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Qualities of a Good Manager



Listen effectively


Be available


See the big picture

Getting Your Hands Dirty


Be an instructional designer first, a manager second


Be a resource to your team


Jump in and help when the going is rough

Know the Project Goal


Communicate a clear picture to the team


Develop an elevator speech


Write a couple of clear objectives

Develop the Project Scope


What does the customer want?


What does the team think?



What does the budget dictate?

How Much Can You Spend?


Detail bugets as much as possible


Keep scope and goals in mind


Decide which area to splurge and which to save

Big Plans


Give the customer as much bang for their buck as you can


Create a “wow” feeling even on a limited budget


Give the customer some additional “fun” ala carte items

Teamwork


Build a safe place to share ideas


Let your experts be the expert


Practice effective communication


Ooops!


Plan for setbacks and problems


Plan for customer changes


Plan for team member changes

Keeping Up With The Jones’


New technology


New techniques


Research and development

Next Steps…


Project milestones



Test the prototype



Delivery of finished product
Introduction


The process of developing an instructional project from idea to completed product can be a daunting task for an experienced design professional.  The challenges are magnified when taking on the role of the project manager for a large project.  This book is intended to be a resource for the new manager or for the beginning designer looking for a way to get that next great job or impress the boss.  


The first hurdle to overcome when thinking of project management is not the project but rather the management.  Think back to previous bosses.  You’ve had some great ones, some mediocre ones, and some absolutely horrendous ones.  Think of the qualities that made each of them appear that way to you.  Were they micromanagers or hands-off types?  Did they let you flounder or give plenty of feedback?  The first chapter of this book will discuss “soft skills” for managers.  This will help you be an effective leader of a great team!


Again, before you think about some fantastic project that will get your name out there, hold up a minute.  How are your skills as an instructional designer?  As a multimedia artist?  As a web developer?  Whatever you niche may be, ensure that you still have what it takes to work beside you team.  At some point in the process, you might be called upon to get your hands dirty.  Your team will value your ability to do the job, not simply to coach them.


Finally, on to the project.  Chapter three takes us to the initial stages of project design.  As you learned way back in your introductory classes, starting with Analysis and Design is the first part to any instructional design project.  However, as a project manager, you need to do a few additional steps.  First – create a clear vision of the project for your team.  Inspire them.  Paint a picture of the end product you have in your head.  Secondly, develop an elevator speech that your team can use to describe the project in a few very clear and very vivid sentences.  And lastly, write a couple of key objectives to keep everyone on task.  If the team is looking at the same goal, the project will run much smoother.


Once the groundwork has been laid, it is time to get into the design phase.  The next three chapters cover scope and budget.  How big can this project get?  How are we going to pay for it?  Ensure that several scenarios are covered – a bare bones, basic budget scope, a moderately complex and more expensive option, and a high tech, glossy, WOW kind of product with a matching hefty price tag.  More than likely the customer will pick and choose options they want and others they can live without.  The team can have input at the formation of the proposal but the manager will have the ultimate job of writing and pitching the final customer offer.


The next couple of chapters deal with teamwork.  Again, the best thing a manager can do is support the team.  A team that is handpicked for expertise will produce good work.  That is if adequate communication and mutual respect are provided.  Allow the experts to do their thing, guide and coach, provide constructive feedback.  All the while with one common goal in mind.  


A chapter has been included on technology.  Most designers want to use fun new software and learning platforms.  Caution is needed in this area – only use the technology that is indicated for the learning needs.  Sometimes a simple presentation is much more effective than a flashy one.  Work with the customer to define the scope and goal of the education then you can integrate technology as indicated.


To finish out the book and your first project, ensure that the customer is kept up to date on the progress.  The team should have milestones with specific dates to keep the project moving forward.  If one team member gets stuck, have the rest of the team rally until a solution is found.  There should be a prototype toward the end of the project.  Test it and check with a test audience.  If resources are available, do additional testing and tweaking.  And then the team can celebrate the final milestone:  the day the product is delivered to the customer.
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