
 

 

e-Learning Lexicon  
 
Acknowledgements: the definitions below are synthesized from my workplace, my professional experience, the contributions of my learning network and the depth 
of knowledge available on Wikipedia.  Any duplication of wording from existing sources is unintentional. 
 
 
 
 
 
Accessibility 
1. Refers to the individual user’s ability to access and navigate online products by adhering web standards and providing alternate formats as appropriate.   
2. Refers to the security limitations for accessing online products.   
 
Aggregate newsletter 
An electronic newsletter that gathers information from multiple sources.  Often accessed directly online or through a scheduled email delivery.  May be used in the 
delivery of massive open online courses. 
 
Alert 
A notification sent to a user’s email address advising that an item has been added, deleted or modified from a website to which the user has subscribed. 
 
Assessment  
An exercise to evaluate the degree to which a learner has mastered the knowledge or skills in the learning activity. Typically includes a feedback mechanism to 
indicate whether the response was correct.  May include: 

 decision trees 

 demonstrations 

 drag and drop or matching activities 

 fill in the blank 

 games 

 multiple choice questions 

 simulation 

 small or large group exercises 

 tests 

 text responses 

 true/false questions 
 
Asynchronous learning 
Learning interaction that takes place at different times for each learner and/or instructor. Examples: blogs, discussion groups/forums, self-directed learning, wikis. 
 
Avatar 
Representation of a real or fictional person on a computer through a three-dimensional (3D) character or a two-dimensional (2D) image. 
 
Bandwidth 
The speed and volume of data that can be transmitted throughout a network.  
 

e-Learning is broadly defined here as acquiring knowledge and developing skills and abilities through electronic devices. 
The following terms are used frequently in the design, delivery, management and evaluation of e-Learning activities. 
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Blended learning 
The use of more than one formal, informal and/or social method of learning. 
 
Blog 
Short for ‘weblog’.  A website or online journal containing content (posts) from one or more authors.  Posts typically appear in order of newest to oldest, and can 
contain images, text, videos and other media. Readers can post comments immediately or they can be moderated by the author.   
 
Coaching 
Providing support before, during and after formal e-Learning through ongoing dialogue and questioning techniques.  May be supported virtually by teleconference, 
video conference or web conference. 
 
Certification program 
A series of formal and/or informal learning activities that lead to a formal assessment confirming that the learner has completed all learning activities to a particular 
standard. 
 
Classroom learning 
A synchronous learning interaction that takes place face-to-face in a physical space. 
 
Community of practice 
Partnership and interaction between people who want to make progress within a shared interest and/or profession.  Could be enhanced by technology or face-to-
face.  Many communities are also networks, though not all networks are communities.   
 
Computer-based Training (CBT) or tutorial 
Self-directed learning on an individual’s computer. 
 
Creative Commons 
A licensing infrastructure to determine how digital creations can be shared, copied, distributed and protected by the public.  
 
Curation 
The process of gathering, selecting, maintaining and archiving information or assets. 
 
Desk aids 
Self-directed tools and references designed for learners to use on the job, at the moment of need.  May include one-page summaries, process maps and 
checklists.  Also known as a job aid or desk drop. 
 
Desktop computer 
A computer at a fixed location such as a workstation or home office. 
 
Discussion groups/forums 
Online platforms for users to discuss a topic, usually asynchronous.   
 
Distance learning 
Learning from a person or an institution that is physically located elsewhere.  May include correspondence by mail, video conferencing, webinars.  
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E-book 
An electronic copy of a book. 
 
E-reader 
A device used to read electronic documents and e-books. 
 
Face-to-face (F2F) learning 
In-person interaction.  Could be delivered through formal or informal learning, classroom, coaching, job shadowing or mentorship. 
 
Formal learning 

Learning content and scheduling that is defined by someone other than the learner.  May include classrooms, moderated learning and web conferencing. 

 
Influencers 
Found in marketing and some social media applications in which peer-to-peer references are tracked according to discussion topics, contributions or products of 
interest.  Example: websites that suggest e-books based on what the user or others have previously purchased or recommended. 
 
Infographic 
The use of images and minimal text to convey statistics and summaries. 
 
Informal learning 
Learning content and scheduling that is defined by the learner.  See self-directed learning. 
 
Interactions 
Elements within an e-Learning product that require the learner to perform an action.  Simple interactions include clicking on a button, moving a mouse cursor over 
a hyperlink or image (also known as mouse-over or roll-over), reading text and viewing a static graphic.  Complex interactions include sound effects, motion 
effects, simulations, animation and avatars. 
 
Job enhancement 
Taking on additional responsibilities in order to obtain new knowledge, skills, abilities 
 
Job shadowing 
Close observation of an employee’s work duties to learn how the work is performed.  See coaching, mentorship, tutoring. 
 
Job sharing or job swapping 
Sharing or exchanging jobs for a specific time period to acquire new knowledge, skills and abilities. 
 
Massive open online course (mooc) 
A web-based course that is generally open to the public and free of charge.  Relies heavily on interaction between participants and/or facilitators through a blend of 
activities that are mostly asynchronous (aggregate newsletters, blogs, microblogs, RSS feeds, recordings, websites, wikis) as well as synchronous (live webinars).   
 
Mentorship 
A learning relationship in which an experienced individual shares his/her knowledge, experience and insights with another person.  The mentor is typically more 
experienced than the mentee.  See coaching, job shadowing, tutoring. 
 



 

 

Microblog 
A website on which users can post short messages (140-200 characters) about their lives or a topic of their choosing. Microblogs can be read and edited on 
computers and smart phones. 
 
Mind mapping 
The process of identifying relationships between concepts or ideas using text, colour, shapes and lines.  
 
Mobile device 
Hand-held technology that can be used for information exchange and learning.  Includes e-readers, MP3 players, smart phones and tablets. 
 
Mobile learning (m-Learning) 
Using a device to access information and solve problems in your current physical location.  May involve e-readers, MP3 players, smart phones and tablets. 
 
Moderated learning 
Learning that is guided by an instructor or moderator.  May be asynchronous (blogs, wikis, discussion forums) or synchronous (online courses, classrooms or 
webinars). 
 
Moderator 
The person who guides the interaction and contributions of a group.   
 
MP3 player 
A device that plays Moving Picture Experts Group (MPEG) files, such as podcasts. 
 
Narration 
Regularly recording one’s activity, achievements and reflections.  May include blogging and/or microblogging. 
 
Navigation 
The manner in which users move around a website.  Can include static or expanding menus, buttons or dynamic images. 
 
Network 
The connection and interaction between people and/or devices.  Many networks share similarities with a community of practice or professional association. 
 
Notification 
An alert that is typically delivered by email to advise the user of an update, addition or delete on a website or platform.  See RSS feed. 
 
On-the-job training (OJT) 
A structured process conducted at the employee’s work area to provide the employee with the knowledge and skills to perform job tasks.  May be self-directed 
(desk aids) or moderated (coaching, mentorship or performance support) 
 
Performance support 
Accessing customized, timely information and guidance to perform effectively. 
 
Pilot 



 

 

Delivery of a draft learning product that is used to validate the current design and identify areas for improvement. Often conducted in one official language prior to 
modification and translation of the final product. 
 
Podcast  
Video or audio file broadcasted over the internet. Can be listened to or viewed on computers, laptops, tablets, mobile devices and MP3 players.  
 
Presenter 
The person responsible for presenting material in a physical or virtual classroom.  May be share duties with the moderator or instructor. 
 
Professional association 
A body of practitioners of a specific business line or occupation who come together to set standards and share best practices. See community of practice, network. 
 
Really Simple Syndication (RSS) feeds 
Used to gather, organize and search news feeds and updates.  May be connected to a reader, notification or aggregate newsletter. 
 
Recording 
Capture of audio and/or video. 
 
Self-directed learning 
Learning that is directed by the pace of the learner, without the intervention of a instructor or other learners. Examples: books, online research, desk aids.   
 
Simulation  
An asynchronous, self-directed e-Learning product that uses a defined scenario to demonstrate how a system or process works. May include assessments for the 
learner or may run automatically without input from the learner. 
 
Smart phone 
A web-enabled cell phone. 
 
Social learning 
The process of learning through interaction with others.  Also known as connected learning or networked learning.   
 
Social media dashboard 
An aggregate platform that allows users to access multiple applications through a single login. 
 
Synchronous  
Learning interaction that takes place at the same time as other participants and/or instructors.  Examples: classrooms, coaching, moderated webinars, 
teleconferences and video conferences. 
 
Tablet 
A touch-sensitive, mobile device with a flat screen or fold-over screen.  User executes commands by sliding or tapping a finger, stylus or digital pen on the touch-
screen.  Some models allow for peripheral devices to be attached (e.g., USB drive, mouse, keyboard, printer).  Typically used for consuming media such as blogs, 
discussion groups/forums, games, microblogs, music, videos, social networks and wikis as well as documents and email. 
 
Tagging 



 

 

The act of marking an online item with key words for categorizing, searching and retrieving in the future. 
 
Three-click rule 
Designing a website or platform so that users are able to find the information they are looking for within three clicks of a mouse. 
 
Tutoring 
Learning new concepts through one-on-one instruction.  See coaching, job shadowing, mentorship, tutoring. 
 
USB drive 
A small unit used to store and transfer files between devices.  Also known as jump drive, memory stick, thumb drive. 
 
Virtual meeting 
A meeting of users in multiple physical locations.  Users are typically connected through a microblog, teleconference, video conference and/or web conference. 
 
Virtual world 
Online community in which the user interacts with others through an avatar. May be used for simulation, virtual meetings, career fairs and developing a 
community of practice.  
 
Twitter 
A microblogging website.  Users post "tweets" (updates, messages, links) to their followers using up to 140 characters.   
 
Web 2.0 
Refers to a change in the behaviour of how people use the internet. Web 2.0 promotes interactivity and user-centered design. Includes blogs, microblogs, 
networking sites and wikis. 
 
Web conference (webcast, webinar) 
A virtual meeting or learning activity that is delivered through a web-based platform.   
 
Web-based Training (WBT)  
Web-based training is delivered through a web browser and is similar to computer-based training.  Can be asynchronous or synchronous, self-directed or 
moderated.  WBT may provide links to other learning resources such as desk aids, websites and discussion forums.  
 
Wireless Fidelity (Wi-Fi) 
The wireless exchange of data between devices.  Used by mobile devices and tablets. 
 
Wiki 
A website with a simple editor to create interlocked pages. Many people can read, contribute to and edit the contents. 


