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Glossary 

GlossaryActuals: The actual job performance or knowledge.

ADDIE Instructional Design Model: A flexible and interactive approach to analyzing the training requirements, designing the instructional system, developing the courseware, implementing the instruction, and evaluating the effectiveness of the instructional system. Its Analysis, Design, Development, Implementation, and Evaluation phases can be entered at any point, depending on the specific situation. It is the basis of nearly all instructional design methodologies in use today. The newly adopted PADDIE model separates the analysis activities into a Planning phase and an Analysis phase, and incorporates evaluation into all phases of the process.

Advanced Distributed Learning (ADL) Initiative: The DoD and the White House Office of Science and Technology Policy (OSTP) launched the Advanced Distributed Learning (ADL) Initiative in November 1997. The mission of the ADL Initiative is to provide access to the highest quality education and training, tailored to individual needs, and delivered cost-effectively anytime and anywhere. The ADL Initiative aims to accelerate large-scale development of dynamic and cost-effective learning software and systems and to stimulate the market for these products. This will help meet the expanding education and training needs of government, academia, and industry. See Distance Learning, SCORM, Web-based Training.

Affective Domain: A major area of learning that deals with acquired attitudes, values, emotions, etc. The affective domain as defined by David Krathwohl, et al., contains five levels of affective learning: receiving, responding, valuing, organizing, and characterizing.

Affective Learning: A domain of learning concerned with the acquisition of desired perceptions by the learner; that is, the order and discipline required within the military. It is the part of learning objectives that requires the acquisition of perceptions by the learner (promoting, for example, self-confidence, responsibility, respect, dependability, and personal relations). Also see Learning Objective.

AICC: Aviation Industry CBT Committee

Analysis: (a) Examination of system requirements. (b) Separation of a whole into its component parts for detailed study or examination; for example, a job is broken down into all its observable components, duties, tasks, task elements, and skills. (c) Bloom’s Taxonomy lists six progressive levels of learning using the cognitive domain: knowledge, comprehension, application, analysis, synthesis, and evaluation. Analysis is dividing information into simpler objects and ideas and then seeing how these parts are organized and relate to one another.

Analysis Phase: ISD phase in which you analyze and determine what learning is needed.

Application: (a) The way in which technology is used. (b) A level of cognitive domain in which learners are able to use learned material in new and concrete situations. (c) Application software. (d) Bloom’s Taxonomy lists six progressive levels of learning using the cognitive domain: knowledge, comprehension, application, analysis, synthesis, and evaluation. Application is adapting knowledge to actual situations.

ARCS Model of Motivation: John Keller’s Attention, Relevance, Confidence, and Satisfaction (ARCS) model of motivation is a proven approach to developing interesting and effective instruction. It focuses on keeping the learner engaged in the instruction so that optimal learning can take place.

Assessment: Measures a learner’s transfer of knowledge and attainment of learning objectives. Assessment is a major element of blended and electronic learning because it allows learners to test out the content that they already know and take only the parts of the training that they need.

Assessment Strategy: Assessment encompasses how the instructional developer measures learner performance within the course. The Assessment Strategy defines the tools and practices the instructional developer intends to use in formally measuring learner performance.

Asynchronous: Transmission that does not occur simultaneously with the audio and video associated with the broadcast. Computer-based Training (CBT) and traditional correspondence courses would be considered to operate in the asynchronous mode.

Asynchronous Learning Event: Instruction in which a subject matter expert or facilitator responds to questions and comments from learners at remote locations, but with a delay. This means that the facilitator does not have to be online when learners are taking Computer-based Training, or at a help desk when learners are taking correspondence courses, videotaped courses, etc. Asynchronous means anything that is not real-time.

Attention: Getting and holding the learner’s interest. This is one of the four tenets of John Keller’s ARCS Model of Motivation, which uses Attention, Relevance, Confidence, and Satisfaction to create interesting and effective instruction so that optimal learning will take place. Starting the class with an icebreaker activity such as telling a joke or story, polling learners with a thought-provoking question, etc., engages the learners and prepares them for learning.

Attitude: (a) Feelings or emotions that influence an individual’s desire to perform a particular task. Fear of failure, discomfort with change, complacency about dangers in the work environment, etc., are examples of attitudes that cause performance problems, and that may be corrected with properly designed training and workplace reinforcement. (b) A positive alteration in personal and professional beliefs, values, and feelings that will enable the learner to use skills and knowledge to implement positive change in the work environment. Also see Knowledge and Skill.

Audio: Can help users retain learning or to add supplementary information to a course.

Audioconferencing: Instruction delivered by two-way voice communication.

Authoring System: Computer program designed specifically to create computer-based instruction.

Bandwidth: Capacity of a communications channel to transmit a signal without excessive distortion. It is one of the biggest constraints of Web-based Training. The frequency width needed to transmit a communications signal without excessive distortion. The more information contained in a signal, the more bandwidth it requires for distortion-free transmission. For digital transmission, generally measured in kilobits (Kbps) or megabits per second (Mbps). The higher the compression, the lower the resolution and fluidity of motion. But, the higher the compression, the lower the bandwidth requirements, and consequently, the lower the cost of transmission.

Behavior: The activity the learner is expected to demonstrate following instruction. A behavior must be written in measurable, observable terms so learner performance can be objectively evaluated.

Behavior Analysis: (a) The process by which a complex behavior is broken down into teachable components. (b) The analysis of each task or subject area to determine what the learner must do upon completion of instruction, how (and how well) the learner must be able to do it, and what skills and knowledge must be taught in order for the learner to meet the objectives.

Blended Learning: An instructional design approach that combines and integrates several different training delivery methods such as WBT, classroom-based learning, self-paced learning, collaboration, assessment, and performance support materials. 

Blogs: Short for “Web Logs”, a blog is a running Web-based commentary contributed to by interested participants. It differs from a Wiki in that users are unable to edit the organization of the content, and usually reflect the personality of the blog host.

Bloom’s Taxonomy: In the 1950s, Benjamin Bloom chaired a committee that created an easy-to-understand taxonomy of learning behavior that is still the most widely used today. The Bloom Taxonomy consists of three domains of learning behavior: cognitive (mental skills or knowledge), affective (attitude or growth in feelings or emotional areas), and psychomotor (manual or physical skills). Within those domains, there are typical levels of understanding that the learner experiences: 

Cognitive Domain
1) Knowledge
2) Comprehension
3) Application 
4) Analysis
5) Synthesis 
6) Evaluation
Affective Domain
1) Receiving Phenomena
2) Responding to Phenomena
3) Valuing 
4) Organizing
5) Internalizing Values (Characterization)
Psychomotor Domain (R.H. Dave’s Model) 
1) Imitation
2) Manipulation
3) Precision
4) Articulation
5) Naturalization

Complex Animations: Provide a great way to re-create a scenario or environment that is difficult, impossible, or cost-prohibitive to photograph or videotape.

Content Analysis: The purpose of a content analysis is to identify and organize instructional content and develop instructional goals. The Content Analysis specifies course content and organizes all course objectives into a hierarchy that begins establishing a logical and sound course structure and defining the learning taxonomy. The High-level Content outline is developed during this step.

Course Design Document (CDD): The final output of the course design process is the Course Design Document (CDD), which typically includes course overview, course structure, content outline, lesson overviews, instructional strategies, an evaluation plan, and seat time.

Course Design/Development: The purpose of the course design process is to create a roadmap to use throughout the design and development process. The detailed design expectations are documented in the form of a Course Design Document (CDD). A TED CDD form for you to complete is provided in the library. It includes: 

· Course Overview 

· Course Structure 

· Content Outline 

· Lesson Overviews 

· Instructional Strategies

Course Flow Chart: Course flowcharts provide a visual representation of how the course will run once it is completed.

Cognitive Domain: A major area of learning that deals with thinking, development of intellectual skills, and the cognitive process. The cognitive domain, as defined by Benjamin Bloom, contains six levels of cognitive learning: knowledge, comprehension, application, analysis, synthesis, and evaluation.

Comprehension: Bloom’s Taxonomy lists six progressive levels of learning using the cognitive domain: knowledge, comprehension, application, analysis, synthesis, and evaluation. Comprehension is grasping the meaning of information.

Compression Rate: The figure used to estimate the number of hours of instruction required to conduct an existing resident course if converted to the given technology.

Computer-Assisted Instruction (CAI): The use of computers to aid in the delivery of instruction. A variety of interactive instructional modes are used, including tutorial, drill, practice, gaming, simulation, or combinations. Learners interact with instruction presented through a variety of media, usually computer-controlled or monitored. CAI is an integral part of Computer-based Instruction (CBI) and Computer-based Training (CBT). Also called Computer-aided Learning.

Computer-Based Instruction (CBI) and Computer-Based Training (CBT): The use of computers to aid in the delivery and management of instruction. CBI and CBT are synonymous and are used interchangeably. CAI (the delivery of instruction) and CMI (Computer-managed Instruction) are both elements of CBI and CBT. Also called Computer-based Education and Computer-based Learning.

Computer-Based Training System: A training system consisting of computers that provide instruction. It is an automated, integrated instructional system that includes the design and development of instructional materials (authoring system), the management and administration of training, and the delivery of that instruction. 

Condition: Element of a learning objective that describes the situation and resources (equipment, tools, materials, assistance, etc.) under which a learner is expected to demonstrate a behavior.

Constraints: Limiting or constraining conditions or factors, such as policy considerations, time limitations, equipment, environmental factors, personnel, budgetary, or other resource limitations.

Cost-Effectiveness: (a) A comparative evaluation of potential instruction methods and media to determine the most efficient alternative. (b) A measure of the operational capability added by a system as a function of its life cycle cost.

Course: (a) Logically grouped instruction on a subject, designed to achieve pre-defined learning objectives. Usually concerns a single job or task (job-skills-type training) or a section of organized knowledge (information-type training). (b) A complete series of instructional units identified by a common title or number. (c) An ordered arrangement of subject matter designed to instruct personnel in the knowledge, skills, or attitudes required for the performance of tasks in a designated area of specialization. A course consists of one or more modules. Also see Curriculum, Lesson, and Module.

Course Design Strategy: A logical and organized course structure that supports learners completing the course without frustration or confusion by dividing the content into logical and manageable pieces, thus establishing a hierarchy.

Course Evaluation: A critique of the course to include course effectiveness, instructor effectiveness, technical documentation effectiveness, and effectiveness of training media.

Course Goals: What learners must be able to do or know when the course is complete.

Courseware: Education and training materials such as technical data, textual materials (such as lesson plans, instructor guides, learner guides, and test and measurement instruments), audiovisual materials, and computer-based instructional materials.

Courseware Developer: Individual responsible for applying ISD methodology when performing assigned activities of the courseware development process. The developer must fully understand: (1) the scientific principles of learning and quality improvement, which are the foundation of ISD; (2) the various instructional design models, methods, and techniques used in a blended learning approach to training; and (3) the purpose and value of each activity in the courseware process. The developer performs most of the tasks in the Development phase where the above knowledge is critical to creating relevant, engaging, and effective instruction in an efficient manner. 

Courseware Integration: Mixing of interactive courseware with other training media (for example, classroom, laboratory, simulators, On-the-Job Training).

Criterion: (a) The standard by which something is measured. (b) In test validation, the standard against which test instruments are correlated to indicate the accuracy with which they predict human performance in some specified area. (c) In evaluation, the measure used to determine the adequacy of a product, process, behavior, or other conditions.

Criterion Behavior: Performance that is required of the course graduate, described by the terminal objective, and measured by the criterion test.

Criterion-Referenced: Based on a measurable (objective) standard.

Curriculum: A set of courses constituting an area of specialization. The curriculum includes all training conducted within a school, outlined into specific topics, along with detailed training objectives. Includes behavior, conditions, and standards. Also see Course.

Define Course Scope: Determining the scope of an instructional development project involves identifying the project objectives and the work that must be performed to complete a project. The purpose of determining the scope is to clearly define the deliverables or end product of a project, as well as to focus the project team’s goals. A successful project scope should define and interweave project objectives, deliverables, milestones, technical requirements, limitations, and review cycles. 

Deficiency: The difference between “what is” and “what should be”. In education and training, it is the gap between desired knowledge/performance and the actual knowledge/performance. Also called a “need” or a "discrepancy”.

Delivery Method: The various means used to present instruction; may include a combination of lecture, workbook, Web-based Training, interactive television broadcast, or other media. 

Demonstration: An instructional method that uses the presentation of models, videos, maps, or a live portrayal of a sequence by an instructor in conjunction with lecture.

Design Phase: ISD phase in which instruction is designed based on defined requirements.

Detailed Review: Course materials are reviewed by SMEs for accuracy, appropriateness, and compliance.

Development Phase: ISD phase in which courseware is developed and validated.

2D/3D Illustration 2D and 3D illustrations are static graphics that are used to enhance and supplement reference materials provided by the SME. Illustrations help learners visualize a concept and further enforce instructional text.

Detailed Content Outline: A comprehensive outline that creates, in a hierarchy, the content areas to be covered in the completed course.

Distance Learning (DL): Distance learning is defined as "structured learning that takes place without the physical presence of the instructor". With this definition, the Air Force includes correspondence courses, satellite broadcasts, videotape, and Computer-based Instruction or any combination thereof.

Digital Video: Can be time-consuming and more costly to produce if there is not “near broadcast quality source material” that has been previously shot, and that aligns exactly with the storyboard content.

Enabling Learning Objectives (ELOs): ELOs, also known as subordinate objectives, correspond to the skills required to accomplish the TLO. Specifically, ELOs provide the level of detail necessary to describe the knowledge and skills that must be learned to demonstrate satisfactory performance of the terminal objective ELOs.

Environmental Analysis: The purpose of an environmental analysis is to gather information regarding the environment in which the learner will apply what they have learned. This will help shape how instruction is taught.

Evaluation Plan: An Evaluation Plan determines how you plan to measure the effectiveness of the course. A typical plan includes purpose, objectives, evaluation level, participants, data collection protocols, and reporting findings.

Existing: An existing course has already been developed and needs TED approval to be included in a course catalog. 

Electronic Performance Support System (EPSS): A system of online working aids, reference guides, training materials, advice/lessons learned, information systems, and other support tools designed to assist users with job performance and learning at the moment they need it. The most effective help systems are based on Gloria Gery’s situated cognition approach, which emphasizes a user-defined and flexible structure populated with easy-to-access support tools for performing day-to-day tasks. The biggest challenge is to teach employees how to use an EPSS and its tools efficiently.

Entry Skills: Specific, measurable behaviors that have been determined to be basic to subsequent knowledge or skill in the course through the process of analysis of learning requirements.

Environment: The physical conditions and surroundings in which a job is performed, or in which learning takes place, including tools, equipment, and job aids.

Evaluation: Procedure used to determine the effectiveness and efficiency of a training program, to include the training materials, training setting, and performance of learners, instructors, and graduates. Evaluation is a continuous process throughout each phase of ISD. It includes Formative Evaluation, Summative Evaluation, and Operational Evaluation.

Evaluation Plan A: method or outline of a set of procedures that will be used to gather data and information for the purpose of assessing a course of instruction or other training product.

Example: An instructional tool that strengthens comprehension, increases learning transfer, and is essential to effective learning. Stories, short videos, pictures, demonstrations, etc. that provide both positive and negative examples create strong mental images for learners. Examples enable learners to transfer their learning by showing them how they can adapt new information to make it work for them in real-world situations.

Exercise: (a) An act that is performed or practiced in the learning experience to develop, improve, or display a specific knowledge, skill, or aptitude. (b) The total instruction that a learner receives from a training experience.

Expert Opinion: Those opinions, impressions, or judgments of individuals considered to be well qualified in relation to the item under evaluation. Also see Subject Matter Expert.

Federal Sponsored: Federal Sponsored (Non-TED) courses do not require approval by TED prior to development but do require Review and Approval to be added to a course catalog. You will be guided to the Review phase. Non-TED Courses are either State or Federal sponsored, coordinated and approved by the State Administration Agency (SAA), State/Territory Point of Contact (TPOC), or Federal Department/Agency Point of Contact (POC), and fall within the TED mission scope to prepare State and local personnel to prevent, protect, respond to, and recover from acts of terrorism or catastrophic events. These training programs include, but are not limited to, Chemical, Biological, Radiological, Nuclear, and Explosive (CBRNE) terrorism, catastrophic events, cyber/agriculture/food security, and citizen preparedness training courses and materials. 

Flash: This type of screen/media element is an excellent tool for engaging/motivating learners and giving them an overview of what they are going to learn in the course.

Flowchart: (a) Documentation of the courseware instructional strategy. (b) A visual method of indicating the many relationships of the sub-parts of a process, including steps and decision points. (c) A programming guide that is a graphic representation of all branching and data processing required for the interactive courseware. (d) A diagram that depicts the events or actions and their sequence in the program. (e) A map of interactive logic representing the possible paths a user can take in the courseware and comprising standard symbols for program segments, decision points, clues, responses, and logic flow. (f) A diagram representing the logic flow of a computer program, using standard graphic shapes and symbols joined by straight lines and representing program segments, decision points, execution flow, and other information.

Follow-on Training: Training conducted after initial training.

Formal Lecture: A structured, and often rehearsed, teaching session with no verbal participation by learners.

TED Mission: To prepare State and local personnel to prevent, protect, respond to, and recover from acts of terrorism or catastrophic events. These training programs include, but are not limited to, Chemical, Biological, Radiological, Nuclear, and Explosive (CBRNE) terrorism, catastrophic events, cyber/agriculture/food security, and citizen preparedness training courses and materials.

TED Funded: TED-Funded courses are programs developed for and delivered by institutions funded directly by TED.

Gagné Conditions of Learning Model: Robert Gagné established a fundamental model on the conditions of learning that combines five types of learning and nine events of instruction. His theories on learning are a basic element in nearly all instructional design models in use today.

Gagné's Events of Instruction: The nine events of learning identified by Gagne include: 1) Gaining attention, 2) Informing learner of objectives, 3) Stimulating recall of prior learning, 4) Presenting new material, 5) Providing learning guidance, 6) Eliciting practice/performance, 7) Providing feedback about correctness, 8) Assessing performance, and 9) Enhancing retention and transfer.

Gagné 's Types of Learning: The five types of learning identified by Gagne include: 1) Intellectual skills, 2) Cognitive strategies, 3) Verbal information, 4) Motor skills, and 5) Attitudes.

Gantt Chart: A visual representation of project tasks showing the duration of each task along a timeline.

IEEE: Institute of Electrical and Electronics Engineers, a world-wide professional association for the advancement of technology.

IMS: IMS Global Learning Consortium.

Implementation Phase: ISD phase in which the instructional system is implemented.

Instruction: (a) The delivery of information to enable learning. (b) The process by which knowledge and skills are transferred to learners. Instruction applies to both training and education.

Instructional Conditions: (a) The instructional atmosphere, including environmental, physical, and psychological factors. (b) The amount of participation that the instruction requires of the learner. Instructional conditions may be active (the learner produces or practices) or passive (the learner sits and listens).

Instructional Design: A systematic approach to planning, creating, and implementing relevant, efficient, and effective instructional materials. See Instructional System Development.

Instructional Design Theory: A set of principles that describe how to facilitate learning of knowledge, skills, and attitudes/abilities]. See ADDIE Instructional Design Model, Anchored Instruction, ARCS Model of Motivation, Component Display Theory, Dick and Carey Model for Instructional Design, Enterprise Theory, Gagné Conditions of Learning Model, Human Performance Technology (HPT), Instructional System Development, and Rapid Prototyping Design.

Instructional Goals: A broad, yet clear, statement of what is to be achieved from the learning solution.

Instructional Materials: Items used to instruct, such as a course control documents, lesson plans, slide presentations, training aids, computer-based simulations, learner handouts, class exercises, etc.

Instructional Method: Manner in which training is delivered to the learner, such as instructor-led classroom, Computer-assisted Instruction, structured On-the-Job Training, self-paced Web-based Training, etc. The primary instructional method of a formal course or training aid is called the “Delivery Method”.

Instructional Strategy: The general concept and methodology by which instruction is to be delivered to the learner. Methodologies include tutorial, drill and practice, simulation, and gaming.

Instructional Strategies: Instructional strategies provide an approach to organizing and presenting the course. The instructional strategy used will depend upon how the course is being delivered, the environment in which it is being delivered, the course content, and the scope of the project.

Instructional Support: Learning resources; different kinds of material, number of instructors, amount of time, and other resources that will contribute to completion of the learning process.

Instructional System Developer: A person who is knowledgeable of the instructional system development (ISD) process and is involved in the analysis, design, development, implementation, and evaluation of instructional systems. Also called Instructional Designer, Instructional Developer, Curriculum Developer, and other terms.

Instructional Systems Development (ISD): A deliberate and orderly, but flexible, process for planning, analyzing, designing, developing, implementing, and evaluating training programs. ISD ensures personnel are taught the essential skills, knowledge, and attitudes for successful job performance in a cost-efficient manner.

Instructor Guide: The Instructor Guide is what instructors use to present the instructional materials to the learners. Its purpose is to standardize the instruction to ensure that all learners consistently receive the same instruction during every instance of the course and to improve the overall quality of the course. 

Instructor-Led Training: An instructional method in which an instructor provides knowledge to learners in a systematic manner in a classroom or laboratory setting. It is used when a large group must be taught the same thing or when instructor skills, equipment, tools, and facilities that are needed to teach the objectives would significantly deter production if training were conducted at the worksite. Also called classroom instruction/training, lecture, and stand-up instruction.

Intellectual Skills: Cognitive skills that involve identifying, classifying, categorizing, using rules, solving problems, thinking, reasoning, analyzing, discriminating, evaluating, and judging. Also called cognitive processes or mental skills.

Interactive Television (ITV): An interactive means of instructing learners at a distance through the use of one-way video and audio over a satellite communication link with interactive return audio via phone lines. Also referred to as Teleseminar.

Interactive Video Teletraining (IVT): Describes video-based instruction over broadcast television networks (satellite and/or terrestrial). Composed of Video Teleconferencing (VTC) and Interactive Television (ITV).

Interface: Link between two components, such as a CD-ROM player and a computer.

Introduction: A major section of a lesson designed to: (1) establish a common ground between the presenter and learners, (2) capture and hold attention, (3) outline the lesson and relate it to the overall course, (4) point out benefits to the learner, and (5) lead the learner into the body of the lesson. The introduction segment usually contains attention step, motivation step, and overview. It covers the course content, the target population, the reason that the learner is studying the material, and appropriate motivation to gain the learner's attention.

Job: The duties, tasks and task elements (subtasks, steps, and step actions) performed by an individual. The job is the basic unit used in carrying out the personnel actions of selection, training, education, classification, and assignment.

Job Aid: A checklist, procedural guide, decision table, worksheet, algorithm, or other device used by a job incumbent to aid in task performance. Job aids reduce the amount of information that personnel must recall or retain.

Job Analysis: The basic method used to obtain salient facts about a job, involving observation of workers, conversations with those who know the job, analysis questionnaires completed by job incumbents, or study of documents involved in performance of the job. Job analysis provides data on the missions, tasks, subtasks and steps required for job performance, the conditions and standards of performance, and the number of individuals and the time required for performing job components.

Job and Task Analysis: The purpose of a Job/Task analysis is to identify the tasks performed by a job incumbent at a given skill level. The Job/Task Analysis breaks down and organizes the proposed learning material, resulting in a list of measurable objectives describing what learners should know or be able to do upon completion of the course. The objectives determine the skills, knowledge, and situations that must be developed, and provide a framework for the content. The task analysis also assists the instructional designer with identifying any prerequisite skills or knowledge learners must posses prior to beginning a course to achieve the stated objectives. Task analysis steps include determining prerequisites, identifying job functions, identifying tasks within each function, and determining the task as procedural, process, or principle-based. The outcome of this process is the identification of the skills and knowledge that will structure the training programs. 

Knowledge: Use of the mental processes that enable a person to recall facts, identify concepts, apply rules or principles, solve problems, and think creatively. Knowledge is not directly observable. A person manifests knowledge through performing associated overt activities. Also see Attitude and Skill.

Knowledge Transfer: A process of decision-making in which individuals decide whether learned knowledge should be applied to a particular situation. It involves understanding how and when to apply learned information in the real world.

Learner Analysis: The purpose of the learner analysis is to develop a profile of characteristics of the learner, also known as the "target population". This will shape what is taught and how it is taught.

Learning: Acquired knowledge, attitude, or skill that changes the way the learner behaves in some way. The new behavior can be a different way of thinking, reacting, or doing, and may be overt (visible) or covert (hidden).

Learning Analysis: The purpose of a learning analysis is to identify what is to be taught in terms of types of learning involved and level of learning desired.

Learning Management System (LMS): An automated interface for administering training activities of an organization, such as managing curriculum and courses, scheduling/registering of instructors/learners for training events, launching Computer-based and Web-based Training, tracking and reporting learner progress and completions, evaluating and generating metrics and reports, etc.

Learning Objective: A statement of the behavior or performance expected of a learner as a result of a learning experience, expressed in terms of the behavior, the conditions under which it is to be exhibited, and the standards to which it will be performed or demonstrated. Also called Training Objective or Behavioral Objective. Also see Objective.

Lecture: A formal or semiformal oral presentation of information delivered by an instructor. Primarily used to impart verbal information and intellectual skills such as facts, concepts, problems, relationships, rules, and principles.

Lesson: (a) A segment of instruction that contains an objective, information (to be imparted to the learner), and an evaluation instrument (test). (b) A segment of instruction that covers a specific maintenance task, procedure, or idea. (c) The element of a module that is designed to teach one or more learning objectives. Also see Course and Module.

Level of Learning: The degree to which a learner is expected to internalize (master) intellectual skills, values, or ability to perform psychomotor skills.

Life Cycle Management: The process of administering a system from the time it is initially developed until it is terminated, with emphasis on strengthening early decisions that shape costs and effectiveness.

Local Area Network (LAN): A system that connects computers, printers, and other office equipment together within a defined area (like an office building).

Logistic Support: Resources required for supporting instructional delivery.

Mastery Learning: An approach to learning in which learners progress from learning experience to learning experience based upon achievement of instructional objectives prescribed in the curriculum design rather than other factors such as age, effort, or time of year.

Media: The means by which instruction is presented to the learner. Media are selected to enhance, support, and supplement presentation of the instruction. Examples of media include instructors, textbooks, slides, audiovisual materials, video, Computer-based Training (CBT), Web-based Training (WBT), training equipment, and training devices.

Media Analysis: The process of examining media requirements and assembling a data bank of information to use for selecting appropriate media for use in instruction.

Media Selection: The process of selecting the most effective means of delivering instruction.

Metadata: Description of how, when, and by whom a particular set of data was collected, and how the data is formatted. Metadata is essential for organizing information stored in electronic repositories. Learning resources that are described with metadata can be systematically sought and retrieved for use and reuse. See Content Packaging, SCORM.

Metadata Tags: Coding at the front of a Shareable Content Object (SCO) that contains descriptive data about the content of the object independent of the larger structure (presentation, module, course, etc.) in which the SCO resides. See SCORM, Sharable Content Object (SCO), and Metadata.

Method of Instruction: The means, techniques, procedures, and other provisions for the delivery of instruction. There are many appropriate methods. Processes such as lecture, recitation, laboratory, examination, demonstration, use of training aids, group discussion, role playing, case studies, programmed instruction, and coaching may be included.

Methodology: A system of procedures, principles, and rules. In the scientific field of learning, it is the analysis of the subjects and learners to be taught and the study of the methods for instructing them.

Metrics: Measurement tools used for assessing the qualitative and quantitative progress of instructional development with respect to the development standards specified.

Milestone: A major point in the development of a project.

Module: (a) A stand-alone instructional unit designed to satisfy one or more learning objectives. (b) A separate component, complete within itself, that can be taught, measured, and evaluated for a change or bypassed as a whole; one which is interchangeable with others, used for assembly into units of differing size, complexity, or function. (c) An individualized, self-instructional package, usually containing all the necessary materials a learner needs to meet some or all of a learning objective/task. A module consists of one or more lessons. Also see Course and Lesson.

Motivation: A belief or value about something that prompts an individual to act.

Motivational Strategies: Actions taken by the instructor or instructional designer to increase learner effort and persistence. 

Motor Skills: Learned behaviors that involve the smooth, coordinated use of muscles. Motor skills involve the performance of some activity that is directly observable.

Multimedia: Programs that combine more than one media type for dissemination of information. For example, a multimedia program may include text, audio, graphics, animation, and video.

Need: The measurable deficiency or "gap" between the desired or optimal performance and the actual performance.

Needs Analysis: The process of analyzing a need, problem, or deficiency in order to determine if the solution is training or non-training-related.

Needs Assessment: (a) The systematic process for identifying the causes of discrepancies between what exists and what is currently required, and for identifying the causes of potential discrepancies between current and future requirements. (b) The process in which performance discrepancies are focused upon to determine where the discrepancies exist (for example, environmental, training, instruction, personnel, and equipment).

New Courses: New TED-funded and Non-TED State-sponsored courses require approval by TED prior to development.

Non-TED Funded Courses Either State or Federal sponsored, coordinated and approved by the State Administration Agency (SAA), State/Territory Point of Contact (TPOC), or Federal Department/Agency Point of Contact (POC), and fall within the TED mission scope to prepare State and local personnel to prevent, protect, respond to, and recover from acts of terrorism or catastrophic events. These training programs include, but are not limited to, Chemical, Biological, Radiological, Nuclear, and Explosive (CBRNE) terrorism, catastrophic events, cyber/agriculture/food security, and citizen preparedness training courses and materials. Course Review and Approval is required for all non-TED training being developed and/or considered for inclusion in one of TED course catalogs under the Homeland Security Grant Program (HSGP).

Object: In hypermedia, this generally refers to an element placed on the screen, such as a button, field, or graphic. Objects are components that can be manipulated and can contain links to other objects.

Objective: A statement of what learners are expected to demonstrate as a result of instruction. Objectives are usually used to identify outcomes of units, blocks, modules, instructional periods, and areas of instruction such as courses of a few days. They are typically formatted as level-of-learning objectives, used primarily in education, and criterion objectives, typically used in training.

Online: Having a computer connected via modem and telephone lines to another computer.

Online Collaborative Learning: Methods of electronic communication with others for the purpose of learning. Involves a community of learners using asynchronous (not real-time) media such as e-mail and electronic bulletin boards, and synchronous media such as chat rooms, audio/video conferencing, application sharing, virtual classrooms, etc., to communicate with one another.

On-the-Job Training (OJT): A formal or informal program of instruction by subject matter experts who coach, advise, and mentor workers in need of training while they are performing real job tasks (McCoy, 2004). 

Optimals: Desired knowledge, skill, or attitude behaviors.

Organizing: Bloom’s Taxonomy lists five progressive levels of learning using the affective domain: receiving phenomena, responding to phenomena, valuing, organizing, and internalizing values (characterization). Organizing is comparing different values, resolving conflicts between them, arranging values into priorities, and then structuring a personal, internal value system.

Others: Trainers, universities, and other members of the public that are interested in course development processes, tools, resources and best practices to assist them in developing curriculum.

Overview: (a) A description of content, basic structures, learning objectives, and other fundamentals of the next portion of interactive courseware to be presented. (b) A segment of a lesson introduction in which the presenter provides a clear and concise presentation of the objective, the key ideas or main points of the lesson, and an indication of the teaching method to be employed.

PADDIE Instructional Design Model: Planning, Analysis, Design, Development, Implementation and Evaluation model for instructional development. See ADDIE Design Model.

Participant Guide: The Participant Guide is what instructors use to present the instructional materials to the learners. Its purpose is to standardize the instruction to ensure that all learners consistently receive the same instruction during every instance of the course and to improve the overall quality of the course.

Performance: Part of a criterion objective that describes the observable learner behavior (or the product of that behavior) that is acceptable to the instructor as proof that learning has occurred.

Performance Exercise: A proficiency (criterion-referenced) test used to evaluate mastery of a task as specified by the criterion-referenced objective.

Performance Issue: A gap or deficiency between desired knowledge/performance and the actual knowledge/performance.

Performance Objective: A precise statement of the performance expected of a learner as the result of instruction, expressed in terms of the standards to which it will be performed or demonstrated. Also see Objective.

Performance Test: A test in which the learner actually performs the skill required of the objective. A performance test is used to evaluate a performance objective.

Phase: A group of activities that support a major segment of a process. Phases are usually sequential in nature, while functions are types of activities that are performed during the entire process.

Pilot Course: A full-length course conducted in a target environment (facilities, instructors, and learners) using the curriculum and supporting training material prepared for that course. It has as its purpose the "shaking down" or "validating" of the curriculum and materials in a classroom situation to determine their effectiveness in attaining the approved learning objectives or training goals.

Pilot Deliveries: To provide quality assurance, the course developer will coordinate with the TED PM on the location, schedule, and delivery of a minimum of three (3) “pilot” courses. The TED PM should be in attendance for at least one (1) of the pilots delivered. Independent third-party SME’s, agreed upon by the TED PM and training developer, will be invited to attend the “pilot” deliveries. The number of SMEs invited to attend the course (typically 3 to 5) will be based on the complexity of the course being reviewed. The TED PM will determine the final number of pilots to be delivered based on feedback from the evaluations provided by the SMEs. Use the Level 1 Evaluation – Department of Homeland Security Office of TED Student Assessment of Course and Instructors Form.

Posttest: A test administered to a learner upon completion of a course or unit of instruction to measure learning achieved and to assess whether a learner has mastered the objectives of the course or unit of instruction.

Practical Application: An instructional method in which learners apply previously learned knowledge or skills under controlled conditions, with close instructor supervision. Learners may interact with equipment, data, or persons, as necessary to attain training objectives. This includes interaction with actual equipment or job materials.

Prerequisite: Prior knowledge or experience.

Prerequisite Training: The training that personnel must have previously completed successfully in order to be qualified for entry into training for which they are now being considered.

Pretest: A test administered to a learner prior to entry into a course or unit of instruction to determine the technical skills (entering behaviors) the learner already possesses in a given subject. Pretests are often used to identify portions of instruction that the learner can bypass.

Proficiency: A specific standard of performance in which the learner demonstrates a predetermined skill, ability, or expertise.

Proficiency Test: A test designed to measure a learner's capabilities in terms of the job. It measures both psychomotor and cognitive skills. A performance test is sometimes understood to mean a skill demonstration, while a proficiency test is understood to be a comprehensive procedure used to examine the learner's capability to do what the job requires.

Project Schedule: A project schedule details the start and end dates, the sequence, and duration of each activity and task in a project. A successful project schedule requires understanding the relationship among (and set priorities for) schedule, scope, and budget. 

Psychomotor: A major area of learning that deals with acquiring physical skills requiring dexterity, coordination, and muscular activity.

Psychomotor Domain: A major area of learning which deals with acquiring the ability to perform discrete physical skills requiring dexterity, coordination, and muscular activity. The R.H. Dave model lists five progressive levels of learning using the psychomotor domain: imitation, manipulation, precision, articulation, and naturalization. Also see Bloom’s Taxonomy.

Qualitative Data: Data that are subjective in nature and focus on opinions or concepts rather than measurable facts. Qualitative data are gathered by survey questionnaire, interviews, and observation.

Quantitative Data: Information that is objective in nature because it is based on observable behavior that can be translated into numbers suitable for analysis and measurement.

Relevance: This is one of the four tenets of John Keller’s ARCS Model of Motivation, which uses Attention, Relevance, Confidence, and Satisfaction to create interesting and effective instruction so that optimal learning will take place. When learners believe that the training is relevant to their personal situation, they stay focused and interested. Examples, discussions, stories, and other means of helping the learner relate to the material and transfer their learning to the real world is incorporating relevance into the instruction.

Reliability: (1) The degree to which a test instrument can be expected to yield the same result upon repeated administration to the same population. (2) The capability of a device, equipment item, or system to operate effectively for a period of time without a failure or breakdown.

Resources: The supplies and support required to revise, design, develop, implement, and maintain a training program.

Retention: The act of remembering things. Also see Memory, Sensory Memory, Long-Term Memory, Short-Term Memory.

Satisfaction: This is one of the four tenets of John Keller’s ARCS Model of Motivation, which uses Attention, Relevance, Confidence and Satisfaction to create interesting and effective instruction so that optimal learning will take place. Learners are more likely to retain and apply their knowledge and skills to real world situations if they are satisfied with the results of their learning experience. Preparing learners to transfer their knowledge by simulating work environments, explaining how the knowledge and skills learned in the training event will integrate with follow-on learning events, providing the learner with post-event support such as on-line reference and job aids, etc., makes the training experience rewarding and complete.

Schema: An individual's organization of knowledge. Different levels of learners have different types of schemas. The novice has a sketchy structure into which new information can be placed. The experienced learner has a better structure and is a quicker learner than the novice. The expert has a highly developed structure and is capable of rapid learning with little support. Also see Enterprise and Metaskill.

SCORM (Sharable Content Object Reference Model): The ADL Initiative established the Sharable Content Object Reference Model (SCORM) to define the technical foundations of a Web-based learning environment. It is a model that references a set of interrelated technical standards, specifications, and guidelines designed to meet high-level requirements for learning content and systems. SCORM defines a Web-based learning “Content Aggregation Model” and “Run-time Environment” for learning objects. Refer to the ISD Toolkit for a link to the most recent version of SCORM requirements. See Advanced Distributed Learning Initiative, Sharable Content Object, SCORM Content Aggregation Model, SCORM Run-Time Environment Data Model, Web-based Training.

SCORM Content Aggregation Model (CAM): Provides a common means for composing learning content from searchable, reusable, sharable, and interoperable sources. See SCORM.

SCORM Run-Time Environment (RTE): Data Model A standard set of data elements used to define the information being communicated, such as the status of the learning resource. In its simplest form, the data model defines elements that both the LMS and SCO are expected to “know about”. The LMS must maintain the state of required data elements across sessions, and the learning content must utilize only these pre-defined data elements if reuse across multiple systems is to occur. See SCORM.

SCORM Sequencing and Navigation (SN): Rules that an LMS must follow in order to present a specific learning experience. The content developer is responsible for defining the rules to which an LMS must adhere. These rules are expressed within content structure and encoded in the organization section of content packaging. Through this means, the intended behavior of a collection of learning resources may be moved with a package from one LMS environment to another. See SCORM.

Scripts: The text version for the audio portion of instruction. Used as a guide when recording or presenting the instructional content. 

Self Study: A training method in which learners review and study instructional materials designed for this purpose at their own pace.

Self-Paced Instruction: Instruction that permits progress at the individual learner's own desired rate of learning. Also see Individualized Instruction.

Self-Paced Learning: This is a major element of blended learning. It is learning that is attained independently by the learner, who controls the timing, pace, and (in the case of interactive courseware) the content of instruction, within certain parameters. Computer-based and Web-based Training and correspondence self-study are examples of self-paced learning.

Sharable Content Object (SCO): A self-contained package of knowledge objects (i.e., images, shapes, text, etc.) that can be tracked electronically by a Learning Management System (LMS). It includes a specific launchable asset that utilizes the SCORM Run-Time Environment to communicate with an LMS. An SCO represents the lowest level of granularity of learning resources that can be tracked by an LMS using the SCORM Run-Time Environment.

Simple Animation: A simple animation can be created in a 2-D or 3-D software package and usually shows a simple process by animating simple elements such as shapes, text, photos, or simple illustrations. These types of graphics are less time-consuming than complex animation and are sometimes used when less reference items are available.

Simulation: A technique whereby job environment phenomena are mimicked for learning purposes. Simulation can save time, reduce costs, eliminate the need to interfere with production while instructing, and eliminate potential dangers of the workplace. The simulation usually focuses on a small subset of the features of the actual job environment which are complex, risky, or expensive to perform in the workplace.

Simulations: Allow the user to observe the impact of their choices without the outcomes having any impact on the real operation. Simulations can be created to simulate the use of certain hardware or machinery, or the use of software tools and applications. Users can learn how to respond to emergencies, how individual actions and decisions affect entire processes, and how to operate complex pieces of equipment.

Simulator: (a) Hardware and software designed or modified exclusively for training purposes involving simulation or stimulation in its construction or operation to demonstrate or illustrate a concept or simulate an operational circumstance or environment. Training simulators and devices are considered part of the overall training system that may or may not be identified as part of the parent defense system. (b) Training equipment that imitates operational equipment both physically and functionally, such as a cockpit procedures trainer, operational flight trainer, or weapon systems trainer. Also see Training Device.

Skill: The ability to perform a job-related activity that contributes to the effective performance of a task. Skills involve physical or manipulative activities that often require knowledge for their execution. All skills are actions having specific requirements for speed, accuracy, or coordination. Also see Attitude and Knowledge.

Skill Level: (a) A list of proficiency requirements for performance of a specific job. (b) The level of proficiency at which an individual qualifies in that occupational specialty.

Skill Transfer: A process of decision-making in which individuals decide whether learned skills should be applied to a particular situation. It involves understanding how and when to apply learned skills in the real world.

Software: (a) The programs and routines that tell the computer and its peripherals what to do; any system of instructions that direct computer operation; a category of computer components restricted to instructions to the equipment (hardware); the programs for the computer. Typically, software can be divided into operating systems, computer languages (including authoring tools), and application programs. (b) The media that store software, such as floppy disks, flowcharts, manuals, and other computer programming documentation. (c) Non-equipment training material, such as pamphlets, handouts, schematics, charts, audiovisual products, and guide sheets.

State-sponsored: State-sponsored (Non-TED) Courses are State sponsored, coordinated and approved by the State Administration Agency (SAA), State/Territory Point of Contact (TPOC), or Federal Department/Agency Point of Contact (POC), and fall within the TED mission scope to prepare State and local personnel to prevent, protect, respond to, and recover from acts of terrorism or catastrophic events. These training programs include, but are not limited to, Chemical, Biological, Radiological, Nuclear, and Explosive (CBRNE) terrorism, catastrophic events, cyber/agriculture/food security, and citizen preparedness training courses and materials. 

Static graphics: usually include items that are provided by the client/SME for reference material. These items can include; photographs, clipart, charts, and tables. They may also include royalty-free photographic material. Some diagrams and charts may need to be recreated if the reference material is not usable or does not fit in with the look.

Storyboard: A layout with detailed graphic description of a single frame or series of frames, arranged sequentially, that describes the action and content for courseware instruction. A storyboard specifies all details such as graphics, text, visuals, video, audio, and special effects. It is a graphic depiction that visually shows the courseware presentation.

Storyboards: Storyboards are the blueprints of the WBT courseware design and development process, providing a combination of text and graphics (or graphic descriptions) that convey all the necessary information about the delivery of course content. Completed storyboards should include introductory and summary screens, content screens, and practice exercise or knowledge checks.

Style Guide – ILT (TED): The TED Style Guide ILT section provides a description of the Training Support Package (TSP) templates, standards, and packaging materials to be used in design and development of ILT training materials. 

Style Guide – WBT (TED): The purpose of the TED Web-based Style Guide is to provide recommended Web-based Training (WBT) courseware design and development guidelines. The Style Guide provides generally accepted WBT best practices for navigation, user interfaces, design and development processes/tools, and courseware development and delivery. The use of the approved TED Web-based templates (for both Flash and HTML-based courses) will govern the styles used in design and development.

Student: The individual being trained, the individual learning from the course, or an individual who has been placed in a learning situation in order to acquire knowledge and skills required for accomplishment of specific tasks. Also called learner.

Subject Matter Expert (SME): (a) An individual who has thorough knowledge of a job, duties/tasks, or a particular topic, which qualifies him/her to assist in the training development process (for example, to consult, review, analyze, advise, or critique). (b) A person who has high-level knowledge and skill in the performance of a job.

Subtask: Performance steps that, when combined, make up a task. Subtasks, or performance steps, specify the actions required to accomplish a task. They may also be defined as a series of actions leading to a terminal outcome.

Support Equipment: All equipment required to perform the support function except that which is an integral part of mission equipment. Does not include any equipment required to perform mission operations functions.

Support Function: The long-range and day-to-day tasks performed by training support organizations to implement and maintain the training program throughout its life cycle. Some of the basic support activities are providing funding, facilities, manpower authorizations, services in support of training activities, supplying equipment, skilled personnel, courseware, and instructional aids, and maintaining facilities, equipment, skilled personnel, courseware, and instructional aids.

Synchronous Training: Training in which a facilitator responds in real-time to questions and comments from learners. See Asynchronous Training.

Synchronous Web-based Training (SWBT): Synchronous Web-based Training (SWBT) includes software and services that provide any of the following functionality to support learning: text chat, audio, video, document sharing, whiteboards, presentations, etc. This functionality enables instructors and learners to participate synchronously in an instructional activity.

Synthesis: Bloom’s Taxonomy lists six progressive levels of learning using the cognitive domain: knowledge, comprehension, application, analysis, synthesis, and evaluation. Synthesis is building a structure or pattern from diverse elements, putting parts together to form a whole which has a new meaning to the learner.

System: A composite of skilled people and equipment (hardware and software) that provides an operational capability to perform a stated mission.

System Approach to Training (SAT): Procedures used by instructional system developers to develop instruction. Each phase requires input from the prior phase and provides input to the next phase. Evaluation provides feedback that is used to revise instruction. Also see Instructional System Development.

Target Audience: The total collection of possible users of a given instructional system; the persons for whom the instructional system is designed.

Task: An observable and measurable unit of work activity that forms a significant part of a job. It constitutes a necessary step in performance, and has a logical beginning and end.

Task Analysis: The process of breaking down tasks into subtasks (performance steps), conditions, and standards.

Task Statement: A written description of task performance that contains an action verb and an object, and must express the conditions under which the task is performed and the standard that the performance must meet.

Task Step: Any of the sequential, component steps in a larger task; behaviors en route to an objective.

Teleconferencing : (Video Teleconferencing: VTC) Two-way video and two-way audio exchange.

Terminal Objective: An objective the learner is expected to accomplish upon completion of the instruction. It is composed of enabling (support or subordinate) objectives.

Terminal Learning Objective (TLOs): TLOs are objectives that correspond to the overall instructional goals of the course. TLOs describe what learners will be able to do at the end of the overall instructional course.

Test Validity: The degree to which a test actually measures what it is intended to measure.

Third Party Review: Review of Materials by Subject Matter Experts (SMEs) for accuracy and appropriateness.

Topic: The basic organizational unit of instruction covering one or more closely related learning objectives.

Training: A set of events or activities presented in a structured or planned manner, through one or more media, for the attainment and retention of skills, knowledge, and attitudes required to meet job performance requirements.

Training Exercise: A "practice problem" conducted in the field. For example, a simulation of the real situation (operational situation), conducted in an environment approximating the significant features of the real (operational) environment. A series of training scenarios whose purpose is to increase the level of expertise within a particular area.

Training Materials: Resources that are used in instruction and evaluation.

Training Need: The difference between what “is being taught” and what “should be taught.” See Deficiency.

Training Needs Assessment (TNA): The systematic study of performance and the environment that influences it in order to make recommendations and decisions on how to close the gap between the desired performance and the actual performance.

Training Resources: The manpower, equipment, material, facilities, funds, and other resources required for the conduct and support of training.

Training Schedule: The planned use of instructors, learners, facilities, and equipment within a school.

Training Site: The geographic location at which a course or training is conducted.

Training Strategy: An overall plan of activities to achieve an instructional goal.

Transfer of Learning: Extent to which a learner successfully applies what is learned to real world situations. It is the result of genuine understanding, not just memorization. Barriers to learning transfer include: instruction is not relevant to actual job performance, instruction is inadequate for the real world situation, learners are not given adequate time to incorporate what they have learned into their job tasks, and organization contradicts or does not support what was instructed.

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 (American Society for Training and Development, 2004). 

Validity: The degree to which a test actually measures what it is intended to measure.

Value: The worth assigned by an individual to an object or outcome. See Attitude, Bloom’s Taxonomy.

Valuing: Bloom’s Taxonomy lists five progressive levels of learning using the affective domain: receiving phenomena, responding to phenomena, valuing, organizing, and internalizing values (characterization). Valuing is attaching worth or value to a particular object, phenomenon, or behavior. Values range from acceptance to commitment.

Video Teleconferencing (VTC): A form of synchronous communication using audio and video to support discussion between groups in different locations. 

Virtual Classroom: An Electronic Classroom where learners and instructors are not physically collocated.

Virtual Simulation: Models and simulations that involve real people operating simulated systems.

Web-Forms: is an electronic form/data management system built to assist State Administrative Agency (SAA) and/or State Training Point of Contact (TPOC) with the reporting of non-TED provided training (State or Federal sponsored courses) information.

Web-Based Instruction (WBI): Term referring to courses delivered via the World Wide Web (WWW), through a Web Browser and using TCP/IP network protocols. See Web-based Training (WBT). 

Web-Based Training (WBT): An approach to distance learning in which Computer-based Training is delivered using Internet technologies. This self-paced instruction is also called electronic learning, e-learning, online learning, networked learning, enterprise learning, Internet Distance Learning (IDL), and Advanced Distributed Learning (ADL). See Computer-based Training, Advanced Distributed Learning (ADL) Initiative. 

Wide Area Network (WAN): Used to connect two or more LANs to designated host computers. 

Wikis: A Wiki is a Web-based collaboration site that enables users to edit both the organization and subject matter of the available content in real time. 

World Wide Web (WWW): A system for sharing many different kinds of information over the Internet. Designed in 1989 by researchers at CERN in Switzerland, the Web is accessed by Web Browsers like Netscape Navigator or Microsoft Internet Explorer. Also called the Internet or the Web. 

Written Test: A test that evaluates a learner's knowledge of a subject. A written test is used to evaluate a knowledge objective. 
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