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1 INTRODUCTION  

1.1 Background and structure for this thesis 

E-learning in a global corporate environment is a growing business with many benefits 

over the traditional learning model. Constantly improving and educating has become in-

creasingly important to both individuals and corporates employing individuals. New tech-

nologies, ideas, and innovations are constantly created, and both corporates and their 

employees need to constantly learn these new things as efficiently as possible. Multiple 

tests made by for example LinkedIn (Chelovechkov, Spar, Lefkowitz & Van Nyus 2019), 

Global Market Insights (Global Market Insights Inc. 2009), and Software advice (Westfall, 

2016) have proven the significance of learning online both now and tomorrow. Therefore 

e-learning is one of the most important trends in the corporate world right now and in the 

future: it offers a more flexible and efficient way to improve and reach both personal/cor-

porate goals. This thesis will give the reader a better understanding of e-learning in a 

global corporate market with concrete examples of how to make an e-learning platform for 

over four hundred learners for a multinational market-leading company Wipak and how to 

create material to said platform. Key findings in this thesis are the importance of gamifica-

tion, microlearning, video learning, and different learning styles in creating an e-learning 

platform and learning material for it as well as the benefits of e-learning over traditional 

learning. Key findings are based on researches, expert opinions, and a semi-structured 

interview.  

This thesis starts with an introduction, followed by a literature review about what e-learn-

ing is, different types of e-learning, its future perspective and market size, typical features 

in the e-learning platform, and e-learning courses. It also contains a brief look at the differ-

ent learning styles and how they can be implemented to e-learning, including Kolb's four 

learning styles (Cherry 2020), behaviorism, and online social collaboration theory. The 

thesis also contains an empirical side in which it takes a closer look at the process of the 

creation of Wipak WAY – Wipak Academy for You. This includes a semi-structured inter-

view and the process of creating e-learning courses inside the learning portal. It also con-

tains future considerations for the WAY-portal based on the research. 

1.2 Goals and restrictions, Method of research  

The method of research int this thesis is the qualitative research. This research method 

was selected to answer the research questions, understand e-learning better from the 

learner’s point of view, and through that, improve the WAY e-learning platform. According 
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to Pitkäranta (2014), qualitative research goals can be to reach answers to questions 

about why, how, and in what way. The research can be described as successful one if it 

adds knowledge about the research problem, gives a picture of the research problem and 

new conclusions can be made based on the research. Research questions were limited 

based on relevance and scale of the research: qualitative research should be restricted 

only to the core things about the subject. (Saaranen-Kauppinen & Puusniekka 2006.) Ulti-

mately, the goal of the research work was to create the WAY e-learning portal, and thus 

the research and research questions should help this process. 

Based on the research method and restrictions goals, this thesis was determined to an-

swer the following research questions: what are the elements that make a good e-learning 

platform ?, And what kind of learning material it should contain to ensure the best learning 

experience for the learner? 
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2 LITERATURE REVIEW OF E-LEARNING 

In this chapter, the thesis investigates the facts surrounding e-learning. The first part de-

fines what e-learning is, and when the term was first used. The second part asks and an-

swers the question what are the differences between e-learning and traditional learning? 

After this, the third and fourth part look at the different types of e-learning, fifth and sixth 

check the worldwide situation of e-learning.  

2.1 What is E-learning? 

E-learning is a fairly new term, simply because it has not been around that long. The first-

time term “e-learning” was used 1999 in the CBT system seminar. Other terms used 

around the time were also “online learning” and “virtual learning”. E-learning is defined by 

TalentLMS (2014) as follows: 

 “In essence, e-learning is a computer-based educational tool or system that enables you 

to learn anywhere and at any time.” 

Tom Kelly described E-learning to be about information, communication, education, and 

learning (Kakoty, Lal & Sarma 2011). E-learning is nowadays mostly done via the Internet, 

but before that other ways to e-learn were for example CD-ROMS. 

Even though the term "e-learning” is new, it does not mean that there has not been dis-

tance learning before 1999. In fact, there is evidence that one Isaac Pitman used corre-

spondence to teach his pupils back in the 1840s. Pitman would simply send the assign-

ments via mail. In 1924 the first testing machine was invented, with this device students 

could test themselves. The next step forward happened in 1954, when B.F Skinner in-

vented "the teaching machine", which enabled schools to administer programmed instruc-

tions for their students. The first computer-based training program was launched in the 

1960s in the Illinois area. This program was called PLATO or Programmed Logic for Auto-

mated Teaching Operations. This was another big step forward and resembled something 

you could call e-learning, however it still lacked interactivity. Interactivity in computer-

based training programs started to become a thing in the 1970s when Britain's open uni-

versity started corresponding with emails to their students. (TalentLMS 2014, 8–10.) 

It goes without saying that technology is a key factor in today’s e-learning. Teaching and 

learning via the Internet changed the way to teach dramatically: you can share all kinds of 

material such as slideshows, PDFs, videos, and word documents. The possibility to attach 

webinars and interactivity via chat offers also new elements to teach. There are many 

kinds of e-learning systems, or LMS (Learning Management Systems) for short. Because 
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e-learning can be used nowadays with many devices, such as tablets, smartphones, and 

computers, a person can learn what they want, when they want, and wherever they want. 

(TalentLMS 2014, 5–7.) E-learning can be divided into three main categories: Synchro-

nous, Asynchronous, and Cohort learning. Selecting the right type of e-learning depends 

on multiple factors including learning speed, learner’s prior knowledge or experience, geo-

graphic separation, and time available. Every one of them has its advantages and down-

sides. (Elkins & Pinder 2015.) 

2.2 E-learning versus traditional learning 

Before choosing what kind of e-learning method is good in the corporation world, one 

should ask, is it worth it? What are the advantages of e-learning compared to traditional 

learning and are there some disadvantages that can affect the learning experience? Also, 

if e-learning is the way to go, what kind of e-learning suits the learner best? Here are 

some of the advantages of e-learning compared to the traditional, classroom-type of learn-

ing. 

No restrictions 

The traditional learning process has a lot of restrictions compared to e-learning: major 

ones being the location and time of the learning. Traditional learning requires some physi-

cal location where learners would gather in a specific time with the instructor to learn. This 

limits the possible learners to those who have the time to attend and are close enough to 

have access to the location of learning. E-learning does not require these things: anyone 

with a computer or some other electronic device supported by the e-learning platform can 

learn without being anywhere near the instructor or other learners. (TalentLMS 2014,12.) 

Individual learning styles 

Every individual has a specific way of processing information and learning new things. 

Traditional learning is difficult, if not impossible, to center around an individual's way of 

learning, which means that the learning is not as efficient as possible. E-learning allows 

individuals to learn at their own pace and with their unique learning styles. It may not still 

be the perfect learning style for some, but e-learning at least offers a more flexible way to 

learn and process information for the individual. (Tamm 2019.) More about individuals 

learning styles and ways of taking that account in e-learning can be found in section 4 of 

this thesis. 

Cost savings 
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A big part of decision making in the corporate world are the numbers: how much is this 

going to cost and what are the benefits of it? Compared to organizing a traditional learning 

experience, e-learning offers great savings with arguably better results. For example, one 

employee traveling domestically to a traditional training session costs the company an av-

erage of 949 $ in the US and 2600 $ when flying internationally according to the study by 

Certify as shown in figure 1(Certify 2020). 

 

 

Figure 1. The average cost of business travel in the US, modified from Certify. (Certify 
2020) 

 

Other big cost saving comes from time and productivity. Time is money and traditional 

training sessions tend to need a lot of time. Time loss does not only come from the train-

ing session but the time to get to the location of training. Traditional training does not have 

the flexibility regarding individuals’ timetable, so it is very likely that not everybody can at-

tend, especially if the training is for a large group of learners. The cost of productivity 

alone can be calculated simply by multiplying the number of learners, their hourly salary, 

and the time needed for the training. (Ingwersen 2018.)  

Location is another cost-related problem in traditional training. If the training session is 

meant for a large group of people, the company must have a ready space for it, or more 

realistically, rent a space for the event. According to Venuu, daily rent for office space in 

Helsinki for around 10 people is between 250 and 500 euros, this is not including 
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transportation or lunch, etc. (Venuu 2020). This kind of training session also needs an in-

structor, which depending on expertise and subject matter, can be costly. Typically, these 

kinds of instructor’s charge around 20$ per hour (Ingwersen 2018). Taking account of all 

these expenses, one can estimate what is the price of a traditional training session. An ex-

ample found in figure 2, training session estimation is based on 10 people sales teams lo-

cated in Finland and an inhouse instructor flying internationally from the US to host the 

training. In this example, the sales team is having an 8-hour training session with one in-

structor at the workplace. If the venue/office space is needed outside company premises, 

the cost of the training session would be even higher. In this example, the estimated cost 

for the training would be 4 503,70 € as shown in figure 2. 

 

 

Figure 2. Estimation of a price of an 8 hour long a sales training session at the workplace. 
Based on the average cost of business travel by Certify (Certify 2020) and the example by 
Ingwersen. (Ingwersen 2018) 

 

E-learning is a much cheaper and effective option. Multiple studies have proven significant 

cost reduction in companies by switching to e-learning or at least integrated it somehow to 

their training process. For example, British Airforce announced that they can reduce the 

cost of their training 1.1 million £ in three years by implementing e-learning for their train-

ing program (AC Education 2020). Training session online does not require an instructor 

to fly to the training session, the instructor can simply teach the subject matter through e-

learning online. 



7 

2.3  Synchronous e-learning 

Synchronous learning means that both the instructor and the learners are present at the 

same time but not necessarily at the same place. Traditional classroom teaching is a per-

fect example of this since both the teacher and the pupils are in the classroom all at the 

same time. Synchronous e-learning uses the same concept, the difference being the loca-

tion. While learners still must be present at the same time, they do not have to be physi-

cally at the same location. Platforms like Adobe Connect, Zoom, or Microsoft Teams allow 

synchronous e-learning with either webinars, webcasts, or virtual classrooms. (Elkins 

2015.) One of the benefits of synchronous learning is the active communication it pro-

vides: rather than waiting for an answer, the learner will have an opportunity to ask ques-

tions directly. This brings a human element to the learning: while interacting with others 

and having a dialogue with the instructor, the learning experience feels less robotic. The 

instructor can also help the learner better, when the instructor can answer the question or 

help in some other way on the spot, leaving no room for mistakes. Direct communication 

also helps the instructor to develop e-learning experience better and more personal 

through direct feedback. Interactivity encourages learning and with the right tools imple-

mented to the e-learning system, such as screen sharing, participants can help each other 

to learn. (Thompson 2019.) Enabling communication is a major benefit of e-learning. Ac-

cording to the study by Salesforce, employees who feel that they have been heard are 4.6 

times more likely to be empowered to perform at their best at work (Kirsch 2018). 

The downside of synchronous learning is time. It can be hard to find time in a day or week 

for a synchronous e-learning session, especially if the participants are from different coun-

tries/time-zones. For example, since the time-zone between London and Los Angeles is 

eight hours, the only realistic time to have a synchronous e-learning session within work-

ing hours would be somewhere around 7-8 am London time and 3-4 pm Los Angles time, 

leaving a very short time frame in which to facilitate such an event. If the learners are all 

around the world, like in Wipak’s case, finding a good time regularly would be impossible. 

2.4 Asynchronous e-learning 

Asynchronous e-learning is the opposite of synchronous e-learning. Synchronous e-learn-

ing happens when the instructor and the learners interact with each other at some place, 

website, or other application at the same time. Asynchronous learning however happens 

without real-time interaction or participation. Asynchronous e-learning does not even need 

an instructor: learning can be arranged with a self-paced scenario. A good example of 

asynchronous learning in traditional learning scenarios would be homework: the teacher 
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gives his/her pupils some learning activity to do on their own time. This does mean that 

communication between learners and the teacher does not exist, it just does not happen 

in real-time. (Elkins 2015.) 

Asynchronous e-learning offers many advantages as well as some challenges. Here are 

some the things that one should consider, when making their e-learning asynchronous ac-

cording to Elkins (2015): 

Advantages:  

• Can be viewed anywhere  

Asynchronous e-learning material can be viewed anywhere in the world, the only re-

quirement being some sort of electronic device such as a computer or mobile phone. 

The material can be online on the internet or intranet, or it can be downloadable to 

one’s device from the internet or a disk, CD-ROM, USB, etc. Both ways have their ad-

vantages and challenges: online material does not take hard drive space from your 

device but requires an internet connection. Downloadable material requires hard drive 

space from your device and many devices do not support CD-ROMS or similar solu-

tions. (Elkins 2015.) 

• Usable anytime  

One big advantage of the asynchronous method of learning is that it is not tied to a 

specific time. The learner can access the material at any time and fit the e-learning 

experience to his or her schedule. This means that nobody misses any learning ses-

sions because of their time zone or work assignments. Asynchronous learning also 

allows self-paced learning: this means that the learner can progress the e-learning 

material at their own pace, without having to wait for others or falling behind because 

of a missed webinar or other synchronous e-learning experience. The advantages of 

self-paced learning include efficiency, effectiveness, convenience, reusability, and 

scalability. (Tamm 2019.) 

• Enables user tracking and communication  

While one cannot communicate real-time like in synchronous learning, asynchronous 

e-learning still offers to communicate via e-mail or other messaging, maybe even in-

side the LMS. The instructor can also track learners' progress. Trackable information 

includes completion of courses, answers given in the courses, time spent learning, 

etc. (Elkins 2015.) 

Challenges  
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Asynchronous e-learning comes with its challenges too. While communication is certainly 

possible in an asynchronous way, it is not as effective as real-time communication. One of 

the most effective ways of learning is live interaction with others, something that probably 

will not happen as much when learning is not happening live. Asynchronous e-learning 

also requires an electronic device, usually a computer, something that all learners might 

not have. Technical issues are also a possibility, slow internet connection or dated tech-

nology makes e-learning frustrating and not very efficient experience. (Elkins 2015.) 

2.5 E-learning global market size 

E-learning has grown rapidly in the 21st century. This is partly because the amount of in-

ternet users has grown vastly and because of that, demand for online content is higher. 

According to the Office for National Statistics, almost every single adult (99%) in the UK 

between 16-44 were recent internet users in 2019 (Global Market Insights Inc. 2009). Ac-

cording to the same statistics, the number of users in the UK has grown from 16.2 million 

in 2006 to 45.1 million in 2019 (Statista 2020). Global market size gives a good impres-

sion of what is the value of e-learning material and why it is important to research and de-

velop further.  

In 2019, the global value of E-learning surpassed 200 Billion USD. Compound Annual 

Growth Rate (CAGR) is expected to be 8% between the years 2020-2026, which would 

bring the value of e-learning to around 375 Billion USD in 2026. This growth is driven by 

technological advancements, such as improved artificial intelligence with an increasing 

use of the internet globally and cloud computing. Growth factors can be divided by regions 

as shown in figure 3. (Global Market Insights Inc. 2009.) 
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Figure 3. Modified figure from Global Market insights about growth in different regions 
(Global Market Insights Inc. 2009) 

 

In the same period, virtual classroom technology is expected to grow at a compound an-

nual growth rate (CAGR) of 11%. This is a technology, which enables interactive commu-

nication between the teacher and the pupil. As stated before, communication is one of the 

key reasons for a successful e-learning experience. E-learning has gained a lot of traction 

in the business world, some examples being WHO, G20, and The International Air 

Transport Association (IATA). (Global Market Insights Inc. 2009.) 

Global epidemic COVID-19 has increased the use of e-learning rapidly, something that 

was not taken account of in the estimated growth. This means, that the expected growth 

can be even bigger than previously thought. Since the worst pandemic areas are in Spain, 

Italy, and France in 2020, it is expected that in these countries e-learning is going to be 

the way to educate already existing and new employees. (Global Market Insights Inc. 

2009.) According to the World Economic Forum, in April 2020 there were over 1.2 billion 

children who were not studying at the school but instead studying online (Li 2020). This 

will lead to growth in the e-learning market and will most likely bring innovations to the cor-

porate world as well. 
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2.6 Worldwide trends in e-learning 

According to the studies, e-learning is trending up while traditional, Instructor-Led Training 

(ILT) is trending downwards. 2019 study made by LinkedIn shows that since 2017, 59% of 

the researched learning developers have spent more on online learning, while only 9% 

are spending less. According to the same research, 39 % of the companies have spent 

less money on instructor-based training as shown in figure 4. 

 

 

Figure 4. Budget spent on e-learning compared to Instructor-Led Training (ILT) in the 
companies by learning developers compared to three years ago. Modified from research 
by LinkedIn (Chelovechkov 2019) 

 

Companies are also more willing to use money more money on learning: in 2017, 49 % of 

the researched learning developers had significant budget challenges. 2019 only 27 % of 

the developers had that same problem, almost two times less than in 2017. Furthermore, 

43 % of the learning developers expected the budget to increase in 2019, while in 2017, 

only 27 % expected a budget increase as shown in figure 5. According to the same study, 

the top three subjects that the talent/learning developers are focusing in 2019 are identify-

ing and assessing known skill gasps, increasing engagement with learning programs, and 

developing career frameworks. Developers are also making changes because of changing 

generation: 74% of the developers are planning to make a change to their learning devel-

opment program to accommodate generation Z workers. (Chelovechkov 2019.) 
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Figure 5. Learning developers’ budgets in companies modified from research by LinkedIn. 

(Chelovechkov 2019) 

 

Other workplace learning trends in 2020 include mobile learning, personalized learning, 

microlearning, gamification, video-based learning, and artificial intelligence to name a few 

(Pandey 2020b). More on these trends and how to utilize them in chapter 3 of this thesis. 
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3 E-LEARNING PLATFORMS IN THE CORPORATE WORLD 

This part of the thesis presents typical features in the e-learning platforms and learning 

management systems, including a study about the learners’ preferences. The Second part 

takes a short look at the typical features in the e-learning courses.  

3.1 Typical features in the LMS and e-learning platform 

There are a lot of different learning management systems in the market and choosing/cre-

ating one can be difficult. However, a good LMS should have some of the essential fea-

tures to ensure good user experience. An employee survey made by Software Advice re-

vealed some key features that the users would like to see in their LMS. 58% of the survey 

group wanted the online learning content to be split into multiple short sessions, 35% 

wanted real-life rewards based on the learning process and 24 % would like to see social 

networking through discussion boards (Westfall 2016). Based on these answers and 

trends in the industry some of the key features in the e-learning platform include: 

Micro-learning 

As the name indicates, micro-learning is a learning structure where learning happens in 

small lessons and short activities instead of one long assessment. Software Advice survey 

showed that 58 % of the people would be more likely to use the LMS if micro-learning 

were implemented, 38 % saying they would use it much more likely. Only 11% said that 

they would be less likely to use the LMS if the learning sessions would be shorter but in 

greater numbers. One explanation of why people would prefer this style of learning is that 

the amount of information is easier to digest in small parts instead of trying to absorb too 

much at the time. (Westfall 2016.) Other benefits of microlearning are its specification, 

quickness, and demand. Microlearning done right offers very specific information about 

the subject, this enables the learner to learn the specific information that is required at the 

time instead of trying to find the relevant information from a longer, broader source. Micro-

learning also does not require as much time than longer training sessions and its always 

available for the user. (Margol 2017, 4.) 

Gamification 

Gamification means taking elements, mechanics, and thinking from games and placing 

them in a non-gaming format, such as e-learning. Gamification does not necessarily mean 

making actual games into the e-learning format, but rather placing elements from games 

into the e-learning platform or LMS in various ways. Commonly used elements from 

games in non-game elements include points, achievements, badges, leaderboards, levels, 
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challenges, time-based activities, and many more. The primary goal of gamification is to 

increase the user's motivation, experience, and engagement. Since learning is an active 

process, it requires the active motivation to ensure starting the learning process and con-

tinue beyond. (Strmečki et al. 2015, 1109.) Gamification is a good tool for motivation: 62 

% of learners would be more motivated to learn if leaderboards and colleague competition 

were implemented to learning, according to the research by Elucidat (2016). 

This is however a double-edged sword since the study by Software Advice showed that 

people were not that interested in leaderboards: much more important was real-life based 

rewards based on progression and level progression. In some cases, leaderboards and 

competition would decrease motivation for a large group of people. Only 7 % of the sur-

veyed people said that leaderboards would engage them more to use the company's 

LMS, while 55% of the same people said that real-life rewards and level progression 

would be the most effective incentive. While it may not be a surprise that real-life rewards 

would be the most popular opinion it does not mean that the company should buy very ex-

pensive things for everyone who participates in their e-learning program. One example of 

implementing real-life rewards to e-learning would be IBM: through their “Know your IBM” 

program, employees can earn points. These points then can then be redeemed for real-

life rewards, such as gift cards and personal electronics. The downside of these rewards 

is that they typically do not offer long term motivation: only short bursts. (Westfall 2016.) 

Social Learning modules 

Social learning is based on a theory of one Albert Bandura, who theorized that people 

learn through observation, imitation, and modeling. A good e-learning platform or LMS can 

consider these things in multiple ways. In other words, collaboration is key to social learn-

ing (Spencer 2015). Collaboration at the workplace is something that the millennial gener-

ation is very keen on instead of a competitive one. According to the study by Intelligence 

Group, 88 % of millennials would prefer collaborative work culture over a competitive one. 

Since the same report suggests that by 2020, 40 % of the workforce in the USA would be 

millennials, it is probably something to something to consider while creating e-learning 

material (Ashgar 2014). Key thing is to enable communication between the learners, so 

they can collaborate their experiences with each other. Software Advice's study’s most 

popular answer for what social tool the survey people would want to see in LMS was dis-

cussion boards at 24 %, followed closely by sharing content at 23%. User ratings for the 

e-learning platform were also quite high at 21 %. (Westfall 2016.)  

Mobile learning 
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Mobile learning, or m-learning for short, means using mobile technologies for learning, 

teaching, accessing, and exploring knowledge/information. While it is easy to think that m-

learning is just applying smartphones as a way of learning, m-learning takes also place in 

other portable devices such as tablets, portable gaming consoles, and even wearables. 

M-learning is still a relatively new thing, so the definition for it is still a moving subject. It 

however offers huge potential in the e-learning market. According to the GSMA report, 

half of the world's population had a mobile subscription and a third of the population had 

mobile internet in 2016. In many emerging markets, such as Asia and Africa, the mobile 

phone is the most common way to get internet access. For example, in Nigeria, only 10 % 

of the population has a personal computer while 30 % have a smartphone and 60 % have 

a feature phone. (Hairsine 2016.) According to a report by BI Intelligence in 2014, 15% of 

all online video hours globally are watched via smartphone or a tablet and 50 million peo-

ple watch videos in the USA alone with mobile devices (Danova 2014). M-learning is de-

fined as a different way of learning than e-learning, but they use a lot of similar technolo-

gies, such as videos or interactive chats (Hairsine 2016). 

Software Advice's study supports the theory that mobile devices should be implemented 

to the LMS. 48% of survey respondents said that they were more likely to use LMS via 

mobile access. The mobile aspect to e-learning makes it more convenient and accessible 

for the employees: mobile devices can help reach information anytime since it gives a 

place and time to use them anywhere. (Westfall 2016.)  

Video-based learning  

The popularity of videos has gone up rapidly in recent years: in 2018 there were already 

22 billion daily video views globally. Video-based learning in the online environment is on 

the great increase too. Videos offer an engaging learning experience and offer a different 

way to gain knowledge. Especially increased usage of mobile learning and microlearning 

has accelerated the growth of video-based learning. After all, videos complement these 

trends very well: videos are easy to watch on mobile devices and they can be made very 

compact. Short, compact videos are easy to digest and can be viewed anywhere due to 

mobile devices. (Pandey 2018a.) 

Although videos seem like a great addition to the e-learning platform, it can be an ineffec-

tive learning method if used incorrectly. Sometimes video-based learning can be quite 

passive, especially with longer videos or if the video requires a high level of cognition. 

One solution to this is implementing interactive elements to the video: hot spots, click to 

reveal, and other similar solutions. Other solutions to make videos more intriguing to the 

learner include (Pandey 2018a): 
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• animated videos with infographics and text 

• scenarios or story-based videos with people  

• including experts about the subject in the video 

• implementing story and narrative elements  

• kinetic text  

• whiteboard animations  

• applying interactive elements.  

3.2 Typical features in E-learning-courses 

E-learning courses are a major part of the e-learning platform. While creating new e-learn-

ing courses certain criteria should be applied to make the best the courses as useful to 

the learner as possible. Features mentioned before about LMS can be applied to the 

online courses as well, such as gamification or microlearning. Here are some of the fea-

tures unique to online courses according to the Talent LMS (2014): 

Proper feedback channel  

A proper feedback channel ensures that the learner and the instructor can communicate 

without a problem and the feedback is easily available. Proper feedback is very important 

for the learner and ensures an interactive learning experience. It also ensures that the 

learner's progress is tracked. Feedback can happen through multiple tools, for example 

with e-mail. Well-designed LMS gives these kinds of tools and makes using them easy. 

Everyday tasks should be easily available and simple to use. (TalentLMS 2014, 53.) 

Professional content and delivery methods 

The E-learning course can be visually fine, very easy to use, and provide feedback, but 

does it matter if the content of the course is not up to par or the learner cannot access the 

material? Material inside the course needs to be professional and keep the standard up 

for the whole LMS. This means reliable sources of information and that the creator of the 

courses knows the subject very well. Tested delivery methods are to ensure that the ma-

terial can be accessed with as many platforms and browsers as possible. (TalentLMS 

2014, 53–55.) 

Online Tests and quizzes  
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Online tests and quizzes are a vital part of the e-learning course structure. They offer a 

tremendous amount of benefits and make tracking the learners process simple and effec-

tive. Quizzes offer a simple way to learner test his or her knowledge about the subject, of-

fering instant feedback. A good LMS can calculate and offer instant information to the 

learner, how the test went instead of waiting for the instructor to evaluate the test results. 

This way learners can easily see what went wrong. Tests have also been proven to in-

crease engagement to the learning, tests force to the learner focus on the learning mate-

rial because the learner knows that he or she is going to be tested on the subjects. The 

challenge with the tests and quizzes is to make them difficult enough without being overly 

difficult: the too easy test will not keep the learner engaged while too hard of a test can 

demotivate and result in searching the answer elsewhere online instead of the course. 

(TalentLMS 2014, 56–61.) 
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4 DIFFERENT LEARNING STYLES  

In this part, the thesis investigates different learning styles and their meaning in the learn-

ing process. The first part describes Kolb’s theory of learning and the second one looks at 

other learning theories, such as behaviorism.  

4.1 Why learning styles matter in e-learning? 

There have been multiple different learning theories over the years that can be applied to 

e-learning as well. Without understanding how people learn, it is impossible to create e-

learning material at its full potential. A good e-learning course should consider different 

learning styles to reach the maximum learning potential with the learners (TalentLMS 

2014, 64). Even though some of the learning theories presented here are older than e-

learning, it still important to understand the fundamentals of learning and maybe apply 

those theories to the modern way of learning. 

While there are multiple different learning theories, learning is a complex matter and is 

somewhat of a mystery. Different learning theories presented here disagree with each 

other since learning is subjective and can be approached from many angles. However, all 

of these learning theories offer some insight into how various groups of individuals learn 

and under which conditions learning happens. (Bélanger 2011, 11.) 

Kolb’s theory of learning   

Part of creating a successful e-learning platform is to understand how your targeted audi-

ence is going to learn best from it. Psychologist David Kolb started theorizing about differ-

ent learning styles in 1984. His thought process was, that our different individual learning 

styles would emerge based on our genetics, life experience, and demands of the current 

situation. Based on these believes he was able to describe four different learning cycles 

and also developed theories about experiential learning and learning style inventory. 

(Cherry 2020.) Kolb was a big believer in learning from real-life experiences and then in 

four steps process something from it. These steps are as follows (Parthasaraty 2018): 

1. Concrete experience  

The first step is the actual, concrete experience of something new. This can be for ex-

ample using a tool or a machine for the first time or visiting a new location. Now the in-

dividual has based on starting to learn something by having the experience. In e-learn-

ing this would happen ideally before the actual course/training: Individuals would have 

had some experience with the subject. 
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2. Reflective observation  

The second part is reflecting the new experience based on the information that the in-

dividual had before the experience and the experience. An individual may have heard 

something positive about the new tool or location, but his or her own experiences tell 

otherwise, individual would deem it as bad. E-learning could be this previous infor-

mation, which then creates an information base for the new subject. A new employee 

can attend e-training before starting the job and based on that information, reflect the 

concrete experience against that knowledge. 

3. Abstract conceptualization 

After deep reflection or observation, the individual comes up with new ideas about the 

subject. The individual might not use the tool anymore, use a different tool, or create a 

new tool altogether. While creating e-learning courses, it is important to give individual 

proper feedback channels so he/she can share these ideas with other people as well. 

4. Active experimentation  

The last piece is experimenting with new ideas. With experimenting, individuals might 

create something completely new or find a way to do things more efficiently. Ongoing 

feedback is important while creating new e-learning material so these experiments can 

be implemented to others.  

4.2 Different learning styles by Kolb 

The previous four steps are a good baseline of understanding individuals learning cycle, 

but not all learners follow the same steps. Some only initiate active experimentation, some 

observe and reflect from that, and those who form new ideas and innovations. This leads 

to four different learning style personalities: 

1. The Accommodator (doing and feeling) 

This style of learning is for people who like to feel things, accommodating what people 

have to say. They go with consensus and perceptions. Accommodators like to do 

things and actively experience and are considered a bit of risk-takers. When solving 

problems or learning something, they like to use trial and error- a type of solution. Usu-

ally, accommodators can be found in a technical field or action-based jobs, such as 

marketing or sales. 

2. The Diverger 
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Like accommodators, divergers like to learn by feelings: emotions are a major factor 

when making decisions and learning. The difference is that while accommodators like 

to do things themselves, divergers are more comfortable observing and based on that, 

reflecting. Artists, counselors, and other artistic or humanitarian tend to have this 

learning style. 

3. The Converger  

Convergers are thinkers/doers: they shine in practical applications. The best situation 

for converger is when there is only one solution to the problem 

4. The Assimilator  

Assimilators' strengths are in abstract conceptualization and reflective observation. 

Creating and understanding models for theoretical situations is their bread and butter. 

Abstract ideas are usually more interesting than people, they are less concerned 

about the practical side of things or how their theories work in practice. Typically, as-

similators work in the field of science or math: jobs that require planning and research. 

(Cherry 2020.) Different learner types and their relation to each other are shown in fig-

ure 6.  

 

 

Figure 6. Kolb’s 4 different learner types based on Cherry (2020) 

 

4.3 Other learning theories  

Here are some of the other learning theories worth considering while creating online learn-

ing material according to Bates (2014): 

Behaviorism 
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Although behaviorism was developed 1920’s, it is still one of the main learning theories 

used while teaching. The basic idea of behaviorism is that certain stimulus activates a cer-

tain type of behavior. At its simplest, it could be a simple reflex to something, like contrac-

tion of an iris when exposed to bright light. Behaviorism does not care much about im-

measurable things such as feelings, attitudes instead of believing the invariant chain of 

events through rewards and punishment. Human behavior is seen as controllable and pre-

dictable. Although human behavior may not be that simple, behaviorists have proven the 

power of reinforcement in the learning process. Reinforcement does not need to be any-

thing earthshaking, things such as immediate feedback or correct answer in a multi-option 

test can create reinforcement, and through that, learning engagement. 

Constructivism 

Constructivism differs a lot from behaviorism: behaviorists believe in predictable and con-

stant conditions where the actual learner has very little or no control over the process. 

Constructivists are focused on the importance of consciousness, free will, and social influ-

ences in the learning process. The social context in learning is critical for many learners: 

ideas are not only tested with the instructor but with friends, colleagues, and other learn-

ers. Every learner is also an individual, they have different experiences. That means that 

the learning process is not as predictable as behaviorists may assume. Social interaction 

with the learners is key to understand how they are learning, as learning is in many ways 

a social process. Thus, while designing and maintaining an e-learning platform, efficient 

tools of communication with the learners are very important. 

 Online collaborative learning 

Online collaborative learning theory has been founded based on both constructivism and 

the rising usage of the internet. It was originally called computer-mediated communication, 

or CMC for short, but was later developed into Online Collaborative Learning, OCL. Its 

main philosophy is based on social interaction through technology: learners are encour-

aged to work together to gain knowledge: this includes group work, inventing, and explor-

ing different ways to innovate. While the learner is encouraged to be active and learn so-

cially, it does not mean that the instructor’s role is insignificant. The instructor's role is still 

to guide and offer a gateway to the knowledge that the learner needs. This is where OCL 

differs from other approaches to technology in learning: the main goal is not to replace the 

instructor with technology but rather enable more efficient communication between learner 

and the instructor. The ensuing social discourse is not random in this situation: it is re-

stricted by the instructor to ensure that the information learner's needs is delivered effi-

ciently. (Bates 2014.) 
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5 CASE: WIPAK 

Part of this thesis was also a compact, semi-structured interview done via Google forms. 

The surveyed people were selected learners of the Wipak WAY. The reason for this inter-

view was to understand better how to improve the learning portal to be more engaging, 

what possible online learning elements could be added and what type of learning material 

the learners prefer the most and answer research questions. In a structured interview, 

questions are identical and in the same order, without giving predetermined options. This 

way the surveyed person can have their view, opinion, and feelings about the subject 

(Pitkäranta 2014, 92–93). Questions were designed to be open-ended, so the surveyed 

learners could tell their own opinions without restrictions. Surveyed learners were selected 

from those who had used the WAY most: this was done because these learners had the 

most insight about WAY and hopefully had some ideas to improve it further. Interviews 

were kept short and questions on the topic to keep the subject of the research problem. A 

structured interview was sent to 22 learners, all of them active learners in the system. 

Most of the surveyed learners were outside of the Wipak organization, this because the e-

learning portal was mostly meant for outside of the organization. 

The interview form was sent 3.8.2020 via e-mail to selected learners. E-mail message 

contained a link to the questions on google forms with a message to engage learners to 

answer the questions. The message was short and on to the point: the goal of the mes-

sage was to inform about the meaning of the questions, which was to further develop the 

platform to be more engaging to the learners. The survey was anonymous, and this was 

also informed to the leaners as well as that the answers would be used in the thesis about 

e-learning. The first look of the answers was 17.8.2020: this was done to give the sur-

veyed learners enough time to answer. Unfortunately, the answer percentage was not 

great: out of 22 contacted learners, only nine responses were given. One explanation for 

this could be the timing: some of the learners might be on vacation during summer 

months. This is however enough to make some assumptions since the answers were 

open-ended. The surveyed learners were not necessarily e-learning experts, but they did 

have experiences with the e-learning platform. Because of this, it was concluded that they 

did have enough expertise and certainly opinions about the subject matter. The questions 

and answers were the following: 

1.  What would you describe being the most efficient way for you to learn? 

This question was asked to find different learning types and preferences: with this infor-

mation, learning material can be designed in a way that supports these learning types. 
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Seeing, feeling, doing. 

Webinars 

Learning with other people in workshops or similar kinds of learning environments. 

Combine face-to-face training with some exercises for you to do on your own 

by doing 

The designated lectures for a given time have been great. But it is also good to have the 

lecture and learning material on the portal to take a look at when needed. Distributors 

meetings are very useful but given COVID and all ... ;) But it can be very useful to hear 

how others are doing things 

Team conference 

WEBINAR + TRAINING SESSIONS 

The reoccurring theme with answers was the hope for teamwork and doing tasks: this 

supports online collaboration theory, constructivism as well as Kolb’s four different learn-

ing styles. E-learning courses were given tasks in form of tests to make them more effi-

cient. 

2. What would be the best way in your opinion to engage people to use the WAY e-

learning portal? 

This was asked in hopes to get new ideas for engaging the nonactive learners. This ques-

tion was added keeping in mind that the learners are not experts in this matter: it however 

adds perspective from people who were engaged to the e-learning portal. 

Let me call it "Edutainment. :-)” 

By distributing information about the portal via many different kinds of medium and by 

constantly developing the learning material in the portal. 

Reward the best, most active users, show a list of top learners 

pushing them to go through relevant trainings when they have product related questions 

instead of answering them right away. so teach them fishing” 

by informing about the use, with online courses and webinars 

More innovative content 

The themes of the answers were mostly the importance of informing the learners and en-

gaging content. This compels the study by SoftwareAdvice (Westfall 2016) and adult 
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learning theories: learners need proper feedback channel and communication to ensure 

long term learning experience. Elements of gamification were also mentioned: this follows 

the study by SoftwareAdvice about leaderboards and level progression. Rewards also 

support behaviorist learning theories about a positive stimulus. 

3. What kind of learning material would you like to see in the WAY? 

Different kinds of learning material are needed to make sure that all of the learners can 

learn most efficiently and interestingly possible. Some people learn from doing, some by 

videos, etc. This question was asked to gather data for the research questions about e-

learning material inside the platform. After all, the learners are the ones using the e-

learning platform, so their opinion should be taken into consideration while adding new 

material. 

Pictures with explanations. So more visuals, less text. 

PowerPoint presentation 

Learning material should be interactive and allow the use of group learning methods. 

New product introductions 

presentations, videos, data sheets etc 

all kinds. both the Wipak products and use of them and some academical information. f.x 

packing instruction, how to and why. 

Using your sales network for more content. You need to be able to compare and contrast 

to other products so your sales networks can help as they are doing this daily 

VIDEO  

Answers were varying, but common themes were interactivity, product information, and 

visual elements. Video learning seems to be an engaging option, as stated by Pandey 

(2018a). Videos and webinars were an integral part of the WAY. 

4. Which of these training styles suits you the best? 

The final question was different than others: it had different options instead of an 

open-ended- answer option. It however had option “other” which allowed the surveyed 

learner to write their own opinion. The question was set up in this way to find which 

current training styles used in the company were the most effective and desirable. 
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Figure 7 Results from the survey, five responses for the Training session, two for the 
Online courses, one for the PowerPoints, and one for a mixture of these all 

 

Results indicate training sessions being the most suitable options for the survey group as 

shown in figure 7. Training session got five votes, Online courses two, bot PowerPoints 

and mixture of all got one vote. Surprisingly, webinars did not get a single vote for being 

the most suitable way to learn. This fights against the benefits and growing trends of these 

e-learning methods against traditional training sessions: this does not however mean that 

instructor-led training sessions cannot be part of e-learning. 
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6 CREATING NEW E-LEARNING PLATFORM FOR GLOBAL DISTRIBUTOR 

MARKET 

This part of the thesis describes the process of creating the e-learning platform Wipak 

WAY – Wipak Academy for You. The second part describes, how the different e-learning 

courses were created for the platform. Lastly, the thesis evaluates, how the creation pro-

cess went, what could have been done differently, and future considerations for the e-

learning platform.  

6.1 Creating an e-learning portal WAY 

The purpose of this practice-based thesis was to create a new e-learning platform called 

Wipak WAY – Wipak Academy for You. Wipak is one of the market leaders in food and 

health-related packaging products, operating globally in every continent. Wipak has hun-

dreds of employees globally and around 1,4 billion sales in 2019. The business is divided 

into two larger departments: food packaging products and health-related sterile packaging 

products. The health department is further divided into two departments: Medical Device 

Industry (MDI) and Health Care Facilities (HCF). MDI is a business were health-related 

sterile packing solutions are sold to other companies who make health-related products, 

while the HCF department is sterile packaging solutions sold directly to the health care fa-

cilities. HCF products have very high standards and different applications for sterile pack-

aging and are essential in keeping the instruments used in health care facilities sterile and 

safe for the patient. Most of the HCF products are under Steriking® trademark. WAY was 

created for salespeople and distributors who sell these Steriking® products to direct 

health care facilities: its purpose was the contain learning material about Steriking® prod-

ucts including their applications, benefits, usage, and different product types. This infor-

mation is vital to the salespeople and distributors: they must know what they are offering 

to the health care facilities. 

Creating this e-learning platform offers a significant way of cost savings for Wipak: online 

learning is tremendously cheaper than traditional learning and training, as is shown in 

chapter 2 of this thesis. It also helps Wipak reach the company’s strategic goal: Zero Co2 

by the year 2025. WAY helps to reach this goal when instructors do not have to fly glob-

ally to teach about the products. E-learning is a rapidly growing business around the 

world, and it is something that continues to grow over the years, as demonstrated by mul-

tiple pieces of research, like the one by Global Market Insight Inc (2019). WAY-e-learning 

platform also offers multiple ways to learn in form of product videos, webinars, Power-

Points, and e-learning courses. These learning methods support many types of learners 
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and their learning preferences, based on adult learning theories such as Kolb’s (Cherry 

2020). Wipak has distributors around the world in every continent and this e-learning plat-

form provides them a way to learn despite different time zones. E-learning was designed 

to be used with both computers as portable devices, such as mobile phones and tablets. 

This thesis was done during the global crisis COVID-19 and the importance of online 

learning is even greater than before. Many people, including the writer of this thesis, are 

forced to work from their home and should have an easy way to access the information 

that they need in their work online. This thesis was done in English because the commis-

sioner of the work asked so: WAY was also done in English, Spanish and French. The 

learning material inside the portal contains specific product information, so the e-learning 

courses, webinars, PowerPoints, or product videos cannot be shown in this thesis.  

6.2 Prewise Gimlet LMS 

The LMS used in making the e-learning platform was Prewise Gimlet LMS. This LMS was 

already used in the organization in another learning portal. It allowed both making the e-

learning courses and designing the e-learning platform WAY through two different applica-

tions: Gimlet composer and Gimlet LMS. 

Gimlet LMS is fairly easy to use and offers a guide both in video and text format. Its pur-

pose is to create and manage an e-learning portal, publish learning material, create learn-

ers to the e-learning portal, and for communication with said learners. It also allows seeing 

statistics about the learner’s progress. 

Publishing learning material  

Publishing learning material to the e-learning material was not a complicated process. 

First, the material was uploaded to the Gimlet LMS, either directly from Composer in the 

case of e-learning courses, or the case of media, uploading it directly to the LMS. After 

that the material can be assigned to sub-categories in the platform: either under e-learning 

courses, webinars, PowerPoints, or product videos depending on what it is. The material 

can be assigned a short description. This was also done since it gives the learner an un-

derstanding of what the learning material is going to be about. Descriptions of the learning 

material were given short yet informative to insure learners' interest in the material. 

Most of the learning material was published before the launch, but new material was 

added after that too and will be added in the future as well. Whenever material was pub-

lished it was informed to the learners by messaging via email. 

Creating learners to the e-learning portal  
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WAY was not designed to be available for everybody since it contains specific data about 

the Steriking® products: only selected people were given access to the learning material. 

Creating learners to the WAY-portal was based on the list of distributors, salespeople, and 

some other employees from Wipak that needed this learning material. Creating the users 

can be done either manually adding learners one by one or straight from an excel-file. Re-

gardless, the only information that was needed when creating new learners in the Gimlet 

LMS was a first name, last name, and a valid e-mail address. The username was created 

to be the same as the e-mail address to avoid confusion with the learners. Gimlet LMS 

also allows the admin to create a password for the user or assigning the same password 

for multiple users. This option was however not used because of the learner’s privacy. In-

stead, learners would use the option “I forgot my password” the first-time logging in and 

assign their password through that. This option also allows the learner to choose a pass-

word that they remember. Learners were then assigned to one group, “Wipak WAY users” 

to help communication and tracking the progress of learners. The process of creating new 

learners was streamlined by adding a link to the login page for access requests: through 

this link, learners could request access via e-mail as shown in figure 8. 

 

Figure 8. Log in page for the WAY, the learner could only access the portal after given ac-
cess by the administrator 

 

Communication with the learners 
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Communication and feedback are an important part of the learning experience and should 

be something to consider while creating the e-learning platform. (TalentLMS 2014, 53.) 

Although implementing social elements to e-learning would have been great, it was not re-

ally possible. This is because the learners were not supposed to know each other’s iden-

tity. This meant that the learners could not communicate with each other directly expect in 

the form of user ratings, which was anonymous. Learners could give a star rating from 

one to five to the e-learning material on the platform. User ratings make the learner more 

engaged to the learner according to the study by Software Advice (Westfall 2016). Learn-

ers were given the possibility to give feedback to the instructor/admin of the WAY through 

multiple channels: either by leaving their comments on the textbox at the end of an online 

course or by sending an e-mail. The platform was designed in a way that the learner could 

click a link on the front page, which directly opened the email and the correct corre-

sponded. This way learner could easily communicate with the instructor. 

Gimlet LMS has its messaging tool that can be used to send messages to specific learn-

ers or to the whole learning group. This tool will send the message through e-mail to se-

lected learners without showing the recipients of other learners. Messages could be timed 

to be sent in time, for example when new learning material was added. Messages sent in-

cluded a description of the WAY, how to use it, and what it is for. This messaging tool en-

abled asynchronous communication with learners from the instructor’s point of view. 

Gamification 

Elements of gamification were also implemented to WAY, mainly in process tracking and 

own profile. Gamification elements were added to the e-learning platform in hopes of bet-

ter engagement to learning as per the study by Software Advice (Westfall 2016). Learners 

can follow their progress in their profile or at the content page, seeing how many percent 

they have completed that learning material. In the profile, learners can also see what e-

learning courses they have completed, or webinars watched. The learner could also add 

their picture in the profile section and change their personal information, such as name or 

e-mail address. Gamification was discussed in meetings to be something possibly im-

prove in the future: after all, researches and the survey showed it being a beneficial part of 

e-learning. 

Visual design 

The visual design of the e-learning platform was kept fairly simple. The background color 

of the page was white and Wipak’s trademark green, also containing the logo of the com-

pany and the globally well-known product line, Steriking®. The top right corner of the page 

contains links to the front page, all of the content, profile section, language options, and 
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the logout option. At the bottom of the page linked to terms of use and feedback link to the 

administrator of the page, Prewise GimletLMS. All of the categories had little thumbnails 

too, all property of Wipak. Thumbnail pictures contained pictures of other people to make 

the e-learning experience seem more human and personal experience to the learning. An-

other way was the content carousel. This was kind of a slide show containing three slides 

at the upper part of the page. These slides contained pictures and text which offered guid-

ance and greetings to the learner. The learning experience was made a little bit more per-

sonalized by adding an algorithm to the front page which recognized the learner's name. 

This meant that every time learner opened the portal, he or she was greeted by the text 

"Hello (learners name)"! as shown in figure 9. 

 

 

Figure 9. Frontpage of the WAY - WIPAK Academy for You. 

 

Learner tracking and reports 

Part of the many benefits of asynchronous e-learning is process tracking. This means 

both the learners and instructor can track the learning progress. The instructor can see, 

which learners have accessed the learning material and how much they have progressed 
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in said material. The learner could see from his or her profile what learning material they 

have accessed and how much they have completed it. Gimlet LMS contains a reporting 

function, a function that creates reports of the learner's progress. These reports display a 

great amount of data about who has accessed the material, when it has been accessed, 

how many learners have visited and completed the material, how many times the learner 

has visited the platform and how long they have spent on the platform. This data proved to 

be very useful when analyzing, what kind of material was used the most, and how popular 

WAY turned out to be. This data showed that the most popular learning material in the 

WAY were e-learning courses and PowerPoint presentations, the most popular e-learning 

course being accessed by 32 people and PowerPoints being accessed by 24 people. 

Video material was perhaps a little surprisingly the least popular material, the most popu-

lar webinar was watched 15 times according to YouTubes statistics. Product videos were 

accessed by nine people. 

6.3 E-learning material in WAY 

To apply to as many learning types, learning material inside the platform should be varied. 

Learners are individuals and learn individual ways: some by video, others by doing e-

learning courses. WAY contained four different types of learning material: product videos, 

PowerPoints, Webinars, and e-learning courses. All of these materials supported each 

other: all of the learning material in the platform could be accessed with any of these op-

tions  

Webinars are usually interactive video sessions where the instructor gives a demonstra-

tion/teaching session for the learners. These webinars were then uploaded to the WAY. 

Instructors were experts in the subject matter. These webinars offered synchronous com-

munication for the learners: at the end of the webinar, learners could ask questions from 

the instructor and thus getting an answer immediately. Webinars' lengths were around 40 

to 50 minutes. Because of the length and quality of the webinars, loading/staring the video 

took couple minutes, depending on the quality of the learner's network. Since learners 

were all around the globe, webinars were also uploaded to YouTube, where they could be 

accessed instantly with lower quality networks and mobile phones. Webinars were the 

backbone for the e-learning courses: material inside the course was based on the webinar 

in a more condensed version. In the survey, some answers indicated that the webinar was 

the most efficient way to learn for the learner, yet there was not a single response for 

webinars being the most suitable way to learn. 

PowerPoint presentations were used in the webinars and uploaded to the WAY as well. 

The learner could upload the webinars from the platform by simply clicking it open. This 
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offered the learner way to learn even without constant internet connection: once Power-

Point is downloaded to the learner’s device; it could be accessed anytime without internet 

access. PowerPoints were made by the same experts as webinars about the subject. 

PowerPoints were the most suitable way to learn for one learner in the survey. 

Product videos were short videos used in the webinars and e-learning courses. They were 

uploaded separately to the WAY for quick access. The learner does not necessarily have 

time to watch the whole webinar and find the product video inside it, watching only the 

product video can be considered a quick micro-learning session. Product videos were also 

uploaded to YouTube for quick mobile access. 

E-learning courses were a major element in the WAY as well. Many learners learn best 

from doing and interacting with the learning material, and e-learning courses provided that 

kind of learning style. These courses were either made by experts or the author of this 

thesis based on the webinars and PowerPoint presentations. Courses were designed to 

be around 15-30 minutes long, with subsections. This was done so that the learner could 

take smaller learning sessions instead of spending hours studying. 

6.4 Creating e-learning courses with Gimlet Composer 

Gimlet composer is a separate application than Gimlet LMS and was used as a tool to 

create e-learning courses to the WAY portal. E-learning courses are a major part of e-

learning since they provide an interactive way to learn and through quizzes and tests, test, 

and challenge the learner. Different learning styles and current trends were kept in my 

mind while designing courses, trying to include variety in the content within the limits of 

the course creating tool. 

Composer contains many tools to make informative yet engaging online courses. Ele-

ments added to the courses included: 

• Print 

The print could be added normally or copying straight from a source. Basic tools for 

managing the print are also on the system, including bold, italics, underlining, bullet 

point/ numbered lists, adding hyperlinks, headlines, and superscripts/subscripts. The 

text could be changed to be either on the right or left side of the screen. The print 

could be also placed in hot spots and text boxes. 

• Pictures 
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Pictures could be added to the course by first uploading them to the Gimlet Composer 

and then selecting them from a media bank. This means that everybody else from 

your organization can use the picture as well. Pictures could be modified in size and 

can be placed either left/right side on the page or as a whole page size picture. Pic-

tures are a major part of learning since some learners learn easier from them and see 

the actual products or their applications. All the pictures used were the property of 

Wipak. 

• Video  

Adding video-material to the e-learning courses was similar to adding pictures, first up-

loading them to the media bank, and then adding them to the page. Unfortunately, in-

teractive videos are not a possibility in the GimletLMS, but added videos were pur-

posefully kept short inside the course. This was done because the courses were 

meant to keep compact, abiding the rules of micro-learning. Videos were kept manda-

tory to receive 100 % completion of the course in the English version since they were 

short but very informative. Subtitles were added to the videos so they could be ac-

cessed anywhere, even without sound. 

• Sound  

Sound files were not used in the making of the courses since there were already webi-

nars and product videos about the learning material. E-learning courses were meant to 

be accessible anywhere and sound could distract some type of learners who want to 

concentrate on the learning material without distractions such as sound. It was an op-

tion however and adds a possibility to have commentary on the learning page. 

• Tabs  

Tabs were meant to be used if there was a need to but a lot of text on one page. Tabs 

enabled print to be put on both the left and the right side of the page. Multiple tabs 

could be similarly placed on the same page than slideshows, only with more room for 

print. Tabs were not used since there was not a lot of need to put that much content 

on the same page, instead of distributing the learning material on multiple pages. 

• Infoboxes 

An infobox is a small, clickable box that opens and reveals information in the form of 

print or/and a picture. info boxes were used quite a lot in the courses, since they of-

fered to input information under different headlines, creating an easy way for the 
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learner to check specific information, for example, specific products product codes, 

and sizes. 

• Hot spots  

Hot spots in the Gimlet Composer are areas placed on the pictures, which show new 

information by either clicking it or hovering over it. The area could be filled with text or 

it can be a circle with a plus symbol on it, symbolizing that it contains something extra. 

The information inside the hot spot could be print or a picture, hot spots were utilized a 

lot in the online courses since they offer a great way to something from the picture: for 

example, products different layers or parts. Hot spots also served a similar purpose 

than infoboxes: diverging learning material into different segments. 

• Slide show 

Slide shows were another handy tool to deliver information more interestingly and vis-

ually. Slide shows could be placed on the page and be used much the same as Pow-

erPoint without effects: by swiping or clicking the picture, the learner could see the 

next slide. A timer could be also added so the slides would change automatically in a 

selected time. Slides could contain a picture and a headline. Slides are useful when 

lots of pictures are required on the same page: instead of placing a lot of small pic-

tures on the page, slideshows enable larger pictures with headlines. Gimlet Composer 

is shown in figure 10. 
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Figure 10. Gimlet composer was used to creating e-learning courses to WAY. 

 

Quizzes and tests 

Quizzes and tests are standard in e-learning courses to benchmark how the learner has 

understood the learning material. It offers both the learner and instructor to track the learn-

ing progress. Quizzes were designed not to be overly difficult but challenging enough that 

the learner needed to read and interact with the material inside the course. All the infor-

mation for the tests and quizzes could be found in the e-learning course itself: there was 

no need or benefit for looking outside sources. Tests were sprinkled inside the course be-

sides the final, bigger quiz. These tests were meant to be test specific parts of the course 

and be placed directly after the subject matter. This was done to enable microlearning: the 

learner could only learn a short part of the course and then test his or her information by a 

test instead of finishing the whole course in one sitting. The learner gets the feedback im-

mediately from questions answered correctly and incorrectly. Questions were mostly 

statements of the subject matter with “yes or no" as answer options. 

Quizzes were at the end of the course and were meant to test the knowledge about every 

subject in the course: it contained more questions than previous tests. Quiz could be at-

tempted multiple times: this was done in order to not discourage the learners. Passing 
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percent for the quiz was set fairly high: between 70-100% in order the quiz have rele-

vance, requiring actual knowledge of the course. After the quiz, the learner could choose 

to leave feedback about this specific course: this was not mandatory once again to not 

discourage the learner. Feedback is however important both for the instructor and the 

learner: feedback could be left in a textbox with no character limit. 

6.5 Language versions 

The main reason that this learning portal was created was to be an accessible learning 

tool globally to Wipak’s distributors and salespeople. While English is the commonly used 

language in the corporate world, some people would be more comfortable using their na-

tive language. Worst case scenario, some learning material could be misunderstood or 

not understood at all. Therefore, Wipak WAY’s interface and the e-learning material inside 

of it were decided to be done in three languages: English, Spanish, and French. These 

languages were chosen because most of the learners would speak one of them as their 

native language. The learner could easily change the language from either in the login 

phase or from the front page: this would show all the content in the selected language. 

Creating the e-learning courses and WAY required an outside help from a translation firm 

x. First, the material was done in English, after that the material was sent to the translation 

firm with an offer request. When the translation firm sent their offer, it was considered and 

accepted. The translation process took usually around a week, after which new learning 

material was made. Webinars were also planned to be done in Spanish and French and 

then to be uploaded to WAY. 

Translating e-learning courses was made easy by Gimlet Composer: all the English mate-

rial could be copied from the original course to a new one. After that, the text was simply 

changed to either French or Spanish. Translations came in a chart, in which it was easy to 

see correct translations per sentence. 

6.6 Launch and adjusting trough feedback  

While creating a lot of e-learning material it is easy to overlook certain things and make 

the material only from one's own point of view. This is why it is important that other people 

look at the learning material and then make suggestions based on their views. Especially 

experts of the learning materials subject are important in giving their view, this ensures 

that the material is correct and up to high standards (TalentLMS 2014, 55). Before the ac-

tual launch of the WAY, the test group was created. This group could test the platform and 

give feedback. Based on this feedback, WAY was modified, mostly by changing certain 
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pictures or phrases. After this, a person born in England did a final check for grammatical 

errors, which there were few since the writer of this thesis and creator of WAY is not an 

English native. 

The launch of WAY-portal was on the 15th of July 2020. Before this, most of the learning 

material was made and published to the portal. The launch was informed to the learners 

via Gimlet LMS messaging system, which sends the invitation to the learner’s e-mail. The 

invitation contained a link to the portal, instructions on how to set up a personal account 

there, what benefits the learners get from joining the portal, and an overview of what 

learning material was in the portal as well as what learning material there was going to be 

in the future. The main goal of this invitation was trying to engage recipients to start learn-

ing trough WAY and make staring the learning process as easy as possible. The list of re-

cipients was around 380 people. The number of learners in the portal would increase later 

to over 400 through requests. 

It must be said that the launch was not as successful as anticipated. Gimlet LMS allows 

tracking to see who has visited the portal and what learning material they have 

started/completed. After one week of the launch, only 5% of the recipients had become 

learners by at least starting to study some learning material. To boost the number of learn-

ers, other people from the organization, such as sales managers, sent the invitation too. 

Wipak WAY was also mentioned in the monthly e-news with a link to the portal. This 

raised the number of active learners to around 7 % 

6.7 Conclusions and future considerations 

All and all results of this thesis can be called somewhat of a success, with some mistakes 

that could have been done more efficiently and effectively. The main goal of this thesis 

was to create the e-platform WAY and answer research questions about what makes a 

good e-learning platform and what kind of e-learning material should it contain to ensure 

the most efficient learning experience for the learner? Research questions were perhaps a 

little bit too broad: there is no clear answer to what makes a good learning portal or what 

kind of learning material is best for every individual: this is because of the multiple learning 

styles and learning preferences of individuals. However, certain elements such as video 

learning, mobile combability, micro-learning, and gamification make the e-learning portal 

more accessible and engaging. A good e-learning portal contains many different types of 

learning material, so the learner can choose in which way to learn based on his or her 

learning preference and current situation. Learning material should be engaging and eas-

ily digestible for quick learning sessions to enable microlearning if necessary. The survey 

indicated that the learners would like to see more visual elements, training sessions, and 
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social interaction with other learners, supporting online collaborative learning theory. Ac-

cording to the same survey, learners would also like to see elements of gamification in the 

portal through leaderboards. Multiple studies show that mobile learning is an important 

part of e-learning too and should be taken into consideration while designing the platform 

as well as the e-learning material inside of it. Although the survey revealed that the learn-

ers would still mostly prefer training sessions, it does not mean that the training sessions 

and other social elements couldn’t be done through e-learning. This is recommended to 

be done the future of the WAY: more interactive pieces of training with the instructor, so-

cial elements such as discussion boards, and leaderboards. These would make the e-

learning more engaging to the learners and would help certain types of learners to learn 

better when they have a chance to compare notes and develop new ideas together. 

It is clear that e-learning is the learning method now and in the future. A study by Global 

Market Insight shows rapid growth for the whole e-learning industry, even without the 

global pandemic. COVID-19 has forced most of us into working from home and limit un-

necessary social contact. It has also meant that studying has changed from classrooms to 

homes, where only e-learning is possible. Many companies, including Wipak, are chang-

ing more and more their traditional learning styles towards e-learning. E-learning offers 

substantial financial benefits when instructors or learners no longer have to be physically 

present to be a part of the learning experience. With that in mind, it would be beneficial 

that e-learning and WAY would receive continuous upkeeping and development. 

WAY certainly has the potential to grow much bigger than it is now. At the time of writing, 

under 10 % of the created learners had accessed the learning material. With enough en-

gaging learning material and easy access, the number of active learners should grow rap-

idly. Key thing is to keep learners engaged in the learning platform: one way to achieve 

this is efficient communication with the learners and adding gamification elements into the 

portal. With efficient communication, learners feel a more human connection and have a 

say in the learning material. Communication has to be ongoing in the future as well to ex-

cite the learners and further develop the material inside the platform. If the communication 

with learners is not ongoing and new learning material is not created regularly, there is a 

risk of the e-learning platform withering away. 

Elements of gamification and new language versions were also in the planning stage at 

the time of writing. According to the study by SoftwareAdvice (Westfall 2016) and new 

trends, level progression badges, leaderboards, and rewards could boost learning en-

gagement significantly. Gimlet LMS allows creating certificates to the learners after they 

have completed certain e-learning courses and other learning material, this relatively 
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small reward that could boost learning engagement. Leaderboards could be implemented 

either by showing the progress of other people from the same organization or showing top 

learners with only first names on a weekly or monthly basis. A new language version of 

the platform was also planned, adding Chinese and German versions of the interface, and 

learning material. This probably requires further research work, since language versions 

require a lot of resources, so the actual benefits should be researched before any deci-

sions. Current language versions, French and Spanish, were not very popular: only a few 

learners accessed these materials. 

6.8 Reliability, validity, and ethics of the thesis  

This thesis was done keeping mind of the ethics, reliability, and validity of what is usual in 

this kind of research. Sources used are fresh and under 10 years old, the exception being 

one from 2006 but most of them being between 2018 and 2020. Sources were selected 

from a valid organization and persons; all the source authors are competent in the field of 

e-learning. Many sources and research material found on the internet about e-learning are 

made by companies who produce e-learning platforms themselves: these sources were 

kept to a minimum to find as reliable and neutral information as possible. Sources in this 

thesis are used from a wide variety of authors and institutes/companies: this was done to 

find a good quantity of different views and opinions about the subjects of this thesis. Origi-

nal opinions and research results by authors have not changed in any way in this thesis, 

source material was kept as original as possible without plagiarism. All of the sources 

used in this thesis can be found at the end of this thesis under chapter 8 “sources”, all of 

them are also referenced in the text, abiding the rules of the LAB University of applied sci-

ences. These sources were deemed ethical by the writer of this thesis. The thesis was 

written keeping in mind the universal principals in the research world: honesty, thorough-

ness, and accuracy (Saaranen-Kauppinen 2006). 

Validity in qualitative research means that the results should be clearly understandable 

and repeatable. One research however cannot give a full understanding of the subject 

(Saaranen-Kauppinen 2006). Based on this, the research results of this thesis are valid. 

Qualitative research work can be repeated in other instances, although the results of the 

structured interviews may wary depending on the research group, especially since the tar-

get group was quite small. Nevertheless, the results of the interviews were supported by 

other similar studies made before by reliable sources. The interview was done without any 

incentives to the surveyed people. 
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7 SUMMARY 

All and all, e-learning is a fairly new, rapidly growing style of learning and teaching. Multi-

ple studies, including those made by LinkedIn, SoftwareAdvice, and Global Market In-

sights Inc., show many advantages such as cost savings, individual learning styles, and 

flexibility over traditional learning. Because of this, it is a fast-growing business and in-

creasingly popular way to facilitate learning in the corporate world. Most of the major e-

learning companies have fewer concerns about their budget and companies are increas-

ingly turning towards e-learning instead of traditional learning. The biggest trends in e-

learning at the time of writing are gamification, video-elements, microlearning, and imple-

menting social elements to learning. These elements should be inspected and imple-

mented to e-learning platforms within the limits and possibilities. While designing a new e-

learning platform, ongoing communication is important to engage learners through feed-

back and listening to their learning preferences. Different learners learn in various ways, 

there are many theories about learning, such as Kolb’s four different learning types, online 

social collaboration, and behaviorism. Since there are multiple different learning types and 

learning theories, it is best to include a wide variety of different learning styles, from e-

learning courses to videos. While designing e-learning courses, it is good to keep in mind 

what makes the e-learning course engaging to the learner. Using different elements such 

as tests and visuals have a positive effect in learning. These things make a good e-learn-

ing platform and learning material inside of it engaging to the learner. E-learning platform 

WAY – Wipak Academy for You was made based on these principles and semi-structured 

interviews. 

Creating an e-learning portal and material inside it is not something to be done in one day: 

it requires time and effort. This thesis was meant to give some insight and ideas on how to 

construct your e-learning platform. 
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