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Introduction
At Guild Associates, we understand that creating training materials that provide a more stimulating learning lesson with less investment of a learner’s time is paramount to achieving the best training mileage and investment in education.  

As we develop training for our clients, we find ourselves having to train a workforce composed of individuals raised on MTV and 60-second sound bites. Today’s emerging demographic is highly technologically dependent and very literate in video and computer technologies. As a result, we must select instructional media that build upon this technology orientation. 

To further complicate our training development requirements, attention spans are decreasing. A recent study of learners finds that attention levels are down to a startling eight minutes! The challenge to Guild Associates instructional designers is that instructional materials be stimulating, interesting, and engross the learner in the subject matter. Interactive multimedia and other technology-based media satisfy many of these challenges. 

The State of Developing Technology-Based Instructional Systems
It is important for any organization considering technology-based media to be cognizant of the state of media development. There are many misconceptions about multimedia that result in false expectations, poorly designed applications, overspent budgets, and missed schedules. While it is true that multimedia development tool and hardware have achieved greater ease of use and reduced costs, the process of developing multimedia applications remains very complex and expensive. 

The simple act of selecting multimedia development software, for instance, can be overwhelming for the novice developer. There are dozens of multimedia software development tools on the market today, yet no single tool provides a developer with all of the capabilities required for successful development. It is more likely that the development of a multimedia application will require a dozen or two software tools in order to produce a high quality multimedia application. Developers require software to:

· Scan and capture 2- and 3-D image artwork. 

· Create vector and bitmap images. 

· Manage palettes. 

· Dither and re-size images. 

· Undertake inter-format conversions.

· Capture, edit, compress and decompress audio and video files.

· Create installation packages. 

The software acquisition process appears to be daunting and never-ending to the first time developer. 

Multimedia developers will also need to acquire or gain access to video and audio production equipment (cameras, recorders, microphones, editors), graphics production tools (scanners, tablets) and utility systems (CD recorders, tape back-ups). Once the organization obtains the hardware and software, they must integrate the systems and gain experience in its use. Furthermore, issues such as file format compatibility, license fees, copyrights and technology patents, peripheral and network support make media development even more confusing. 

This is why organizations turn to firms such as Guild Associates to meet their technology-based instructional systems needs.  When an organization determines that it needs external resources in order to complete a project, industry experts suggest that price should not be the sole determining factor. When companies select partners entirely on price, they often find their decision penny wise and pound-foolish; rather, they should consider: 

· Stability. Unfortunately, many smaller development and consulting companies are short-lived. Organizations must make certain that the firm that they partner with will be able to provide additional services a year from now when it is time to update your training application? If the consultant/developer goes out of business tomorrow, an organization may have a training application that is virtually impossible to change. 

The Guild Associates team is comprised of stable, young, aggressive companies that have been in business for a minimum of 4 years.  Guild Associates is a SBA Certified Small Business with several large Federal contracting vehicles.  We will be around for a long time.  

· Experience. How many years has the developer/consultant been developing instructional media is a very important question.  Guild Associates principals have been involved in the development of instruction media for more than 15 years, dating back to the early days of technology based learning on the Atlas and Titan Launch Vehicle programs at Cape Canaveral, Florida.  

· Resource Team. Does your external resource firm have fully qualified team members - formally trained in instructional design and instructional technology? Guild Associates has the most experienced stable of instructional designers of any small company in Colorado, and arguably in the six state region. 

· Warranties and Support. Does the consultant/developer provide any warranty for the products they develop? What type of technical support does the consultant/developer provide if your training application fails? 

Guild Associates provides a limited warranty on the quality of our workmanship, and we provide a service level agreement (SLA) that clearly spells out the parameters for technical support based upon a negotiated maintenance agreement.

· Written Agreement. When selecting a consultant/developer, be sure to define roles, responsibilities, and expectations in a formal written agreement.

Instructional System Design

Many people think that content and curriculum are the same thing. Actually, they are quite different. Content is the information—the knowledge—that is shared with others. Curriculum is the way in which content is converted or transformed so that the desired learning occurs.

Several factors influence curriculum and the degree to which the desired learning outcomes occur. Some of the factors that need to be considered include the following:

· What are the learning goals or desired outcomes of this instruction?

· What is the content or information that needs to be conveyed?

· What are the values or attitudes that need to be taught?

· What are the performance requirements or standards that must be achieved as a result of this learning process?

· How is this content best sequenced?

· What instructional methods and media should be used?

· What assessment measures should be used to determine if learning has taken place?

· What is the best environment to ensure that the desired learning will occur?

Several curriculum development models are in common use. Of all these different models, one of the most useful and practical methods that has been validated over the past forty years is that of Instructional Systems Design, more commonly called ISD.  Guild Associates follows the ISD model in the development and implementation of its E-Learning system.
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Instructional Systems Design (ISD) is a proven methodology for subdividing learning outcomes into their components and arranging those components in a hierarchy from simple to complex. ISD methodology is the most validated approach for developing curriculum that is focused on building skills and performance-based applications. 

Instructional design is systematic; it is an orderly, logical method of identifying, developing, and evaluating a set of instructional strategies aimed at attaining a particular goal or learning outcome.

ISD research is an outgrowth of systems theory. This theoretical model is found in engineering principles,

cybernetics, computer science theory, systems analysis research, and other similar scientifically based

applications.

Instructional Systems Design-while not the only way to develop curriculum-has been proven to be the most effective and efficient method for developing performance-based curriculum. 

The ISD process can be compared to the software development process. Most software developers will tell you that a clear and well-defined set of specifications will create a much tighter, faster software development effort with far fewer bugs and future corrections. Clear specifications also limit the “feature creep” phenomenon that often waylays software development projects. The essential condition is that the end user of the desired software must have the ability at the beginning of the process to define what the desired outcome should be—complete and in detail. The software developers must then analyze and divide those desired outcomes into the components required to achieve them, convert them to a development algorithm, and apply common software development principles and disciplines that will guarantee this outcome. This strategy has become the accepted methodology for software development.

ISD is the educational parallel to software development. A clear definition of the end result, the division of that end result into its components, the sequencing of those components, the subsequent development of each component using appropriate methods, and a defined disciplined development methodology produce the desired outcome.

Summary
Whether an organization has the internal resources to develop technology-based instructional media or it elects to use external resources, it is important to be aware of how complex development can be. An organization should conduct as much investigating and data gathering as time and money allows. It is only through proactive analysis and planning that an organization can ensure timely completion of technology-based instructional media within budget. 

Guild Associates  

Approach for Developing Technology-Based Instructional Systems
Overview

"Learning strategies" or "instructional strategies" are the various methodologies used to involve the learners in an educational program.  They include such things as questioning during classroom instruction, simulation with computer-based training, reflection after reading, etc. They are used to obtain the "learning objectives" which are the new behaviors that an organization wants their learners to use when they return to their homes and schools. 

The learning objectives, in turn, point us towards the major avenue of "media" (plural of medium), in which we will present an organization instruction, such as through the use of CBT, self study, classroom, etc. We are always careful not to fall into the trap of only using one medium when we design courses for our clients...we subscribe to a best-of-breed approach. 

The Instructional Strategy Selection Chart shown on the next page is a general guideline that we use for selecting the learning strategy for changing the present behavior to the desired behavior. It is based on Bloom's Taxonomy (Learning Domains). Notice that the matrix runs from the passive learning methods (the top left column) to the more active participation methods (the bottom left column). While Bloom's Taxonomy (the right three columns) runs from top to bottom, with the lower level behaviors on top and the higher level behaviors being on the bottom. In other words, there is a direct correlation in learning - Lower levels of behavior can be taught using the more passive learning methods; Higher levels of behavior require some sort of action or involvement by the learners. 
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Instructional Strategy Cognitive Affective Psychomotor

Lecture, reading, audio/visual, 1. Knowledge 1. Receiving 1. Perception

demonstration, or guided observations,    phenomena 2. Set

question and answer period.

Discussion, multimedia CBT, 2. Comprehension 2. Responding to 3. Guided response

reflection, Socratic method. 3. Application    phenomena 3. Mechanism

Activities such as surveys, role playing,

case studies, fishbowls, etc.

Practice by doing (some direction or 4. Analysis 3. Valuing 5. Complex response

coaching is required), simulated settings

(to include CBT simulations).

Use in real situations.  Also may be 5. Synthesis 4. Organize values 6. Adaptation

taught by using several high level    into priorities

activities coupled with practice by doing.

High interest (hard to teach to these 6. Evaluation 5. Internalizing 7. Origination.

levels because they take more times    values

than normal classroom periods allow.

Normally developed on own through

self-study or learning through mistakes,

but mentoring and coaching can speed

the process.


Instructional Strategy Selection Chart

Instructional Media
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In learning, the media is not the message. Media is the means by which an instructional message is communicated. 

The message must be heard and be understood before any communication occurs. 

So in training and education, the message is the learning points and instructional strategy (or methodology) that is to be delivered to the learners.

The media is simply the vehicle for transferring the message and depending upon the circumstance, some are more efficient and effective than others. 

Just as there are a number of modes for getting you from one point to another (e.g. walking, car, bicycle, plane), there are a number of modes for getting the message to the learners. 

When we concentrate upon the medium's technology, instead of the learners, then the medium does becomes the message. For example, an individual buys a cheap, reliable, and safe car to get from one point to another. To some people, it is simply a method of transport. However, for others, their transportation is the message. It makes a statement. They might buy a flashy car in order to make a certain statement about themselves. 

The same is true of learning. If one were to look after the learners and organization’s needs, then the correct medium to use becomes apparent. And usually there is more than one correct medium. However, if a developer becomes enamored with the medium, then the learners and organization suffers. This is true of any medium – teachers become enamored with themselves and lecture too much; teachers become enamored with PowerPoint and put in every bell and whistle that the program provides; teachers become enamored with the latest technology and use it without considering the learners or organization’s needs.

At Guild Associates, our goal is to build a great educational program every time.  To 

take each learning objective on its on content, and build a medium that will best communicate and transfer it to the learners.  We seek answers to the following questions when selecting media – 

· What are the learning objectives?  

· What learning styles are we attempting to address?  

· What is the size of the audience?  

· Will the training be self-instruction? 

· What is cost-effective?  

· How much time will we have to develop this?  

· Is a high level of final performance required? 

· How quickly will the media we are considering change in format or availability?  

· How often will the training be updated?  

· Does it promote interest and interactivity?  

When the decision is to employ highly interactive Internet-based media, then Guild Associates will seek answers to even more questions – 

· How much interaction will take place in the instruction frames? 

· Will there be hyper-linking? 

· What levels of remedial instruction will be used? 

· When do digital audio and video support an instructional approach? When is it appropriate to use animation? 

· Will there be close-ended or open-ended simulation? 

· What features should the courseware contain? 

· Should an organization consider summative or formative evaluations? 

· What is the best way to handle testing and student tracking? 

Project Plan
Project Initiation
The project must begin with a strategy session(s) where we partner and the organization clearly define the goals and objectives of the technology-enabled instructional system.  A determination must be made as to where the Program, that the instructional system supports, fits into the overall organization mission and vision.  A determination also must be made as to where the instructional system fits with the program.

The next step is to conduct a content and technical analysis in which we review materials and/or interview subject-matter experts (SMEs). These discussions, combined with hard-copy materials, allow us to formulate the design, outline the module lessons and topics to begin scripting. We will also identify and design activities and graphics that will be incorporated into the instruction. The outcome of this analysis is to solidify the scope, design, look and feel, navigation, and data tracking and incorporate this information into a design strategy document. The information gathered during this time will allow us to finalize the project plan and timeline in an agreement.. 

The agreement will cover issues such as (where appropriate): 

· Instructional Treatment (an abstract of the proposed training application) 

· Instructional Design 

· Production Plan 

· Customer reviews and formal customer sign-offs 

· Responsibilities of all parties (including penalties for noncompliance of either party) 

· Milestones (dates and deliverables) 

· Provisions for changes, additions, and deletions beyond the scope of the agreement 

· Development Team (with resumes) 

· Definition of all development tools and processes 

· Documentation (scripts and storyboards) 

· Cost Schedules 

· Warranties, guarantees and customer support 

The agreement protects an organization as well as Guild Associates. 

Over the years, we have honed a five-phased development process to ensure that our courseware is appropriate and effective for the intended audience. The phases are summarized in the table below and then expanded upon in the subsequent paragraphs.
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Phase 1: Project Initiation and Analysis

Conduct kick-off meeting Project Plan

Conduct audience/ task/ content/ technical analysis

Confer w/ Quality Assurance and Courseware Resource

     Team

Obtain client sign-off Documented findings from analysis

Phase 2: Design

Develop Learning Objectives

Develop Assessment

Define instructional strategies, treatment, technical

     structure and media

Write storyboard(s) Storyboards

Complete Design document Design Document

Confer w/ Quality Assurance and Courseware Resource

     Team

Obtain client sign-off Approved Design document

Phase 3: Production

Produce course media

Integrate media and online courseware Fully integrated courseware

Confer w/ Quality Assurance and Courseware Resource

     Team

Obtain client sign-off

Phase 4: Testing and Evaluation

Conduct Alpha (internal) review

Conduct Beta (production) review

Conduct Final (Client) review Client Review

Deliver final courseware product Courseware delivered

Obtain client sign-off Courseware Acceptance

Phase 5: Implementation

Provide courseware support and service as needed Production Course

Provide optional additional activities


Design
Based upon the information uncovered during our initial analyses, we generally record our design recommendations for the courseware in a design strategy document. The storyboarding process begins after the design strategy document is finalized. The SMEs will play an important informational role at this time, providing content expertise and answering questions. SMEs in each product/module area will need to be available for questions and consultation throughout the design phase of the project. 

Early in the storyboarding process, we frequently take the storyboard for one or two sample lessons and create a prototype. We usually produce “scratch” media for use in this prototype, since the main purpose is to test the prototype and ensure compatibility in the target delivery environment.

Guild Associates submits all storyboards and prototypes to our Quality Assurance Department for review and archiving. Scripts are then submitted to the client for review and approval.  The work product that comes out of the Design Process is a Design Document that will be submitted to the client for approval.

Production 
Based upon the approved Design Document, we move forward with Production.  Demands upon the SME lighten during the production phase. It is at this time that we focus our energies on producing the media and programming the course. At the end of this cycle, the entire course is fully integrated and operational. Guild Associates instructional designers use automated tools to deliver CBT on CD ROM that is SCORM and Section 508 compliant.

Testing and Evaluation 

Guild Associates has an extensive Quality Assurance process that incorporates quality testing and measurement on each project from beginning to end, as shown in the table below.

	PROCESS STAGE
	FUNCTION

	Kickoff meeting
	Orient client about QA goals, priorities, and procedures

	Design Strategy Document
	Proofread Test, Design Review

	Script / Storyboard
	Proofread Test, Design Review

	Alpha Test
	Proofread Test, Design Review, Usability Test, Installation Test, Built as Designed Test, Bug Test, Random Test, Integration Test

	Beta Test
	Proofread Test, Installation Test, Bug Test, Random Test, Integration Test, Hardware Compatibility Test, Usability Test

	Final Delivery
	Proofread Test, Installation Test, Bug Test, Random Test, Regression Test, Integration Test


In this particular phase of a courseware project we do the following: 

· We hold a client review (alpha test) in which the clients review the course for technical accuracy, functionality, instructional integrity, etc. Upon completion of the client review, our teams compile a list of requested changes. Guild Associates will make the necessary changes and create a second copy of the course.

· We then hold another review (beta or pilot test) in which actual learners from the target audience take the course. This review is critical because it allows us to test the course for technical accuracy, functionality, and instructional integrity with the learners who will actually be using the program. The client is involved in setting up the beta test. This includes installing the course, finding participants from the student population, and providing hardware and conference rooms in which the review can be conducted. At least one client representative should attend the entire learner review.

· After the beta test, we make those changes that were agreed upon with the client and then submit a final version of the entire course for sign-off. 

Project Management
Mr. Michael Watkins, MBA/JD, Program Manager for the Guild Associates team, will be dedicated full time to the contract.  As an integral member of the contract team, Mr. Watkins will spend 100% of his time working side by side with our resources.  As the President, and a shareholder in the company, Mr. Watkins has full authority to leverage the entire resources of the company for the benefit of the contract and the contract team.  Mr. Watkins also has 8 years of experience in the e-learning market space, with 4 years as the President and Chief Operations Officer of an e-Learning software company.  Mr. Watkins and his team have experience implementing e-learning solutions at Dell, Eli Lilly, Lockheed Martin, Whirlpool, Toyota, Rockwell Collins and ARC.  Mr. Watkins is a Systemation (www.Systemation.com) certified Project Manager, and he has more than 10 years of experience operating projects within a Systems Integration division of a large federal contractor at SEI/CMM Level 2 (Carnegie Mellon, Software Engineering Institute, Capability Maturity Model).  

The primary project management operations tool is the Management Plan, which is reviewed at the program level to provide the design/build team with a master budget and schedule, with regular updates and reports. Labor and work-product inputs are tailored to feed into top-level control systems to provide scenarios to ensure that program objectives will be met. Guild Associates project management controls are designed to ensure that our programs achieve their intended results.  They are characterized by:

· The ability to predict future project performance based on historical data. 

· The use of specific levels and estimate types to predict labor hours and cost.

· A time-phased project budget. 

· The anticipation of variations and a plan for contingencies.

· The ability to monitor changes and close out projects on time.

· Reservation of time and labor based upon assessment of risk.

Cost
How much does it cost to produce one hour of courseware? This is the question that we get asked the most.  Unfortunately the answer is not as simple as the question. Custom courseware implies a uniqueness about the content and situation that can’t be addressed with a packaged course. Subsequently, the solution (and its associated costs) must be unique and must be driven by desired performance gains, content type, ROI measures, and other factors. To answer this question with a fixed dollar amount implies that a standard solution could be applied to all problems. Vendors who do this will ultimately end up delivering one of two things: (1) a low-cost up front price that gets continually modified with scope changes or (2) courses that don’t address the necessary business and learning objectives, thereby making any investment worthless.

In buying custom courseware, we would encourage an organization to be focused not only on cost of the course but also on getting the right priced course for the right situation. Getting the right priced course is tied directly to the effectiveness of analysis and design. Effective analysis and design must be rooted in a sound business case, a thorough analysis of the content and learning environment, and a deep understanding of a variety of learning strategies. As a buyer of courseware, an organization must also understand the various factors that affect the overall price so that they can understand how to leverage these factors to their advantage. 

The starting point for course pricing is understanding the content and the expected length of the Web-based course. Using an average compression ratio of 60-75% (i.e. content can be covered via the Web in approximately 25 - 40% of the time that it would take in an instructor led class), a half-day instructor led class could be condensed to a Web-based course that would take one to one and half hours to complete. Therefore, a one-hour course can be a useful baseline for discussing pricing.

At Guild Associates, as with most e-Learning firms, we classify courses into categories for pricing purposes – Level 1,2,3 and 4. It is important to understand that, while categories are a good guideline, every course has a hybrid of functions and features from each category and therefore courses fall more along a spectrum than they do into discrete buckets.

The typical characteristics associated with each course category are outlined below.

	Category
	Purpose

(Level of Learning)
	Description
	Development

Approach

	Level 1
	Used for information recall.  Appropriate for awareness, and knowledge sharing.
	Minimal interactivity, little audio and graphics, greater density of text.  Includes quiz with dynamic feedback, linear navigation.
	Web e-Learning authoring tool.

	Level 2
	Used for comprehension.
	Includes audio for a variety of purposes (commentary, feedback, loading music) and animation (at least every 2 pages) simple simulations, practice activities.
	Web e-Learning authoring tool with Flash.

	Level 3
	Used for application of knowledge.
	More complex simulations and scenarios.  More frequent use of scenarios.  Branching navigation.  Some complex custom graphics.  Audio and short video clips.
	Web e-Learning authoring tool with Flash/ other web tools.

	Level 4
	Used to demonstrate skills and to support higher levels of learning.
	Online branching simulations, complex interactivity, and more extensive use of audio and video.
	Flash/ other web tools.


Interactivity
After course length, the next major contributing factor to course cost is Interactivity. The first thing that should be noted about interactivity is that like course length, while it is an important variable in course pricing, it is not the only variable. Many firms will talk about various levels of interactivity. It is important to get clarity about what different levels of interactivity really mean. As a means for framing discussion about interactivity, Guild Associates classifies interactivity into three categories:

Basic - Basic Interactivity includes basic standard interactions such as questions, drag and drops and other simple activities interspersed throughout the course to reinforce the concepts and make the content more interesting.

Moderate - Moderate Interactivity includes one custom built interaction or activity to support each terminal objective. These activities will be very specific to the content and play a significant role in reinforcing concepts and procedures.

High - High Interactivity includes one custom built interaction or activity to support each terminal objective and each enabling objective. Again, these activities will be very specific to the content and play a significant role in reinforcing concepts and procedures.

Course Cost

Generally the major differentiator between categories for most firms is the level of interactivity that is necessary. However, there is still a great deal of potential disparity for prices even within categories. The one-hour Basic course can range from approximately $15,000 - $35,000 with most firms falling right in the middle of this. The one-hour Level 4 course on the other hand can cost $90,000 or more. That is why at Guild Associates offer course pricing is not done by category but rather on a spectrum of options.  In addition to interactivity, there are a number of other functions and features that may impact the effectiveness of the course. These factors may be included in some course categories but not others or they may be added as enhancements to the base cost of a particular category. 

The following table outlines some of the most significant pricing factors outside of interactivity and course length. To build an estimate for what a course might cost, an organization may start with the base price of a one-hour course (e.g. $25,000 - $30,000) and then begin adding these functions and features.

	Option
	Description
	Typical price

For a One Hour

course

	Custom Graphics
	Custom graphics help explain concepts that are not supported by stock photos or stock graphics.  Custom graphics can be necessary when the content is very original or complex and warrants supporting pictures or diagrams.
	$2,500 - $5,000

	Embedded

Resources,

Glossary, FAQ, etc.
	Ancillary features such as these and others are useful resources to support learning.  They can be highly effective as reference tools for learners to come back to.
	$2,500 - $5,000

	Simulations
	Simulations are generally used to demonstrate the functionality of a software application or to teach a learner how to use certain forms.  Higher-end simulations can be developed to support higher level learning and decision-making.
	$3,500 - $6,000

	Audio/ Stills
	Audio over still images is a great way of reinforcing concepts.  It provides additional support for complex topics and is especially useful for auditory learners.
	$4,000 - $8,000

	Video
	Video is a great way of demonstrating principle-based concepts as well as sending strong, personalized messages from leaders in a field or organization.  Custom scripting of video with actors to demonstrate principles is higher cost (and generally serves a greater purpose) than simply capturing video of individuals speaking.
	$8,000 - $15,000

(per shoot)

	Multiple Platform

Support
	Web-based languages (HTML, JavaScript) generally respond differently in different user environments.  Often companies have a standard desktop environment (e.g., Intel-based PC, Microsoft IE 5.0, etc.) and hence a single environment is used for development and testing.  If multiple user environments must be supported, the effort for testing and quality assurance is significantly increased.  The cost of development and testing will generally go up.
	Can increase course by 10%

	Content Level
	Repurposing content in electronic or print format is significantly easier than writing content by interviewing SME’s.  Most baseline course pricing assumes that all content already exists.  If this is not true – i.e., the content is 50% electronic and 50% from SME’s – then the cost of content development will increase due to the increased meetings and revisions that are required to write additional content.  If no content exists in print or electronic format, then the course price may significantly increase.
	Can increase cost by 20-40% if content does not exist



	Multiple

Reviews and

Changes
	Efficient course development requires a very structured review and sign-off process.  In the Guild Associates methodology there are 4 reviews built into the process.  For various reasons, some clients would rather make the review process more dynamic (e.g., daily reviews and daily changes).  This requirement makes the development process less efficient, increasing the cost of development.
	Can increase cost by about 15%


Example Course
Now that all of the elements of pricing have been explained, let’s explore a typical one-hour and four-hour course. For example purposes, let’s assume that an organization would desire a 1 hour Basic Course + Moderate Simulation + Embedded Resources (including Glossary and FAQ) + a Moderate Level of Interactivity. All content would be available in electronic or print format, only one platform would be supported (IE 5.x), a structured review process would be adhered to and the timeline would not be under any severe constraints. Sample pricing for a one-hour course and sample pricing for a four-hour course would be as follows:

[image: image5.emf]Component 1 Hour Course 4 Hour Course

Basic Course $25,000 $83,276

Moderate Simulation $3,500 $11,900

Embedded Resources, Glossary, FAQ $3,500 $11,900

Moderate Interactivity and Post-Assessment $9,200 $31,280

Total $41,200 $138,356


Pricing the development of Web-based courses is a complex task. In addition to the factors identified here, there are others including overall volume of work to be done, and ability to leverage software to reduce development time. Understanding all of these factors and how they impact the overall value of the course is essential to an organization recouping their investment – whatever it may be. Simply, because a course is cheap, doesn’t make it a good bargain. Likewise, an expensive course with many features and functions doesn’t necessarily improve learning. Solid Analysis and Design methodologies rooted in an understanding of the business situation and, an understanding of learning strategies, are the most essential tasks in ensuring maximum ROI. 

Note that these prices all assume a one-hour course. The base prices ($25,000 - $30,000) and the option prices increase as the length of the course increases. One misconception that many people have, however, is that course costs scale proportionally with course length. In fact, the prices of longer courses are not proportional (i.e. a two-hour course does not double the prices) because efficiencies are gained as the length of the course increases. Hence, a two-hour course for example may be approximately 1.8 times the price of a one-hour course. Likewise, a half-hour course could be 60% to 65% the cost of a one hour course. In addition, the more courses that are done by a given team for a specific topic or client will result in even greater efficiencies due to familiarity with the desired quality, familiarity with the client, and procedures and templates that work well for the given situation.

This White Paper is prepared to present an understanding of the state of developing Technology –Based Instructional Systems and the approach that Guild Associates uses in the development and implementation of its Technology-Based Instructional  Systems - E-Learning Systems.  Also included is a discussion of associated Cost models.
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