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Delivering as One



E-learning can be defined as the 
use of computer and Internet 
technologies to deliver a broad 
array of solutions to enable learning 
and improve performance.



A training program may aim at developing different types of skills:

Source: 

E-learning methodologies: A guide for 
designing and developing e-learning 
courses. FAO 2011.

cognitive skills

• which can involve 
knowledge and 
comprehension 
(e.g. 
understanding 
scientific 
concepts), 
following 
instructions 
(procedural skills), 
as well as applying 
methods in new 
situations to solve 
problems (thinking 
or mental skills);

psychomotor skills

• involving the 
acquisition of 
physical 
perceptions and 
movements (e.g. 
making sports or 
driving a car).

interpersonal skills

• e.g. skills involved 
in active listening, 
presenting, 
negotiating, etc.;



there is a significant 
amount of content to 
be delivered to a large 
number of learners;

learners come from 
geographically 

dispersed locations;

learners have limited 
mobility;

learners have limited 
daily time to devote to 

learning;

learners do not have 
effective listening and 

reading skills;

learners have at least 
basic computer and 

Internet skills;

learners are required to 
develop homogeneous 
background knowledge

on the topic;

learners are highly 
motivated to learn and 
appreciate proceeding 

at their own pace;

content must be 
reused for different 

learners’ groups in the 
future;

training aims to build 
cognitive skills rather 

than psychomotor skills;

the course addresses 
long-term rather than 

short-term training 
needs;

there is a need to 
collect and track data.

Source: 

E-learning methodologies: A guide for 
designing and developing e-learning 
courses. FAO 2011.



A growing body of knowledge and 
best practices on how to  deliver 
online and blended training



vs the Digital Divide 

Designing the different phases & types of interaction when 
designing a MOOC. Adapted from Salmon, 2003

§ Gamification

§ Simulators and Virtual Reality



OT eLP (in short)

Moodle:
Modular
Object
Oriented 
Dynamic
Learning 
Environment

Learn anywhere, 
anytime

Open Access





# LearningNeverStops



www.ioc-cd.org
www.oceanteacher.org
ioc.training@unesco.org


