
A Guide to M u l t i m e d i a In the Next Mi l l enn ium 

A Guide to 
Has m u l t i m e d i a r e a l l y u n d e r g o n e a t r a n s f o r m a t i o n ? Or d o e s it jus t 
h a v e a s l e e k e r f a c a d e ? Eight indus t ry pund i ts s c r a t c h b e n e a t h the 
s u r f a c e to f ind out w h a t ' s n e w , w h a t ' s d i f f e r e n t , a n d w h a t l i es a h e a d 
for m u l t i m e d i a t r a i n i n g . 

F
orget dry, text-only training man-

uals. They've gone the way of the 

d i n o s a u r s . Current t ra in ing is 

mul t i sensory . It's engag ing . It 

takes risks. Trainees learn by do-

ing, seeing, and hearing. They 

learn on their own time, wherever and 

whenever they choose. Multimedia tech-

nologies, such as audio and video, are 

breathing new life into training and cre-

ating more opportunities for learning. 

But let 's get real: Is c u t t i n g - e d g e 

multimedia training feasible for your 

small, resource-s t ra ined depar tment? 

And. more importantly, d o you really 

need to bother with all of the techno-

logical mumbo-jumbo? The answer to 

both of those questions is an emphatic 

yes, espec ia l ly if you wan t to m a k e 

y o u r c a r e e r s t r o n g e r , y o u r t ra in ing 

more productive, and your department 

more valuable. 

In our quest to learn about the true 

state of multimedia for training, we in-

terviewed a diverse group of top-level 

executives from such well-known com-

panies as CBT Systems, InFocus, Multi-

media Learning, Andersen Consulting, 

M a c r o m e d i a , E x e c u T r a i n , G a r t n e r 

Group, and Aimtech. Each expen had a 

u n i q u e p e r s p e c t i v e , w h e t h e r f r o m 

h a n d s - o n e x p e r i e n c e or b ig -p ic tu re 

knowledge. 

The interviews provide valuable in-

sight into w h a t mu l t imed ia t ra ining 

means now, what will be possible in 

the future, and how the changes will 

affect the training profession. 

BY SACHA C O H E N 
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• M i H i 
The Learning Technologies Company 

Paul J o h n s o n , CEO 
M u l t i m e d i a Lea rn i ng 
I r v i ng . Texas 
C o m p a n v o r o f i l e : M u l t i m e d i a 
l e a r n i n g s e l l s o f f - t h e - s h e l f t r a i n -
ing p r o d u c t s , s o f t w a r e too l s fo r 
t e c h n o l o g y - b a s e d cou rse deve l -
o p m e n t , a n d c o n s u l t i n g t a l e n t 
to d e v e l o p c u s t o m t r a i n i n g 

Emp loyees : 185 
Net Revenue 1996: $12.6 m i l l i o n 

What are some emerging multimedia trends? 
State-of-the-art multimedia is better 
than most people think. For example, 
real-time coaching can be implement-
ed with audio-streaming technology. 
The first time that I saw the use of 
coaching in a multimedia course was 
nearly a year ago at First Union Bank. 

In the training program, an icon pops 
up in the corner of the screen and, if 
you click on the icon, a video of a re-
al teller starts to run. Think how valu-
able thai is for personalized training. 

One of the biggest challenges for 
trainers is keeping ahead of the curve. 
Technology is be ing d e v e l o p e d in 
such short cycle times that trainers 
aren't even close to keeping up. 

There is a trend towards new ways 
of managing and reusing content, ac-
complished by chunking. That means 
that content is in small granules of in-
formation. 

Ano the r b r e a k t h r o u g h is cross-
platform capability. Browser technol-
ogy has dealt with that limitation very 
well. Now, corporations with multiple 
computer platforms can use browsers 
to deliver training. 

How has multimedia changed? 
CBT served its purpose and was cost-
effective. but it was ugly. Now , we 
have the tools to do very sophisticated 
instructional design, such as role play 

and simulation. In combination with 
those, w e have nice suppor t tools, 
such as glossaries, reference guides, 
and notepads built into the instruction 
that add value to learning. 

What's driving better multimedia? 
Companies are in pain from competi-
t ion and t ime- to-marke t pressure . 
Products are coming to market much 
faster than before and are more com-
plex. Traditional training me thods 
don't work for these kinds of prod-
ucts. For example, banks are rolling 
out new products every two to three 
months. The classroom paradigm is 
collapsing under the weight [of such 
pressures]. 

What are your thoughts on the future? 
T h e r e will be a m a j o r shift f r o m 
event-based learning to technology-
based training. Ii has lo do with com-
bining learning and doing. 

You w ill learn, but you may not 
know that you are learning. It will fun-
damentally change the way we learn. 

Trying to keep it all going? 
When you've got employees to coach, mentor, train i t 

motivate, when they've got to he certified, when you're 

tinder pressure to measure and evaluate the 

effectiveness of your learning programs, we can help. 

WisdomLinlt"", a revolutionary weh-hased software 

product designed by a leading human performance 

development firm, can help you manage all your training 

resources right from your desktop. Wisdoml ink1™ is a 

new learning management software package th.it offers 

the flexibility to integrate into your existing system, 

track, measure and assess learners worldwide, and 

share critical knowledge throughout your organization. 

W i s d o m ! i n k 

Using the web lo manage, facilitate, ami 

speed organizational learning... 

To learn more about W i s d o m l ink , I M call 800-544-2870 

603 I'aik Point Diivp. Suite 100 Golfifln. Cokiinrlo H0401 



^ A Guide to Mu l t imed ia In the Next Mi l l enn ium 
B r m c 

J a 

ANDERSEN 
CONSULTING 

ARTHUR ANDERSEN & CO., S.C. 

R e i n h a r d Z i e g l e r , 
m a n a g i n g p a r t n e r , p e r f o r m a n c e 
d e s i g n a n d d e v e l o p m e n t 
A n d e r s e n C o n s u l t i n g 

C o m p a n y p r o f i l e : A n d e r s o n Con-
s u l t i n g is a l e a d i n g g l o b a l m a n -
a g e m e n t a n d t e c h n o l o g y c o n s u l t -
i n g f i r m w h o s e m i s s i o n is t o h e l p i t s c l i e n t s c h a n g e to be 
m o r e s u c c e s s f u l . The f i r m w o r k s w i t h c l i e n t s f r o m a w i d e 
r a n g e of i n d u s t r i e s t o a l i g n t h e i r p e o p l e , p r o c e s s e s , a n d 
t e c h n o l o g y w i t h t h e i r s t r a t e g y to a c h i e v e b e s t b u s i n e s s 
p e r f o r m a n c e . 
E m p l o y e e s : NA 
Net R e v e n u e 1 9 9 6 : $ 4 . 9 b i l l i o n w o r l d w i d e 

How is mul t imedia evolving? 
I th ink that w e ' v e s e e n a s ignif icant 
evolution in the past few years in the 
quality of tools that have been devel-
oped. For example, authorware contin-

ues to improve in terms of sophistica-
tion and e a s e of use. That puts a lot 
more power in the hands of less-expe-
rienced developers, so it's not as daunt-
ing to create multimedia programs. 

Are there any n e w learning models? 
W e believe that training should look 
and feel like work . 

You have to create a multimedia en-
vironment that helps people learn, that 
supports them while they are doing the 
work, and that allows them to innovate 
whi te they ' re work ing . For example , 
o n e of our clients is a rapidly growing 
financial services company that needs 
t o b r i n g n e w MBAs u p to s p e e d as 
quickly as possible so they can make 
g o o d bus iness decis ions . W e built a 
business simulator that models that en-
tire part of the business in software and 
multimedia. That's a whole new world 
of learning, much like a flight simula-
tor. It's an o p e n , discovery envi ron-
ment—as opposed to the older world 
of CBT, which was very linear. 

A b u s i n e s s s imu la to r mimics t h e 

complexity and degree of interactivity 
that you would have on the job. In the 
program, an employee does research, 
analyzes the bus iness case, and pre-
sen ts bus iness f indings to a lending 
board, which is captured in individual 
video clips. Based on your level of dili-
gence, you are told to do other things. 
You can even get "thrown out" of the 
meeting if you're not prepared. 

Trainees' responses to the program 
have b e e n s u p e r b . You shou ld fee l 
like you ' r e at w o r k , no t in training. 
You should get sweaty palms. G o n e 
are the days of training as a safe place 
in which no o n e knows what you are 
doing. You have to give trainees the 
o p p o r t u n i t y to learn by do ing . T h e 
ent i re p a c e of learning is changing . 
Training and learning have to move at 
the speed of work. That means small-
er c h u n k s of knowledge , and bet ter 
and tighter design. 

Any words of w isdom? 
It's very impor tan t for p e o p l e to be 
broadlv literate in the available tech-

M ission-critical Accomplished! 

-Consistency—Learn One, Learn Them All 

-Cert i f icat ion Focused on Real-Skills Training 

-Tr ied and Tested Content 

N a r r o w the Skills Gap Today wi th 
C B T ' s Education Software 

N o w Available! 
C B T W e b for In t ranets 

Contac t C B T Systems today 
for your Free Course Cata log 

I-800-387-0932 

c b t 
s y s t e m s 

CBT Systems USA, Ltd. 
1005 Hamilton Court 
Menlo Park, CA 94025 

w w w . c b t s y s . c o m 
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Superior Products Capture the Full 

Power o fYour 

Technology 

Investment w i th 

C B T Systems 

Interact ive 

Training 

Choose the Experts 

CBT Systems is the leading provider of inter-

active education software for the IT market. 

Our courses are designed to meet the 

challenges your organization faces today. 

W i t h C B T Systems You Get . . . 
T h e Leader! 

- M o r e IT Courses with More In-Depth 

Hours 

- M o r e Mission-Critical Co-Development 

Partnerships: 

•Cisco •IBMIJavaSoftlNetscape 

Consortium •Informix •Lotus 

•Marimba •Microsoft •Novell 

•Oracle •Sybase/Powersoft 

- I T Expertise! It's All 

We Do 

- T h e Largest and Most 

Experienced In-House 

Development Staff In 

the Wor ld 

http://www.cbtsys.com
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SPEAKING MULTIMEDIA 
Here is a sampling from Peter G.W. Keen's 
Business Multimedia Explained (Harvard 
Business School Press, 1997) that will help 
demystify some multimedia terms. 
Bandwidth. The fundamental measure of the 
carrying capacity of a telecommunications 
link. It is often referred to as a "digital pipe." 
The wider the pipe, the more information 
can flow through it. Technically, bandwidth 
is the range of usable frequencies of an elec-
tronic signal, but it is more generally dis-
cussed in terms of bits per second. 
Cache memory. A high-speed hardware memo-
ry store that supp lement s a compute r ' s 
larger main memory. It acts as an interme-
diate storage area for such items as data or 
program instructions that are needed often 
enough so lhat moving them constantly 
from a hard disk slows performance but 
not used often enough to justify keeping 
them in the main memory—the system's 
most limited resource. 
CD-ROM, Compact-disc-read-only-memory 
storage is one of the foundations of multi-
media. Available for about a decade, it is 
only since late 1993 that CD-ROM drives 
have become a standard feature on PCs. 
Of all new PCs sold, 70 percent include a 
CD-ROM drive. 
Codec. A c o d e r - d e c o d e r that p r o c e s s e s 
nondigital data to convert it to and from 
digital form, and to compress and uncom-
press it. Codec is the computer equivalent 
of a modem. It converts a sound-wave sig-
nal, such as the spoken voice, or a more 
complex video signal, such as that pro-
duced by a camera in a videoconferencing 
room, to digital bit form to transmit it. 
Data compression. The technique of reducing the 
data needed to code information in digital 
form by analyzing and stripping out redun-
dant elements or summarizing items in a 
way that lets them be reconstituted later. 
Desktop video. The capture, editing, and play-
back of wha t w e s e e rou t ine ly in the 
nondigital world of television and film. It is 
the enabling element of multimedia in two 
ways: Its cost and quality define the practi-
cal limit of widespread application of mul-
timedia tools. And it is by far the most 
processor-intensive component. 
Frame. A single complete display on a screen 
or video camera. Flicker-free, full-motion 
video is generated by changing frames at a 
typical rate of 30 frames per second. 
HotJava. An Internet browser that runs applica-
tions written in the Java programming lan-
guage and also accesses the home pages 
that are the core of the World Wide Web. 

nologies. To some extent, corporate 
trainers and developers are at a disad-
vantage. They are often asked to write 
a symphony when they haven't heard 
music. Learn as much as you can now. 
Go to the media buffet and snack. 

The good news in general is that 
we ' re going to see instructional de-
sign that is much stronger in its us-
ability and much more focused on 
understanding users. I think that we 
can learn some th ing from market-
ing—for example, testing. Learners 
k n o w what ' s best for them, so we 
need to transfer control to learners. 

We operate dynamically, making 
decisions in real time and reacting to 
the consequences of those decisions. 
I think that the trend is for training to 
reflect that behavior. 

macromedia" 

Randy Cox, v ice p res ident of 
eng ineer ing for 
the Learn ing Div is ion 
Mac romed ia 
San Francisco 
Company prof i le : A lead ing 
p rov ider of c ross -p la t fo rm sof t -
w a r e tools for d ig i ta l media 
c rea t ion and pub l ish ing . 
Employees: About 150 
w o r l d w i d e 
Net sa les 1997 to date: $107.4 m i l l i on 

What is the current status of mul t imedia for 
training? 
Interactive multimedia has proven it-
self over the last decade to be a criti-
cal par t of o rgan iza t i ons ' t ra in ing 
efforts. The bulk of interactive multi-
media training applications are still 
currently traditional computer-based 
training, delivered on CD-ROM. over 
a LAN, or on dedicated PCs. Over the 
years, the multimedia training indus-
try has settled on a few standard tech-
nologies and t ime-tested tools, in-
cluding Macromedia 's Authorware. 
which has been the leader in interac-
tive multimedia authoring for training 
and learning for almost 10 years. 

We believe the advent of intranets 
and the Internet opens the door to sig-

nificant growth in the use of multime-
dia for training. Macromedia has been 
leading the way with the introduction 
of such technolog ies as s t reaming 
Shockwave for Authorware , which 
was the first product to allow training 
applications to be streamed across in-
tranets. Our customers are already de-
livering hybrid CD-ROM/Internet ap-
p l ica t ions and s t r e aming t ra in ing 
applications across the Web. As more 
companies establish intranets, Web 
delivery will increase in importance. 

What is the value of multimedia to training? 
Interactive multimedia has been shown 
to be significantly more effective in 
training people than static, text-based, 
or classroom-based instruction. The key 
element is the interactivity. Interactivity 
and simulations improve comprehen-
sion and retention of material. Whether 
delivered on CD-ROM or over an in-
tranet. interactive multimedia training 
applications can be delivered when em-
ployees need the training most and 
where it's most convenient for them, at 
their desktops or in their offices. 

Authoring tools also allow trainers 
to incorporate testing mechanisms in 
their applications. They track a stu-
dent's progress and offer more chal-
lenging material accordingly. Interac-
tive multimedia is cost-effective and 
safe. Simulation offers the safest train-
ing option for new equipment or po-
tentially hazardous processes. 

Where is the multimedia industry headed? What 
new technologies do you see in the future that 
wi l l help multimedia? 
The Web is a very exciting develop-
ment, allowing for cost-effective, time-
ly, global delivery of interactive multi-
media training applications. The* Web 
also represents a treasure chest of in-
teresting content. Trainers can incorpo-
rate live Internet links into their appli-
cations to provide the most compelling 
and freshest content available. We're 
also seeing exciting developments in 
collaboration technologies, such as 
shared whi teboards and chat; tech-
nologies that enable live, event-orient-
ed training "broadcast" over a network 
simultaneously to a virtual classroom 
of distant learners; technologies facili-
tating instructor-led training in virtual 
classrooms; and streaming video. 

Many new technologies are focus-

38 Training & Development, August 1997 



A Guide to Mu l t imed ia In the N e x t M i l l e n n i u m 

ing on compression and delivery of 
media over the Web, making it easier 
and faster to deliver content. 

Detai l some nex t -wave training projects. How 
w i l l new technologies change the face of mult i -
media training? 
Some of the most creative things are 
the types of interactivity developers 
are incorporating into their training ap-
plications. Using Authorware, some 
developers are borrowing or adapting 
techniques used by game developers 
to solicit feedback to track students' 
progress. This is particularly useful in 
skills training and testing. 

People are also increasingly lever-
aging their existing CBT assets and de-
livering them across intranets. We ex-
pect an increase in virtual classroom 
environments, and the incorporation 
of chat and instructor-led training into 
Web-based training applications. 

What about delivery methods such as the Inter-
net , in t ranets , CD-ROMs. DVD, sa te l l i te , and 
video? What's the most popular? Which w i l l die? 

Along with CD-ROM delivery, LAN-
based training is also popular. We ex-
pect a surge in Internet-intranet deliv-
ery of training, but really don't see the 
other methods of delivery dying out. 
IP multicasting is something significant 
on the horizon. 

c b t 
s y s t e m s 

J i m Buck ley , CEO 
CBT S y s t e m s 
M e n l o Park , Ca l i i o rn i a 
Company p r o f i l e : A l eade r in 
the d e s i g n and d e v e l o p m e n t 
of i n t e r a c t i v e e d u c a t i o n s o f t w a r e 
fo r i n f o r m a t i o n t e c h n o l o g y 
p r o f e s s i o n a l s and b u s i n e s s 

E m p l o y e e s : A p p r o x i m a t e l y 
480 w o r l d w i d e 
Net s a l e s 1996 : $66 .3 m i l l i o n 

"The b iggest innova t ion w i l l b e in (he a r e a of instruct 

des ign. As the d e m a n d for W e b - b a s e d t ra in ing increai 

pl iers w i l l be forced to redes ign ttieir w 

lets w i l l resul t in the c rea t ion of l e a m i n 

if (J mu ric 

r ia ls I e i t h e r i 

l i r e c o u r s e or c i 

a u t o m a t i c a l l y present a p e r s o n a l u 

f rom o d a t a b a s e of learn ino ob jec t 

issessnif 

lum usin 

— K e v i n Kruse. president, Advanced Consulting 

Green Brook, New Jersey 

How is technology changing the way training is 
delivered? 
Streaming technology lets text, graph-
ics, and audio be delivered over the 
Internet or a LAN. It is critical to en-
abling organizations to use CBT train-
ing companywide. 

We invested in a company called 
Street Technologies. It offers us de-
compression and compression tech-
nologies . To deliver audio , video, 
graphics, and so forth, you need the 
ability to compress very large files 
and move them rapidly. 

4 0 

/ / For a free preview clise, call 
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The second movemen t that I see 
on the hor izon is the e m e r g e n c e of 
Java as a programming language. Java 
al lows us [and o the r companies ] to 
develop across platforms. Right now. 
I think of Java as a giant diesel train 
just leaving the station. It's strong and 
powerful, but not going very fast. As 
w e get to the end of the year, it will 
pick up speed. There is t remendous 
interest in the informat ion services 
c o m m u n i t y to look at, u n d e r s t a n d , 
and, in some sense, adopt Java. 

InFdcus 
M i k e Yonker , CEO 

W i l s o n v i l l e , O regon 
C o m p a n y p r o f i l e : A w o r l d l e a d e r 
in p o w e r f u l , e a s y - t o - u s e m u l t i -
m e d i a p r o j e c t i o n p r o d u c t s a n d 
p r e s e n t a t i o n s e r v i c e s . F o u n d e d 
in 1986 a n d p u b l i c l y f ie ld . 
E m p l o y e e s : 500 
Net s a l e s 1996 : $ 2 5 8 m i l l i o n 

W i l l intranets be more important than the Internet 
to deliver training, or the other way around? 
Both will be important. For company-
sensitive training, an intranet is the 
m e d i u m of c h o i c e . For e x a m p l e , 
we've developed a Net projector that 
will become a server on the Internet 
or an intranet. It will be able to recog-
nize different types of browsers. That 
will all be possible about 1998. 

What new technologies w i l l be visible in a year 
or two? 
Video compression will make it possi-
ble to move information much more 
efficiently. For example, if I try to d o 
a P o w e r P o i n t p r e s e n t a t i o n wi th 
video, sound, and graphics over the 
w i r e t o d a y , it t a k e s f o r e v e r . With 
c o m p r e s s i o n t e c h n o l o g y , you can 
send a 25-megahertz file in a matter 
of minutes. That means easier, faster, 
a n d m o r e s e a m l e s s m o v e m e n t of 
video and data over pipelines. 

Any advice for trainers? 
A lot of people are lulled into think-
ing that all they need is the technolo-
gy and their problems will get fixed. 
That ' s a rec ipe for d isas ter—a very 
fast disaster. Companies need to fo-

cus on the human side—helping peo-
ple understand that data and change 
can be their greatest allies. Most peo-
ple and c o m p a n i e s fall d ras t ica l ly 
short in focusing on those principles. 
So, if you're spending S10 on training, 
spend S8 on the people side and S2 
on the technology. Once you get the 
people side in place, they will readily 
accept the tools. 

<5) GartnerGroup 
Steve B r a d l e y , p r e s i d e n t 
G a r t n e r Group L e a r n i n g 
S t a m f o r d , C o n n e c t i c u t 
C o m p a n y p r o f i l e : A l e a d i n g 
p r o v i d e r of IT r e s e a r c h , a d v i s o -
ry, and m a r k e t r e s e a r c h se r -
v i ces . 
E m p l o y e e s : 2 ,100 w o r l d w i d e 
Net s a l e s 1 9 9 6 : No t a v a i l a b l e 

H o w can med ia be used more e f f e c t i v e l y for 
training? 
What's exciting for me is the "less is 
more" theory. By that I mean the ef-
fective and appropriate use of media, 
not just s l amming [traineesl with a 
talking head. The Internet presents a 
w h o l e n e w mode l and w h o l e new-
way of doing things. But with respect 
to m u l t i m e d i a , it lalsol p r e s e n t s a 
whole new set of challenges. 

T h e real b r e a k t h r o u g h s will b e 
about managing the bandwidth chal-
lenge. That's really nothing new, and it 
won't be old for a long time. There will 
always be bandwidth challenges. The 
innovation is finding creative ways to 
m a n a g e b a n d w i d t h so you can use 
mult imedia. The interesting thing is 
how to m a k e m u l t i m e d i a m o r e ef-
fect ive. In s o m e ways , it has b e e n 
overused. The bottom line is that you'll 
be successful to the extent that you can 
find out how to use 30 seconds of killer 
video, instead of four hours of video. 
Bandwidth limitations, in a way. will 
force all of us who want to use multi-
media to be more judicious. 

Do you have advice for trainers? 
Yes. Trainers need to focus on skills 
management—having the right skills 
in t he right p l a c e a n d the t ime to 
make people productive, plus using 
technology to manage skills. Half the 
battle is knowing what you need and 

W i l l i pric^i nass i f i f ] m f j i i i t i and 

M i c e : t he m e d i u m oi 

w i l l be a r o u n i ! for a Ion 

s e i i - i n s i r u c i i u n , wiibuibi m a i s u i o - s i y i e m i . 

CD-ROM, or W e b - b a s e d t r a i n i n o If i t ' s o o i n o 10 b e ( 

i s a d i f f e r e n t i n s t r u c t i o n a l m e d i u m . I h e i 

i l m e s l o r c o m p u t e r - or s e l f - i n s t r u c t i o n , 21 

d i f f e i e n t p r a c t i c e s in t e r m s of u s e r 

— B r a n d o n Hall, editor and publisher. 

Multimedia and Internet Training Newsletter 

Sunnyvale, California 

MULTIMEDIA TRENDS 
T e c h n o l o g y a l ters the w a y t ra ining is 
conducted and vice versa. In the future, 
technology and training will be interde-
pendent , with mutable boundar ies and 
u n l i m i t e d p o t e n t i a l . H e r e a re s o m e 
trends that will shape the future. 

T h e Medium: changes in the way that 

training will be delivered 

• Java programming language 
• streaming audio and video 
• chunking 
• hybrid delivery 
• coaching software 
• cross-platform capability 
• the Internet and intranets 
• business simulation technology 
• computer-managed instruction 
• push technology 
• bandwidth improvements 
• virtual reality 
• data compression 
• DVD 
• CD-ROM 
• MMX computer chip. 

T h e Message: changes in learning and 

training methods 

• technology-based learning 
• collaborative learning 
• virtual teams 
• more learner control 
• just-in-time learning 
• personalized training 
• anytime, anyplace learning 
• soft skills training. 
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" I n gene ra l , t h e m u l t i m e d i a i m l u s i r y i s h e a d e d l o r y rea te r 

g r o w t h . M u l i i m e r i i a d e v e l o n e r s a re p u b l i s h e r s a n d e n g i n e e r s lo r 

a n e w m e d i u m I h e y i n t e g r a t e a l l of t h e i n d e p e n d e n t f o r m s Df 

c o m m i m i c a t i o n i n to s i ng le , d y n a m i c p i e c e s . In s o m e cases , i t 's 

a n a r t . In o ther cases , e n t e r t a i n m e n t , in s t i l l o t he rs , b u s i n e s s 

s o l u t i o n s , G r o w t h s h o u l d c o n t i n u e in d i f f e r e n t d i r e c t i o n s — b e 

i t c o n s u m e r or p r o f e s s i o n a l , e n t e r t a i n m e n t 01 b u s i n e s s . I h e 

(ac to rs t ha t w i l l a f f e c t g i o w t h a n d t h e b e h a v i o r o l m u l t i m e d i a 

w i l l be c o m p u t i n g p o w e r , s p e e d ( p a r t i c u l a r l y o n the In te rne t ) , 

l eve l of i n t e r a c t i v i t y , a n d c o n n e c t i v i t y — t h e i n f l u e n c e a n d 

s p e e d of t h e I n t e r n e t . " 

— C h r i s t i a n Dietrich, 

sales, marketing, and account manager, 

Muff in-Head Productions, New York 

where you need it. That means the 
ability lo assess people, understand 
what skills they have, and what they 
need. Then, it's a matter of getting 
people the right skills on time. 

The second part of that is finding 
creative ways to bring the right train-
ing to the right person in the right time-
frame. That is an issue of balance. 

Aimtech 
A n d y Hu f fman , CEO 

N a s h u a , N e w H a m p s h i r e 
Company p r o f i l e : Oeve lops a n d 
m a r k e t s s o f t w a r e too l s u s e d lo 
c r e a t e b u s i n e s s m u l t i m e d i a ap -
p l i c a t i o n s and a p p l e t s d e l i v e r e d 
by CD-ROM, n e t w o r k s , a n d the 
I n t e r n e t . I h e c o m p a n y t a rge t s 
t h r e e p r i m a r y m a r k e t s e g m e n t s : e m p l o y e e d e v e l o p m e n t , 
e l e c t r o n i c c o m m e r c e , a n d i n t e r a c t i v e m a r k e t i n g a n d 

Emp loyees : 75 

ery vehicle. The benefits of delivering 
on the Web are great enough that peo-
ple are willing to use less media or 
lighter-weight media. Some develop-
ers will do the hybrid tiling, in which 
the heavy-weight stuff is on CD-ROM. 

What are some emerging applications? 
One is CMI, computer -managed in-
struction. That software lets you man-
age and track [traineel information 
from a server. The trend is towards 
more server-based management of 
CBT material. 

The second appl ica t ion t rend is 
what I call "collaborative learning." In 
other words, distance learning over 
the Internet . You'll soon see more 
and more companies using that tech-
nology. The great thing abou t dis-
tance learning collaboration is that it 
doesn't threaten [instructors]: it assists 
in the learning process. 

An important development for us is 
Jamba, a visual authoring tool for cre-
ating Java applets and applications. It 
came about as we were realizing that 
our whole technology needed to sup-
port the Net. [Jamba] enables Internet 
developers, creative professionals, and 
Webmasters to create interactive, me-
dia-rich Java applets without program-
ming or scripting. 

% ExecuTrain 
The Computer Training Leader 

A r t Hyde, v i ce p r e s i d e n t of p rod-
uc t d e v e l o p m e n t 
ExecuTra in M u l t i m e d i a 
A l p h a r e t t a , Geo rg ia 
Company p r o f i l e : ExecuTra in is a 
l eade r in i n f o r m a t i o n 
t e c h n o l o g y t r a i n i n g . It is a l so 
r e c o g n i z e d as the on l y t r a i n i n g 
c o m p a n y in i h e i n d u s t r y to o f f e r 

d e l i v e r y l e a r n i n g p l a t f o r m f o r 

Are CD-ROMs dying out? 
It will probably be quite a while be-
fore it gets to that point. There will be 
CD-ROMs even when [most] people 
can deliver content on the Web. Peo-
ple will use less ""heavy" multimedia so 
that they can use the Web as the deliv-

m u l t i m e d i a t r a i n i n g . 
Emp loyees : 2 ,000 w o r l d w i d e 
Net s a l e s 199B: $164 m i l l i o n 

How w i l l technology change the face of mult ime-
dia training? 
I don't think that a single technology 
will change the face of mult imedia 
training in a dramatic fashion. Mow-

ever , t he c o m b i n a t i o n of severa l 
developing technologies will have a 
significant impact. For instance, Web-
based training will address several 
business management issues related 
to employee training, including ease 
of d e p l o y m e n t , c en t r a l i z a t i on of 
tracking and progress reporting, train-
ing on demand, training in the form 
that [trainees] prefer, and lower cost 
of delivery. 

Benefits of WBT to a trainee will 
occur when performance-based simu-
lation becomes a standard feature of 
courseware . The best way to build 
skills and job competency is to have a 
[traineel perform the necessary skills 
during a training session. Simulations, 
not "watch while I show you how to 
d o it" or "click w h e r e I s h o w you 
where to click" training segments, en-
able competency. Real-time, interac-
tive 3-D graph ics (avai lable in the 
near fu tu re ) will make simulat ions 
even more powerful and realistic. 

W h a t adv ice do you have for W D readers i n -
volved in multimedia training projects? 
In order to build truly effective multi-
media training products , you must 
c o m b i n e the effor ts of content ex-
perts , instruct ional des igners , and 
software developers. 

Tha t c o l l a b o r a t i o n is a must , 
whether the resources are all internal 
or result from some type of partner-
s h i p or work a l l i ance . Both [ap-
proaches! have their posit ives and 
negatives. It is difficult to locate and 
compensate the required talent within 
the confines of a single organization. 
Companies that can do that generate 
greater profits on their own than via a 
partnership. Partnerships can be diffi-
cult to manage because the parties 
d o n ' t necessa r i ly s h a r e c o m m o n 
goals, even though they can benefit 
from the success of a collaboration. 
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