer service. The
target audience for customer service training includes customer service
representatives, customer success managers, technical support agents
and salespeople. The goal of the training is to ensure employees are
prepared to field customer questions, inquiries and complaints in a
manner that aligns with company standards and increases customer
satisfaction

Customer Training — This is a branch of e-learning that involves training
customers on how to use an organization’s product and/or service.
This form of training is particularly popular with software providers as
it improves customer onboarding, increases retention and maximizes
your support resources.
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Not to be confused with Customer Service Training (see definition
above), customer training focuses on teaching a company’s customers
how to gain maximum value from its products and services. Examples
of customer training include new client onboarding, product “how to’s,”
and target market best practices

Customer User Data — Describes the custom data fields added when an LMS is
configured. Examples include “Location”, “Job Role” or “Department”.
The use of custom fields allows you to deal with groups of learners
as a unit and to assign all learners in that group to a specific course
or learning path. Custom fields can also be used as filters to generate

detailed reporting information

Customer-Focused E-Learning — Web-based learning programs targeted
at current and prospective customers. By training customers
online, companies attract new business and make people more
comfortable with e-transactions

Cyberspace — The nebulous “place” where humans interact over computer
networks. Term coined by William Gibson in Neuromancer

D

Data — Reinterpretable representation of information in a formalized manner
suitable for communication, interpretation or processing

Data Base —
Data Base Management System —

Data Element (DE) — Unit of data for which the definition, identification,
representation and permissible values are specified by means of a set of
attributes

Data Element (in MLR) — Unit of data described in a data element specification

Data Element Concept (DEC) — Concept that can be represented in the form of
a data element, described independently of any particular representation

Data Element Concept Relationship — The relationship among two or more
Data Element Concepts

Data Element Definition — Definition of a data element as stated in a Part of the
multipart ISO/IEC 19788 Standard

Data Element Name — Name of a data element assigned in a Part of the multipart
ISO/IEC 19788 Standard

Data Element Specification — Specification of a composite data element

(composite data element specification), or of a simple data element
(simple data element specification)

35



Data Element Specification (in MLR) — Set of attributes (and attribute value
rules) characterizing a set of data elements

Data Element Specification Identifier — Unambiguous, unique and linguistically
neutral value, resulting from the application of a rule-base identification
process

Data Element Value — Specific instance of a simple data element, represented as
specified in a simple data element specification

Data Model — Graphical and/or lexical representation of data, specifying their
properties, structure and inter-relationships

Datatype — A set of distinct values, characterized by properties of those values
and by operations on those values

Datatype Family — Collection of datatypes which have equivalent characterizing
operations and relationships, but value spaces that differ in the number
and identification of the individual values

Datatype Generator — Operation on datatypes, as objects distinct from their
values, that generates new datatypes

Declared Semantic Equivalent (DSE) — Set of recorded information (SRI)
declared suitable for use as a human interface equivalent (HIE) at the
applicable semantic interoperability equivalency level (SIEL) in support
of semantic interoperability requirements in accordance with externa
constraints of the applicable jurisdictional domain and the nature
and intended purpose of use of the SRI as provided by a Person to an

individual

Default — A setting that the computer system uses automatically, unless it is
changed by the user

Definition — Representation of a concept by a descriptive statement which serves

to differentiate it from related concepts

Deliverables — Measurable, tangible, verifiable output that must be produced to
complete the project or a training course

Delivery — Any method of transferring offerings to learners. Variants are
instructor-led training, Web-based distance learning, online laboratory,
CD-ROM, and books

Delivery System — Describe the means by which instruction is provided to
learners, for example instructor-led, distance learning, computer-based,
web-based, or self-instructional materials

Deprecated Term — Term rated according to the scale of the term acceptability
rating as undesired

Derivative Works — Derivative works are produced by reusing content from
existing sources
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Design — The second phase of the ADDIE instructional systems design process;
its purpose is to verify the learning tasks, performance objectives, and
testing strategies

Design Brief — The document completed at the conclusion of the Design phase
showing a detailed overview of the training. Components included
are a sequenced list of learning tasks; a sequenced list of performance
(learning) objectives; a list of testing strategies, a summary of benefits
derived from the training

Designation Designator — Representation of a concept by a sign which denotes it
Designation Space — Set of designations
Desktop Videoconferencing — Videoconferencing on a personal computer

DialUp — To open aconnection between a user’scomputer and another computer
via a modem

Didactical Design — Process relating activities, resources and ICT systems to
achieve learning objectives. This can include learners, instructors,
contents, methods, media, objectives, environment, etc. Didactical
design is used as a synonym to instructional design in this standard as
these terms are both used for the same meaning in some countries or
communities

Differentiated Learning — A learning framework that aims to provide learners
with different avenues to learning to best suit their individual needs.
Various aspects of learning can be ‘differentiated, including content,
processes, assessment or the learning environment itself

Digital — An electrical signal that varies in discrete steps in voltage, frequency,
amplitude, locations, and so forth. Digital signals can be transmitted
faster and more accurately than analog signals

Digital Divide — The gap that exists between those who can afford technology
and those who cannot

Digital Educational Resources —
Digital Footsteps —

Digital Learning Objects — A re-usable multimedia resource used to deliver
a single learning outcome, often via a Learning Management System
(LMS). Videos, quizzes, animation, text/articles/reports, images, or
audio clips are examples of digital learning objects

Digital Shadow —

Digital Twins —

Directed Learning — An instructor-initiated learning exercise, undertaken in a
controlled environment and adherent to a pre-determined agenda or
syllabus
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Discussion — A collaborative environment in which expressions are sent and
received by participants asynchronously; participants can be engaged
in communicative activity at different times and in different locations.
Typically, an exchange of expressions in a discussion environment takes
place over a period of days, weeks or months

Discussion Boards — On the Internet or an intranet, forums where users can
post messages for other users to read

Discussion Thread — The term “thread” in computing refers to a series of related
postings (sharing comments) in an online discussion. Your instructor
may provide students with a private discussion forum to communicate
with one another. You can organize this forum by creating new discussion
threads specific to conversation topics

Distance Education — Educational situation in which the instructor and students
are separated by time, location, or both. Education or training courses are
delivered to remote locations via synchronous or asynchronous means of
instruction, including written correspondence, text, graphics, audio- and
videotape, CD-ROM, online learning, audio- and videoconferencing,
interactive TV, and facsimile. Distance learning does not preclude the
use of the traditional classroom. The definition of distance education is
broader than and entails the definition of e-learning

Distance Learning — Learning that takes place without face-to-face contact with
an instructor. Distance learning commonly takes place entirely online
and gives learners the flexibility to learn on their own time and at their
own pace. It is especially beneficial when learners are located in different
geographic locations and time zones.

Also known as Distance Education. Distance learning occurs when
student and teacher / instructor are in different locations. Distance
learning has been around since long before the Internet and the
presence of a computer in nearly every home and office, so it used be an
asynchronous form of learning. With the Internet and mobile telephony;,
distance learning can now be both synchronous and asynchronous — or
a combination of both.

The desired outcome of distance education. The two terms are often
used interchangeably

Distributed Learning Technology System — Learning technology system
that uses the Internet or wide area networks as the primary means of
communication among its subsystems and with other systems

DNS (Domain Naming Service) — Global registration system of network
designations

Domain Subject Field — Field of special knowledge

Domains of Learning — Three divisions used to classify types of learning:
psychomotor (physical), cognitive (mental), and affective (emotional)
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Download — The electronic transferring or copying of a file from one computer
to another. Files may be downloaded from another connected individual
computer, a computer network, a commercial online service, or the
Internet

DVI (Digital Video Interactive) — A format for recording digital video onto
compact disk allowing for compression and full-motion video

e-Business — Business transaction, involving the making of commitments, in
a defined collaboration space, among Persons using their IT systems,
according to standards

Echo Cancellation — The process of eliminating the acoustic echo in a
videoconferencing room

Edge Computing —

Education — Processes aimed at facilitating learning through formally designed
activities associated with specified curriculum often in courses,
structured activities or units of instruction

Educational Technology —

EE (Extended Enterprise) — In e-learning, this relates to the training of your
partners and customers to improve product adoption, increase
customer retention, and maximize support resources. An example of
this is reducing the number of support tickets you receive from your
customers by providing them with product training via your LMS

e-Facilitator or efacilitator — The facilitator of an online learning course. They
can be both the manager/organize of the course as well as the instructor
in the course content.
See also Subject Matter Expert

Effectiveness — Extent to which planned activities are realized and planned
results achieved

e-Learning (Electronic Learning) — (1) e-learning, or electronic learning, is the
delivery of learning and training through digital resources. Although
e-learning is based on formalized learning, its provided through
electronic devices such as computers, tablets and even cellular phones
that are connected to the internet. This makes it easy for users to learn
anytime, anywhere, with few, if any, restrictions.
(2) e-learning refers to the delivery and consumption of education
content, as well as the analysis of learning performance as facilitated
by information technology. e-learning has valuable application in both
corporate and education environments through its ability to record
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and analyze rich data about user activity, engagement and competence
through the xAPIL.

(3) Learning facilitated and supported through the use of information
and communications technology (ICT). Covers a spectrum of activities
from supported learning, to blended/hybrid learning to entirely online
delivery.

(4) e-learning (short for electronic learning) is an umbrella term that
refers to all types of training, education and instruction that occurs on a
digital medium, like a computer or mobile phone.

(5) Short for ‘electronic learning, e-learning is any kind of education or
training that is accessed via a digital device. As so much e-learning now
happens over the Internet nowadays, the term is largely synonymous
with web-based training (WBT) and computer-based training (CBT).
(6) (also called distance learning, online learning, computer-based
learning, web-based learning) — a type of learning that is delivered over
the internet. The learning happens outside of a traditional classroom,
by using an LMS to deliver learning materials and webinar services to
replace a face-to-face communication. There are different e-learning
techniques such as mLearning, blended learning, flipped learning, rapid
learning, social learning, etc.

(7) Education that leverages technology for its delivery to end learners.
Nowadays, e-learning is used synonymously with learning that occurs
entirely on the web. It is typically used in reference to a course, training
module, program or degree.

(8) Learning facilitated by information and communications technology
(aka ICT-supported learning).

(9) All types of training, education and instruction that occurs on a
digital medium, like a computer or mobile phone, making use of the
range of digital media

e-Learning Content Chunking — A process of dividing information into small
pieces and grouping them together so they can be stored and processed
easily

e-Learning Personalization — A method of customizing the right type of

learning for the right type of audience. A personalized learning is the
opposite of a “one size fits all” model used in a traditional education. A
learning curriculum and activities are adjusted to students’ skills rather
than to the age or grade

e-Learning Resources —

e-Learning Standards — These are principles which e-learning systems and
content can adhere to for the greater good. SCORM is an example of a
standard which guarantees (in theory) the interoperability of an LMS
and the content you place into it. There are also standards such as IMS
based around XML, designed with the goal of increasing transparency;,
enabling easier collaboration, and reducing vendor lock in
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Electronic Data Interchange (EDI) — Automated exchange of any predefined
and structured data for business purposes among information systems
of two or more persons

Electronic Performance Support System (EPSS) — (1) An online system that
provides learners/employees with a complete range of information,
guidance, advice and assistance to enable maximum job performance
with minimal intervention from others.

(2) Electronic performance support system: 1) A computer application
that is linked directly to another application to train or guide workers
through completing a task in the target application. 2) More generally,
a computer or other device that gives workers information or resources
to help them accomplish a task or achieve performance requirements.

(3) A computer application that is linked directly to another application
so that when it is accessed, it trains or guides workers through steps they
need to complete a task in the target application. Or, more generally,
a computer or other device that enables workers to access information
or resources to help them achieve a task or performance requirements

Element — Technical data that is indivisible within the context of registration

Embedded Tests — Testing strategies that provide opportunities for learners
to demonstrate their skills in meeting objectives may be built into the
training itself

Employee Training — Employee training, also known as workforce training, is
the delivery of onboarding, role, soft skills, compliance, process, and
product training to employees within your organization. This training
feeds into the overall learning and development (L&D) strategy of the

organization
Endorsing Organization — Organization that supports an application
End-to-End Solution — A marketing term used by large e-learning suppliers.

Meant to imply that their products and services will handle all aspects
of e-learning

Enroliment — The process from initial application for a credential through several
identity proofing and identity verification checks that, if successful,
result in entry into an identity Register for the purpose of issuing a
bound credential

Enterprise-Wide E-Learning — e-learning that is intended for all or most
employees within a company. Often part of a strategic change of direction
with a very short timeline. Also used to support a core process such as
sales

Entity — (1) Something that has separate and distinct existence and that can be
identified in a context.
(2) Any concrete or abstract thing that exists, did exist, or might exist,
including associations among these things
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Entity Authentication Assurance — Degree of confidence reached in the
authentication process that the entity is what it is, or is expected to be

Entry Behaviors — Specific competencies or skills a learner must have mastered
before entering a given instructional activity

Enumerated Conceptual Domain — Conceptual domain that is specified by an
extensional definition

Enumerated Value Domain — Value domain that is specified by a list of all its
permissible values

ePorffolio — The accumulation of evidence demonstrating an individual’s work
and accomplishments, hosted and displayed on a web-based or digital
platform

ePub — A standard format for eBooks

Ergonomics — Design principles relating to the comfort, efficiency, and safety of
users

ERP (Enterprise Resource Planning) — A set of activities supported by application
software that helps a company manage such core parts of its business
as product planning, parts purchasing, inventory management, order
tracking, and customer service. Can also include modules for finance
and HR activities. The deployment of an ERP system can involve
considerable business process analysis, employee retraining, and new
work procedures

EssentialCharacteristic — Characteristicwhichisindispensabletounderstanding
a concept
e-Test — Examination to measure learner (student, trainee, customer or client)

for learning outcome or competency, conducted on an IT device, such
as computer, laptop, etc., including mobile devices

Ethernet — A type of local area network, originally developed at Xerox, in which
computers communicate through radio frequency signals sent over
coaxial cable

e-Training — See TBT

Evaluation — (1) Any systematic method for gathering information about

the impact and effectiveness of a learning offering. Results of the
measurements can be used to improve the offering, determine whether
the learning objectives have been achieved, and assess the value of the
offering to the organization.
(2) The fifth phase of the ADDIE instructional systems design process;
its purpose is to assess the quality of the training materials prior to
and after implementation and the ISD procedures used to generate the
instructional products
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Evaluation Report — The deliverable for the Evaluation phase of ADDIE; consists
of two parts, the plan for collecting evaluation data and the summary of
the evaluation data results

Events of Instruction — The nine steps outlined by Robert Gagne that correlate
to and address the conditions for effective adult learning. In brief,
each lesson should (1) capture attention, (2) inform the learner of the
objective, (3) stimulate recall of prior learning, (4) present material,
(5) provide guidance, (6) elicit performance, (7) provide feedback,
(8) assess performance, (9) enhance retention and transfer

Evidence Based — A collection of existing and developing new resources that
provide practical and innovative information on incorporating research
into everyday practice. Resources will include information on a variety
of methods, models, and real-life examples with application to various
settings and patient populations

e-Workshop or eWorkshop — Asynchronous facilitated learning event, typically
run over a period of 5 to 8 weeks. Learners spend on average 4-5 hours
per week on collaborative and individual tasks, at a time that suits them
best

Experience Application Programming Interface (xAPI) — xAPI develops on
existing API functions by recording data in a consistent format using
a universally applicable vocabulary. Learning in both online and offline
environments can be recognized and recorded using xAPI, which
also allows vastly different systems to communicate this learning data
securely and efficiently.
The xAPI vocabulary format consists of an ‘Actor > Verb > Object’
structure. In simple terms, this may look like: John Smith > Completed
> Learning Activity

Expert System —

Expression — (1) The content or message communicated between participants
in a collaborative environment.
(2) That which is generated, composed and communicated between
participants in a collaborative environment, including both composed
contents (expression body) and metadata thatis typically both composed
and generated (expression data model instance).
(3) An instantiation of the Data Model for text-based expressions
including the expression body and possible expression attachments

Expression Attachment — Additional data associated with a given expression

Expression Body — (1) Composed contents of the expression communicated
between participants in a collaborative environment, referenced from
the expression data model instance.

(2) Principle message or communicative substance of the expression
shared among participants in a collaborative environment, related
through reference to the expression Data Model instance
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Expression Data Modellnstance — Aninstantiation of the datamodel (metadata)

describing the expression as a whole. It references the expression body
(and any attachments), and also provides expression metadata (e.g. date,
time, title, etc.)

Extension — Totality of objects to which a concept corresponds

Extension of a Rule Set — Let RS be a rule set, the extension of the rule set RS,

noted [[RS]] is the set of all strings S, where S satisfies all the lexical rules
in the rule set RS.

Extensional Definition — Description of a concept by enumerating all of its

External

subordinate concepts under one criterion of subdivision

Constraint — Constraint which takes precedence over internal
constraints in a business transaction, i.e., is external to those agreed
upon by the parties to a business transaction

Extranet — Alocal-areanetwork (LAN) or wide-area network (WAN) using TCP/

F

IP, HTML, SMTP, and other open Internet-based standards to transport
information. An extranet is only available to people inside and certain
people outside an organization, as determined by the organization

F2F (Face-to-Face Training) — (1) Face-to-face training refers to the in-person

elements of instructor-led training.

(2) Face-to-face learning refers to an environment in which both teacher
and learner are physically present and able to converse naturally with
no need for digital intervention. This is a traditional method and
retains merit through ease of discussion, adaptability and engagement.
However, face-to-face learning requires physical resources and can only
be delivered on a small scale.

(3) A traditional learning that requires a teacher and students to be
located in the same physical classroom

Facilitative Tools — Electronic applications used in online courses as part of

course delivery. Examples are mailing lists, chat programs, streaming
audio, streaming video, and Webpages

Facilitator — The online course instructor who aids learning in the online,

student-centered environment

Facilitator Guide — The print resource that is used by the facilitator to lead

the instruction. Incorporates all aspects of analysis and design into
its development, making it the primary vehicle to house all facets of
the instruction: instructional strategies, testing strategies, learning
objectives, content, pacing, timing, introductions, closure, transitions,
and reviews
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Facilitator Plan — The portion of the Implementation Plan that describes how
the facilitators will be selected and prepared to lead the training event;
includes the following components: identification, schedule, preparation
(train-the-trainer)

FAQ (Frequently Asked Questions) — (1) A list of most often asked questions
from learners provided to address common issues. FAQs allow learners
to get the information they need without having to contact the vendor
directly.

(2) A file established for public discussion groups containing questions
and answers new users often ask

Feedback — (1) Feedback canbe provided while alearner completesa course, an
exam, or assignment in an LMS. Types of feedback include showing the
learner if the answer they submitted is correct or incorrect or displaying
correct answers after submission.

(2) Information received that is either confirming or corrective of some
action.

(3) Communication between the instructor or system and the learner
resulting from an action or process

Field Trial — The third stage in formative evaluation, referring to the evaluation
of the program or product in the setting in which it is intended to be
used. Also, the second phase of summative evaluation

File Server — Computer with a large storage device on a network, used for storing
files and software that can be shared by users on the network

Filtering — Filtering provides a means to include or exclude portions of content
for specific audiences

Firewall — Method to give users access to the Internet while retaining internal
network security

Five Levels of Evaluation — Jack J. Phillips’ descriptive model for evaluating
the effectiveness of training. Includes: Level 1: Reaction and Planned
Action, Level 2: Learning, Level 3: Job Application, Level 4: Business
Results, Level 5: Return on Investment

Flash — Adobe Flash technology has supported the delivery of multimedia
content for nearly twenty years. Three popular e-learning formats rely
on Flash technology: SCORM, xAPI (Tin Can), and video. That is one
reason why the decline of Flash technology, which Adobe will cease
to support in 2020, is a concern for anyone working in the e-learning
industry. Although this movement away from Flash will generate cost
and complexity for e-learning professionals, LearnUpon offers their
customers a number of alternatives including support for HTML5
content delivery

Flipped Learning — (1) Also known commonly as the Flipped Classroom in the
field of education, flipped learning switches the lecture / instructional
element of learning away from the face to face environment
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to the learner’s own time, allowing them to take in information at their
own pace. Face-to-face education and training environments can then
focus on discussion and interaction, facilitating lively debate.

(2) Amodel of teachingin which students study learning materialathome
by watching videos and come to the class to get a deeper understanding
of a topic, discuss unclear moments and interact with the classmates

Flowcharting — Procedure for identifying and graphically representing the
sequential and alternative relationships among processes and decision
points relevant to completing a project

Fog Computing —

Footprint — The region on the earth to which a communications satellite can
transmit. Also, the floor or desk surface space occupied by a piece of
computer equipment

Formal — Expressed inarestricted syntax language with defined semantics based
on well-established mathematical concepts or standardized formats

Formal Description Technique (FDT) — Specification method based on a
description language using rigorous and unambiguous rules both with
respect to developing expressions in the language (formal syntax) and
interpreting the meaning of these expressions (formal semantics)

Formal Learning — A type of learning that is planned, structured and guided by
an instructor/teacher

Formative Evaluation — (1) The process of collecting data that can be used

to revise the instruction before implementation, thus making the
instruction more effective. A pilot test is an example of Formative
Evaluation.
(2) An assessment of a learning program’s value that occurs while the
program activities are in development or during early implementation.
It can be performed during any stage in the ADDIE process to determine
how to best revise and improve the learning program. In contrast to
summative evaluation, formative evaluation focuses on the process

For-Profit University — Both non-profit and for-profit schools confer degrees,
but their focus and composition are quite different. For-profit colleges
operate more like traditional businesses. These schools have investors
who expect to make money (hence for-profit)

Forum —

Framework — Structure composed of related parts that are designed to support
something

Frequency — The space between waves in a signal. The amount of time between
waves passing a stationary point

FTP (File Transfer Protocol) — A protocol that allows a user to move files from a
distant computer to a local computer using a network like the Internet
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Full-Motion Video — Signal that allows transmission of complete action taking
place at the origination site

Fully Interactive Video (Two-Way Interactive Video) — Two sites interact with
audio and video as if they were collocated

Fully Online Learning — Fully online means just you and the screen-you complete
all the work online. You could, for instance, enroll in a course at a school
that is physically located far from you

Functional Service View (FSV) — Perspective of business transactions limited
to those information technology interoperability aspects of IT systems
needed to support the execution of Open-edi transactions

G

Gagne’s Nine Events of Instruction — A method for organizing instructional
strategies within the lesson designed by Professor of Instructional
Design, R.M. Gagne. The Nine Events of Instruction include: Gain
Attention, Inform Learners of the Objectives, Stimulate Recall of Prior
Learning, Present the Stimulus (Content), Provide Learner Guidance,
Elicit Performance, Provide Feedback, Assess Performance, Enhance
Retention and Transfer (Closure)

Games Based Learning — (1) Education or training content organized into a
gaming structure from the outset. This will include an end goal or series
of goals, usually with milestones that offer rewards and positive feedback
for achievement along the way.

(2) The use of games in learning and training. The main idea is to help a
student to apply the skills gained in games to a real-world environment

Gamification — (1) The insertion of game mechanics into a process that is not
itself a game. In e-learning, it takes the form of points, badges, and
leaderboards used to engage and motivate learners.

(2) The integration of participation incentives that are largely based
upon gaming principals to encourage engagement with a software
platform. In e-learning, this includes the use of point scoring, trophies
and badges, various ‘levels’ and leaderboards to increase engagement
with and retention of education content.

(3) In the context of e-learning, Gamification takes a set of learning
content and activities that do not naturally comprise a gaming element,
and adds a layer of game design theory and mechanics in order to boost
learner motivation and achievement.

(4) A type of learning implying the usage of game elements such as badges,
levels, achievements, points etc. to increase students’ engagement in the
learning process.

(5) The application of game-related components (keeping score,
competing with others, applying rules) to other types of activities,
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such as learning. In e-learning, gamification is believed to increase
engagement and knowledge retention in learners by capturing and
keeping their attention in an entertaining and challenging fashion.
Examples of gamification include awarding badges to learners for course
completion and making leaderboards visible to everyone in a course or
program. A great example of gamification is how Duolingo uses it to
teach learners new languages

General Concept — Concept which corresponds to two or more objects which
form a group by reason of common properties

Generated Datatype — Datatype defined by the application of a datatype
generator to one or more previously-defined datatypes

Generic Relation — Relation between two concepts where the intension of
one of the concepts includes that of the other concept and at least one
additional delimiting characteristic

Globalization — (1) The tailoring of an offering to include clear, grammatically
correct text that eliminates slang, gender references, and cultural or
generational idioms.

(2) The process of deploying a single system worldwide that meets a
variety of needs.
(3) Integrating several working systems into one

Globally Unique Identifier (GUID) — A set of numbers and letters in a standard
format that can uniquely identify something in an application/system. A
GUID usually looks like this: d2d2c1f9-5248-40ef-8add-65c1b81b5414

Graduate Entrance Exam — A standardized test, not related to any specific
field of study, that measures an applicant’s potential to withstand the
rigors and succeed in graduate school is called at graduate entrance
exam. Examples include Graduate Record Examination (GRE) and
Graduate Management Admission Test (GMAT). Test scores are used
by admissions departments to supplement undergraduate records and
other qualifications for graduate study. Schools usually accept test scores
taken within the previous 5 years

Granularity Indicator Code (GIC) — Code to indicate whether or not the MLR-
Record for a specified MLR core element contains either (1) general
information as per MLR 2 and MLR 3; or (2) more detailed information
in compliance with the data element specifications as provided in the
MLR Part 4+ referenced

Graphical User Interface (GUI) — A type of user interface that is built around
graphical icons and visual indicators, such as windows, tabs, tiles
& folders, as opposed to a purely text based interface. For example,
Macintosh, Windows, and graphical simulations

Grok — To reach total understanding of a subject. From Robert Heinlein’s
Stranger in a Strange Land
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Group-Based Instruction — The use of learning activities and materials designed
to be used in a collective fashion with a group of learners in interactive,
group-paced instruction

GuerrillaLearning — Anunstructured, unconventional and informal approach to
learning built around the individual requirements of a learner. Learning
content is sourced or curated on an ad hoc basis from the immediate
learner’s environment. An example of this is solving a problem by
searching for an instructional video on YouTube

Hard Skills — Technical skills
See also Soft Skills

Harmonized Quality Model — A state-of-the-art quality approach taking into
account current quality approaches (e.g., for quality management and
assurance), requirements, and a balanced view of different stakeholder
interests. It provides guidelines and recommendations to develop
quality for learning, education, and training. It combines both process
and product orientation

HDTV (High-Definition TV) — Television that has over five times the resolution of
standard television. Requires extraordinary bandwidth

Heutagogy — The development of self-directed learning skills. The goal is to
develop learner capacity and create autonomous workers who are
well-equipped to meet the demands of the workforce. With its roots in
andragogy, heutagogy puts mature learners in the driver’s seat, as the
final stop in the learning continuum

Hierarchical Analysis — A technique used with goals in the intellectual skills
domain to identify the critical subordinate skills needed to achieve
the goal, and their interrelationships. For each subordinate skill in the
analysis, this involves asking “What must the student know how to do in
order to learn the specific subskills being considered?”

Hierarchical Relation — Relation between two concepts which may be either a
generic relation or a partitive relation

Homepage — A document with an address (URL) on the World Wide Web.
Maintained by a person or an organization, it contains pointers to other
pieces of information

Homonymy — Relation between designations and concepts in a given language
in which one designation represents two or more unrelated concepts

Host — A network computer that can receive information from other computers

Hosting — Outsourcing of the technology and commerce parts of a company’s
Internet-based learning system to an outside organization
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HRD (Human Resource Development) — (1) A term coined by Leonard Nadler to
describe the organized learning experiences, such as training, education,
and development, offered by employers within a specific timeframe to
improve employee performance or personal growth.

(2) Another name for the field and profession sometimes called training
or training and development

HRIS (Human Resource Information System) — A system, which supports both
human resources and information technology. It allows HR activities,
records and processes to be held in this system. Integrating your HR
system with your LMS facilitates user creation, maintenance, and learner
record storage

HTML (Hypertext Markup Language) — The code used to create a homepage
and to access documents over the Web

HTMLS — HTMLS technology provides many tools to fill the gap left by the
decline of Flash. HTML5 enables video and audio content to render
directly in a browser. It is also more efficient than Flash as it requires
less processing power

HTML5 Package (H5P) — A free and open source content collaboration
framework based on JavaScript that aims for the creation and sharing
of interactive HTML5 content. The framework consists of a web-based
content editor that enables users to add and replace multimedia files and
text content

HTTP (Hypertext Transfer Protocol) — The foundation of communicating data
over the internet. Hypertext is a structured text that uses logical links
(hyperlinks) between nodes containing text

Hub — A network device that connects communication lines together

Human Interfface Equivalent (HIE) — Representation of the unambiguous
and IT-enabled semantics of an IT interface equivalent (in a business
transaction), often the ID code of a coded domain (or a composite
identifier), in a formalized manner suitable for communication to and
understanding by humans

Human Resources — Human resources include facilitators, coaches/manager
support, manager contact, and subject matter experts. Human resources
impact both the development and implementation of the training

Hybrid Learning — A similar concept to blended learning (which focuses on a
blend of online and offline content), hybrid learning focuses on curating
the right mix of all possible learning content regardless of whether it sits
online or offline

Hyperlink — A hyperlink is a word, phrase, or image that you can click on to
jump to a new document or a new section within the current document.
Hyperlinks are found in nearly all Web pages, allowing users to click
their way from page to page
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Hypermedia — A program that contains dynamic links to other media, such as
audio, video, or graphics files

Hypertext — A system for retrieving information from servers on the Internet
using World Wide Web client software. Hypertext consists of key words
or phrases in a WWW page that are linked electronically to other
Websites or pages on the Internet

iCal — iCalendar is a globally adopted format for sharing meeting requests. An
LMS like LearnUpon can send ILT invitations with an attached iCal
invite so that your learners can save the session to their calendar

ID (Instructional Design) — Involves applying a methodology based on cognitive
psychology and instructional theory to create learning content. An
instructional designer typically uses an authoring tool to develop
effective course content that achieves specific learning objectives

ID Model — A graphic representation of a systematic approach. Designed to
facilitate efficient and effective development of instruction.

Identification — Rule-based process, explicitly stated, involving the use of one
or more attributes, i.e., data elements, whose value (or combination of
values) are used to identify uniquely the occurrence or existence of a
specified entity

Identifier — Designation that is intended to be dereferenced

Identity Provider (IdP) — In a Single Sign On environment, the IdP is the service
that holds the directory of users and is where authentication usually takes
place; using a password or a set of other pre-determined credentials

IEEE — The Institute of Electrical and Electronics Engineers. Their Learning
Technology Standards Committee is working to develop technical
standards, recommended practices, and guides for computer
implementations of education and training systems

ILS (Integrated Learning System) — A complete software, hardware, and network
system used for instruction. In addition to providing curriculum and
lessons organized by level, an ILS usually includes a number of tools such
as assessments, record keeping, report writing, and user information
files that help to identify learning needs, monitor progress, and maintain
student records

ILT (Instructor-Led Training) — (1) Training delivered by an instructor either in
an in-person or webinar conference setting.
(2) Training that follows the traditional a ‘teacher/learner’ structure.
(3) Training mediated by a live instructor, such as classroom training or
live classes delivered over an web-based conference system.
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(4) ILT typically refers to providing instruction in a classroom
environment where the instructor and learners are together at the same
time and in the same physical location.

(5) Traditional classroom learning environment with an instructor.
Virtual instructor-led training (VILT) is delivered over the internet via
a live, online virtual classroom environment.

(6) Also known as ILT, instructor led training happens in a classroom
environment — with instructor and learner together at the same time,
in the same place.

(7) ILT is an acronym for Instructor-Led Training and refers to an
individual leading a group of learners in training sessions. These sessions
typically take place ata specific place and time or in a live webinar session.
(8) Usually refers to traditional classroom training, in which an instructor
teaches a class to a room of students. The term is used synonymously
with on-site training and classroom training (c-learning)

Immersive Learning — This sort of e-learning places individuals in a virtual
interactive learning environment, so as to replicate possible scenarios
or/and to teach particular skills or techniques. Simulations, Roleplay,
virtual learning environments and virtual reality (VR) can be considered
immersive

Implementation — The fourth phase of the ADDIE instructional systems design
process; its purpose is to conduct the training

Implementation Plan — The deliverable for the Implementation Phase consisting
of the Learner Plan which is used to identity, and prepare the learners
to participate in the instruction and the Facilitator Plan which is used to
identify and prepare the facilitators to facilitate the instruction

IMS (Instructional Management System) Global Learning Consortium —
Coalition of government organizations dedicated to defining and
distributing open architecture interoperability specifications for
e-learning products.

See the IMS Website

Individualized Instruction — The use, by students, of systematically designed
learning activities and materials specifically chosen to suit their
individual interests, abilities, and experience. Such instruction is usually

self-paced
Infformal — Expressed in natural language
Informal Learning — (1) Learning that occurs outside of structured, planned

learning initiatives. This learning often occurs naturally as an individual
spends time in the appropriate environment, such as a new job.

(2) Informallearning occurs when people have a need to know something.
They set their own learning objectives and acquire knowledge, skills and
information in their own ways. This could be through asking questions,
observing experts, practicing and conversing. It is the kind of natural
learning humans do outside of a structured environment..
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(3) Informal learning is the learning that takes place during everyday
activities, such as work, socializing, and extracurricular activities.

(4) This is education / training that happens outside of a structured
instructional environment. Much learning happens through the natural
absorption of knowledge from one’s surrounding and proponents of the
70:20:10 principle suggest that this accounts for 90% of learning, with
only 10% being from formal training

(5) An ongoing process of gaining new skills and knowledge through
peers and colleagues observation, reading blogs and news sources,
communication on forums, watching YouTube videos etc.

(6) Occurs when people have a need to know something. They set their
own learning objectives and acquire knowledge, skills and information
in their own ways. This could be through asking questions, observing
experts, practicing and conversing. It’s the kind of natural learning
humans do outside of a structured environment

Information and Communication Technologies —
Information Architect — See Information Architecture

Information Architecture — A description or design specification for how
information should be treated and organized. In Web design, the
term relates to the organization of online content into categories
and the creation of an interface for displaying those categories

Information Learning System —

Information Model — Expression of concepts, relationships, constraints, rules,
and operations to specify data semantics for a chosen domain of
discourse

Information Process —

Information Processing System — Systematic performance of operations upon
information, that includes data processing and may include operations
such as data communication and office automation

Information Resource — Resource which has the property that all of its essential
characteristics can be conveyed in a message

Information Society —

Information System —

Information Technology for Learning, Education and Training System (ITLET
System) — Set of one or more computers, devices, associated software,
peripherals, terminals, human operations, physical processes, personal
needs and preferences profiles, information transfer means, that form
an autonomous whole, capable of performing information processing
or information transfer to support learning, education or training

Infrastructure — The underlying mechanism or system by means of which voice,
video, and data can be transferred from one site to another and be
processed
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Installed LMS — (also called on-premise LMS, deployed LMS, in-house LMS) —
Learning Management System installed at the client’s server

Instance — A uniquely addressable occurrence of a condition such as a specific
file format or educational context

Instant Messaging (IM) — Instant Messaging (often called just IMing) used to
be referred to as real-time e-mail. IM is ideal for quick, little messages
for touching base and saying hi or getting an answer without a formal
e-mail

Instant Messenger — Software that lists users’ selected “buddies” (friends, family,
co-workers, and so forth) who are online, and enables users to send
short text messages back and forth to them. Some instant messenger
programs also include voice chat, file transfer, and other applications

Instantiation Type — Characteristic of an attribute of a data element specification
indicating when the attribute is to be provided a value

Instruction — Instruction is the delivery of information and activities that
facilitate learner’s attainment of intended learning goals

Instructional Analysis — (Content Analysis) (1) Process of dividing an
instructional goal or a learning task into steps/elements and skill
objectives to achieve the goal. Provides data for developing lesson and
unit objectives process of translating principles of teaching and learning
into plans for instructional materials and activities.

(2) Instructional design involves the identification of the performance,
skill and knowledge gaps of a particular group of people and creating or
selecting learning experiences that close this gap. Instructional designers
base their learning decisions on cognitive psychology, instructional
theory and best practices.

(3) Starts with the training needs and goals of an organization and an
understanding of the knowledge and skills gaps thatlearners need to work
on. Instructional design bridges those gaps though the development of
training experiences and is based on sound psychology, learning delivery
best practices and use of the latest technology to deliver an effective,
engaging experience.

(4) A practice of analyzing, designing and developing instructional
materials and transferring them into an online curriculum.

(5) Also known as instructional systems design or e-learning design,
instructional design involves analyzing learner or organizational
needs and developing instruction to meet those needs. Instructional
designers typically use technology, such as authoring tools and learning
management systems (LMSs), to create course content. As part of
this process, they may bring in subject matter experts (SMEs), LMS
consultants, designers and technical experts to assist in the development
and implementation of their learning program.
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Instructional Design — (1) Instructional design refers to the systematic (6).
Systematic and systemic instructional planning including needs
assessment, development, evaluation, implementation and maintenance
of materials and programs

Instructional Designer — (1) Someone who creates learning content based on
instructional learning theory and design principals.
(2) The person who applies instructional learning theory to the
organization and design of learning programs.
(3) Professional who performs consulting and development chores
necessary to create instructional materials. Responsibilities: Gathers and
analyzes information about content and skills. Determines performance
objectives based on the results of information gathered. Writes the
blueprint and draft materials. Works with media specialists to design
visual instructional materials. Organizes assessments and prepares
materials for the reviews required at each stage of the instructional
development process. Make revisions specified by the project manager.
(4) An instructional designer practices the craft and science of
instructional design. This person identifies the needs of a targeted
audience and determines the best approaches for meeting the audience’s
needs. It could involve designing and writing online learning courses as
well as writing the manuals needed for Instructor-Led Training. Some
instructional designers also create graphics and use authoring systems
to produce online courses.
(5) An instructional designer is a designer of educational experiences.
Instructional designers typically have a structured methodology for
defining learning outcomes, the means to assess if the outcomes are met,
and an instructional strategy for transferring the knowledge.
(6) One of the key professionals involved in the creation of e-learning
content. Typically, an instructional designer will be briefed on the
business and training needs, and will use his or her understanding of
the students’ existing knowledge and skills to create learning content for
courses. Practices the craft and science of instructional design. Content
development software such as Adobe Articulate or Storyline are now
popular parts of the toolkit for multimedia content creation.
(7) An individual who applies a systematic methodology based on
instructional theory to create content for learning events.
(8) Person who develops learning content, using systematic
methodologies and instructional theory

Instructional Goals — Brief statements describing the terminal tasks learners
will perform as a result of the training

Instructional Strategies — Means by which the content and skills are transferred
from the training delivery system to the learner. Examples include:
demonstrations, role-plays, hands-on activities, practice, simulations,
discussion, lecture, illustrated diagrams, step-by-step review; self-study
exercises, reviews, on-the-job training, practice with coaching, video
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demonstrations, examples, etc. Often organized by these categories:
pre-instructional activities, content presentations, learner practice,
tfeedback, and closure

Instructional System Design — (1) Term describing the systematic use of
principles of instruction to ensure that learners acquire the skills and
knowledge essential for successful completion of overtly specified
performance goals.

(2) The name given to the process of creating instruction in order to
close a performance gap that is due to a lack of knowledge and skills

Instructor — An Instructor, or Lecturer, usually focuses on teaching rather
than research, although, unlike an adjunct, may serve on academic
committees. These positions are usually non-tenure track

Instructor's Manual — Collection of written materials given to instructors
to facilitate use of instructional materials. Includes an overview of
materials, tests with answers, and relevant supplementary information

Instructor-Led Classes — In instructor-led classes, an instructor determines
what happens with the content, pace of instruction, and evaluation
See also Self-paced Instruction

Intellectual Property (IP) — Set of external constraints applicable to an identified
and specified set of recorded information (SRI) which govern access,
distribution, and use of that SRI; and, whose source for these external
constraints is one or more conventions, treaties, etc., as registered with
the World Intellectual Property Organization (WIPO)

Intellectual Property Rights (IPR) — Project Co-Editors’ Note: To be completed/
update based on WIPO adapted to ITLET context

Intellectual Skills — A skill that requires some unique cognitive activity; involves
manipulating cognitive symbols, as opposed to simply retrieving
previously learned information

Intelligent Learning System —
Interaction —

Interaction, Content — Learning that takes place by engaging with materials.
Where e-learning courses are based entirely on this learning approach,
they are self-paced without facilitation or contact with other learners

Interaction, Interpersonal — Learning that takes place by engaging with other
people, including other learners or a facilitator. This approach allows
online courses to be done in learners’ own time and space, but they are
not “self-paced”. Include discussion forums where learners can share

ideas, discussion or collaborative work, and produce teamwork by a
shared deadline

Interactive —
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Interactive Content — Interactive content aids learning by encouraging users
to actively engage with it. An authoring tool can be used to transform
static content formats, like PowerPoint presentations, into an interactive
course. Techniques to make e-learning content more interactive include
adding drag and drop elements and prompting learners to complete an
action before progressing to the next module

Interactive Learning — Places an emphasis on user interactions throughout the
exercises to enhance engagement and immersion in the subject. This
sort of training can also demand decision-making, branching and role
based thinking and forms the bedrock of the scenario based approach
to training

Interactive Media — Allows foratwo-way interaction or exchange of information

Interactive Multimedia — (1) Interactive multimedia allows learners to provide
input to an online course and receive feedback as a result of the input. The
input might consist of a mouse click or drag, gestures, voice commands,
touching an input screen, text entry and live interactions with connected
participants.

(2) In the context of e-learning, learners to provide input within an
online course in the form of selecting options, completing quizzes,
etc., and receive feedback as a result. Interactive multimedia is present
in many other fields, notably Gaming — an industry that has a major
impact on the e-learning industry in terms of engagement theory and
best practices.

(3) Media that is typically presented on computers and mobile devices
that responds to a user’s actions on the screen. Types of media that can
be made interactive include text, images, video, audio, animation, etc.
In e-learning, interactive multimedia is used to increase engagement
in learners, and authoring tools are most commonly used to produce
interactive modules.

(4) Allows learners to provide input to an online course and receive
feedback. The input might consist of a mouse click or drag, gestures, voice
commands, touching an input screen, text entry and live interactions
with connected participants

Interdisciplinary — Interdisciplinary study means combining or involving two
or more academic disciplines or fields of study

Interfface —

International Standard — International standard where the international
standards organization is ISO or IEC

Internationalized Resource Identifier (IRI) — Sequence of characters from the
Universal Character Set. Similar to URIs and URLs, but able to use
international characters and still be unique

Internet — The Internet is a global system of interconnected computer networks
that use the standard IP address (Internet protocol) suite (TCP/IP)
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to link several billion devices worldwide. Contrary to popular thought,
the World Wide Web is not synonymous with the Internet but just one
of its features, along with email, IM, and FTP

Internet of Things —

Internet-Based Training — Training delivered primarily by TCP/IP network
technologies such as email, newsgroups, proprietary applications, and
so forth. Although the term is often used synonymously with Web-
based training, Internet-based training is not necessarily delivered over
the Web, and may not use the HTTP and HTML technologies that make
Web-based training possible

Internship — An internship is an opportunity to work at a firm for a fixed time
period (up to 12 months) to gain practical training in the field. Whether
paid or unpaid, it provides valuable experience for the student’s career.
Employment is not guaranteed at the end of the internship, but many
employers use internships to train and evaluate future employees

Interoperability — (1) The extent to which hardware and software elements
work together. e-learning standards like SCORM, xAPI (Tin Can) and
AICC were developed to enhance the interoperability of online learning
content and technologies.
(2) The ability of software or hardware components to work together

Interoperability — The ability of hardware or software components to work
together effectively

Intranet — A LAN or WAN that transports information. An intranet is owned
by a company and is only accessible to people working internally. It is
protected from outside intrusion by a combination of firewalls and other
security measures

IP (Internet Protocol) — The international standard for addressing and sending
data via the Internet

IP Data Element — MLR data element which is used in the description of a SRI
in order for the description, i.e., metadata, of the resulting metadata
learning resource record (MLR-Record), to be MLR Part 6 compliant

IPHolder — Personinwhom (claimed) Intellectual Property (IP) rights pertaining
to an identified and specified set of recorded information (SRI) is vested

IP Multicast — Using the Internet Protocol, delivery of a learning event over a
network from a single source to multiple participants

ISDN (Integrated Services Digital Network) — A telecommunications standard
allowing communications channels to carry voice, video, and data
simultaneously

ISO — International Organization for Standardization,aninternational federation
of national standards bodies
See the ISO Website
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ISP (Internet Service Provider) — A reseller of Internet access services

IT (Information Technology) — Computers and their information processing
capabilities
IT Training — Combination of desktop training and information systems and

technical training. Includestrainingin areas such as system infrastructure
software, application software, and application development tools

Iterative Process — Non-linear process that offers the opportunity to return to
parts of the process and make changes and revisions to the instructional
process

ITFS (Instructional Television Fixed Service) — Microwave-based, high-frequency
television used in educational program delivery

IT-Supported Learning, Education and Training — Any kind of learning,
education and training (LET) facilitated/supported by information and
communication technologies (used as a synonym: e-learning)

Java Applet — A small Java program launched through a browser

JavaScript — (1) JavaScript is the programming language of HTML and the

web. Commands in JavaScript allow tasks to be completed by a browser
when a user views a web page. JavaScript also manages communications
between standards like SCORM or xAPI and an LMS.
(2) A scriptinglanguage that is simpler than Java and can add interactivity
to Webpages. JavaScript commands allow tasks to be completed by the
Web browser when a user views a Webpage. (For example, making a
graphic change when a user moves the cursor over it)

JavaScript Object Notification (JSON) — A lightweight data-interchange format
that is both easy for humans to read and write and easy for machines to
parse and generate

JDBC (Java Database Connectivity) — An application program interface used
to connect programs written in Java to the data in popular databases

JITT (Just-in-Time Training/Learning) — (1) Having appropriate learning available
at the time a learner needs to use it. It usually takes the form of bite-sized
courses that learners can access and complete while on-the-job. Support
for mobile learning (mLearning) is an important factor in the delivery
of just-in-time learning.

(2) A method of providing training when it is needed. Its advantages
are: eliminates the need for refresher training due to subject knowledge
loss experienced if training precedes, over an extended period of time
(prevents decay if the learner cannot use the material upon returning
to the job); prevents training being wasted on people who leave the job
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before the training they received is used on the job; allows the learners
to receive training when they need it, not weeks or months later.

(3) Refers to a type of training in which employees receive critical
information when and where they need it. As opposed to completing
a full training course, JITT training resources are brief, convenient and
highly targeted to specific employee needs. These resources are easily
accessible, applicable and available at the moment of need.

(4) A type of learning focused on gaining particular knowledge instead
of learning everything

Job Aid — (1) A tool which can exist in paper form or on the computer which

provides on-the-job instruction for a specific task.

(2) Teaching devices intended to be self-explanatory and self-
instructional; a formalized set of textual and/or graphical step-by-step
directions for accomplishing a task through one or more techniques.
(3) A source of information used to help employees successfully perform
tasks in the workplace. Job aids may be physical objects or digital assets
produced with the intention of supporting people in their roles

Just-in-Time — Characteristic of e-learning in which learners are able to access

K

the information they need exactly when they need it

Kirkpatrick Model — The four-step training evaluation methodology developed

by Donald Kirkpatrick in 1975. This model is the standard used for
analyzing and evaluating the effectiveness and impact of training
programs (in a team or organization). There are four levels to this model:
Reaction > Learning > Behaviour > Results:

Level 1 — Reaction: refers to the students’ reaction to the training
(derisively called “smile sheets”). The extent to which learners find the
training engaging and relevant to their roles;

Level 2 — Learning: refers to the measurement of actual learning (i.e.,
knowledge transfer). The extent to which learners glean the intended
knowledge, attitude, skills, commitment and confidence from their
training participation;

Level 3 — Behaviour: measures behavior change. The extent to which
learners apply what they learned in the training to their jobs;

Level 4 — Results: measures business results. The extent to which the
intended outcomes were achieved as a result of the training

Kirkpatrick's Four Levels of Evaluation — Concepts developed by Donald

Kirkpatrick describing four levels for measuring the effectiveness of
training (Reaction, Learning, Behavior, Results)
See Kirkpatrick Model

KMS (Knowledge Management System) — See Knowledge Management
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Knowledge — Knowledge describes thought, fact or concept such as a cognitive
task

Knowledge Base — Specialized repository used to store information and
knowledge assets. LearnUpon provides all customers with access to a
knowledge base of information developed to support the use of our LMS

Knowledge Construction — Making learners aware of how the absorption
of knowledge is influenced by their belief system, experience, and
background. Online learners benefit when they can apply pre-existing
knowledge to assimilate new material

Knowledge Management — Capturing, organizing, and  storing
knowledge and experiences of individual workers and groups
within an organization and making it available to others in the
organization. The information is stored in a special database called a
knowledge base

L

L&D (Learning and Development) — (1) Learning and development is a subset

of Human Resources (HR) that aims to improve the skills, knowledge,
and performance of individuals and teams through training.
(2) A strategy used by organizations to develop their workforce’s skills
and knowledge. Learning and Development teams are typically tasked
with assessing the company’s needs and creating learning programs and
resources to address those needs

LAN (Local-Area Network) — A group of personal computers and/or other
devices, such as printers or servers, that are located in a relatively limited
area, such as an office, and can communicate and share information
with each other

Language — System of signs for communication, usually consisting of a
vocabulary and rules

LCMS (Learning Content Management System) — (1) Once distinguished from
the term learning management system (LMS), the two are now mostly
interchangeable. Like an LMS, an LCMS manages the creation, storage
and delivery of e-learning content.

(2) A web-based administration program that facilitates the creation,
storage and delivery of unique learning objects, as well the management
of students, rosters, and assessments.

(3) A software application that allows users to create, publish, and
manage learning content.

(4) A system used to create and manage the e-learning content.
The main difference between an LMS and an LCMS is the target user.
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An LMS focuses on learners, while an LCMS is primarily used by content
creators.

(5) Software used to author, manage and deliver learning content
(typically via the web). While the LCMS’s authoring and managing
content component is chiefly what differentiates it from a learning
management system (LMS), many modern LMSs also offer these
functionalities.

(6) A software application that allows trainers and training directors
to manage both the administrative and content-related functions of
training. An LCMS combines the course management capabilities of
an LMS (learning management system) with the content creation and
storage capabilities of a CMS (content management system)

Learner Analysis — Data collected about learner group that is used to impact
decisions throughout the instructional process. Components include
learner group identification, general characteristics, numbers, and
location, experience level, attitude, and skills that impact the training
delivery system

Learner Guide — Resource used in the instructional process to enhance the
learning during the training and, in some situations, to use as a reference
tool following training

Learner-Centered Approach —
Learning Activity — Activity whose goal is a precise learning objective

Learning Analytics — (1) The measurement, collection, analysis and reporting of
data accumulated during an online learning activity. Learning analytics
allow for deep insight into the behaviours, competencies and experiences
of learners in addition to accurately identifying areas for improvement
in both the learner and the learning environment.

(2) Web analytics used to profile a learner and their interactions
in an online program. It may encompass raw and analyzed data and
is presented as individual data points, data tables, graphs, charts, etc.
When delivered through e-learning software, learning analytics may
be displayed in a designated dashboard and/or downloadable reports.
Examples of learning analytics include course completion rates and quiz

scores
Learning Asset — A set of accessible, sustainable and reusable learning resources
Learning Context — Actual physical or virtual location where learning occurs
Learning Data — Information that is produced about an individual or group

of learners during the completion of an online learning course.
It is traditionally captured in the SCORM format, with more recent
e-learning initiatives capturing learning data in the xAPI format

Learning Environment — (1) Software designed as an all-in-one solution that can
facilitate online learning for an organization. Courses created within
the learning environment can be tracked with the same capabilities
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of a learning management system (LMS), but the learning environment
may not be able to track courses created outside of its system. Most
learning environments also include an authoring capability for creating
additional courses

(2) Instructional, interpersonal and physical characteristics of the
classroom, which may influence student performance

Learning Experience — Any course, program, interaction or activity in which

Learning

learning takes place. In e-learning, the learning experience typically
refers to the interface wherein learners engage with the course content.
The average learning management system (LMS) offers a learning
experience (the interface utilized by the end user) in addition to an
admin dashboard (used to create and manage the learning program)

Experience Platform (LXP) — A cloud-based learning solution that
focuses on delivering a personalized user experience. Building on the
foundations laid by the LMS, the LXP looks to curate and aggregate
content, create learning/career pathways, and build on skills development
in the workplace

Learning Object — (1) A learning object is a piece of learning content that relates

to a learning objective.

(2) A reusable, media-independent chunk of information used as a
modular building block for e-learning content. Learning objects are
most effective when organized by a meta data classification system and
stored in a data repository such as an LCMS

Learning Objective — (1) The clear and measurable statement of the behavior

Learning

that must be observed after training is concluded in order to consider
the training a success. According to Robert Mager’s work, a learning
objective contains a condition statement, a performance statement, and
a criterion statement.

(2) Learning objectives are a desired results that the person is expected
to gain from interacting with the content.

(3) Brief statements (typically one sentence) used to communicate what
learners can expect to learn from a course. Learning objectives are
meant to be actionable; they tell learners what actions they will be able
to perform upon successful completion of a course

Objective — (1) A statement establishing a measurable behavioral
outcome, used as an advanced organizer to indicate how the learner’s
acquisition of skills and knowledge is being measured.

(2) A description of a goal of training or learning in terms of the
knowledge, skills, or performance expected of a learner. Learning
objectives may be associated with instructional units of any size

Learning Outcomes — Learning outcomes are the result of successful learning

and are measured by the demonstration of mastery of the learning
objective
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Learning

Learning

Learning

Path — (1) Learning paths are used to build structured learning
programs that guide learners through a series of courses. They allow
admins to control the timeframe in which courses are made available to
learners and the order in which they are completed.

(2) A sequence of steps a student needs to take to pass the course and
get a certificate.

(3) Also known as a “learning pathway,” a learning pathway is a route
made up of multiple courses or lessons. The courses in alearning pathway
are frequently based on a specific theme, skill or competency that
learners are expected to master upon completion. Learning pathways
are set up by a learning program administrator. While there is usually
one route through the pathway, some offer route “branches” that enable
learners to choose the path that is most relevant to them

Platform — (1) A rather general term that refers to the underlying
technologies people use to build and deploy e-learning. It usually refers
the authoring software, the Learning Management System (LMS) or
both.

(2) Internal or external sites often organized around tightly focused topics,
which contain technologies (ranging from chat rooms to groupware)
that enable users to submit and retrieve information

Portal — (1) Learning portals are like ‘mini LMSs’ that enable you
to manage and deliver training to your employees, partners, and
customers in separate, unique environments. Each learning portal can
be individually branded and customized to ensure it meets the specific
needs of the learners who access it.

(2) Any Website that offers learners or organizations consolidated access
to learning and training resources from multiple sources. Operators of
learning portals are also called content aggregators, distributors, or hosts

Learning Resource — (1) Any entity that can be referenced and used for learning,

education and training. A learning resource is also usually digital, and
available via the Internet

(2) Resource used for learning, education and training

(3) A small, reusable digital component that can be selectively applied —
alone or in combination — by computer software, learning facilitators
or learners themselves, to meet individual needs for learning or
performance support

Learning Snacks — Very small bits of learning that are available on-demand

Learning

Learning

from any device at any time

Space — An imaginary geography in which the learning enterprise
flourishes. Mapped by market analysts and mined by consultants, this
territory is a recent annexation to the business landscape

Style Learning Strategy — Comprehensive view of procedures or
routines that a learner uses to remember and recall information
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Learning Styles — (1) Refers to an individual’s preferred manner of processing
material, or characteristic style of acquiring and using information
when learning. Learning styles can be loosely grouped into physical and
cognitive styles.

(2) The understanding that each individual learns differently. A person’s
“learning style” refers to their preferred way of consuming, processing,
comprehending and retaining information. Learning styles are
commonly grouped into seven categories:

Visual/spatial: Learning through pictures and images.

Aural/musical: Learning through sound and music.

Verbal/linguistic: Learning through words in speech and writing.
Physical/kinesthetic: Learning through the use of hands, body and sense
of touch.

Logical/mathematical: Learning through logic and reasoning.
Social/interpersonal: Learning through working with others.
Solitary/intrapersonal: Learning through working alone

Learning System —

Lesson Plan — Formal design for a particular instructional segment. Can range
from single-page outlines to comprehensive instructor manuals. Guides
the teacher in producing and delivering the instruction

LETSI (Learning Education Training Systems Interoperability) — LETSI is an
international non-profit federation dedicated to improving individual
and organizational learning and performance

Level — (ITLET competency) position as assessed using criteria and method to
determine amount, intensity, extent, or the like

Lexical Space — Attribute of a data element specification of a simple data
element, which serves to specify the set of admissible strings for the
content value of the simple data elements described by the specification

Lifelong Learning — All learning activities that take place throughout one’s life.
The goal of lifelong learning is to continually seek to improve your skills
and knowledge in your personal, civic, social or work life. Lifelong
learning is similar to self-directed learning, as those who engage in this
type of learning share many characteristics—characteristics such as high
self-confidence, active curiosity, self-discipline, comfort with autonomy,
undying persistence and a strong desire to learn

Lightweight Directory Access Protocol (LDAP) — LDAP is used as a Single Sign
On method in large organizations

Linguistic Indicator — Attribute of a data element specification which serves to
specify whether or not the content value of data elements described by
this specification are deemed to be linguistically neutral or not

Link — The result of HTML markup, a link signifies to a browser that data within
a document will automatically connect with either nested data or an
outside source. Used in the design of hypertext
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LMS (Learning Management System) — (1) A learning management system
(LMS) is a software application that is used to create, manage, deliver
and track training. Typically includes functionality for course catalogs,
launching courses, registering students, tracking student progress and
assessments. A good LMS will allow you to deliver course content in a
range of e-learning standards, sell online courses, assess and evaluate
learner performance, deliver blended learning, brand or white label the
LMS, integrate with third-party systems, and much more.

(2) A software platform for the delivery and reporting of training courses
or educational programs. In an LMS, learning content is centralized
and can be made available to users 24/7, in addition to the tracking
and analysis of learning data for enhanced performance and continued
learner improvement. Content can be changed or upgraded directly
with very minimal administrative resources needed.

(3) Software (web) application used to plan, implement, and assess
learning processes. An LMS provides instructors with a way to create and
deliver content, monitor learner participation, and assess performance.
An LMS provide interactive features such as threaded discussions, video
conferencing, and discussion forums, etc. Examples include Moodle,
WebCT (Blackboard), and Sakai.

(5) Software used for creation, managing and delivering e-learning
content as well as communication with students and tracking their
performance. There are Learning Management Systems hosted in the
cloud and installed at the clients’ websites. The courses are either created
with the help of native LMS tools such as documents, quizzes, links or
uploaded as SCORM/AICC packages.

(6) Traditionally, a learning management system was software used
specifically for course administration, classroom management, learner
enrollments and minimal learning analytics. However, many modern
LMSs also offer content authoring and management functionalities that
were once found only in learning content management systems (LCMSs).
(7) A software application for the administration, documentation,
tracking, reporting and delivery of e-learning education courses or
training programs. The technology platform through which students’
access online courses, an LMS generally includes software for creating
and editing course content, communication tools, assessment tools,
and other features for managing the course. Colleges and universities
use LMSs to deliver online courses and augment on-campus courses.
Company training departments use LMSs to deliver online training, as
well as to automate record-keeping and employee registration. Examples:
Blackboard, Moodle, Curatr.

(8) Software that automates the administration of training events. The
LMS registers users, tracks courses in a catalog, and records data from
learners; it also provides reports to management. An LMS is typically
designed to handle courses by multiple publishers and providers.
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It usually doesn’t include its own authoring capabilities; instead, it
focuses on managing courses created by a variety of other sources.

(9) Integrated collection of information technology services used
to administer, facilitate, or control the processes needed for learning,
education, and training.

(10) Software system designed for the purpose of performing
administrative and technical support processes associated with
e-learning

LMS Administrator — A person who works for a company or as a contracted
consultant to provide training on how to use and navigate a learning
management system (LMS), offer technical support and customer
service to all LMS users, troubleshoot problems when needed, teach
other team members to administer the LMS and consult with trainers
on ways to assign and deliver training through the LMS

LMS Integration — An LMS integration enables organizations to connect systems
together and allows data to flow between an LMS and other systems.
LMS integrations can be used to embed content in other systems, permit
learners to log in using credentials from other systems or receive LMS
notifications in other systems. An example of an LMS integration would
be an integration with Salesforce, wherein learner progress data can be
viewed from a company’s Salesforce account

Localization — (1) The process in which a program is converted for delivery
in a different country. Unlike “translation” which connotes a simple
re-writing of words, localization includes re-writing for cultural and
social differences as well.

(2) The translation and adaptation of learning elements (e.g., video
captions, documents, text etc.) to specific languages based on locale.
(3) The tailoring of an offering to meet the specific needs of a geographic
area, product, or target audience

Locator — Identifier that includes an access method

Log In/Log On — The process of establishing a connection over a network or
modem with a remote computer to retrieve or exchange information

Log Off — The process of terminating a connection to a computer or network

LRN (Learning Resource Interchange) — Microsoft's Learning Resource
Interchange, a format that gives content creators a standard way to
identify, share, update, and create online content and courseware.
LRN is the first commercial application of the IMS Content Packaging
Specification

LRS (Learning Record Store) — (1) A system that works with xAPI (Tin Can)
to collect, store and retrieve statements that track learning experiences.
Data stored by an LRS can be presented in a way that is accessible and
easy to interpret.
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(2) A database that stores, manages and performs analysis on learning
data. An LRS can be part of a Learning Management System (LMS) that
supports the xAPI data format, or a standalone system, such as our own
Learning Locker — the most widely installed LRS in the world

LSP (Learning Service Provider) — A specialized ASP offering learning
management and training delivery software on a hosted or rental basis

LTI (Learning Tools Interoperability) — (1) The primary purpose of the LTI
standard, created by the IMS Global Learning Consortium, is to connect
learning systems, such as an LMS, with external service tools.

(2) A standard of cross-system operability created by the IMS Global
Learning Consortium. It exists to connect learning systems, such as
the LMS, with external tools in a way that is standardized; enabling
enhanced accessibility of learning content across many institutions.

(3) Learning tools interoperability (LTI) is a standard developed by the
IMS Global Consortium that provides a standard means to integrate
learning content and tools from third-party vendors.

(4) A standard allowing LMS vendors to add integration with third-
party services. It is a framework within which an LMS sends information
about a learner to a third-party tool or software, enabling single sign-on,
data exchange and a seamless user experience

LTS (Learning Technology System) — Information technology system used in
the delivery and management of learning

Lurking — Reading the postings in a discussion forum but not contributing to
the discussion

LXP / LEP (Learning Experience Plafform) — A relatively new concept in the

e-learning space. The idea is that while the LMS tends to be employer-
centricasaplacetomanageessential training for onboarding, compliance,
etc., the LXP is learner-centric — a place where employees should want
to go and learn of their own accord, because the environment is enjoyable
and enriching. Content may be curated from a range of external sources
based on potential staff interests instead of, or at least in addition to,
in-house training needs. Some industry commentators are describing
such a system as a Learning Engagement Platform or LEP.
Many define LXP / LEP as being like Netflix for learning content, with
key attributes being a slick UI, easy search functionalities and content
recommendations based on user preferences and behaviour. These
platforms are typically an add-on to an LMS, but we are likely to see the
lines blurred between LMSs and LXPs / LEPs over the next few years, as
employers will want the simplicity of an all in one solution
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M

Machine Learning — The ability of computer programs to gather information
and utilize it to make decisions without being explicitly programmed
to do so. Personalized product or content recommendations in services
such as Amazon or Netflix are a key example of machine learning

Macrostructure — (1) Arrangement of entries in a collection.
(2) Arrangement of data in each entry of a collection

Mahara — An open-source e-portfolio and social networking tool used in
education institutions

Maintenance — Necessary modifications

Managed Hosting — Managed hosting refers to the hosting services provided by
the hosting service provider. Lambda Solutions offers a fully managed
hosting service, meaning that your Moodle or Totara site will be
monitored by experienced webmasters

Management System — Set of interrelated or interacting elements of an
organization to establish policies and objectives and processes to achieve
those objectives

Mandatory — Value of the presence type attribute, used in a MLR application
profile specification, segment specification, or composite data element
specification, to specify that a segment group, segment, composite data
element, stand-alone data element or component data element shall be
used at least one time

Mandatory Data Element — Data element which shall be used to describe a
learning resource

Mandatory Metadata Element — A metadata element for which a value must
be assigned

Manifest File — The manifest is a nitty-gritty detail of SCORM. The SCORM
package itself is a zip file that contains all of the content a course is made
from, including media like SCOs (Shareable Content Objects), HTML
and Flash files. The SCORM package also contains the manifest file,
which determines the structure and contents of the course. The name of
the manifest is always imsmanifest.xml and the file must be located in
the root of the zipped package. If the manifest file is not located in the
root of the zip, the course is not valid SCORM content package and it is
likely you will run into issues when importing it into your LMS

Markup — Text or codes added to a document to convey information about it.
Usually used to formulate a document’s layout or create links to other
documents or information servers. HTML is a common form of markup

Mashup — Mashup refers to the methodology for dynamically assembling
learning programs from existing content and learning tools
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Mastery Score — Defines the score a learner must achieve to pass a SCORM
module. A mastery score is not compulsory, as some SCORM modules
don’t include a quiz and some quizzes don't require a passing score.
For example, knowledge checks and practice quizzes are two types of
assessment that typically do not require a mastery score

Matriculating — A Matriculating student is in a college or university as a
candidate for a degree. Non-matriculating students are not actively
working towards completion of a degree. Some schools limit the number
of credits that a non-matriculated student may take in a semester

Maturity — Capability or performance level of the process
Meaning — Interpretation of a concept associated with a sign
Measurement — Measurement is a key activity in quality management and

assurance. Especially, quality audit and assessment need measurement.
Measurement is process of experimentally obtaining information about
the magnitude of a quantity. Measurement implies a measurement
procedure, based on a theoretical model. In practice, measurement
presupposes a calibrated measuring system that should be subsequently

verified

Media — Physical means selected or developed to communicate instructional
messages. Examples include drawings, slides, audiotape, computer,
model, etc.

Media Selection — Function carried out during development of instruction

whereby various media are selected to enhance the quality of the learning

Media Type — Metadata for a representation that provides format specification
and preferred interpretation for the representation

Mesh Network Topology —

Metadata — (1) Information about content that allows it to be stored in and
retrieved from a database.
(2) Metadata is descriptive information about learning content.
(3 )Data about data elements, including their data descriptions, and data
about data ownership, access paths, access rights and data volatility.
(4) Data that describes any objects such as other data, processes, or digital
or non-digital entities, data that is associated with objects typically used
for purposes such as identification in information retrieval or resource
discovery systems. It is also typically used for information management
and/or integration purposes.
The purpose of metadata is to render each item (in the collection)
uniquely identifiable; provide multiple pathways for finding each item;
and, place the information contained in each item into context with
other documents, items, information and knowledge
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Metadata Element — Data element utilized as metadata for specifying a learning
resource for which the definition, identification, allowable value(s) are
specified through combinations of rules and attributes

Metadata Element Identifier (MEI]) — Unambiguous, unique and linguistically
neutral value, resulting from the application of a rule-based identification
process

Metadata ltem — “Metadata registry” instance of a metadata object

Metadata Learning Resource Record (MLR Record, MLRR) — Ordered set of
MLR data elements describing a specific learning resource (and/or some
entities related to that learning resource)

Metadata Object — “Metadata registry” object type defined by a metamodel
Metadata Registry (MDR) — Information system for registering metadata

Metatag — (1) Information about content that enables it to be stored in and
retrieved from a database.
(2) An HTML tag identifying the contents of a Website. Information
commonly found in the metatag includes copyright info, key words for
search engines, and formatting descriptions of the page

Method for Competency Assessment — Instrument or tool to judge and/or to
assess an acquired or demonstrated competency

Method (in Quality Approaches) — (1) One or a set of instrument(s) or tool(s)
to assure and/or to manage quality in processes
(2) Material measure within some aspects of quality characteristics
(3) Methods are instruments or tools to assure or to manage quality
in processes. The methods include physical methods and abstract
or conceptual methods. There are various types of methods from the
subjects of management science, pedagogy, psychology, engineering,
statistic, biology, etc.

Metrics for Competency Assessment — Material measure within some aspects
of competency characteristics material measure used to determine the
value of specific aspects or characteristics of competency

Metrics in Quality Approaches — The term of “metrics” has been used in many

senses in education and engineering publications. In this standard,
it is defined as “material measure within some aspects of quality
characteristics.” In other word, it is a way of assigning a certain value
using methods of measuring or testing in order to quantify a quality
object from the standpoint of quality characteristics, such as scale,
criterion, degree, weight, magnitude, interval, ratio, or standard rate,
etc.
In ISO VIM (International Vocabulary of basic and general terms in
Metrology) “material measure” is defined as device reproducing or
supplying, in a permanent manner during its use, quantities of given
kinds, each with an assigned value
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Microlearning — (1) A way to deliver training content to learners in bite-sized,
focused bursts. Each unit or module focuses on an individual learning
objective.

(2) A method of delivering content to users in small, specific bursts,
allowing users to control what and when they learn. For example, a
piece of educational content or information may be delivered in the size
of a tweet.

(3) Microlearning breaks down instructional content into brief modules,
typically a lesson that takes only minutes to complete instead of hours.
Studies have shown that people remember what they are taught when
it is broken down into easily absorbed bits. Microlearning mimics how
we learn best

Minimum Viable Product (MVP) — In product development, the minimum
viable product (MVP) is a product with just enough features to satisfy
early customers and to provide feedback for future development

mLearning (Mobile Learning) — (1) Thisislearning thatis conducted on a mobile
device, like a smartphone or tablet. mLearning can occur anywhere at
any time. The movement from desktop to portable devices has had a
big impact on the development of online learning content. Instructional
designers increasingly need to develop responsive mobile learning
content that can adapt to the many devices learners now use.
(2) Learning that takes place anytime and anywhere via such hand-held
wireless devices as cell phones, personal digital assistants (PDAs), tablets,
or laptop computers.
(3) mLearning (mobile) stands for mobile learning, and it allows users
to access learning content through mobile device technologies, creating
a learning environment that available to anyone with a mobile device.
(4) Its main idea is to let students study whenever they are and whatever
device they use. For mLearning to happen the LMS needs to be either
mobile responsive or have a mobile app. The courses need to be designed
with the help of HTML5 compatible authoring tools.
(6) Otherwise known as m-learning, mobile learning is learning that
takes place on portable devices. Its main benefit is that it offers learners
the flexibility of learning when and where they want.
(7) e-learning facilitated by mobile devices and not constrained by
location or movement

MLR Data Element — Data element which is either a simple MLR data element
or a composite MLR data element

MLR Data Element Specification — Data element specification that is a MLR
simple data element specification or a MLR composite data element
specification

MLR Metadata Element — MLR data element utilized as metadata for specifying
a learning resource
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MLR Segment Specification — Description of a MLR segment, including the
specification of the position, requirements and maximum number of
occurrences of the MLR data element specifications constituting the
MLR

Modality — Learning styles and learning modalities are often spoken of
interchangeably. We commonly consider four modalities: visual (seeing),
auditory (hearing), kinesthetic (moving), and tactile (touching).
Educational environment must consider whether the student learns best
through hearing, seeing, moving, and touching

Model — Example or pattern that prescribes relationships in a normative sense

Modem — Computer equipment that allows computers to interact with each
other via telephone lines by converting digital signals to analog for
transmitting and back to digital for receiving

Moderate —
Moderator —

Module — (1) Instructional package with a single integrated theme that provides
the information needed to develop mastery of specified knowledge and
skills, and serves as one component of a total course or curriculum.

(2) In LearnUpon’s LMS, a module is a basic block a course is built from.
A module can consist of any course material, such as a video, document,
SCORM file, or an exam or survey

Mononymy — Relation between designations and concepts in a given language
in which one concept has only one designation

Monosemy — Relation between designations and concepts in a given language
in which one designation only relates to one concept

MOOC (Massive Open Online Course) — (1) This is an online course aimed at
unlimited participation and open access via the web. It is generally used
for more academic focused training and education.

(2) MOOC is an acronym for Massive Open Online Course. It is a model
for online course delivery that is free to the public and has no limits on
attendance.

(3) Free online courses offered by top colleges and universities. The
main idea is to give an opportunity to study to anyone independently
of income and location. A fee is applied only if a student wants to get a
certificate to confirm the knowledge.

(4) An online course delivered to large numbers of users at any one time,
MOOC:s can be applied for both corporate training and the delivery of
educational content.

In addition to the delivery of content, MOOCs often facilitate
collaborative discussion and interactions between both students and
teachers, or instructors and learners.
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Moodle (Modular Object-Oriented Dynamic Learning Environment) — (1)
Open source learning platform mostly implemented in education
settings. One of the main benefits of open source platforms like Moodle
is that they are free and can be highly customized. Companies should
be wary of the value a “free” learning platform can deliver an alert to the
costs quickly accrued in maintaining, updating and supporting an LMS
without a vendor. Despite its initial low cost and apparent flexibility,
Moodle’s is actually quite expensive to maintain and adapt over time.
(2) A free and open source Learning Management System widely used
in education institutions. Moodle is vastly customizable with the use
of plugins and allows for learning environments to be tailored for the
specific needs of institutions

Moral Rights — Right to claim authorship of the work and right to object to any
mutilation or deformation or other modification of, or other derogatory
action in relation to, the work which would be prejudicial to the author’s
honor or reputation

Motor Skills — Executive subroutines and past skills learned through practice

Multicasting — The transmission of information to more than one recipient. For
example, sending an email message to a list of people. Teleconferencing
and videoconferencing can also use multicasting. See also broadcasting
and unicasting

Multi-Channel Publishing — Allows the same content to be transformed into
different delivery formats. This typically includes PDF, Word, HTML,
and standard formats such as SCORM, AICC, Common Cartridge,
ePub, DITA, and more

Multimedia — (1) Refers to the presentation of information and instruction
through a combination of graphics, audio, text, or video. Multimedia
instruction is often interactive.

(2) Encompasses interactive text, images, sound, and color. Multimedia
can be anything from a simple PowerPoint slide slow to a complex
interactive simulation

Multimedia Learning — A cognitive theory — multimedia learning is based on
three main assumptions: there are two separate channels (visual and
auditory) for processing information; there is limited channel capacity;
and that learning is an active process of filtering, selecting, organizing,
and integrating information. This theory was first popularized by
Richard E. Meyer in his book Multimedia Learning published in 2001.

Multiple Intelligences — (1) Theory introduced by Howard Gardner defining
eight types of intelligence: logical-mathematical, musical, spatial, bodily/
kinesthetic, linguistic, interpersonal, intrapersonal, and naturalist
intelligence. Instead of viewing intelligence as a general ability, the
multiple intelligences theory asserts that different learners can excel in
different areas.
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(2) This theory proposes that humans possess more than one type of
intelligence. Popularized by Howard Gardner who suggested seven
different types ofintelligence (i.e., visual/spatial, verbal/linguistic, logical/
mathematical, bodily/kinesthetic, musical/rhythmic, interpersonal, and
intrapersonal), spanning three domains (i.e., the physical, cognitive and
affective domains)

N

Namespace — Designation used to disambiguate objects within a particular
scope

Narrowband — In data transmission, speeds from 50 Bps to 64 Kbps. See also
broadband

Navigation — Describes how learners move through a course, website or
document. Good instructional design should make navigation clear,
simple and engaging for users

Near Field Communication (NFC) — The ability of two devices to wirelessly
interact with each other and exchange data when placed in a near
proximity. An example of near field communication is a contactless card
payment

Needs Assessment — Tool used to identify “the gap” between what is
already known and what needs to be learned. Needs assessment uses
questionnaires, surveys, interviews, observation, etc. to collect data.
Phases:

1) List goals,

2) Determine whether or how well the identified goals are being achieved,
3) Determine gaps between the desired and actual performance,
4) Set priorities.

Types:

1) Normative,

2) Felt,

3) Expressed or demand,

4) Comparative,

5) Anticipated or future,

6) Critical-incident.

Nesting — Placing documents within other documents. Allows a user to access
material in a nonlinear fashion, the primary requirement for developing
hypertext

Netiquette — Netiquette is a set of rules or standards people follow to keep
the online environment pleasant and safe. Netiquette is all about
communicating respectfully and politely and avoiding stereotyping.
Setting those ground rules early can prevent misunderstandings
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Network — Two or more computers that are connected so users can share files

and devices (for example, printers, servers, and storage devices)

Nomadic Learning — Form of learning in which a learner has continuity of

service across different sessions, and possibly, different locations

Nomadicity — Tendency of a person, or a group of people, to move from one

location to another with relative frequency

Non-Profit University — Both non-profit and for-profit schools confer degrees,

but their focus and composition are quite different. Non-profits are the
traditional schools you likely picture when you think of college- such as
liberal arts colleges, community colleges, and state universities. These
schools receive funding from a variety of sources such as the government,
tuition fees, and donations. The money that these schools earn often
goes directly back into the schools themselves

Norm-Referenced Test — Type of test that compares the performance of a

student with the performance of other students

Not SQL (NoSQL) — Typically refers to a type of database that is non-relational,

O

but instead stores everything in a “document” format. For instance,
Mongo is a NoSQL database

“One Size Fits All” e-Learning Model — A learning model suitable for all types of

learners independently of their skills and the level of knowledge

Object Class — Set of ideas, abstractions, or things in the real world that are

identified with explicit boundaries and meaning and whose properties
and behavior follow the same rules

Objectives — (1) Course or learning objectives define the knowledge or skills

learners are expected to gain from a training program. The development
of course content should be goal-driven. Understanding who learning
content is created for, and what they should learn from it, will shape
how it’s designed and presented. Defining clear objectives also helps to
assess the effectiveness of a course after its completion.

(2) The desired outcomes for the training event (what the training
should accomplish in terms of performance the learners should exhibit
in the learning environment in order to be considered competent);
consist of three components (the performance, criterion and standard);
are congruent with the tasks and testing strategies. (Objectives can
also be established for on-the-job performance, business or impact
performance, or ROI)

ODBC (Open Database Connectivity) — An application program interface to

access information from numerous types of databases, including Access,
dBase, DB2, and so forth
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Off-the-Shelf Content — (1) Content that is designed and sold as is, with no

personalization or modification, to a training provider. Often used in
the case of compliance training, where universal rules and instruction
are applicable.
(2) Often called ‘Generic or ‘Ready-to-Go, Off the Shelf content has been
developed to be useful for a relatively large user base across multiple
organizations. The opposite is bespoke content that is made to order for
a specific organization. Oft-the-shelf e-learning covers a certain area of
knowledge or skill that could be relevant to multiple customers

OID (Organization Identifier) — Identifier designated by a global registration
system of organizations

OJT (On the Job Training) — (1) Training that takes place in a normal working
situation. This can be captured by an LMS like LearnUpon with self-
awarding and approval features, or via xAPI.

(2) Employee training that occurs while the individual is working in the
role. A trainer or supervisory role is typically present to offer hands-on
guidance and support

Onboarding — (1) This is the process of integrating a new employee, partner,

or customer into an organization and familiarizing them with the
organizations products and services.
(2) The process of acclimating a new employee, channel partner or
customer to an organization and / or the organizations products and
services. Onboarding typically includes orientation and training on
topics relating to the company, operational processes and the business’
product offerings

One-to-One Evaluation — The first stage in formative evaluation, referring to
direct interaction between the designer and individual tryout student

Onground Environment — The traditional classroom environment, also known
as face-to-face (F2F)
See also ILT

Online — The state in which a computer is connected to another computer or
server viaanetwork. A computer communicating with another computer

Online Assessment — (1) Often used interchangeably with e-learning and web-
based training. Any form of learning conducted on a computer and
usually over the internet.

(2) The evaluation of specific skills and competencies conducted via
the web. Online assessments are also known as e-assessments and may
consist of quizzes, questionnaires, assignments or surveys

Online Community — Meeting place for learners on the Internet. Designed
to facilitate interaction and collaboration among people who share
common interests and needs
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Online Courses — A series of lessons most often delivered through a web
browser or app on desktop or mobile devices. An online course is a web-
based environment for learning that often includes learning activities,
assessments, discussions and various types of learning resources

Online Education — Online education is about connecting the student to
instruction and educational materials by way of the Internet. Other
terms used include Virtual learning, Cyber learning, and e-learning

Online Learning — (1) A term used to describe distance or correspondence
classes conducted via the Internet.
(2) The term online learning is often used synonymously with e-learning.
It is an umbrella term that includes any type of learning accomplished
on a computer and usually over the Internet.
(3) Frequently used synonymously with e-learning and meaning the
same as web-based training, online learning describes education or
training where materials are distributed, and communication takes
place, over the Internet.
(4) Learning delivered by Web-based or Internet-based technologies.
See Web-based training and Internet-based training
(5) Learning enabled via connection to a computer network

Online Learning Environment — A “virtual training space” which involves
communication via an internet-based format — usually an LMS such as
Moodle, but also any other medium including email, Skype, etc.

Online Training — Web- or Internet-based training

Open Badges — An accomplishment recognition initiative developed by the
Mozilla Foundation. ‘Open Badges™ refer to a method of packaging
information about achievements and fulfilled goals and embedding it
into a portable image file; acting as a digital badge

Open Platform — A computer and network design concept that dictates that all
users will have the ability to access, create, and publish information, as
well as understand each other’s information

Open Source — A piece of software with a source code that is freely available for
the public to modify to suit their individual needs. Often, changes are
shared and the software is collaboratively improved upon

Open Source Software — (1) Software for which the source code is publicly
available for use and development free of charge. Moodle is an example
of open source software that’s used widely in specific kinds of e-learning
environments, like universities
(2) A program in which the source code is available to the general public
for use and/or modification from its original design free of charge, i.e.,
open. Open source code is typically created as a collaborative effort
in which programmers improve upon the code and share the changes
within the community.
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(3) Software that meets each of nine requirements listed by the non-
profit Open Source Initiative in its Open Source Definition

Open University — University that offers distance learning at university level
Optional Data Element — Data element which may be used to describe alearning
resource

Optional Metadata Element — A metadata element for which a value may be
assigned, at will

Order Relation Semantics — Attribute of a data element specification which
serves to describe, when data elements are ordered, the meaning of the
order of appearance

Ordered Indicator — Attribute of a data element specification which serves to
indicate whether or not the order of the occurrences of repeatable data
elements described by this specification is significant of not

Original Equipment Manufacturer (OEM) — A term often used in e-Learning as
“OEM License’, referring to software that is sold to computer builders
and hardware manufacturers (OEMs) in large quantities, for the purpose
of bundling with computer hardware

Origination Site — The location from which a teleconference originates

Outcomes — Describes the knowledge or skills learners are expected to gain
from engaging with course content. While objectives describe what
an instructor intends learners to learn, outcomes record what learners
actually learned

Outsource — Make an arrangement where an external organization performs
part of an organization’s function or process

P
Packet — A bundle of data transmitted over a network. Packets have no set size;
they can range from one character to hundreds of characters
Para Block — A foundational object in most content structures. It is an all-

purpose object that contains a collection of the most common document
objects (text, images, videos, tables, lists, etc.)

Participant — (1) A person or agent that receives and (usually) composes
and sends expressions or messages in a collaborative environment.
A participant can be assigned one or more roles in this environment
(2) An interactive entity such as a human being, an artifact such as an
interactive computer process (enabled by appropriate software, data and
interfaces), or a set of such entities and/or artifacts acting and reacting
as a single entity
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Partner Training — (1) Partner training, or reseller training, gives partners the
tools they need to be successful members of an organization. This can
include product training, sales training, support training or marketing
guidance.

(2) Also known as channel partner training, partner training is education
delivered by a company to the organizations that market or sell its
products and services. Partner training topics typically include product
knowledge, compliance, brand standards, selling skills and sales process

PCI (Payment Card Industry Data Security Standard) — This describes whether
or not a vendor is adhering to the appropriate industry standards of
payment information collection and processing. If you are selling
courses online, it is advisable to use an LMS that is PCI compliant or,
like LearnUpon, integrates with PCI compliant transaction engines

PDA (Personal Digital Assistant) — Handheld computer device used to organize
personal information such as contacts, schedules, and so forth. Data
can usually be transferred to a desktop computer by cable or wireless
transmission

Pedagogy — (1) Derived from the Greek for “to lead”, pedagogy is an instructor-

centered approach to educational activities in online and face-to-face
environments. In e-learning, pedagogy involves selecting the best
methods to convey information to learners
(2) An educational approach characterized by teacher-centeredness. The
teacher is viewed as an authority figure and students are not generally
involved in decisions/actions in regard to learning.
(3) The methodology and practice of teaching, specifically in K-12
education. Pedagogy considers theories of learning and student needs
and applies them to teaching strategies. It informs teachers’ actions,
judgments, decisions and interactions with students. Pedagogy serves
as the foundation upon which andragogy and heutagogy were built

Performance — Performance is the component of a learning objective that
describes what the learner should be able to do at the completing of the
instruction

Performance Analysis — Actions taken to discover the cause of the performance
discrepancy

Performance Discrepancy — Gap that exists between the Actual Performance
(the current performance of learner) and the Desired Performance
(required or requested performance)

Perfformance Gap — See Performance Discrepancy

Performance Objective — Describes what the learner should be able to do
on-the-job (as opposed to what the learner should be able to do
within the learning environment as a result of the training). Detailed
description of what students will be able to do when they complete a
unit of instruction. Also known as behavioral objective or instructional
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objective. Criteria for assessing the performance — Audience Behavior,
Condition, Degree (ABCD)

Performance Support — The electronic performance support system (EPSS) is
an online support program that allows users to access the information
and training resources that support work performance

Permissions — Permissions govern a user’s rights to create, write, update, and
delete files
Person — Entity, recognized by law as having legal rights and duties, able to make

commitment(s), assume and fulfill resulting obligation(s), and able of
being held accountable for its action(s)

Personalization — (1) Personalization matches the needs of a learner to the
available learning resources in the organization. A personalization
system uses a user profile to determine how to match the user to the
content.

(2) Tailoring Web content to an individual user. Can be accomplished by
a user entering preferences or by a computer guessing about the user’s
preferences

Personas — Personas (or Learner Personas) are considered and detailed profiles
designed to reflect the goals, interests, education background and
specific skills of learners. They are used by Instructional Designers to
help understand their audience when designing courses or learning
initiatives, ensuring courses are engaging and relevant to the end user

PilotTest — Thelaststepinthe Field Trial (the third phase of formative evaluation).
Data collected is provided to the client who uses it to make the final
decision about whether to proceed with implementation

Plan of Study — The plan of study document details the course groupings term-
by-term that are used to create the student’s course schedule and helps
guide decisions around which courses to take next

PLE (Personal Learning Environmen) — Are systems that help learners take
control of and manage their own learning. This includes providing
support for learners to

— set their own learning goals
— manage their learning; managing both content and process
— communicate with others in the process of learning and thereby achieve

learning goals.
A PLE may be composed of one or more sub-systems: as such it may be
a desktop application, or composed of one or more web-based services

Plug-In — An accessory program that adds capabilities to the main program.
Used on Webpages to display multimedia content

Podcast — Digital audio files used by millions of listeners to learn about a huge
range of subjects. One popular e-learning podcast is hosted by Connie
Malamed and started in 2013.
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Many instructors and course developers have started to create podcasts
to share their expertise with learners and the e-learning world in general

Point-to-Multipoint — Transmission between multiple locations using a bridge
Point-to-Point — Transmission between two locations

Point-to-Point Protocol (PPP) — A data link layer (layer 2) communications
protocol used to establish a direct connection between two nodes

POP (Point of Presence) — The geographic location of a particular switch or
service

Portal — (1) A web site that aggregates disparate content and services into a
unified user interface.
(2) A Website that acts as a “doorway” to the Internet or a portion of the
Internet, targeted towards one particular subject
See also Learning Portal

Post — To place a message in a public message forum. Also, to place an HTML
page on the World Wide Web
Practice ltem — (1) A question or learning activity that serves as an informal

validation and reinforcement of instruction.

(2) A sample question that precedes a test, designed to ensure that the
learner understands the mechanics of the testing system.

(3) A question or learning activity that allows learners to test whether
they can apply the skills and knowledge just learned

Practices — Reinforcement activities that give the learner an opportunity to
apply skills and knowledge. Often the system provides mentoring and
feedback. Variants are case study, learning activity, practice quizzes,
practice test, testing quiz, and practice labs

Practicum — A practicum is a course of study for teachers, doctors, nurses,
etc., that involves actually working in the area of study and using the
knowledge and skills that have been learned in a school

Prescriptive Learning — (1) A process in which only coursework that matches a
learner’s identified skill and knowledge gaps is offered to him or her, with
the goal of making the learning experience more meaningful, efficient,
and cost-effective.

(2) Prescriptive learning is a methodology that pre-tests a user against
a set of learning objectives, measures their baseline knowledge, and
adapts the curriculum delivery

Private  Communication — Electronic communication (email) sent to the
personal email mailboxes of one or more individuals as opposed to a
public conferencing forum

Private School — A private college is supported by tuition, endowment, and
donations, unlike a public college, which is often supported by state
funds. Private colleges often offer the best financial aid and more personal
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attention, but it is important for students to review each college’s specific
attributes in relation to their educational needs

Problem-Based Learning — A learner-centered approach that is similar to
Scenario-Based Learning. In this approach, learners are presented with
a problem and gain knowledge from the development of a solution

Problem-Based Storytelling — Teaching how to solve the problem with the best

results
Procedure Standard — Standard that specifies procedures to be followed
Product — Entityasaresult of a process developed or used for learning, education

and training purposes.

There are four generic product categories, as follows: software (e.g. web-
based trainings, communication tools, learning (content) management
systems); hardware (e.g. computers, web-cams); processed materials
such as learning resources (e.g. educational components, learning
objects, web services); services (e.g. tutoring)

Proficiency — (ITLET competency) progress, advancement or improvement
in a competency including skill, knowledge, attitude, and competency
related concepts which is used to identify level or degree of a competency
by judgment or measurement. A proficiency may have proficiency levels

Proficiency Level — (ITLET competency) level of competency proficiency that is
position, in other words degree or grade, which is segmented or specified
for competency proficiency as a certain class, stage or possession state.
Value of a proficiency level is quoted to persons as formal or informal
representation of competency proficiency

Proficiency Level Sequence — (ITLET competency) a value set of proficiency
level. The sequence can be of several types: nominally expressed steps
as ordinal degree, numbered steps as ordinal degree (increasing or
decreasing), continuance as interval scale or ratio scale by number,
SDT (e.g. pass or not). All these different ways can express a degree of
proficiency level

Program Manager — The initial college representative that a prospective
student will speak with when researching admission requirements for
a particular program is the program manager. The program manager
will assist potential students through the application and/or admission
process up until the applicant begins his or her first course

Project — A specific, finite task with a well-defined set of predetermined
outcomes

Projection System — A device for showing video, television, or computer images
on a large screen

Protocol — A formal set of standards, rules, or formats for exchanging data that
assures uniformity between computers and applications
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Prototype — A functional version of a new process and/or product, usually in an
unfinished state, whose effectiveness and efficiency to be tested

Prototyping — Process of assembling produced and/or revised instructional
elements, and of testing, revising, summatively evaluating, and preparing
the system for marketing

Provider — Institution or company delivering products, services or solutions for
learning, education or training purposes

Proximity Beacons — The Proximity Beacon API is a cloud service that allows
you to manage data associated with your Bluetooth Low Energy (BLE)
beacons using a REST (see Representational State Transfer) interface. In
e-learning, proximity beacons can be used to designate “learning zones’,
and deliver educational to content to people’s mobile devices once they
have entered the designated zone

Psychomotor Domain — The division of Bloom’s taxonomy of educational
objectives that references those objectives and test items demonstrating
manipulative and/or motor skills

Public Communication — Electronic communication sent to a public
conferencing forum, listserv, or mailing list where one message is
distributed to all list members

Publication (of a Fixed Performance or a Phonogram) — Offering of copies of
the fixed performance or the phonogram to the public, with the consent
of the right holder, and provided that copies are offered to the public in
reasonable quantity

Publishing Tool — A software application or program that allows people to
publish their own e-learning courseware to a specific location, such as
an Internet server

Pull Technology — Specifically requesting information from a particular source.
Downloading Web pages via a Web browser is an example of pull
technology. Getting mail is also pull technology if the user initiates a
request to retrieve it. Contrast with push technology
See also Push Technology

Push Technology — (1) Push technology, or server push, is a style of Internet-
based communication where the request for a given transaction is
initiated by the publisher or central server.

(2) Transmitting data from an internal network or a cloud-based service
to the user’s computer or mobile device. Notifications for a wide variety
of events such as stock quotes and Facebook posts are pushed in real
time

See also Pull Technology
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Q

QTl — The IMS question and test interoperability (QTI) is an XML standard for
assessment times and tests that enables them to be interoperable across
delivery systems

Quantified Self — Tracking and analyzing personal data in a numeric format to
gain a deeper understanding of behaviors with a view to implementing
changes and improvements

Question Pool — Also known as a question bank, is a group of reusable questions
from which an exam or survey can be created

R

RAM (Random-Access Memory) — Temporary storage for data and program
instructions

Rapid Authoring — Rapid authoring describes a class of desk-top authoring tools
that create e-learning content

Rapid Learning — A process of creating courses within shorter period of time,
within smaller budget, making fewer efforts and involving minimum
resources

Rapid Prototyping — An ISD application model first used in the software
industry that features instruction offered in early draft form with the
stated purpose of obtaining increased input from multiple stakeholders
during the revision process in order to produce a superior product

Readmission — Students become inactive for various reasons, and there are
different types of inactive statuses. Should an inactive student decide to
return to college, procedures are determined depending on the student’s
inactive status. Typically, any student wishing to be readmitted must not
have an outstanding balance or be delinquent on any student loans

Realm — Technical data organized as a collection of zero or more registers that
serve as a unit

Real-Time Communication — Communication in which information is received
at (or nearly at) the instant it is sent. Real-time is a characteristic of
synchronous communication

Receive Site — A location that can receive transmissions from another site for
distance learning

Reclamation — De-assignment of designation(s) for a registration and its
subsequent de-registration
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Register — (1) Set of tables (paper, electronic, or a combination) containing the
assigned designations and the associated information
(2) Technical data organized as a set of tables and their relationships

Registration — Assignment of an unambiguous designation to a registration in a
way which makes the assignment available to interested parties

Registration Authority — Entity responsible for administering the registration
provisions of a standard

Registration Avuthority Process — Procedure standard the describes the
maintenance and change processes of one or more registers

Registration Designation — Designation that is associated with the registration
aspects of the registration process

Registration ltem — Unit of registration that contains technical data and
administrative data

Registration Status — Status in the life cycle of a registered item

Registration Target — Intended table, register, or realm for the registration of the
registered item

Registry — System and its administration that implement one or more registers
Registry ltem — Metadata item recorded in a metadata registry
Registry Metamodel — Metamodel specifying a metadata registry

Relation Database Management Service (RDBMS) — A relational database is a
very typical database format, which splits up data into different “tables”
that can be “related” with IDs. SQL is a relational database

Reliability (Test) — The degree to which a test instrument consistently measures
the same group’s knowledge level of the same instruction when taking
the test over again

Repeatability Indicator — Attribute of a data element specification which serves
to specify whether or not data elements described by this specification
may be used only once, or more than one, in the description of alearning
resource

Representational State Transfer (REST) — A software architecture style consisting
of guidelines and best practices for creating scalable web services

Repurpose — (1) To revise pre-existing training material for a different delivery
format. For example, instructor guides and student manuals are often
repurposed into web-based training.

(2) Repurposing content means using existing content by adapting it to
a new context

Requirement — Need or expectation thatis stated, generally implied or obligatory

Residency — Aresidencyisathreetofourdayin-person workshop often required
by online graduate level programs. The residency incorporates faculty-
to-student and student-to-student interaction, access to instructional
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and other resources, exposure to and socialization in the field of study,
and suitable academic advising

Resolution — The clarity of the image on the video display screen

Resource — (1) Entity that can be identified and referenced by an unambiguous
and stable identifier in a recognized identification system.

(2) Anything that might be identified

Resource Class — Set of resources that can be identified by listing or description
of boundaries and meaning and whose properties and behavior follow
the same rule

Resources — Learning materials often stored in an LMS are referred to as
resources. Learners can use resources like help guides or dictionaries to
support their learning independently

Responsible Organization — Organization or unit within an organization that is
responsible for the contents of a registered item

Responsive Design — Responsive design is essential for software and courseware
intended for use on mobile devices. It is a type of web development
that allows the appearance of a website to dynamically adapt to a
range of screen sizes. A good LMS should be mobile responsive for the
convenience of users

Responsive Design LMS — An LMS which layout adjusts to the screen of a
device used

REST (Representational State Transfer) — Describing how one system can
communicate state with another, an API that adheres to REST (or is
RESTful) does not require the client to know anything about the API
structure. The server only needs to provide whatever information the
client needs to interact with the service

Retention Rate — This refers to how long the learner remembers what they
learnt. Of course, the more they remember, the more likely they will
incorporate it into their everyday work practices. This is the hallmark of
a great training course

Reusable Learning Objects (RLOs) — (1) Object or set of resources that can be
used for facilitating intended learning outcomes, and can be extracted
and reused in other learning environments. Associated with e-learning
resources that can be used in multiple learning environments.

(2) A collection of RIOs, overview, summary, and assessments that
supports a specific learning objective

Reuse — Reused content is linked to multiple contexts. A single change to a
reused object will update all the contexts in which it’s being referenced

RFP (Request for Proposal) — A document produced by a company seeking
goods or services and distributed to prospective suppliers. Suppliers
then provide proposals based on the criteria specified within the RFP
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RIO (Reusable Information Object) — A collection of content, practice, and

assessment items assembled around a single learning objective. RIOs
are built from templates based on whether the goal is to communicate a
concept, fact, process, principle, or procedure. (Pronounced “REE-O”)

ROI (Return on Investment) — (1) A common business term, in e-learning

ROI, references a ratio of the profit accrued by an investment versus
the cost of the investment. Usually expressed as a percentage Training
professionals are now often required to demonstrate the ROI of learning
programs and software to leadership teams. In learning departments,
ROl is sometimes calculated by comparing the cost of providing training
to the tangible results of training, for example, a decrease in accidents or
increase in the number of payments processed, an increase in number
of calls handed or a decrease in error rate. The ROI of an LMS is often
calculated by comparing the reduced costs of e-learning to historical
costs of face-to-face training

(2) A performance indicator measuring the profit after all costs deducted.
In relation to e-learning costs include the cost of course development,
LMS, authoring tools, etc.

Role — (1) The function assumed or part played by a participant in a collaborative

Roleplay

environment. This function or part is associated with activities,
permissions and/or responsibilities. Typically, terms such as “teacher,”
“facilitator” or “student” can be used to designate these functions, parts
or roles.

(2) A profileorlisting of rights and responsibilities specified for a potential
or actual member of a collaborative group. By assigning a single role
or several roles to a collaborative group member, the aggregate rights
and responsibilities associated with the role(s) are transferred to this
participant

— In e-learning this term usually refers to exercises which involve at
least two people who are asked to complete interactive tasks facilitated
by a computer program. As the names suggests this normally involves
the people involved being invited to perform roles e.g. Customer and
Assistant being a natural one. It is a natural extension of the scenario
paradigm and can fit well with system simulations

RSS (Really Simple Syndication) — Technically, RSS stands for “RDF Site

Summary’, but it is commonly referred to as “Really Simple Syndication”
RSS Is a family of Web feed formats used to publish frequently
updated content such as blog entries, news headlines, and podcasts in
a standardized format.[2] An RSS document (which is called a “feed”,
“web feed”, or “channel”) contains either a summary of content from an
associated web site or the full text. RSS makes it possible for people to
keep up with web sites in an automated manner that can be piped into
special programs or filtered displays
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RSS Feeds — An RSS feed will alert you when a site you are interested in adds
new content. It’s a convenient way to stay up to date on news or opinions
from various sources

S

Saas (Software as a Service) — (1) A service hosted in the cloud by an LMS
vendor so that customers do not need to install the system locally.
Eliminating the installation of an LMS reduces demands on the customer
for software maintenance and in-house technical support. Choosing
a cloud-based LMS eliminates costs generated by purchasing and
installing hardware and allocating resources to manage it. However,
a self-hosted platform can be a better fit in scenarios where every
application in an organization must follow the same architecture.

(2) Software that is licensed to a company or individual on a subscription
basis. SaaS has notable benefits, such as cost savings resulting from
the absence of hardware installations, maintenance and upgrades.
Additionally, SaaS products are easily scaled to suit the precise needs
of the customer as the software is hosted externally by the vendor. This
benefit extends to development and upgrades, as SaaS users can simply
log on to a service that is consistently maintained.

(3) Hosting of data and software applications on a network. The data
stored is accessible to users through the web in a centralized location

Sales Training — Training focused on developing an employees skills and
techniques related to creating sales opportunities and closing deals
for a company. The goal of sales training is to prepare a salesperson to
effectively influence prospects’ buying decisions

Scaffolding — Scaffolding is the collection of resources given to online learners
to help them achieve their goals. That can include praise, dividing a
task into manageable steps or offering tips to help them overcome an
obstacle. As the online learner progresses, resources are slowly removed.
The goal is to provide a learner with the guidance they need to become
confident and empowered. The result is that they are able to participate
in self-guided learning activities without assistance

Scalability — (1) Scalability refers to the extent to which an LMS can expand
to handle a growing number of courses, concurrent users, and request
response times. It is an important requirement for organizations that
intend to grow or have unpredictable usage patterns. Most companies
need an LMS that is flexible enough to adjust as numbers of admins and
learners rise and fall. Most cloud-based learning management systems
are flexible enough to adapt to agile environments.

(2) The degree to which a computer application or component can be
expanded in size, volume, or number of users served and continue to
function properly
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Scalable LMS — An LMS that allows increasing the number of seats on demand

Scale — Ordered set of values, continuous or discrete, or a set of categories to
which the attribute is mapped

Scenario-Based Learning — A type of learning in which a learner becomes a
part of the story and achieves different outcomes depending on certain
decisions

Scenario-Based Training — A Scenario is a framework for exercises, where

the learning experience is hung around a realistic situation or story. It
presents an exercise where the student is invited to imagine a situation
and is sometimes called immersive learning. Read our post on creating
scenario-based training with e-learning to learn more. In learning
scenarios are often referred to as instructional scenarios

SCO (Shareable Content Object) — SCO allows the elements of the SCORM
package that can be reused across a range of tools and platforms. When
all of the elements of the package are SCORM compliant, the content
should be understood by all compatible learning platforms and tools

SCORM (Shareable Content Object Reference Model) — (1) Perhaps the
most ubiquitous set of standards, SCORM was developed by Advanced
Distributed Learning (ADL) and applied when developing LMS
content. SCORM defines how online learning content speaks to, and
tracks results back to, an LMS. The acronym indicates that SCORM is
interoperable: a piece of content that is easy to reuse, share and repurpose
across e-learning tools and platforms. The Sharable Content Object part
of the term refers to the units of online learning material the learning
management system (LMS) intends to impart to learners. In essence,
the “SCOs” are the building blocks of digital instruction.

(2) A collection of standards ensuring content compatibility with any
SCORM compliant LMS. A SCORM compatible content is created with
authoring tools and can be reused and transferred to a new LMS with no
need to spend money and efforts on the content remaking.

(3) An XML-based framework used to define and access information
about learning objects so they can be easily shared among different
Learning Management Systems (LMSs).

(4) A set of specifications that, when applied to course content, produces
small, reusable learning objects. A result of the Department of Defense’s
Advance Distributed Learning (ADL) initiative, SCORM-compliant
courseware elements can be easily merged with other compliant
elements to produce a highly modular repository of training materials.
(5) A set of technical standards used by creators of learning content and
learning management systems to ensure that all e-learning content can
“communicate” together. The goal is to provide the same experience to a
learner across compliant learning management systems.
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(6) A standard that ensures instructional content will link with and
appear correctly within the LMS if both the instructional content and
the LMS are SCORM compliant

SCORM Files — Sharable Content Object Reference Model is a collection of
standards and specifications for web-based e-learning. It defines
communications between client side content and a host system (called
“the run-time environment”), which is commonly supported by a
learning management system. SCORM also defines how content may
be packaged into a transferable file called “Package Interchange Format”

SCORM Package — A zip file created for upload to a SCORM compliant LMS.
The package is created by selecting the export to SCORM option in the
authoring tool used to create course content. All the elements of the
course (like text, images, video, navigation settings, and quizzes) will
be used to create the SCORM package. The package understands the
SCORM protocol and can be reused and imported to any LMS that
supports SCORM

Screen Reader — (1) Software that lets blind users access computer screens
and web pages. Screen readers read out the text, or text equivalent, on
computer screens and web pages. Popular screen readers are JAWS and
Window Eyes.

(2) Computer software that speaks text on the screen. Often used by
individuals who are visually impaired

Script — A program or set of instructions not carried out by the computer
processor but by another program. Code is interpreted at run time
rather than being stored in executable format

Scripting Language — See Script

Scroll — To move text and images on a computer screen in a constant direction
— down, up, right, or left

Seamless Technology — Technology that is easy to use, intuitive in nature, and
is not the focus of the learning experience
See also Transparent Technology

Secure Assertion Markup Language (SAML) — Security Assertion Markup
Language (SAML, pronounced SAM-EL) is an XML-based, open-
standard data format for exchanging authentication and authorization
data between parties — typically in the context of Single Sign On

Security — Security refers to the protection of user data and content

Segment — (1) A group of metadata elements specific to an application profile.
(2) A non-normative label used to categorize a set of metadata elements

Segment Group — Identified hierarchical set of segments and/or segment groups

Segment Specification — Description of a segment, including the specification
of the position, requirements and maximum number of occurrences of
the data elements constituting the segment
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Self-Directed Learning — (1) A learner-initiated learning exercise in which an
individual recognizes their own learning needs, develops personal goals,
identifies appropriate resources and evaluates their learning outcomes.
This learning is performed independently without the guidance of an
instructor.

(2) A learning environment in which students are given a great deal
of responsibility for and input into their own learning. The role of the
teacher becomes to facilitate or guide learning rather than direct it.

(3) A process in which individuals work autonomously to identity their
learning needs, develop learning goals, find appropriate resources,
implement learning strategies and evaluate their learning

Self-Assessment — Process by which the learner determines his or her personal
level of knowledge and skills

Self-Paced Instruction — Self-paced instruction allows you to determine your
schedule
See also Instructor-Led Classes

Self-Paced Learning — (1) A type of asynchronous instruction, self-paced
learning allows learners to control the pace and timing of their progress
through course materials.

(2) When a learner is able to consume educational content at a rate
which suits them, as facilitated by instructional design that allows the
learner to control the rate of content delivery.

(3) Self-paced learning refers to the type of instruction that allows a
person to control the flow of the courseware. It implies the learning
environment is asynchronous.

(4) A type of learning directed by a student, not an instructor. A student
determines the amount of time to study as well as a comfortable place
to access the courses from.

(5) If learners are able to access and use education and training materials
at a time that suits their schedules and preferences, this is known as self-
placed learning. Without the traditional classroom timetable, learning
is open to those with other commitments, such as paid employment or
childcare responsibilities.

(6) Offering in which the learner determines the pace and timing of
content delivery

Self-Regulation — A primary component of self-guided e-learning, self-
regulation involves thinking and acting without relying on the opinions
of others. It usually requires determination, focus, and self-control, as
the learner must overcome challenges and apply the knowledge they
have gained in order to achieve their objectives

Semantic Analysis — In linguistics, is the process of relating syntactic structures,
from the levels of phrases, clauses, sentences and paragraphs to the level
of the writing as a whole, to their language-independent meanings
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Semester — A “semester” system (from the Latin meaning “six-monthly”)
divides the academic year into two terms, which are usually 14-20
weeks each. Some schools follow a trimester (three terms a year) or even
a quadmester (four terms a year) schedule
See also Academic Term

Sentiment Analysis — Refers to the use of natural language processing, text
analysis and computational linguistics to identify and extract subjective
information in source materials

Sentinel Value — Element of a value space that is not subject to a datatype’s
properties and characterizing operations

Service — (1) Intangible entity that is the result of at least one activity performed
at the interface between the supplier and customer.
(2) Generally consists of the following three elements: use of tangible
products, application of knowledge and skill, and human labour or
activity

Service Organization — Institution or company that provides an intangible
product that is the result of at least one activity performed at the interface
between the supplier and customer

Service Provider (SP) — In a Single Sign On environment, the SP is the service
that talks to an IdP in order to get user information. Can be used in
the context of SAML, e.g. “Your Active Directory system will act as the
SAML IdP, whereas Curatr will be the SAML SP”

Session — (1) Academic Term.
(2) Period of time during which a user of a computer can communicate
with an interactive system, usually equal to elapsed time between logon
and logoft. (IEEE Standard Dictionary of Electrical and Electronics

Terms)
Simple Data Element — Data element containing a single data element value
Simple Data Element Specification — Set of attributes characterizing a simple

data element
Simple Metadata Element — Metadata element that is a simple data element
Simple Term — Term containing only one root

Simulation — (1) A highly interactive application that allows learners to model
or role-play a scenario. Simulations are designed to allow learners to
practice skills in a risk-free environment.

(2) In e-learning a simulation is an instructional scenario where the
learner is invited to interact with a facsimile of a real world object to
help achieve learning objectives (intake of breath). The target object
can be diverse as a computer system, a complex device such as piece of
machinery or a human body. A key goal of the simulation is to make
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the user interactions as realistic as possible given the limitations of the
device the e-learning will be running on
See also Systems Simulations

Single Sign On (§SO) — An authentication service that allows users to sign into
multiple platforms using a single set of credentials

Single-to-Multiple Term Equivalence — Relation among terms where the source
language cannot be matched by an exactly equivalent term in the target
language, but the concept to which the source language term refers can
be expressed by a combination of two or more existing preferred terms
in the target language

Situated Learning — Learning that occurs in a classroom situation with specific
physical and social contexts. Knowledge is facilitated by learners
interacting with the setting

Skill — Physical, usually involving motor tasks

Skill Gap Analysis — Compares a persons skills to the skills required for the job
to which they have been, or will be, assigned. A simple skill gap analysis
consists of a list of skills required along with a rating of the employee’s
level for each skill. Ratings below a predetermined level identify a skill

gap
Skills Inventory — A list of skills or competencies that an individual possess,
usually created by self-evaluation

Skype — A video, voice and instant messaging software application to
communicate with people over the internet

SLA (Service Level Agreement) — An agreement between a service provider and
its customers that defines obligatory performance standards and which
services will be provided during the working relationship. It should
include expectations about the implementation, hosting, performance,
maintenance, and support of an LMS. An SLA must also document the
consequences of not meeting expectations

SLIP (Serial Line Internet Protocol) — A means of allowing a user to connect to
the Internet directly over a high-speed modem. SLIP is older and used
less frequently than PPP
See also Point-to-Point Protocol

Slow Scan Converter — Transmitter or receiver of still video over narrowband
channels. In real time, camera subjects must remain still for highest
resolution

Smallest Permitted Maximum (SPM) — A declaration regarding the upper limit
of the size of a data element value, which has a variable size. Typical
data elements whose specifications define SPMs are character strings,
records, arrays, bags, sets, and the kind

Small-Group Evaluation — The second stage of formative evaluation, referring to
the use of a small number of tryout students who study an instructional
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program without intervention from the designer and are tested to assess
the effectiveness of the instruction

SME (Subject Matter Expert) — (1) An individual with specialist knowledge
about a topic or subject area covered in a course. Instructional designers
collaborate with subject matter experts to develop engaging content
that’s informed and accurate beyond the expertise of their own domain.
In the business sector, anyone in an organization could serve as an SME
on topics specific to their role. For example, an instructional designer
may interview a director of sales to develop sales training content for an
online course.

(2) An individual who is recognized as having proficient knowledge
about and skills in a particular topic or subject area

SOAP (Simple Object Access Protocol — XML-based messaging protocol for
exchanging information among computers

Social Learning — (1) According to Albert Banduras social learning theory,
the process of learning is affected by the environment we learn in, and
interactions we have. We learn by observing and imitating the behavior
of others. In e-learning, social learning can occur in discussion forums
within LMSs, chats on various platforms (Curatr), live virtual sessions
or even on social media (Facebook). Social learning is the 20% in the
70:20:10 model.

(2) A learning concept recognizing that undertaking training/
educational courses in a collaborative forum in which ideas can be
discussed and concepts freely explored contributes to much higher
engagement and retention than more traditional teacher/learner
environments. Information associated with learning such as courses,
certificates and grades is displayed on students’ social profiles evoking
the effect of competition, striving for improving knowledge and skills
not to lag behind the peers.

(3) A cognitive process that occurs through social interactions with the
goal of making sense of new information and ideas. It is based on the
ideas of Social Learning Theory, which emphasizes the significance of
adopting new behaviors through observing and imitating others.

(4) Learning with and from others. This can happen through direct and
indirect contact. Direct contact is the in-person interaction between
learners in a training room setting, or an informal on-the-job setting.
Indirect contact is what we do on social media like LinkedIn, Twitter,
online course discussion boards, etc.

Social Media Learning — Refers to the acquisition of information and skills
through social technologies that allow people to collaborate, converse,
provide input, create content and share it. Examples of social media
learning can occur through online social networking platforms, blogs
and microblogs (like Twitter), online talk radio and wikis
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Soft Skills — Business skills such as communication and presentation, leadership
and management, human resources, sales and marketing, professional
development, project and time management, customer service, team
building, administration, accounting and finance, purchasing, and
personal development

Software — A set of instructions that tell a computer what to do; a program

Solution — Subcategory of products containing software, hardware and processed
materials developed or used for learning, education and training
purposes

Solutions Architect — Usually sitting within the solutions development team, a
solutions architect is often responsible for the design of one or more
applications or services within an organization. They help provide
strategic direction in solving technical problems while working closely
with clients and customers to ensure their specific product needs are
met

Spaced Learning — A learning method that aims to maximize retention, in
which condensed “bite size” content is repeatedly delivered to learners
over a period of time. Intervals are left between the delivery of learning
content, the size of which can be adjusted depending on the audience,
content and objectives. Content may be presented in different media
formats each time, or in the same format

Spam —

Specification — A plan or protocol agreed between a number of bodies or
organizations. In e-learning, a specification usually describes an
established approach to the development of content or software. Once
a specification has been recognized by an official body, it becomes a
standard, like AICC, SCORM or xAPI (Tin Can)

SPOC (Small Private Online Courses) —

Sponsor/Client — Person paying for the project and who has requested that the
project be undertaken

SQL (Structured Query Language) — Language for accessing information in a
database and updating entries

SSL (Secure Socket Layer) — Secure Socket Layer is the standard in security
technology for the encryption of links between a web server and a
browser. All data passed between the web server and browsers remain
private and secure

$SO (Single Sign-On) — A single set of credentials that allows users to access
multiple applications in your organization while only needing to log in
once. When SSO is implemented, users do not need to login to access
applications, like your LMS, separately
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Stakeholder — A person with a vested interest in the successful completion of
a project. Stakeholders in e-learning often include the developer, the
facilitator, the learners, the learners’ managers, customers, and so forth

Stand-Alone Data Element — Simple data element that shall not be comprised
in any composite data element

Stand-Alone MLR Data Element — MLR data element that is a stand-alone data
element

Standard — (1) Once an e-learning specification has been recognized by a
governing body like IEEE or ISO it becomes a standard. Popular
e-learning content standards include SCORM, xAPI, and AICC.

(2) A standard is a custom or norm that is required to be met by all
parties

State API — Part of the wider xAPI specification, State API allows learning
activities without their own database to store some basic bookmarking
data or settings

Statement API — Statement API is essentially the heart of “Tin Can” (xAPI) and
deals with the tracking and reporting of learning activities

Story-Based Learning — A framework for exercises where the training is
accompanied by an unfolding story or narrative to help guide the
learner and stimulate their thought processes. In e-learning, this is
highly similar to scenario-based training, but with a focus on putting
the learner through a precise journey

Storyboard — (1) A key part of the process of developing e-learning courseware,

storyboards are simple and effective for course builders. Originated
in cartoon animation as illustrators would roughly sketch frames for
approval by stakeholders before drafting final content. Storyboards are
usually mapped with tools like PowerPoint, Word, and Visio
(2) A collection of frames created by a developer that detail the sequence
of scenes that will be represented to the user; a visual script.
(3) The process of illustrating an e-learning or training course through
text and mockups. Storyboards typically include screens that outline
placeholders for learning elements that are to be developed. They are
helpful in visually communicating ideas and concepts, as well as helping
teams get organized and aligned on the development plans for their
e-learning or training programs

Storyboarding — A design technique for showing as individual scenes the
proposed sequence of visual and audio elements in a production using
some form of optically projected media, e.g., television, slid/tape,
interactive video

Storytelling — A process of presenting data by means of entertaining and
memorable stories
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Streaming Media — Audio and/or visual content that is played as it is being
downloaded. Thus, an Internet user does not have to wait for a video
clip to download fully as it allows watching the clip as the footage
downloads. Requires a media player program

Structured Authoring — In a structured authoring environment, users must
follow a predetermined set of rules for how to structure their content.
XML authoring is structured authoring

Structured Query Language (SQL) — A standardized language used in database
management. Various versions exist: MSSQL, MySQL, SQLite

Student-Centered Approach to e-Learning — A way of teaching in which a
student is put at the very center of the learning process. A teacher adjusts
a curriculum, materials delivery and class activities to the student’s skills
and the level of knowledge. The student-centered classroom allows
students not to just pass, but to learn in a deep and fundamentally
appropriate way

Styles — Style defines the presentational aspects of a print or Web document. It
includes the fonts, sizes, colors, margins, and more

Sub-Competency — Competency definition (REF) that is nested within a
competency framework (REF) as a child or a parental competency
definition

Submitting Organization — Organization or unit within an organization that
submitted the application for a registered item

Subordinate Concept, Narrower Concept — Concept which is either a specific
concept or a partitive concept

Success Coach — Upon acceptance into a program and beginning his or her
first course, the student will be assigned a specific success coach that
will be their main resource throughout their time in the program. The
success coach assists with course planning, scheduling, etc., until the
student graduates

Successive Approximation Model (SAM) — (1) Introduced as an alternative to
ADDIE, the more agile instructional design approach of SAM consists
of repeated small steps that are aimed to solve common pain points,
such as scheduling and budgeting.

Although like ADDIE it emphasizes collaboration, efficiency and
repetition, SAM is a more cyclical process which can be scaled and
extended to suit varying needs. This method offers benefits such as
greater visibility to the project team and a faster time to launch. Using a
cyclical process, SAM encompasses two models:

SAMI: The more basic process that is ideal for smaller teams or projects.
It includes three iterations using the common instructional design steps
of Analyze, Design and Development.
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SAM2: For more complex projects, this process includes eight iterative
steps that are spread across three phases: Preparation, Iterative Design
and Iterative Development

Summative Evaluation — (1) Usually carried out at the end of the ADDIE
process, Summative Evaluation assesses the value of a learning program
at the end of the development cycle. The aim is to determine whether a
training program is effective as is, or needs to be amended. In contrast
to formative evaluation, summative evaluation focuses on the outcomes
of a learning program.
(2) The process of collecting data following implementation (of at least
one training class/event) in order to determine how well it satisfies the
instructional goals

Superordinate Concept, Broader Concept — Concept which is either a generic
concept or a comprehensive concept

Synchronous Learning — (1) Instructor-led learning in a virtual classroom

setting. During this kind of event, learners log on at the same time
regardless of geographical location and an instructor guides the class.
In this virtual classroom setting, the instructor maintains control of the
class, with the ability to “call on” participants. In most platforms, students
and teachers can use a whiteboard to see work in progress and share
knowledge. Interaction may also occur via audio- or videoconferencing,
Internet telephony, or two-way live broadcasts.
(2) Whether in a face-to-face classroom environment or online in
a live lecture or webinar, synchronous learning involves instructors
and learners communicating at the same time. When people need to
conduct education or training as a group at the same time, but being in
the same place is not possible, it can be facilitated by virtual classroom
software (Skype or webinar, for instance). Even in asynchronous courses,
instructors may include synchronous components, such as weekly
meetings

Synergy — The dynamic energetic atmosphere created in an online class when
participants interact and productively communicate with each other

System — System describes interdependence, dynamic, synergistic and
responsive to the environment

System Architecture —

System Requirements — The technological conditions required to run a software
application. Includes the operating system, programming language,
database, hardware configuration, bandwidth, processing power, and so
forth

System Simulation — True to life representation of an organization’s in-house
software or systems, allowing staft to practice using them in a safe
environment. Learning of this type has proven to be highly effective with
90% retention rates as opposed to 30% for oral presentation. Read our
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blog post on effective system simulations in e-learning to learn more.
Often the simulations are embedded in realistic scenarios and/or with
plausible narratives

Systematic — Following procedures or rules describe systematic

T

TalentManagement System (TMS) — HRfocused software that facilitates four key
areas of talent management: Recruitment, Performance Management,
Learning and Development, and Compensation Management.
It develops on traditional HR management systems with the ability to
provide strategic assistance to organizations when meeting long term,
human capital focused business goals.
It is commonly used by human resources (HR) professionals to hire and
retain talent

TBT (Technology-Based Training) — The delivery of content via Internet, LAN
or WAN (intranet or extranet), satellite broadcast, audio or video tape,
interactive TV, or CD-ROM. Includes CBT and WBT

Teacher — An entity that teaches

Technical Architect — Persons generally responsible for defining the overall
structure of a program or system, identifying the technical needs of
their organization and those of their clients, and completing large-scale
projects. They are also responsible for testing systems to satisfy quality
standards

Telecommunication — The science of information transport using wire, radio,
optical, or electromagnetic channels to transmit and receive signals for
voice or data communications

Telecommuting — Working at home but connecting to one’s office by way of a
computer network

Teleconferencing — Two-way electronic communication between two or more
groups in separate locations via audio, video, and/or computer systems

Terminal —

Terminography — Part of terminology work concerned with the recording and
presentation of terminological data

Terminological Data — Data related to concepts or their designations

Terminological Dictionary — Collection of terminological entries presenting
information related to concepts or designations from one or more
specific subject fields

Terminological Entry — Part of a terminological data collection which contains
the terminological data related to one concept
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Terminological Phrase — Word combination containing at least one term and a
number of other lexical items, the choice of which being restricted by
the term in question

Terminologization — Process by which a general language word or expression is
transformed into a term

Terminology Planning — Activities aimed at developing, improving,
implementing and disseminating the terminology of a subject field

Terminology Processing — Part of terminography concerned with computer
aspects of database creation, maintenance and extraction of terminology
from texts

Terminology Work — Work concerned with the systematic collection, description,
processing and presentation of concepts and their designations

Test Criteria — The component of a learning objective that describes the quality
or standard of performance that will be considered acceptable

Text — (1) The wording of anything that can be expressed in written form, using
a specified character set. The use of markup languages derived from this
specified character set is admissible
(2) Reinterpretable representation of information in a formalized
manner suitable for communication, interpretation, or processing
(3) Data in the form of characters, symbols, words, phrases, paragraphs,
sentences, tables, or other character arrangements, intended to convey
a meaning and whose interpretation is essentially based on the reader’s
knowledge of some natural language or artificial language

Text-Based Training — Delivery of content through books and manuals

Thematic Arrangement (Thematic Order) — Macrostructure in which the
terminological entries are arranged in thematic sections

Theory-Based Learning — Theory-based learning is learning on the basis of
systematic knowledge developmentby others. Using scientific knowledge
is the foremost example of theory-based learning
See also Applied Learning

Thin Client — (1) A network computer without hard- or CD drives that accesses
programs and data from a server instead of storing them locally.
(2) Software that performs the majority of its operations on a server
rather than the local computer, thus requiring less memory and fewer

plug-ins
Thread — A series of messages on a particular topic posted in a discussion forum
Tin Can API (Experience APl) — (1) Commonly used to refer to the (experience)
xAPIL.

The successor to SCORM (aka xAPI). Essentially does the same job as
SCORM, but addresses many problems and weaknesses of the SCORM
standard, which was designed not long after 2000 when the web was in its
infancy. It also introduces a host of new functionalities and complexity
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with that. Therefore, it is debatable whether it will really replace SCORM
in the long run. One big advantage is that it supports content being
played outside of the LMS. For example, on an app on a phone with an
intermittent internet connection.

(2) The next generation of SCORM e-learning standard allowing
tracking learning activities happening outside the LMS (like attending
conferences, writing blogs, social communication etc.)

(3) An evolution of SCORM, Tin Can allows the “communication”
between different learning systems to update a learner’s progress with
training

tlearning — tLearning stands for tablet learning, and it is a specific mode of

mlLearning in which learning content is accessed through tablets, such
as iPads and Androids

Touch Screen — Input device used to simplify user input and response. The
user touches the screen to control the output, working with menus or
multiple-choice decision points. Allows some simulation of hands-on
training; for example, pointing to parts on a machine

Trainer (Instructor or Facilitator) — (1) This is the person who will be presenting
the portions of the training that require lecture, facilitation, or other
types of live coordination.

(2) An entity that supports, facilitates or mediates training

Training — Development of skills and/or understanding through procedurally
defined activities focused on a specific application

Training and Development — Company activities targeted at improving
employees’ job performance. Training and development takes a
production-centered and focuses on developing employees’ technical
skills, whereas learning and development also takes a person-centered
and problem-solving approach to human resource development (HRD).

Training Management System (TMS) — Software used to organize and deliver
training content and manage schedules and records. While a learning
management system (LMS) focuses mostly on e-learning management,

a training management system focuses chiefly on instructor-led training
(ILT)

Training Needs Analysis — The process of evaluating training to identify gaps
between employee needs and the training offered. A training needs
analysis is typically the first step in the training process. It allows trainers
to pinpoint problems and determine how the training will successfully
solve those problems

Training Specialist — Also known as training and development specialists,
training specialists help plan, develop and deliver training programs.
These professionals assess an organization’s needs and produce programs
that seek to improve employees’ skills and knowledge
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Transparent Technology — Technology that is easy to use, intuitive in nature,
and not the focus of the learning experience
See also Seamless Technology

Transponder — Satellite transmitter and receiver that receives and amplifies a
signal prior to retransmission to an earth station

Tryout — The testing of a prototype or some subset of its elements, under actual
or simulated conditions that are representative of those in the targeted
system

Tuition Assistance — Employer tuition assistance includes a variety of employer-

sponsored programs to help employees and their dependents pay for
college. In many cases, the funds received from these programs will be
excluded from income and are tax-free

Tutor — A person or computer system that helps a learner
U
Ul (User Interfface) — The means by which the user and a computer system
interact. In particular, it refers to the use of input devices and software
Unicasting — Communication between a sender and a single receiver over a
network. For example, an email message sent from one person to one
person

Unique User Identifier (UUID) — An identifier unique to a user in a system.
Commonly will take the GUID format

Uplink — The communication link from a transmitting earth station to a satellite
Upload — To send a file from one computer or server to another

Urchin Tracking Module (UTM) — A UTM code is a simple code that you can
attach toa custom URL in order to track a source, medium, and campaign
name. This enables Google Analytics to tell you where searchers came
from as well as which campaign directed them to you

URL (Uniform Resource Locator) — (1) Informally known as a web address. If
you are using a web-based LMS, you will usually be given a sub-domain
such as companyname.lms.com.

(2) The address of a homepage on the World Wide Web. For example,
http://www.e-kazan.info

Usability — The measure of how effectively, efficiently, and easily a person can
navigate an interface, find information on it, and achieve his or her goals

User Acceptance Testing (UAT) — The last phase of the software testing process.
During UAT, actual software users test the software to make sure it can
handle required tasks in real-world scenarios, according to specifications
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User ID — It enables the network operating system to retrieve your files so that
you can access them. It also enables levels of access to be set for different
users. User IDs do not need to be kept secure. It is your password which
makes your account secure

User Profiles — A visual display of personal data associated with a specific user,
or a customized desktop environment

User Role — A predefined role (often by the system administrator) that includes
tasks that allow users to view basic information about the report server

UX (User Experience) — Referstoanindividual's reaction to the use ofa particular
product, system or service. It generally describes the emotional reaction
to the use of the system mainly in light of its ease of use or the satisfaction
it provides

\'
Validation — Confirmation by examination and by resulting evidence that
particular requirements for a specific intended use are fulfilled
Validity — The degree to which a test measures what it was designed to measure

Valve-Added Services — In the context of the e-learning industry, value-
added services include custom training needs assessment and skill-gap
analysis, curriculum design and development, pre- and post-training
mentoring and support, training effectiveness analysis, reporting and
tracking tools, advisor services and implementation consulting, hosting
and management of Internet- or intranet-based learning systems,
integration of enterprise training delivery systems, and other services

Verification — Confirmation by examination and by resulting evidence that
specified requirements have been fulfilled

Version — Unique version identifier of an administered item

Video Conferencing (Videoconferencing) — (1) The use of video technology
(both hardware and software) to create a virtual meeting between two
or more people in different physical locations. Participants can see and
hear each other through this technology.

(2) Using video and audio signals to link participants at different and
remote location

Video Learning — The delivery of learning content via video. Considered an
effective method, e-learning videos are designed to be short, engaging
and thought provoking in order to maintain the attention of the audience

Virtual Classroom — (1) A digital classroom learning environment that
takes place over the Internet rather than in a physical classroom. It is
implemented through software that allows an instructor and students
to interact.

104



(2) Where a live education or training environment is created online
and accessed via digital devices, this is known as a virtual classroom.
Learners and instructors need to use the same virtual classroom software
to communicate, and this might be downloaded as a desktop application
or mobile app, or accessed online with cloud-based software.

(3) An online classroom where learning and collaboration happen.
There is a chat, whiteboard, video and audio capabilities enabled.

(4) The online learning space where students and instructors interact.
(5) A digital classroom learning environment that takes place over the
Internet rather than in a physical training room. It is implemented
through software that allows an instructor and students to interact

Virtual Community — See Online Community

Virtual Learning Environment (VLE) — (1) A web based platform to organize
resources, courses and users, often within an educational institution.
(2) A software system designed to facilitate teachers in the management
of educational courses for their students, especially by helping teachers
and learners with course administration.
(3) A web-based interface through which learning materials are delivered
to end users
See also Learning Experience

Virtual Network Computing (VNC) — A graphical desktop sharing system that
uses the Remote Frame Buffer protocol (RFB) to remotely control
another computer

Virtual Reality (VR) — (1) Perception of being physically present in a non-physical

world. It is created by surrounding the user of the VR system within an
environment, sound, and other stimuli. It provides an engrossing sense
of immersion, imagination, and interaction to increase engagement.
VR is becoming more prevalent in e-learning as instructional designers
work towards making more engaging content for learners.
(2) The computer generated construction of a 3D environment that can
be interacted with by a user, often with a headset and/or gloves fitted
with sensors to allow for the realistic interaction and manipulation of
objects. Virtual reality has application in online compliance training as
it can safely simulate dangerous scenarios

Virtual Residency — In some programs, students are not required to travel to
campus to complete their residency requirement, but instead interact
online at specific times with classmates and professors using webcams
and audio. Students may have up to four such virtual residencies
throughout the program

Vocabulary — Terminological dictionary which contains designations and
definitions from one or more specific subject fields

Vod (Video on Demand) — See CoD
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Voice Thread — An interactive collaboration and sharing tool that enables users
to add images, documents, and videos, and to which other users can add
voice, text, audio file, or video comments. Used in many courses taught
online to interact with faculty, students, and peers

VolIP (Voice over Internet Protocol) — A set of rules that allow for the use of
the Internet to make voice calls or video calls over the internet. This
technology is of particular importance to e-learning due to the fact that
this is the basis for webinar technology

Voldatility, Uncertainty, Complexity and Ambiguity (VUCA) — Refer to
unfavourable business environments that sometimes cannot be avoided.
For instance, a business that operates globally is subjected to vastly
varied regulations, values, cultures, currencies and markets; which can
be considered a complex environment

Vortal — Vertical portal; a portal that targets a niche audience

VPN (Virtual Private Network) — A private network configured inside a public
network. Offers the security of private networks with the economies of
scale and built-in management capabilities of public networks

W

W3C — World Wide Web Consortium, an organization developing interoperable
specifications, software, and tools for the WWW

WAN (Wide-Area Network) — A computer network that spans a relatively large
area. Usually made up of two or more local area networks. The Internet
isa WAN

WAP (Wireless Application Protocol) — Specification that allows Internet content
to be read by wireless devices

Wearables — Wearables refer to hardware that can be worn and interacted
with on the body. Examples include smart watches, fitness trackers,
pedometers and smart glasses

Web 2.0 — A term often applied to a perceived ongoing transition of the World
Wide Web from a collection of websites to a full-fledged computing
platform serving web applications to end users. It refers to a supposed
second-generation of Internet-based services — such as social
networking sites, wikis, communication tools, and folksonomies — that
emphasize online collaboration and sharing among users

Web-Based Training (WBT) — (1) Delivery of learning content via a web-based
application or internalized intranet. Content may be hosted within a
web-based application (such as an LMS), or retrieved from external
sources to allow a diverse and up-to-the-minute consumption of
learning content.
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(2) Delivery of educational content via a Web browser over the public
Internet, a private intranet, or an extranet. Web-based training often
provides links to other learning resources such as references, email,
bulletin boards, and discussion groups. WBT also may include a
facilitator who can provide course guidelines, manage discussion boards,
deliver lectures, and so forth. When used with a facilitator, WBT offers
some advantages of instructor-led training while also retaining the
advantages of computer-based training.

(3) WBT refers to all types of digital instruction in which the learning
material is presented via the Internet.

(4) Instructional or training technique, which utilizes the Web
environment. Also known as e-Learning

Web Page — A web document that is suitable for the World Wide Web and the
web browser. A web browser displays a web page on a monitor or mobile

device
Web Resource — Information resource that “lives on the World Wide Web”
Web Stack — Software stacks in Web development environments. The stack

of software, mainly comprised of open source software, will contain
an operating system, Web server, database server, and programming
language. One of the most well-known web stacks is LAMP

Web-Based Learning — On-line learning that uses web technologies
See Web-Based Training

Webinar — (1) An online workshop, in which an individual or multiple people
“host” a session, which is then broadcast to participants. The host will
“share” their screen to all participants, enabling them to explore subjects
and dictate learning visually, and in real time. Webinars are often used
for software demonstrations and are a common communications tool in
the e-learning industry.
Usually the webinar has an audio component that the facilitator controls
and functionality that allows participants to chat by entering text,
answering polls, raising their hands and asking questions

Website — A set of files stored on the World Wide Web and viewed with a browser
such as Internet Explorer or Netscape Navigator. A Website may consist
of one or more Webpages

Weekly Format — The course is organized week by week, with a clear start date
and a finish date. Each week consists of activities. Some of them, like
journals, may have “open windows” of, say, two weeks after which they
become unavailable

Whiteboard — (1) A touch-friendly online whiteboard app that lets you use your
computer, tablet or smartphone to easily draw sketches, collaborate with
others and share them with the world
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(2) An electronic version of a dry-erase board that enables learners in a
virtual classroom to view what an instructor, presenter, or fellow learner
writes or draws. Also called a smartboard or electronic whiteboard

White-Labelling — With white-labeling, you have the ability to remove
learnupon.com from your sub-domain. You also remove all traces of
your LMSs branding and set up a personalized reply-to from email
address. For some companies, simply branding an LMS is not enough.
Those companies use the white-label feature to remove all indications
that a platform was not developed in-house

Wiki — (1) A wiki is a collection of web pages designed to enable anyone who
accesses it to contribute or modify content, using a simplified markup
language. The goal is to create a way for many people to contribute and
edit information so that knowledge is built and shared widely in a very
short amount of time.

(2) A type of content management system, a wiki is usually a web
application which allows people to add, modify, or delete content in a
collaboration with others.

(3) A collaborative content database that displays information through
web pages. Unlike average websites, wikis are different because of their
collaborative component. With a wiki, content can be edited by any of
its users. Businesses often use wikis to document company information
and employee resources, as well as give workers the opportunity to
collaborate and contribute to the content

WML (Wireless Markup Language) — XML-based language that allows a reduced
version of Webpages text to be displayed on cellular phones and personal
digital assistants

Workflow — Describes the sequence of tasks and the approvals needed to drive
content through a production lifecycle

Workplace Training — Learning that takes place while employees are on the
clock. It usually includes a combination of off-the-job and on-the-job
assessments that are relevant to the training provided. Also known as
trade, industry or employee training

Workstation — A device, often a microcomputer that serves as an interface
between a user and a file server or host computer. A computer or a
computer terminal

WWW (World Wide Web) — A graphical hypertext-based Internet tool that
provides access to homepages created by individuals, businesses, and
other organizations
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X

XAPI (Experience Application Programming Interface, formerly Tin Can) — (1)
Often seen as the next evolution of SCORM, xAPI redefined some of
the fundamental practices of tracking learning experiences. The major
difference between xAPI and SCORM is the type of learning each can
track. While SCORM is limited to recording online learning, xAPI
can track almost any activity. xAPI delivers a far more detailed view of
learner progress, both online and offline. The kinds of learning xAPI
tracks include reading a webpage, attending an event, borrowing a library

book, playing a game, blended learning, and team-based learning.

(2) A specification for learning technologies that makes it possible to
collect data about the wide range of learning experiences a person has,

both online and offline.

(3) Develops on existing API functions by recording data in a consistent

format using a universally applicable vocabulary.

Learning in both online and offline environments can be recognized
and recorded using xAPI, which also allows for vastly different systems

to communicate this learning data securely and efficiently.

The xAPI vocabulary format consists of an “Actor > Verb > Object”
structure. In simple terms, this may look like John Smith > Completed

> Learning Activity.

XML (Extensible Markup Language) — (1) Thisis a markup language that defines
a set of rules for encoding documents in a format that is both human-
readable and machine-readable. It allows you to define your own tags

for the transfer of data between two computer systems.

(2) The next-generation Webpage coding language that allows site
designers to program their own markup commands, which can then be

used as if they were standard HTML command

L

ZPD (Zone of Proximal Development) — Developed by Soviet psychologist Lev
Vygotsky, the ZPD theory examines what a learner can achieve with and

without the help of an instructor
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