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Introduction 

Designing effective digital learning is both a science and an art. This resource introduces you to the prin
ciples, processes, and professional practices that shape the work of an eLearning developer. You will 
explore how people learn, how design influences engagement and retention, and how to translate theory 
into meaningful digital experiences. By engaging with real-world examples and hands-on design activ
ities, you’ll gain the knowledge and confidence to create eLearning that is instructionally sound, visu
ally compelling, and ethically responsible. eLearning experiences require more than technical skill; they 
demand creativity, strategy, and a deep understanding of how people learn. These skills will elevate your 
effectiveness and credibility as a learning professional. 

Who This Resource Is For 

This resource is designed for students who want to strengthen their ability to design and deliver digital 
learning experiences. Whether you’re preparing for a career in instructional design or seeking to enhance 
your expertise in developing effective eLearning solutions, this resource provides a comprehensive foun
dation in both the theory and practice of modern learning design. 

Learning Objectives 

By the end of this resource, learners will be able to: 

• Integrate adult learning theories to design eLearning experiences that promote engagement, 
knowledge retention, and meaningful skill transfer. 

• Apply multimedia and accessibility principles to develop digital learning that is both effec
tive and learner-centered. 

• Design inclusive, interactive, and story-driven eLearning experiences that connect with 
diverse audiences and real-world contexts. 

• Collaborate effectively with subject matter experts and manage eLearning projects with 
professionalism, accountability, and strategic focus. 
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Lesson 1: The Roles of eLearning Developers and Instructional 

Designers 

Introduction 

The eLearning field thrives on collaboration. Every effective course or digital learning experience is the 
result of multiple professionals coming together, each with an essential role. Understanding these roles 
not only clarifies responsibilities but also enhances communication and project outcomes. 
In this lesson, you’ll explore how instructional designers, eLearning developers, and subject matter 
experts (SMEs) contribute to the design and delivery of learning experiences. You’ll also learn how these 
roles intersect and complement each other throughout the development process. 

Learning Objectives 

By the end of this lesson, you will be able to: 

1. Differentiate between the roles of Instructional Designer, eLearning Developer, and Subject 
Matter Expert (SME). 

2. Explain how collaboration among these roles influences the quality of eLearning experi
ences. 

3. Identify key skills and outputs associated with each role. 

In recent years, remote instruction and delivery have become increasingly popular due to the conve
nience and flexibility they offer. However, the COVID-19 pandemic accelerated the adoption of these 
methods as many organizations were forced to shift to remote work and training. As a result, e-learning 
has become more prevalent than ever before. 

Within the e-learning field, two essential roles in designing and delivering practical online courses 
are e-learning developers and instructional designers. Although these roles are sometimes used inter
changeably, they have distinct responsibilities. e-Learning developers are responsible for creating and 
implementing the technical aspects of an e-learning course. They use software tools to develop the 
course content, including multimedia components such as videos, animations, and interactive elements. 
They work closely with instructional designers to ensure the course content is engaging and effective. 
Instructional designers are responsible for designing learning experiences for students. They work with 
subject matter experts to analyze learning needs and develop course objectives. They also created the 
instructional design plan, which includes the course structure, activities, assessments, and feedback 
mechanisms. Instructional designers collaborate with e-learning developers to ensure the course content 
aligns with the instructional design plan. 

On the other hand, e-Learning developers are responsible for creating and implementing the tech
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nical aspects of an e-learning course. They use software tools to develop the course content, including 
multimedia components such as videos, animations, and interactive elements. They work closely with 
instructional designers to ensure the course content is engaging and effective. e-learning developers and 
instructional designers play essential and complementary roles in creating compelling online learning 
experiences. It is important to note that while these roles are essential in e-learning, their exact defi
nitions and responsibilities vary depending on the organization.  To better understand how these roles 
work together, we can begin by looking more closely at the role of the instructional designer. 

Instructional Designers (ID) 

Instructional Designers focus on learning experience. They work closely with subject matter experts 
(SMEs) to identify performance gaps, define learning objectives, and design instructional strategies that 
align with adult learning principles and organizational goals. Instructional Designers are the architects of 
learning. They apply adult learning theories, instructional frameworks, and evidence-based design prin
ciples to develop learning experiences that achieve measurable outcomes. Their focus is on what learn
ers need to know and how they best acquire that knowledge. 

Key Responsibilities: 

• Conducting needs assessments and performance analysis. 

• Defining learning objectives aligned to organizational or academic goals. 

• Designing course structures, activities, and assessments using models such as ADDIE or 
Gagné’s Nine Events of Instruction. 

• Collaborating with SMEs and developers to ensure content accuracy and instructional 
integrity. 

Key Deliverables: Learning objectives, instructional outlines, design documents, assessment strategies, 
and storyboards. 

The eLearning Developer 

If the instructional designer is the architect, the developer is the builder. They use authoring tools (e.g., 
Articulate Storyline, Rise 360, Adobe Captivate) to develop multimedia components and ensure smooth 
functionality within the learning management system (LMS). Developers are the architects of interac
tion, translating static content into dynamic learning experiences. 

Key Responsibilities: 

• Building and programming eLearning modules according to storyboards. 

• Integrating media elements such as graphics, narration, and video. 

• Ensuring functionality, accessibility, and SCORM or xAPI compatibility with the organiza
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tion’s Learning Management System (LMS). 

• Troubleshooting technical issues and conducting user testing. 

Key Deliverables: Interactive eLearning modules, media assets, and published course files compatible 
with LMS platforms. 

The Subject Matter Expert (SME) 

SMEs bring the depth of expertise that fuels course content. They ensure that instructional materials are 
accurate, relevant, and aligned with real-world applications. While instructional designers focus on how 
learning happens, SMEs focus on what learners must know or do. 

Key Responsibilities: 

• Providing content, examples, and case studies from professional practice. 

• Reviewing drafts for accuracy and completeness. 

• Clarifying terminology, workflows, or processes unfamiliar to the design team. 

• Partnering with designers to simplify complex information. 

Key Deliverables: Validated content, data, reference materials, and performance examples. 

Collaboration Between Roles 

Successful eLearning projects depend on clear communication, shared goals, and mutual respect. When 
roles overlap, such as between designers and developers, collaboration prevents duplication of effort and 
ensures alignment between learning goals and technical execution. 

Example Workflow: 

1. Analysis Phase (ADDIE): The Instructional Designer identifies the 
learning need and consults with SMEs to clarify scope. 

2. Design & Development Phases: The ID creates a storyboard; the Devel
oper builds it; the SME provides content validation. 

3. Implementation & Evaluation: The Developer uploads the module to 
the LMS, and the team collects learner feedback for continuous improve
ment. 
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Video Learning Segment: Understanding the Roles 

Before completing the scenario activity, watch the two short videos below. Each one highlights different 
perspectives on the roles and responsibilities of eLearning Developers and Instructional Designers. 

Viewing Prompt: 

As you watch, reflect on the following questions: 

1. What key differences do you notice between the responsibilities of 
eLearning Developers and Instructional Designers? 

2. How do both roles contribute to creating a seamless and engaging learning 
experience? 

3. Which role aligns more closely with your personal interests and profes
sional strengths? 

💡 Tip: Take brief notes while you watch — you’ll use your insights in the upcoming Scenario Activity: Defin
ing the Roles. 

 

One or more interactive elements has been excluded from this version of the text. You can view them 
online here: https://uhlibraries.pressbooks.pub/elearning/?p=23#oembed-1 

 

One or more interactive elements has been excluded from this version of the text. You can view them 
online here: https://uhlibraries.pressbooks.pub/elearning/?p=23#oembed-2 

Exercises 
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Scenario Activity: Defining the Roles 

(Apply what you’ve learned about eLearning Developers and Instructional Designers to a real-
world project.) 

Scenario 

Your organization is developing an online compliance training course. The project team includes an 
Instructional Designer, an eLearning Developer. During the kickoff meeting, the team debates whether to 
begin by designing the learning experience or by developing content in the authoring tool. Each role has 
a different perspective on what should come first. 

Activity Instructions 

Step 1 – Identify Roles (5 minutes) 
With a partner or small group, decide which team member (Instructional Designer or eLearning Devel
oper) should lead each of the following tasks: 

• Defining learning objectives 

• Building interactive simulations 

• Writing feedback for quiz questions 

• Ensuring LMS compatibility 

Step 2 – Collaborate to Solve (5 minutes) 
The team is running behind schedule. The developer suggests jumping straight into course creation to 
save time, while the instructional designer insists on clarifying learning goals first. 

• Identify one risk of skipping the planning and design conversation. 

• Suggest one way both roles can collaborate effectively to stay on schedule while main
taining instructional quality. 

Time: 10–15 minutes| Format: Small-group or paired discussion 

Conclusion Conclusion 

Although eLearning developers are responsible for the technical implementation and production of 
online courses, instructional designers are in charge of the pedagogical and instructional aspects. They 
ensure that the learning experience is effective and aligned with educational goals. Collaboration 
between these two roles is crucial for developing high-quality eLearning materials. 

A Journey Through eLearning Design   5



Reflection 

• Which role Instructional Designer, Developer, or SME do you see yourself aligning 
with most closely, and why? 

• How might misunderstandings between these roles affect the quality or timeline of a 
project? 

• What strategies could you use to strengthen collaboration when working with SMEs 
or technical developers? 

References References 

Allegro Media Design. (n.d). The Difference Between an Instructional Designer and an eLearning 
Developer. 

Allen, M. (2016). Michael Allen’s guide to e-learning: Building interactive, fun, and effective learn
ing programs for any company. John Wiley & Sons. 

Clark, R. C., & Mayer, R. E. (2016). E-learning and the science of instruction: Proven guidelines 
for consumers and designers of multimedia learning (4th ed.). Wiley. 

Evans, L. (2023). 5 Industries Where Instructional Designers Are in Demand. 
Gagné, R. M., Wager, W. W., Golas, K. C., & Keller, J. M. (2005). Principles of instructional design 

(5th ed.). Wadsworth/Thomson Learning. 
Hodell, C. (2022). ISD from the ground up: A no-nonsense approach to instructional design (5th 

ed.). ATD Press. 
Peck, (D.). (2022, September 6). Instructional Designer vs eLearning Developer. 
Rosenberg, M.J. (2018). Beyond e-learning: Approaches and technologies to enhance organiza

tional knowledge, learning, and performance. 
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Lesson 2: What is eLearning? 

Introduction 

As technology continues to shape nearly every part of our lives, learning is no exception. Today’s class
rooms, whether physical or virtual, rely on digital tools that enhance flexibility, interactivity, and accessi
bility. That’s where eLearning comes in. Far more than just online videos or slides, eLearning represents 
a powerful shift in how we design, deliver, and experience instruction. 

In this lesson, we’ll break down what eLearning really is, how it has evolved, and why it has 
become such an important part of modern education. You’ll get a clear, practical understanding of its 
purpose and benefits before diving deeper into key concepts later in the course. Whether you’re brand 
new to instructional design or simply curious about how digital learning works, this lesson will set a 
solid foundation for what’s ahead. 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Define eLearning and describe its key features, formats, and delivery methods. 

2. Differentiate between the main types of eLearning (asynchronous, synchronous, 
blended, and microlearning) and explain when each is most effective. 

3. Analyze the advantages and challenges of eLearning particularly the balance between 
interactive and passive design—and propose strategies to enhance learner engagement and 
accessibility. 

What is eLearning 

Don’t worry if you think eLearning is complicated; it’s quite easy to understand. According to Clark 
and Mayer (2016), eLearning simply refers to instruction delivered through digital devices like desktop 
computers, laptops, tablets, or smartphones to support learning. In other words, it means using digital 
technologies, especially the internet and digital devices, to provide students with educational content and 
training materials. 

eLearning is a flexible and convenient way of learning that lets you participate in remote learning activ
ities outside of the traditional classroom setting. You can enroll in online courses on digital platforms 
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that include video lectures, interactive quizzes, and discussion forums. You can also visit educational 
websites that offer free resources like articles, tutorials, videos, and interactive exercises on a range of 
subjects. 

Webinars and virtual workshops provide opportunities for you to participate in live online sessions 
with experts on various topics. E-books and digital textbooks are accessible and can be read on e-readers, 
tablets, or computers, offering a convenient and portable way to access educational content. You can 
also learn through mobile apps, which are a popular way to learn through gamified experiences. These 
educational apps cover a range of subjects, from language learning to mathematics and science. 

Multimedia presentations, such as videos, animations, and audio clips, are often used on digital 
learning platforms to explain complex concepts more effectively. Educational podcasts are another 
option for audio-based learning on a range of topics. Collaborative online projects and gamified learning 
platforms are digital tools that facilitate group work and motivate learners through rewards, badges, and 
leaderboards. Finally, learning management systems (LMS) provide a centralized hub for organizing and 
delivering educational content, tracking your progress, and managing assessments. 

Types of eLearning 

eLearning is a term used to describe various types of online educational experiences that cater to dif
ferent learning needs and preferences. The four main types of eLearning are asynchronous eLearning, 
synchronous eLearning, blended learning, and microlearning. 

• Asynchronous eLearning is a self-paced learning experience that allows students to access 
educational content conveniently. It does not require real-time interaction with instructors or 
other students. 

• Synchronous eLearning, conversely, involves real-time interaction between instructors and 
students and takes place through webinars, video conferencing, virtual classrooms, or live 
chats. The students can discuss, ask questions, and receive immediate feedback. 

• Blended learning combines traditional face-to-face instruction with online eLearning, com
bining in-person interactions and self-paced online activities. 

• Microlearning breaks down complex topics into small, bite-sized learning units, delivering 
concise and targeted content to address specific learning objectives. 

Electronic learning or eLearning is a form of education that uses digital technologies to deliver learning 
and training materials to students. It can be classified into two categories: interactive and passive. 

Interactive eLearning involves direct participation of students in the learning process, such as 
using simulations, games, quizzes, case studies, problem-solving exercises, and discussions. This type of 
eLearning is more engaging, interactive, and personalized as it allows the learner to actively participate 
and apply the concepts learned in real-life situations. Interactive eLearning can also provide immediate 
feedback, which can help learners improve their understanding and retention of the material. 

On the other hand, passive eLearning is a more one-way approach to learning that delivers content 
in a pre-designed format, such as video lectures, webinars, e-books, and podcasts. Passive eLearning is 
less interactive and requires less involvement from the learner, making it more convenient and accessi
ble for those who have busy schedules or prefer self-paced learning. 

However, striking a balance between interactive and passive elements in eLearning design is crucial 
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to ensure that the learning experience is effective and engaging. Too much interactivity can over
whelm learners, while too much passivity can lead to boredom and disengagement. Therefore, eLearn
ing designers should consider the learning objectives, the target audience, the content, and the delivery 
platform when deciding on the optimal mix of interactive and passive elements. 

eLearning, which is a popular mode of learning nowadays, comes with its own set of challenges. 
One of the most significant challenges is technology-related issues. These issues can include problems 
with internet connectivity, making it hard to access course content, or device compatibility, which can 
cause issues when accessing the learning platform. Moreover, software bugs or server failures may inter
rupt the learning process, causing frustration and hindering the learning experience. 

To tackle these challenges, developers must possess effective communication and problem-solving 
skills. They must be able to communicate effectively with learners and offer solutions to overcome any 
technical issues that may arise. In addition, developers must have a deep understanding of the technical 
aspects of eLearning, such as coding, server maintenance, and database management, to ensure that the 
learning platform operates smoothly. 

By doing so, developers can create an effective eLearning environment that is free from technical 
glitches and allows learners to focus on their studies. This will, in turn, lead to better learning outcomes 
and a more engaging learning experience for the learners. 

In conclusion, eLearning has transformed traditional teaching and learning methods and offers a 
range of experiences from self-paced online courses to real-time interactions in webinars and virtual 
classrooms. Categorizing eLearning into types caters to specific needs and preferences. Interactive 
eLearning enhances engagement and facilitates more profound learning. Addressing eLearning chal
lenges will contribute to its continued growth and effectiveness in shaping the future of education. 

Exercises 

Activity: “Which Type of eLearning Is It?” 

Purpose: To help you identify and differentiate between the main types of eLearning—asynchronous, 
synchronous, blended, and microlearning—and understand when each is most effective. 

Instructions: 

1. Click the link below to access the “Which Type of eLearning Is It?” quiz. 

2. Read each scenario carefully and select the type of eLearning it represents. 

3. After submitting your responses, review the feedback provided for each question to 
understand why it’s correct. 

4. Once complete, return to this lesson and reflect on the discussion questions below. 

A Journey Through eLearning Design   9



An interactive H5P element has been excluded from this version of the text. You can view it online here: 
https://uhlibraries.pressbooks.pub/elearning/?p=24#h5p-2 

Conclusion Conclusion 

eLearning is more than online instruction. It is a dynamic system of interaction, engagement, and acces
sibility. By understanding its formats, modalities, and delivery methods, you are better equipped to select 
strategies that meet diverse learner needs. This knowledge allows you to create learning experiences that 
are flexible, purposeful, and responsive to changing educational landscapes. 

Reflection 

• Which type of eLearning (asynchronous, synchronous, blended, or microlearning) 
best suits your learning style, and how might that influence your design approach? 

• How could a combination of eLearning types improve learner engagement and acces
sibility? 

• What challenges might designers face when implementing each format? 

References 

Clark, R. C., & Mayer, R. E. (2016). e-Learning and the Science of Instruction: Proven Guidelines for 
Consumers and Designers of Multimedia Learning. Wiley. 

Slade, T. (2020). The eLearning Designer’s Handbook. A practical guide to the eLearning develop
ment process for new eLearning designers. Independently Published. 
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Figure 1. ADDIE Model (ChatGPT, 2025). 

Lesson 3: Instructional Design Models 

Introduction 

Now that you understand the roles of Instructional Designers and eLearning Developers, this lesson 
explores how these professionals plan and structure meaningful learning experiences. Instructional 
design models serve as roadmaps for creating organized, learner-centered, and goal-oriented instruction. 
They help ensure that each component, from objectives to assessments, works together to support effec
tive learning outcomes. 

In this lesson, you’ll examine foundational instructional design models, including ADDIE, SAM, 
Gagne’s Nine Events of Instruction, ASSURE, and Merrill’s First Principles of Instruction. You’ll also 
learn how to select the most appropriate framework for different eLearning contexts. 

Learning Objectives 

By the end of this lesson, you will be able to: 

1. Describe the purpose and key features of major instructional design models. 

2. Compare and contrast ADDIE, SAM, Gagné’s Nine Events, ASSURE, and Merrill’s First 
Principles. 

3. Identify when and how to apply these models in eLearning development. 

The ADDIE Model 

The ADDIE model, Analysis, Design, Development, 
Implementation, and Evaluation, remains one of the 
most widely used instructional frameworks. It offers a 
clear, iterative process for creating effective instruc
tion. 

• Analysis: Identify learner needs, goals, and 
performance gaps. 

• Design: Develop objectives, activities, and 
assessments. 

• Development: Create and test instructional 
materials. 
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Figure 2 SAM Model (ChatGPT, 2025). 

Figure 3 Gagne;s Nine Events of Instruction Model 
(ChatGPT, 2025). 

• Implementation: Deliver the training through an LMS or other platform. 

• Evaluation: Assess the learner’s performance and course effectiveness for improvement. 

ADDIE’s strength lies in its flexibility; it can be applied in both academic and workplace learning envi
ronments. 

The SAM Model (Successive Approximation Model) The SAM Model (Successive Approximation Model) 

The SAM model, developed by Allen (2012), emphasizes rapid prototyping and continuous feedback. 
Unlike ADDIE’s linear structure, SAM is iterative, allowing teams to create, test, and refine content in 
short cycles. 

Key advantages: 

• Encourages stakeholder collaboration 
early in development. 

• Reduce production time. 

• Improves creativity and responsiveness 
to feedback. 

SAM works best for fast-paced environments 
where innovation and agility are prioritized. 

Gagné’s Nine Events of Gagné’s Nine Events of 

Instruction Instruction 

Robert Gagné (1985) outlined Nine Events of 
Instruction that provide a step-by-step approach to 
delivering effective learning experiences. Each event 
corresponds to a cognitive process that supports 
learner engagement and knowledge retention. 

1. Gain attention – Use a question, sce
nario, or visual to capture interest. 

2. Inform learners of objectives – Clearly 
communicate what they will learn. 

3. Stimulate recall of prior knowledge – 
Connect new learning to existing knowl
edge. 

4. Present the content – Deliver well-orga
nized, relevant material. 

5. Provide learning guidance – Offer examples, cues, and supportive feedback. 
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Figure 4 ASSURE MODEL 
(ChatGPT, 2025). 

6. Elicit performance (practice) – Allow learners to apply what they’ve learned. 

7. Provide feedback – Offer immediate, constructive responses. 

8. Assess performance – Measure mastery through quizzes or applied tasks. 

9. Enhance retention and transfer – Encourage real-world application and reflection. 

Gagné’s model aligns particularly well with eLearning, as each event can map directly to interactive 
components, such as videos, simulations, or knowledge checks. 

The ASSURE Model 

The ASSURE model (Heinich, Molenda, Russell, & Smaldino, 1999) provides a systematic framework 
for designing effective instruction, with an emphasis on purposeful integration of technology and media. 
It supports educators in creating learning experiences that are interactive, accessible, and aligned with 
measurable learning outcomes. 

A – Analyze Learners 

In this step, instructors identify essential learner characteristics 
such as: 

• Age and developmental level 

• Prior knowledge and skills 

• Cultural background and diversity 

• Motivations and learning preferences 

• Learning barriers and accessibility needs 

A thorough learner analysis ensures that instructional strategies and 
technologies are aligned with learner readiness and abilities 
(Smaldino, Lowther, & Russell, 2019). 

S – State Objectives (Using Bloom’s Taxonomy) 

Learning objectives should be specific, measurable, and aligned to cognitive processes described in 
Bloom’s Taxonomy (Bloom et al., 1956; Anderson & Krathwohl, 2001). 
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Figure 5 Bloom’s Taxonomy (ChatGPT, 2025). 

Bloom’s revised taxonomy categorizes learning 
outcomes from lower- to higher-order thinking: 

1. Remember – recall facts and basic concepts 

2. Understand – explain ideas or concepts 

3. Apply – use information in new situations 

4. Analyze – distinguish connections and rela
tionships 

5. Evaluate – justify a decision or stance 

6. Create – produce new or original work 

Example integration in ASSURE: 
When stating objectives, instructors might write: 
“Learners will be able to analyze case study scenarios to identify instructional design gaps and create 
a revised learning solution using multimedia tools.” 

Using Bloom’s levels supports clarity, alignment, and assessment validity. 

S – Select Media and Materials 

Educators determine which instructional materials best support the stated objectives. These may include: 

• Videos, simulations, infographics 

• Learning management systems 

• Interactive authoring tools (e.g., Rise 360, Storyline) 

• Texts, case studies, and open educational resources 

Selection is guided by learner characteristics, technological access, and the cognitive levels targeted in 
Bloom’s Taxonomy. 

U – Utilize Media and Materials 

This step involves planning and executing how materials will be delivered: 

• Previewing and testing all materials 

• Preparing learning environments and digital tools 

• Providing instructions or demonstrations 
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• Ensuring accessibility (alt text, captions, screen reader compatibility) 

Effective utilization increases engagement and reduces cognitive load (Mayer, 2009). 

R – Require Learner Participation 

Learners must engage actively through activities aligned with Bloom’s levels, such as: 

• Lower-order: quizzes, recall tasks, matching activities 

• Middle-order: case analyses, discussions, problem-solving tasks 

• Higher-order: design projects, multimedia creation, peer teaching 

Participation strengthens retention, promotes deeper thinking, and supports constructivist learning (Ban
dura, 1986). 

E – Evaluate and Revise 

Finally, instructors evaluate: 

• Learner performance related to objectives (Bloom-aligned assessments) 

• Effectiveness of media and materials 

• Instructional delivery 

• Learner feedback 

ASSURE is practical for educators seeking to ensure accessibility and engagement in technology-
enhanced learning. 

Merrill’s First Principles of Instruction Merrill’s First Principles of Instruction 

David Merrill (2002) proposed First Principles of Instruction, which focus on problem-centered learning. 
Merrill argues that effective instruction should not just present content but guide learners through 
authentic tasks. 
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Figure 6. Merrill’s First Principles of Instruction 
(ChatGPT, 2025). 

His five principles include: 

1. Problem-Centered: Learning begins with a 
real-world problem. 

2. Activation: Build upon prior knowledge. 

3. Demonstration: Show examples of the 
skill or concept. 

4. Application: Let learners practice and 
apply new knowledge. 

5. Integration: Encourage learners to reflect 
and use what they learned in new contexts. 

Merrill’s approach supports active learning and trans
fer, making it ideal for scenario-based eLearning. 

 

Figure 7. Comparison of Instructional Design Models (ChatGPT, 2025). 

Exercises 
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Scenario Activity: Selecting the Best Model 

Scenario: 
You’ve been asked to design a short online safety training for employees who need to demonstrate compli
ance and practical skills. The course must include interactive simulations and job-related decision-making. 

Instructions: 

1. In small groups, discuss which model—or combination of models—would best fit this pro
ject. 

2. Identify at least one benefit and one limitation of your chosen approach. 

3. Share your group’s rationale with the class. 

Time: 15–20 minutes | Format: Small group collaboration and class debrief 

Scenario: 
You’ve been tasked with developing an onboarding course for new employees. Your goal is to introduce them 
to company culture, values, and systems. 

Step 1: Using the ADDIE model, outline one key action you’d take in each phase. 
Step 2: Select one of Gagné’s Nine Events to include in your lesson design. Explain how it supports engage
ment. 
Step 3: Identify one Merrill principle that could enhance learner application or reflection. 

Time: 15–20 minutes | Format: Small group or paired discussion 

Conclusion 

Instructional design is both an art and a science, balancing structure with creativity. By mastering these 
foundational models, you establish the groundwork for all future eLearning design decisions from select
ing media and crafting assessments to fostering meaningful learner interaction. In essence, understand
ing how to build and how people learn transforms instructional design from a process into a powerful 
practice of intentional learning creation. 

Reflection 

• Which instructional design model resonates most with your personal learning style or 
teaching philosophy, and why? 
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Lesson 4: Designing for Learning Engagement 

Introduction 

Effective learning goes beyond presenting information; it depends on how deeply learners connect, 
think, and act during the experience. Learner engagement represents the heartbeat of successful eLearn
ing. This lesson explores how engagement fuels motivation, enhances retention, and transforms learners 
from passive participants into active contributors. Building on the instructional design foundations from 
Lesson 2, we now shift focus to the learner experience, understanding how behavior and cognition inter
act to create meaningful learning outcomes. 

Learning Objectives 

By the end of this lesson, you will be able to: 

1. Define learner engagement and describe its importance in eLearning design. 

2. Differentiate between behavioral and cognitive engagement. 

3. Apply generative learning strategies to promote meaningful learner participation. 

Understanding Learner Engagement Understanding Learner Engagement 

Learner engagement is more than attendance or task completion it measures how learners think, feel, 
and behave during learning. Engaged learners are motivated, curious, and persistent. They participate 
actively, reflect on their progress, and connect learning to real-world situations. Engagement leads to 
stronger retention, higher completion rates, and improved organizational outcomes. 

The Dimensions of Engagement 

Two dimensions define the learner’s experience: 

• Behavioral Engagement – the visible actions of learners, such as completing tasks, partici
pating in discussions, and responding to feedback. 

• Cognitive Engagement – the internal effort learners invest in understanding, processing, and 
applying new knowledge. 
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True engagement requires both—learners who do and think deeply. In eLearning, that means moving 
beyond “clicking next” to applying knowledge in meaningful contexts. 

The Role of Motivation 

Motivation fuels engagement. According to self-determination theory, learners are most engaged when 
they feel autonomy (control over their learning), competence (confidence in their abilities), and related
ness (connection to others). Designers can foster these needs through choice-based navigation, timely 
feedback, and collaborative activities. 

Generative Learning Strategies 

Generative learning strategies help learners construct understanding rather than passively receive infor
mation. Clark and Mayer (2016) emphasize that these strategies deepen cognitive processing by con
necting new knowledge to prior experience. Eight key strategies include: 

1. Summarizing: Writing or verbalizing main ideas to reinforce memory. 

2. Mapping: Creating visual representations of concepts. 

3. Drawing: Illustrating key ideas to support dual-channel processing. 

4. Imagining: Mentally visualizing how new concepts work. 

5. Self-Testing: Actively retrieving information to strengthen learning. 

6. Self-Explaining: Clarifying confusing parts of the material. 

7. Teaching: Explaining content to others to reinforce understanding. 

8. Enacting: Role-playing or simulating tasks to apply knowledge. 

These strategies not only sustain attention but also promote deep learning where learners internalize, 
apply, and transfer skills to new situations. 

Designing for Engagement 

To promote engagement: 

• Use interactive media and branching scenarios that require decision-making. 

• Embed reflection prompts and knowledge checks to promote active thinking. 

• Incorporate social learning elements (peer feedback, discussion boards). 

• Provide immediate, constructive feedback to reinforce progress. 

To ensure engagement in the world of learning development, two types of engagement are essential: 
behavioral and cognitive engagement. Behavioral engagement refers to individuals’ actions and behav
iors during their learning process, while cognitive engagement refers to the learner’s mental effort and 
thinking strategies. Completing tasks or clicking through information is not enough to ensure progress. 

20   Dr. Tasha Bennett



Learners require opportunities to practice applying newly acquired knowledge and hone their decision-
making skills. 

Exercises 

Activity: Designing for Engagement 

Purpose: 

To apply behavioral and cognitive engagement principles by designing learner-centered activities that 
use generative learning strategies. 

Instructions: 

1. Review the Engagement Types: 

◦ Behavioral Engagement: Visible participation — actions like completing tasks, 
contributing to discussions, and responding to feedback. 

◦ Cognitive Engagement: Mental effort and thought — using strategies like ana
lyzing, explaining, or connecting new information to prior knowledge. 

2. Select a Topic: 
Choose a simple training or eLearning topic you’re familiar with (e.g., customer service, safety 
procedures, leadership skills, software onboarding). 

3. Design Two Activities: 

◦ Create one activity that promotes behavioral engagement (e.g., interactive poll, 
discussion post, or simulation). 

◦ Create one activity that promotes cognitive engagement (e.g., self-explanation 
prompt, case analysis, or reflection journal). 

4. Apply a Generative Learning Strategy: 
For each activity, integrate at least one of the following strategies: 

◦ Summarizing 

◦ Mapping 

◦ Drawing 

◦ Imagining 

◦ Self-testing 

◦ Self-explaining 

◦ Teaching 

◦ Enacting 

5. Share and Reflect: 

◦ Post or present your two activities to peers. 
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◦ Explain which type of engagement (behavioral or cognitive) your activity targets 
and why it supports meaningful learning. 

Activity: Engagement in Action 

Scenario: 
You are designing an eLearning module for a new employee onboarding program. During the prototype 
review, the HR team comments that learners are “just clicking through.” 

Task: 
In small groups or pairs: 

1. Identify two possible reasons for low engagement (behavioral or cognitive). 

2. Propose two design changes using generative learning strategies (e.g., self-testing or map
ping). 

3. Share one practical takeaway your team could apply to improve engagement in a real pro
ject. 

Format: Small group or paired discussion 
Time: 15 minutes 

Conclusion 

Engagement plays a crucial role in the success of learning solutions, impacting both the quality of the 
course and the completion rates. Engaged learners are enthusiastic, complete tasks promptly, are self-
motivated, and are willing to go beyond the requirements. The eight generative learning strategies can 
improve understanding and retention. 

Learning development should focus on both behavioral and cognitive engagement. Behavioral 
engagement refers to observable actions, while cognitive engagement is related to mental effort and 
thinking strategies. Effective courses stimulate both of these aspects, providing opportunities for deci
sion-making and knowledge application. By balancing these elements, a transformative educational 
experience can be achieved, maximizing the impact on learners. 

Reflection 

• Think about a time when you felt highly engaged in learning. What made that experi
ence meaningful? 

• How could you apply at least two of the eight generative learning strategies to 
increase engagement in your own eLearning design? 
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Lesson 5: Psychological Process of Learning 

Introduction 

Learning is far more than the acquisition of knowledge; it is a dynamic psychological process involving 
attention, memory, motivation, and behavior. Understanding how people learn allows instructional 
designers and eLearning developers to create effective, evidence-based experiences that align with how 
the brain processes information. This lesson explores four foundational learning theories: Behaviorism, 
Cognitivism, Social Learning Theory, and Information Processing Theory, and connects them to instruc
tional design practice. 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Explain key principles of major psychological learning theories. 

2. Identify how motivation, feedback, and practice influence learning outcomes. 

3. Apply psychological concepts to eLearning design strategies. 

Behaviorism: Learning through Reinforcement 

Behaviorism, led by scholars such as B.F. Skinner (1953), emphasizes observable behaviors shaped 
by environmental stimuli. Learning occurs through conditioning either classical (Pavlovian) or operant 
(reinforcement and punishment). 

Application in eLearning: 

• Use of badges, progress bars, or feedback messages as positive reinforcement. 

• Structured repetition or drills to reinforce correct behavior. 

• Limited use of punitive feedback constructive guidance fosters persistence. 

Behaviorism reminds us that consistent reinforcement strengthens learning pathways and motivates 
completion. 
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Cognitive Learning Theory: Active Mental Processing 

Cognitive theorists, including Piaget (1972) and Bruner (1966), shifted attention from behavior to mental 
processes how learners organize, interpret, and store information. Learning is viewed as an active 
process of information construction. 

Applications: 

• Breaking content into manageable “chunks” to avoid cognitive overload. 

• Using visuals and text strategically (aligning with Mayer’s Cognitive Theory of Multimedia 
Learning, 2014). 

• Encouraging learners to connect new knowledge to prior experience through guided ques
tioning or reflection. 

Social Learning Theory: Learning through Observation 
Albert Bandura (1977) proposed that people learn by observing others and modeling behaviors, 

especially when outcomes are reinforced. In digital environments, learners observe modeled skills 
through video demonstrations or simulations. 

Applications: 

• Incorporating role-playing videos or peer modeling. 

• Using discussion forums for observation, imitation, and feedback. 

• Providing opportunities to observe consequences of decisions through branching scenarios. 

Social learning enhances motivation, empathy, and transfer of skills to real-world settings. 

Information Processing Theory: The Mind as a System 

Information processing theory compares the human brain to a computer system, emphasizing stages of 
attention, encoding, storage, and retrieval (Atkinson & Shiffrin, 1968). Effective learning design aligns 
with these processes. 

Design Strategies: 

• Attention: Start lessons with an engaging question or real-world scenario. 

• Encoding: Use dual coding combining visuals and narration to strengthen memory forma
tion. 

• Storage and Retrieval: Reinforce learning with frequent low-stakes quizzes and opportuni
ties for recall. 

The Role of Motivation, Feedback, and Practice 
Learners engage more deeply when they perceive relevance, autonomy, and competence. 

• Motivation: Use gamification and clear purpose statements to sustain interest. 

• Feedback: Provide timely, specific, and supportive responses. 

26   Dr. Tasha Bennett



• Practice: Incorporate repeated retrieval opportunities to strengthen long-term retention 
(Roediger & Karpicke, 2006). 

Design Insight: The Signaling Principle (Clark & Mayer, 2016) 
The signaling principle, one of Mayer’s multimedia principles, states that people learn more effec

tively when cues highlight essential information. For instance, using color, arrows, or bolded text draws 
attention to key ideas, reducing cognitive load. When applied thoughtfully, signaling supports both 
behavioral focus and cognitive processing 

Exercises 

Activity: Theories in Action 

Purpose: 

To connect psychological theories of learning with real-world instructional design practices and deepen 
understanding of how each theory influences teaching and learning strategies. 

Instructions: 

1. Review the Four Theories: 

◦ Behaviorism: Learning occurs through conditioning, reinforcement, and observ
able behavior changes. 

◦ Cognitive Learning: Focuses on mental processes attention, memory, and prob
lem-solving. 

◦ Social Learning: Emphasizes observation, imitation, and modeling behavior 
after others. 

◦ Information Processing: Describes learning as encoding, storing, and retrieving 
information (like a computer). 

2. Match Each Theory to Its Application: 
Read the examples below and decide which learning theory best aligns with each instructional 
approach. 

Scenarios: 

A. An online course gives learners badges and certificates after completing each module to reinforce 
desired learning behaviors. 
B. A teacher models a process for completing a task, then asks learners to try it themselves while observing 
peers. 
C. Learners participate in an interactive case study that challenges them to analyze information, identify pat
terns, and solve problems. 
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D. A simulation-based lesson helps learners process information step-by-step moving from input to applica
tion while receiving feedback at each stage. 

Activity: Applying Learning Theories 

Scenario: 
You are designing a short microlearning module for new employees on workplace safety. 

1. Choose one psychological learning theory (Behaviorism, Cognitivism, Social Learning, or 
Information Processing). 

2. Describe how you would apply its principles in your course design. 

3. Identify one multimedia principle that supports this approach. 

Time: 15–20 minutes | Format: Small group collaboration or individual reflection 

Conclusion Conclusion 

Learning is a dynamic process that involves the acquisition of knowledge, skills, attitudes, and behav
iors. Various factors, such as thoughts, feelings, and the environment, influence this process. Psycholog
ical theories offer insights into how learning occurs, and the psychological stages of learning provide 
a framework for understanding the complexities of the process. Motivation, emotions, feedback, and 
practice are all important factors that impact outcomes. eLearning Developers can use this knowledge to 
create effective strategies, engaging experiences, and support the learner’s development. 

Reflection 

• Which learning theory best reflects your own experiences as a learner, and how 
might it influence the way you design or evaluate eLearning experiences? 
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Lesson 6: Multimedia and Design Principles 

Introduction 

In today’s digital learning environment, instructional designers act as both educators and experience 
architects. It’s not enough to present information; the way it is seen, heard, and interacted with deter
mines whether it leads to understanding or overload. This lesson bridges the gap between theory and 
practice by exploring how cognitive psychology informs multimedia design decisions. Ultimately, this 
lesson moves beyond “what looks good” to focus on what works, empowering you to design multimedia 
experiences that are intentional, inclusive, and instructionally sound. 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Explain the purpose and key concepts behind the major multimedia learning principles and 
how they support effective instructional design. 

2. Analyze how each principle contributes to cognitive processing and minimizes cognitive 
overload in multimedia learning environments. 

3. Apply selected multimedia principles to design or evaluate eLearning materials that enhance 
learner engagement, focus, and long-term retention. 

Mayer’s Multimedia Principles Overview 

Building on the learning theories discussed in previous lessons, you’ll now examine how Mayer’s Mul
timedia Principles guide the creation of visuals, narration, and interactivity that enhance comprehension 
rather than distract from it. You’ll explore how the human brain processes information through dual 
channels visual and auditory and why cognitive load management is essential to maintaining learner 
engagement. 

From choosing the right balance between narration and text, to simplifying visuals and sequencing 
information effectively, this lesson will help you apply evidence-based strategies to real-world eLearning 
design. You’ll learn how to evaluate whether a course element supports or hinders learning and how to 
make data-informed, learner-centered design choices. 

Multimedia principles refer to design guidelines that aim to enhance the effectiveness of multimedia pre
sentations, particularly in educational and instructional contexts. These principles are based on cognitive 
science and instructional design research and are intended to optimize the learning experience for users 
(Clark & Mayer, 2016). 
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Figure 1: Multimedia Principle ChatGPT, 2025). 

Figure 2: Contiguity Principle (ChatGPT, 2025). 

Principle 1: Multimedia 

The Multimedia Principle is a fundamental con
cept that plays a crucial role in designing impactful 
and immersive learning experiences. This principle 
suggests that incorporating a variety of visual ele
ments, such as graphics, animations, or videos, along 
with text, is highly effective in enhancing learning out
comes. By presenting information through multiple 
modalities, the burden on working memory can be 
reduced, making it easier for learners to process and 
retain the information. As a designer, it is vital to have 
a comprehensive understanding of how to leverage 
multimedia effectively to create compelling and 
engaging learning experiences that are well-suited to 
the needs of learners. 

The Multimedia Principle is a crucial aspect of instructional design, emphasizing the importance of 
integrating text and visuals thoughtfully to ensure they complement each other and work cohesively to 
convey the intended message. 

To effectively apply this principle, designers must consider several factors such as contiguity, 
modality, and coherence. Contiguity refers to placing text and graphics in proximity to each other to 
reduce the cognitive load on learners. Modality refers to the use of different sensory modalities, such as 
visual and auditory, to enhance learning. Coherence refers to the logical connection between the text and 
visuals, making the instructional material more understandable and memorable. 

By integrating text and visuals and considering these factors, designers can maximize the effective
ness of instructional materials, facilitating more efficient and engaging learning experiences for learners. 

Principle 2: Contiguity 

The Contiguity Principle is a well-established 
concept in the field of instructional design, which 
asserts that we are more likely to learn and retain infor
mation when related words and images are presented 
together both in time and space. When information is 
presented to us in a way that allows us to mentally con
nect it more easily, we are more likely to understand 
and remember it. The principle can be broken 
down into two components: temporal contigu
ity and spatial contiguity. Temporal contiguity 
refers to the presentation of related visual and 
auditory information at the same time, while 
spatial contiguity involves presenting corre
sponding information close to each other. By following the Contiguity Principle, design
ers can significantly enhance learning outcomes by making the learning process more 
efficient and effective. To optimize the learning process and encourage better retention 
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Figure 3 Modality Principle (ChatGPT, 2025). 

and comprehension of the material, designers must carefully consider the spatial and tem
poral arrangement of multimedia elements. This not only helps learners to understand the 
material better, but also to retain and apply it effectively in real-world situations. 

Principle 3: Modality 

The Modality Principle is a widely accepted the
ory in the field of e-learning, suggesting that using 
audio narration instead of on-screen text can signifi
cantly enhance the learning experience and improve 
learning outcomes. This principle is closely related to 
Cognitive Load Theory, which posits that too much 
information presented at once can overwhelm your 
brain’s processing capacity, leading to reduced learn
ing outcomes. By using audio narration, e-learning 
developers can reduce the mental effort required by 
learners, allowing them to allocate their cognitive 
resources more effectively. 

Audio narration is a highly effective tool for 
enhancing the learning experience in e-learning 
courses, and its benefits extend far beyond just 
improving learning outcomes. In addition to facilitat
ing more effective learning, audio narration can also 
make the course content more accessible and user-
friendly for a much wider range of learners. This is especially true for those who may be struggling with 
visual impairments or reading difficulties, for whom audio narration can be an invaluable aid. By pro
viding an auditory alternative to reading, audio narration enables learners to follow along more easily 
with the course content, without having to rely solely on their reading ability. This not only improves the 
learning experience for these learners but also makes e-learning courses more inclusive and accessible 
for everyone. 

In summary, by incorporating audio narration into e-learning programs, developers can create a 
more inclusive and enjoyable learning experience for students of all abilities. It can help reduce cog
nitive overload, make the content more accessible, and ultimately improve the efficacy of the learning 
experience. 

Principle 4: Redundancy 

The Redundancy Principle is a concept in instructional design that suggests presenting information in 
multiple modalities (such as visual and auditory) can actually impede learning under certain conditions. 
Specifically, when redundant information is provided through both visual and auditory channels simulta
neously, it can lead to cognitive overload, reducing learners’ ability to comprehend and retain the mate
rial. 

If we give too much information all at once, it can overwhelm our brains and make it harder to 
focus. We want our learners to have the best learning experience possible, right? That’s why understand
ing the Redundancy Principle is so important. If we can reduce unnecessary cognitive load, we can help 
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Figure 4: Redundancy Principle (ChatGPT, 2025). 

learners concentrate on what’s important and make meaningful connections between the information 
we’re presenting. 

So, when does redundancy occur? Redundancy 
occurs when we present the same information in both 
visual and auditory formats simultaneously without 
any added value. For example, if we show a slide with 
detailed text on a topic while simultaneously reading 
the exact text aloud, it creates redundancy. To avoid 
redundancy and make our instructional materials more 
effective, here are some tips to follow: 

• Eliminate on-screen text: When using ani
mations or videos, minimize on-screen text 
to essential keywords or points. This allows 
learners to focus on the visual representa
tion while benefiting from the auditory 
explanation. 

• Use visuals to complement verbal explana
tions: Instead of repeating spoken content 
word-for-word in visuals, use images, dia
grams, or animations to complement the verbal explanations. This approach encourages 
learners to make connections between the visual and auditory content. 

• Segment information: Break down complex concepts into manageable segments and present 
them sequentially. This approach helps learners process information more effectively. 

By avoiding redundancy in instructional materials, we can help learners in many ways: reducing cogni
tive load, allowing them to concentrate on essential information, improving comprehension and reten
tion of material, and enhancing the transfer of knowledge to real-world applications. 

Principle 5: Coherence 

In the field of instructional design and multimedia learning, the Coherence Principle is a widely used 
term that refers to the practice of presenting information in a clear, concise, and logically organized 
manner. This approach ensures that learners can comprehend and retain information more effectively 
by reducing cognitive overload. The coherence principle suggests that extraneous or irrelevant informa
tion should be avoided as it can interfere with the learning process. To achieve coherence, instructional 
designers often use techniques such as chunking, summarizing, and clear, simple language that is easy 
to understand. By following this principle, instructional material becomes more accessible and engag
ing to learners, leading to improved learning outcomes and better retention of information. To apply the 
Coherence Principle, we need to keep three things in mind: 

• Eliminate the unnecessary: We should avoid including information that doesn’t contribute 
directly to the learning objectives. This could distract learners and make it harder for them to 
learn. 
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Figure 5: Coherence Principle (ChatGPT, 2025). 

• Focus on the essentials: Instead of over
whelming learners with too much informa
tion, we should focus on the most important 
concepts. This helps learners concentrate on 
what really matters. 

• Keep it organized: We should present the 
information in a way that makes sense. This 
helps learners follow the flow of ideas and 
see how different concepts are related. 

To apply the Coherence Principle effectively, we can 
try these strategies: 

• Divide the information into manageable 
chunks so it’s easier to process and remem
ber. 

• Avoid presenting the same information mul
tiple times, which can be confusing. 

• Use clear and straightforward language that’s easy to understand. 

When we use the Coherence Principle, learners benefit in many ways. They understand the information 
better, remember it longer, and feel more engaged and motivated. 

Let’s explore the Personalization Principle and how it can be effectively applied in instructional 
design. 

Principle 6: Personalization 

The Personalization Principle is a crucial concept in instructional design that emphasizes the need to 
incorporate personalized elements into the learning experience. It is based on the idea that learners are 
more likely to stay engaged and learn effectively when they feel that the material is directly relevant to 
them. 

To implement this principle, instructional designers must focus on addressing learners directly. This 
means using language that is appropriate for the target audience and presenting information in a way 
that is easily understandable. Contextualizing information is also essential, as it helps learners to see the 
relevance of the material to their own lives and experiences. 

Another key aspect of the Personalization Principle is providing choices. This means offering learn
ers opportunities to customize their learning experience, such as by choosing which topics to study first 
or selecting the format of the content they engage with. By doing so, learners feel a sense of ownership 
over the learning process, fostering a more profound understanding and enthusiasm for the subject mat
ter. 

Overall, the Personalization Principle plays an essential role in creating a meaningful and engaging 
learning experience. By incorporating personalized elements, instructional designers can help learners 
stay motivated and focused, ultimately achieving their learning goals. 
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Figure 6: Personalization Principle 
(ChatGPT, 2025). 

Here are the key aspects of the principle: 

• Addressing learners directly: Use conversational 
language to connect with learners. 

• Contextualization: Make the content relevant to 
learners’ lives. 

• Choice and control: Allow learners to select topics 
or pathways. 

• Adaptive learning: Use technology to adjust content 
based on learners’ performance and preferences. 

To apply the Personalization Principle, try these strategies: 

• Use learner-centered language. 

• Provide real-life examples. 

• Offer choices and interactive elements. 

• Give personalized feedback. 

Benefits of Applying the Personalization Principle: 
By incorporating the Personalization Principle into 

instructional design, educators can reap several benefits: 

• Increase learner engagement and motivation, leading to a more positive learning experience. 

• Enhanced information retention, as learners are more likely to connect with personalized con
tent. 

• Improved learner satisfaction and a greater sense of accomplishment. 

Incorporating the Personalization Principle can lead to increased learner engagement, enhanced infor
mation retention, and improved satisfaction. 

Principle 7: Segmenting 

The Segmenting Principle is a widely recognized and effective teaching technique that focuses on divid
ing complex information into smaller, more manageable segments. The goal of this approach is to 
enhance learning outcomes by reducing the cognitive load on learners, which can often occur when they 
are presented with a large amount of content all at once. Cognitive overload can hinder a learner’s ability 
to process and retain information effectively, leading to frustration and a lack of progress. By breaking 
the information down into smaller segments, learners can better understand, process, and remember the 
material, resulting in more successful learning outcomes. 
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Figure 7: Segmenting Principle (ChatGPT, 2025). 

The Segmenting Principle has three key aspects 
that include: 

• Chunking Information: Divide content into 
smaller segments to help learners focus on 
one piece of information at a time, making 
it easier to understand. 

• Clear Transitions: Provide clear and explicit 
transitions between segments to help learn
ers mentally organize the information and 
understand how different concepts relate to 
each other. 

• Interactive Elements: Incorporate interac
tive elements, such as quizzes or activities, 
at the end of each segment to reinforce 
learning and assess understanding. 

To effectively apply the Segmenting Principle in 
instructional design, consider these strategies: 

• Short Videos: Create short instructional videos, each focusing on one specific concept or 
skill. This allows learners to digest the information in bite-sized pieces. 

• Interactive eLearning Modules: Design eLearning modules with clear breaks between seg
ments, allowing learners to navigate through the content at their own pace. 

• Visual Cues: Use visual cues, such as headings, bullet points, or icons, to signify transitions 
between segments. 

Principle 8: Pretraining 

The Pretraining Principle is a widely recognized instructional design strategy that aims to enhance learn
ing outcomes by providing learners with a brief introduction to key terms and concepts before they 
engage in the main instructional content. This approach is grounded in the idea that pretraining helps 
learners build a mental framework or schema, enabling them to comprehend the primary material better. 
By providing contextual information and introducing key concepts, instructors can help learners connect 
new information to their prior knowledge, leading to a deeper and more meaningful understanding of the 
subject matter. The Pretraining Principle is particularly effective for complex or technical subjects that 
require significant cognitive effort to process, as it helps learners reduce cognitive overload and focus on 
the most critical aspects of the content. Overall, the Pretraining Principle is an essential tool for instruc
tional designers and educators who strive to create engaging and effective learning experiences for their 
learners. To apply this principle effectively, educators should consider the following strategies: 
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Figure 8: Pretraining Principle ChatGPT, 2025). 

Figure 9: Signaling Principle (ChatGPT, 2025). 

• Start each learning module or section with 
an advanced organizer that summarizes the 
main points to be covered. 

• Provide a list of key terms and their defini
tions before teaching the main content. 

• Use case studies or real-world scenarios to 
illustrate the application of upcoming con
cepts. 

Incorporating the Pretraining Principle into instruc
tional design can lead to several benefits, including: 

• Reduced cognitive load, making it easier for 
learners to process information. 

• Improved understanding and retention of 
complex content. 

• Enhanced learner engagement and motiva
tion. 

By using the Pretraining Principle, educators can optimize the learning experience for their learners. 
Breaking down complex content into manageable segments and providing pretraining can significantly 
improve knowledge acquisition and retention. Remember to tailor your approach to the unique needs of 
your learners to create engaging and compelling learning experiences. 

Principle 9: Signaling Principle 

The Signaling Principle, sometimes referred to as the Cueing Principle, is another powerful concept 
from Clark and Mayer (2016) that enhances multimedia learning by guiding learners’ attention to essen
tial information. This principle suggests that learners process information more effectively when key 
elements of the lesson are highlighted through visual or auditory cues, such as arrows, color changes, 
bolded text, or narration emphasis. These cues help direct attention to the most relevant material, reduc
ing extraneous cognitive load and supporting meaningful learning. 

Effective signaling helps learners organize infor
mation mentally and recognize relationships among 
concepts, especially in complex multimedia environ
ments. Instructional designers can apply this principle 
by using consistent visual markers, on-screen high
lights, or verbal prompts to emphasize critical steps, 
transitions, or connections between ideas making it 
easier for learners to focus, follow, and retain key con
tent. 
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Figure 10: Voice Principle (ChatGPT, 2025). 

Principle 10: Voice Principle 

The Voice Principle suggests that people learn more effectively from a human voice than from a 
machine-generated or monotone voice. According to Clark and Mayer (2016), a natural, conversational 
human voice creates a sense of social presence the feeling that the learner is interacting with a real person 
rather than a computer. This subtle psychological cue increases engagement, attention, and motivation. 

When learners perceive the narrator as a genuine 
human, they are more likely to feel connected to the 
content, process information deeply, and sustain focus. 
Conversely, robotic or artificial voices can create cog
nitive dissonance or disengagement by reminding the 
learner that the experience is computer-mediated 
rather than social. 

To apply this principle effectively: 

• Use conversational tones that mimic natural 
speech instead of overly formal or scripted 
language. 

• Choose narrators with clear, warm, and 
expressive voices that align with the learning 
context and audience. 

• Avoid over-editing or flattening audio, as 
small imperfections often enhance authen
ticity. 

• For accessibility, provide transcripts or captions—but ensure that text complements rather than 
duplicates the spoken narration (aligning with the Redundancy Principle). 

Research consistently supports that human-like voice narration promotes a personal connection, reduces 
perceived distance in digital learning environments, and increases knowledge retention (Mayer, 2021). 
In eLearning, this means choosing voices that reflect empathy, clarity, and professionalism—helping 
learners feel guided, not lectured. 

Principle 11: Embodiment Principle 

The Embodiment Principle suggests that learners engage more deeply and retain information better when 
on-screen characters, instructors, or avatars display natural human behaviors such as gestures, facial 
expressions, posture, and eye contact (Mayer, 2021). This principle is grounded in social learning theory, 
which emphasizes that humans respond more positively to social cues that signal presence and authen
ticity. 

When a digital instructor nods, gestures toward key information, or maintains eye contact, it fosters 
a sense of connection and attentiveness in the learner. These nonverbal cues make the learning environ
ment feel more interactive and conversational, even when delivered asynchronously. This sense of social 
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Figure 11: Embodiment Principle (ChatGPT, 2025). 

Figure 12: Learner Control (ChatGPT, 2025). 

presence increases motivation, reduces cognitive load, and encourages learners to persist through com
plex material. 

However, embodiment must be purposeful and 
aligned with instructional goals. Overly animated or 
exaggerated gestures can distract rather than enhance 
learning. The goal is not entertainment but natural 
human behavior that supports clarity and engagement. 
In practice, this means: 

• Using avatars or video presenters who move 
naturally and speak expressively. 

• Designing animations that illustrate rather 
than distract from the concept. 

• Aligning body language with spoken emphasis or visual cues (e.g., pointing at relevant con
tent). 

In eLearning design, thoughtful embodiment transforms passive consumption into a more socially rich 
and emotionally resonant experience, promoting sustained attention and stronger memory recall. 

Principle 12: Learner Control 

The Learner Control Principle emphasizes giving learners the ability to make meaningful decisions 
about their learning process such as the pace, order, and depth at which they engage with content. When 
learners have autonomy in navigating a course, they are more likely to process information deeply, man
age cognitive load effectively, and maintain motivation throughout the learning experience. 

Allowing learners control over pacing for exam
ple, being able to pause, rewind, or replay a segment 
helps them regulate cognitive processing and revisit 
difficult concepts at their own speed. This flexibility 
reduces the risk of cognitive overload, particularly in 
multimedia learning where visual and auditory chan
nels are simultaneously active (Mayer, 2021). 

Control over sequencing enables learners to navi
gate through modules or topics in a way that aligns 
with their prior knowledge and interests. Advanced 
learners might skip familiar sections, while beginners 
can choose to spend more time reviewing foundational 
material. This self-directed approach reflects adult 
learning theory (Knowles, 1984), which emphasizes 
autonomy, experience, and relevance in adult educa
tion 
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Exercises 

Activity: Apply the Principle 

Instructions: 
Review a short eLearning segment (provided by your instructor or an existing module). 

1. Identify at least two multimedia principles applied effectively in the design. 

2. Identify one violation (a missed opportunity). 

3. Suggest how the violation could be corrected using a specific principle. 

Time: 10–15 minutes 
Format: Individual reflection, then small-group discussion 

 Conclusion 

The use of multimedia principles can significantly enhance educational presentations to optimize the 
learning experience. These principles emphasize combining text and visuals to reduce cognitive load and 
promote engagement. The contiguity principal stresses presenting related information together, while 
the modality principle recommends using audio narration to improve learning outcomes. However, the 
redundancy principle warns against presenting redundant information, and the coherence principle advo
cates for clear and concise information. Personalization of educational materials to individuals can 
increase engagement. Additionally, the segmenting principle breaks down complex information, and the 
pretraining principle provides an overview before the main content, improving learning outcomes. By 
incorporating these principles, educators can increase engagement, retention, and overall effectiveness 
of the learning experience. It is important for educators to adapt their approach to the unique needs of 
learners to create engaging and compelling learning experiences. 

Reflection 

• Which of the multimedia principles do you find most relevant to your own eLearning 
projects, and why? 

• What design habits will you adjust to ensure your multimedia choices always support 
rather than distract from the learning goal? 
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Lesson 7: Storyboarding for eLearning Design 

Introduction 

Storyboarding is the bridge between instructional design and eLearning development. It translates 
conceptual ideas and learning objectives into a structured, visualized plan for course creation. In 
practice, a well-designed storyboard ensures consistency, collaboration, and alignment among all stake
holders, Instructional Designers, eLearning Developers, and Subject Matter Experts (SMEs). This 
lesson explores how storyboarding supports cognitive flow, design precision, and efficient development 
through frameworks such as ADDIE and Gagné’s Nine Events of Instruction. 

 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Define the purpose and structure of an eLearning storyboard. 

2. Identify essential storyboard elements such as headers, text, media, and programming notes. 

3. Apply principles from the ADDIE model and Gagne’s Nine Events of Instruction to struc
ture and sequence content that supports engagement and cognitive flow 

The Purpose of a Storyboard 

As an eLearning developer, you must share your product with the stakeholders involved. However, they 
may not be familiar with the amount of time and effort required to edit the content. To overcome this, 
starting with a storyboard can help you stay focused on the content, work collaboratively with stakehold
ers and subject matter experts, and incorporate their feedback more efficiently. 

A storyboard is a written document that clearly communicates the content and may include visuals 
to convey the ideas better. Storyboarding is an age-old technique used in various fields; for instance, 
Walt Disney Studios used it in the 1930s to draw scenes for cartoons, and architects used blueprints 
to draft their plans after understanding their client’s needs. Similarly, in eLearning development, sto
ryboarding is a crucial tool that helps professionals collaborate with internal stakeholders and subject 
matter experts. 

A storyboard serves as a blueprint for your eLearning course. It visually and textually maps the 
learner experience what they see, hear, and do. Before any media production or programming begins, the 
storyboard acts as the shared reference point for alignment and feedback. This process reduces develop
ment time, clarifies expectations, and minimizes costly revisions later. As Allen (2016) notes, effective 
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storyboards merge instructional accuracy and learner engagement, balancing creativity with strategic 
learning design. 

Laying the Foundation: Collaboration and Information Gathering 

Before creating the storyboard, the Instructional Designer should collaborate with SMEs to gather key 
content data, visuals, examples, and terminology. SMEs provide the domain expertise that ensures accu
racy, while designers bring structure and learning strategy. This collaboration also strengthens buy-in 
and ensures the course meets organizational and learner needs. Consulting with SMEs early also builds 
shared understanding. According to Allen (2016), the collaboration between content experts and devel
opers ensures that instructional accuracy and learner engagement intersect at every stage of design. 
SMEs can clarify complex topics, provide real-world context, and identify performance gaps that shape 
the instructional flow. 

Clarifying Needs: Action Mapping and Analysis 

Every successful storyboard begins with understanding why the training exists.  Action mapping 
(Moore, 2013) helps designers identify what learners need to do not just what they need to know. Start 
by clarifying: 

• Who is the target audience? What are their current knowledge levels, motivations, and work
place challenges? 

• What outcomes are expected? Define what success looks like after training. 

• What challenges or gaps exist in their current performance? 

• What has worked before? Review prior courses or assessments to identify effective strategies 
and engagement methods. 

Conducting a needs assessment ensures your storyboard reflects authentic learner needs rather than orga
nizational assumptions. When developers anchor content to observable behaviors and measurable out
comes, the final eLearning becomes purposeful and performance-driven (Clark & Mayer, 2016). 

Organizing Materials and Structing Materials 

Once you have clarified the need, take inventory of all materials available. This includes documents, 
visuals, assessments, case studies, or other assets that may be reused or adapted. Organizing materials 
involves both curation and analysis, deciding what to include, revise, or remove. 

Gagne’s Nine Events of Instruction (1985) offers practical lens here. Begin with structuring mate
rials to: 

• Gain learner attention 

• Present relevant content, and 

• Provide opportunities for practice and feedback. 

44   Dr. Tasha Bennett



This ensures your storyboard reflects a logical, engaging learning flow that keeps cognitive load man
ageable. 

Writing Clear Learning Objectives 

Effective storyboards begin with clear, measurable objectives. Using Bloom’s Revised Taxonomy 
(Anderson & Krathwohl, 2001), align verbs to the desired performance level from remembering and 
understanding to creating and evaluating. Well-written objectives not only guide the storyboard’s design 
but also determine assessment methods and content depth. They connect directly to the learner’s real-
world performance outcomes. Use Bloom’s Revised Taxonomy (Anderson & Krathwohl, 2001) to craft 
measurable, performance-based outcomes that align with the desired skill level: 

• Remembering → Define, list, recall 

• Understanding → Summarize, explain, classify 

• Applying → Use, demonstrate, implement 

• Analyzing → Differentiate, compare, organize 

• Evaluating → Judge, critique, assess 

• Creating → Design, construct, produce 

Objectives written at the right cognitive level ensure learners achieve meaningful transfer of knowledge 
not rote memorization. Clark and Mayer (2016) emphasize that measurable objectives also serve as a 
blueprint for assessment, keeping development focused and learner-centered. 

Integrating ADDIE and Gagne’s 9 Events for Flow. 

Applying instructional design theories to a storyboard is critical for ensuring the effectiveness of 
the online learning experience in course development. We explored the differences between different 
instructional design models. The ADDIE model is widely popular in the field of e-learning development. 
Applying the ADDIE model systematically and iteratively helps ensure that e-learning development is 
based on sound instructional design principles and results in compelling and engaging learning experi
ences. 

Numerous theories can be applied to e-learning development. As a developer, you have the auton
omy to choose the one that most suits the needs of your learner. Gagne’s 9 Events of Instruction will 
help you apply the framework you need for creating your storyboard. Before you get into the steps, 
well-written learning objectives should be completed so that you can make sure your content aligns. The 
application of Gagne’s 9 Events of Instruction in eLearning lists the following events of instruction: 

1. Gaining the learner’s attention. 

2. Informing the learner of the objectives. 

3. Stimulating recall of prior learning. 

4. Presenting the learning stimulus. 

5. Providing learning guidance. 
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6. Eliciting appropriate performance. 

7. Providing feedback. 

8. Assessing learner performance. 

9. Enhancing retention and transfer. 

While ADDIE is a comprehensive instructional design model guiding the entire process, Gagne’s Nine 
Events are more specific, focusing on the sequence of events within the instructional delivery phase 
to optimize learning outcomes. Both models can complement each other when applied appropriately in 
instructional design projects. 

Applying both the ADDIE model and Gagne’s Nine Events of Instruction in e-learning develop
ment offers several benefits, as they complement each other and provide a comprehensive framework 
for designing engaging and effective learning experiences. ADDIE provides a systematic, project-level 
structure, while Gagne’s events guide moment-to-moment instructional delivery. Together, they ensure 
both strategic alignment and learner engagement throughout the process. 

1. Analysis Phase (ADDIE) 

 Purpose: Identify learning needs, audience characteristics, and performance gaps. 

• Gagne’s Event 1 – Gain Attention: 
During the analysis phase, plan how you will capture learners’ attention from the start. Iden
tify the critical content elements or challenges that can spark curiosity, motivation, or rele
vance. 
Example: Ask a provocative question, present a real-world problem, or share a compelling 
story related to the topic. 

• Define Learning Objectives (ADDIE): 
Develop clear, measurable objectives that describe what learners will be able to do after the 
course. These objectives will later align with Gagne’s Event 2  Inform Learners of Objec
tives. 

2. Design Phase (ADDIE) 

Purpose: Translate analysis into an instructional blueprint. 

• Gagne’s Event 3 – Stimulate Recall of Prior Learning: 
Plan strategies to help learners connect new information to what they already know—such as 
pre-assessments, reflection questions, or short review activities. 

• Gagne’s Event 4 – Present the Content: 
Decide how to organize and sequence information effectively. Incorporate multimedia princi
ples to reduce cognitive load and reinforce understanding. 

• Gagne’s Event 6 – Provide Practice: 
Design interactive elements (simulations, quizzes, drag-and-drops) that allow learners to 
apply concepts during the lesson. 

• Storyboarding (ADDIE): 
Create a detailed storyboard that outlines each screen, script, visual, and interaction. Integrate 
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Gagné’s events throughout to ensure alignment between objectives, instructional flow, and 
engagement. 

3. Development Phase (ADDIE) 

Purpose: Build and assemble the instructional materials. 

• Gagne’s Events 5, 7, 8, and 9 – Provide Guidance, Feedback, Assess Performance, and 
Enhance Retention: 

◦ Provide Learning Guidance: Include tips, hints, and job aids to support learners 
as they navigate content. 

◦ Provide Feedback: Build in automated and personalized feedback for quizzes and 
activities to reinforce correct performance. 

◦ Assess Performance: Develop assessments that measure the achievement of learn
ing objectives. 

◦ Enhance Retention and Transfer: Incorporate summary slides, real-world scenar
ios, and post-course resources that help learners apply what they’ve learned on the 
job. 

4. Implementation Phase (ADDIE) 

Purpose: Deliver and manage the learning experience. 

• Gagne’s Events 1 and 9 – Gain Attention & Enhance Retention: 
Maintain learner motivation during rollout using engaging introductions, storytelling, or sce
nario-based examples. 
Provide post-training reinforcement such as downloadable checklists, peer discussions, or 
follow-up activities that encourage continued application. 

• ADDIE Implementation: 
Train facilitators or administrators on the delivery tools, ensure LMS compatibility, and test 
the course for accessibility and functionality before launch. 

5. Evaluation Phase (ADDIE) 

Purpose: Measure effectiveness and identify improvement opportunities. 

• Gagne’s Events 8 and 9 – Assess Performance & Enhance Retention: 
Evaluate learning outcomes using formative and summative data (e.g., learner feedback, quiz 
scores, on-the-job performance). 
Use results to refine objectives, content, and instructional strategies for continuous improve
ment. 

When used together, ADDIE provides a macro-level project framework, while Gagne’s Nine Events 
ensure that each learner interaction is purposeful and pedagogically sound. This integration produces 
eLearning that is strategic, engaging, and results-driven aligning learner needs with organizational goals. 
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What Makes a Strong Storyboard? 

A strong storyboard is both detailed and adaptable. It outlines every screen, visual, and interaction while 
leaving room for iteration. 
Essential elements include: 

• Course overview and objectives 

• On-screen text and narration 

• Graphics and media descriptions 

• Interaction notes (clicks, branches, quizzes) 

• Programming directions 

• Feedback and assessment details 

Storyboards can be written (text-based outlines) or visual (mockups or wireframes). Written formats suit 
complex content development, while visual formats support stakeholder visualization and feedback. 

Organizing Content for Cognitive Flow 

Developing a detailed storyboard is a crucial part of the instructional design process. It involves out
lining the sequence of instructions for an eLearning project clearly and concisely. Although there is no 
standard way to storyboard, each organization may have its own template. A good storyboard should 
provide a clear structure for the eLearning content, including the learning objectives, the content struc
ture, and the assessment methods. 

Having a storyboard in place can help to streamline the development process and make it easier to 
get approval on projects. It provides a blueprint for the eLearning course, allowing stakeholders to visu
alize the final product and make changes before the development phase begins. This can save time and 
money in the long run, as it reduces the need for rework and revisions. 

There are two main formats of storyboards: written and visual. A written storyboard typically 
includes a detailed description of the content, including text, graphics, and functionality. It may also 
include notes on the audio and visual elements of the course. This format helps create a detailed plan for 
eLearning content and can be helpful when collaborating with subject matter experts to develop it. 

On the other hand, a visual storyboard is a more interactive and engaging format. It includes mock
ups of the eLearning content, along with descriptions of the audio and visual elements. This format pro
vides a more enhanced visualization of the final product and helps stakeholders better understand how 
the eLearning course will look and feel. 

In summary, creating a detailed storyboard is an essential part of the instructional design process. It 
provides a clear structure for the eLearning content and can help to streamline the development process. 
Whether you choose a written or visual format, a good storyboard should provide a clear plan for the 
eLearning course and help stakeholders to visualize the final product. See What is an eLearning Story
board? | The eLearning Designer’s Academy by Tim Slade (elearningacademy.io) 

It should follow this basic format: 

• Course Overview. Introduces the concept and topics and provides a high-level understanding 
of what to expect. This is important because it contains important information for the learner 
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who may be considering taking the course, who it is designed for, and the estimated time to 
complete it. 

• Introduction. This focuses more on making a connection with the learner. This is followed by 
the course’s learning objectives and any materials the learner needs to complete the course. 
Also, expectations regarding assessments of how to navigate the course and additional help 
can be included. 

• Content. This is the information that will appear on the screen. This is where most of your 
research will be listed. Within the lessons, you should include the following: 

◦ Header/Title 

◦ On-screen text 

◦ Audio or voiceover (text, file names, or both) 

◦ Graphics: (description, image, and/or file names) 

◦ Programming notes. How do we want it to function? Select this and go to this slide. 
After a second attempt, show this image or screen. 

◦ Scenario-based learning 

◦ Knowledge checks/Quizzes 

◦ Summary 

◦ References 

The eLearning storyboard should be as detailed and specific as possible. You want to convey your idea 
to other team members, so give them everything they need to bring it to life. Storyboarding can appear 
overwhelming, but it is a valuable pre-development step that contributes to effective planning, collabo
ration, and the creation of engaging, goal-aligned learning experiences. Investing in storyboarding can 
save time and resources in the long run. Your goal is to align stakeholders and obtain their approval of 
the storyboard, ensuring the final product meets its requirements and reduces misunderstanding. 

Collaborating with SMEs and Stakeholders 

Collaboration doesn’t end once the storyboard is drafted. Designers should actively seek SME and stake
holder feedback to ensure technical accuracy, relevance, and alignment with project goals. Clear com
munication through version control, comment tracking, and structured reviews—helps secure timely 
approval and promote shared ownership. 

Exercises 

Activity: Storyboard Builder From Analysis to Design 
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Purpose: 

To apply instructional design models and multimedia principles in developing a structured storyboard 
that aligns with learning objectives, engages the learner, and reflects sound eLearning design practices. 

Instructions: 

Review the Scenario: 
You are an instructional designer tasked with creating an eLearning module for new employees at a health
care organization. 
The course topic is: “Effective Communication in Patient Care.” 
The goal is to help staff recognize communication barriers, demonstrate empathy, and apply patient-centered 
communication strategies. 

1. Step 1 – Analyze (ADDIE: Analysis Phase): 

◦ Identify the target audience (role, experience level, challenges). 

◦ Define learning needs and performance gaps. 

◦ Write three measurable learning objectives using Bloom’s Revised Taxonomy. 

2. Step 2 – Design the Storyboard: 
Using your learning objectives as a guide, outline a 5-slide storyboard that includes: 

◦ Slide Title / Header 

◦ On-Screen Text 

◦ Visual Elements (graphics, animations, or icons) 

◦ Audio / Voiceover Script (if applicable) 

◦ Interaction or Engagement (knowledge check, click-to-reveal, or scenario) 

◦ Gagne’s Event Reference (e.g., “Event 4: Presenting the learning stimulus”) 

(Instructor will provide) 

1. Step 3 – Align with Gagne’s Nine Events: 
Ensure your storyboard reflects several of Gagne’s instructional events, such as: 

◦ Gaining Attention: Add a compelling question or scenario. 

◦ Informing Learners of Objectives: Display learning goals clearly. 

◦ Providing Feedback: Include formative feedback in quiz or scenario responses. 

◦ Enhancing Retention: Include summary slides or reflection prompts. 

2. Step 4 – Collaborate & Reflect: 

◦ Pair up or post your storyboard in the discussion forum. 

◦ Provide peer feedback on alignment between objectives, content, and assess
ments. 

◦ Reflect: Write a short paragraph on how applying the ADDIE and Gagne’s 
frameworks improved your design clarity and collaboration readiness. 
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Conclusion 

Storyboarding is the bridge between instructional theory and eLearning design. It transforms ideas and 
objectives into a clear, visual plan that aligns with learner needs and organizational goals. By integrating 
ADDIE and Gagne’s Nine Events of Instruction, designers can create structured, engaging, and perfor
mance-driven courses. Collaborating with subject matter experts ensures accuracy and relevance, while 
effective storyboarding streamlines development and enhances learner engagement. In essence, a story
board is not just a plan, it’s the blueprint for meaningful, lasting learning. 

Reflection 

• How does a well-developed storyboard contribute to smoother collaboration and 
fewer revisions during the eLearning development process? Provide an example from 
your own experience or a project you might design. 

• Which of Gagne’s instructional events are most critical to include in your story
board? 

• How might stakeholder feedback reshape the final storyboard design? 

• What advantages does a visual storyboard offer over a written one in your context? 
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Lesson 8: Storytelling and Scenario-Based Learning 

Introduction 

In effective learning design, engagement is more than just capturing attention; it’s about creating mean
ingful connections between content, context, and the learner’s experience. Storytelling and scenario-
based learning are two strategies that bring those connections to life. When used intentionally, they 
transform abstract concepts into relevant, emotionally resonant, and actionable learning experiences. 

Storytelling allows learners to see themselves within the narrative, linking information to real-
world challenges and outcomes. Scenario-based learning extends that connection by placing learners 
in realistic situations where they must analyze, decide, and reflect. Together, these approaches bridge 
knowledge and application, fostering critical thinking, empathy, and performance readiness. 

For instructional designers, the integration of storytelling and scenarios isn’t just a creative choice, 
it’s a strategic one. By weaving narrative, context, and consequence, we can design learning experiences 
that not only inform but inspire, enabling learners to engage more deeply and apply what they learn with 
confidence and purpose. 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Define the core components of storytelling and scenario-based learning in instructional 
design. 

2. Differentiate between storytelling and scenario-based learning strategies and describe when 
to apply each. 

3. Apply storytelling and scenario frameworks (e.g., Gagné’s Nine Events, Merrill’s First Prin
ciples, Kolb’s Experiential Learning Cycle) to design realistic and engaging eLearning experi
ences. 

4. Design a simple narrative or scenario that aligns with learning objectives and promotes deci
sion-making and reflection. 

Storytelling and scenario-based learning are powerful instructional design strategies that 
transform abstract concepts into meaningful experiences. When stories and scenarios are 
intentionally designed, they help learners connect emotionally, think critically, and apply 
knowledge in realistic contexts. Before exploring how storytelling and scenarios work 
together, it’s important to first understand the foundations of each approach beginning 
with the role of storytelling in learning. 
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What Is Storytelling in Learning? 

Storytelling in education refers to the intentional use of narrative elements such as characters, conflict, 
context, and resolution to facilitate understanding and retention. According to Clark and Rossiter (2008), 
storytelling in adult learning fosters meaning making through reflection and emotional engagement. 
Similarly, McDrury and Alterio (2003) describe storytelling as “a holistic learning process that allows 
learners to integrate experience with theory through narrative reflection.” 

Key Elements of Effective Learning Stories: 

• Characters: Relatable figures that represent the learner or real-world roles. 

• Conflict: A challenge, decision, or dilemma that drives engagement. 

• Emotion: Feelings that enhance memory and motivation. 

• Resolution: A clear outcome or lesson that reinforces learning. 

• Context: The realistic environment in which the story takes place. 

Stories activate multiple areas of the brain, linking facts with emotion, which improves recall and trans
fer (Haven, 2007). In corporate learning, storytelling bridges technical knowledge with human experi
ence ideal for Human Resources contexts like leadership, inclusion, and ethics training. 

What Is Scenario-Based Learning (SBL)? 

Scenario-Based Learning (SBL) uses realistic situations to engage learners in problem-solving, decision-
making, and reflection. According to Clark (2013), scenario-based learning immerses learners in realis
tic contexts, prompting them to apply knowledge rather than recall it. It is often implemented through 
branching eLearning modules that allow learners to make choices and see the consequences of their 
actions. 

Types of Scenarios: 

• Case-Based Scenarios – Learners analyze a situation and propose solutions. 

• Branching Scenarios – Learners make choices that lead to different outcomes. 

• Immersive Simulations – Learners interact in high-fidelity virtual or multimedia environ
ments. 

Benefits: 

• Builds problem-solving and critical thinking skills. 

• Increases learner engagement through authenticity. 

• Encourages safe exploration of consequences. 

• Promotes transfer of learning to workplace settings. 
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Design Frameworks for Storytelling and SBL 

To design effective storytelling and scenarios, instructional designers can use established frameworks 
such as: 

• Gagné’s Nine Events of Instruction – to sequence the learning story. 

• Merrill’s First Principles of Instruction – to ensure learners apply and integrate new knowl
edge. 

• Kolb’s Experiential Learning Cycle – to structure reflection and action. 

• Bloom’s Taxonomy – to align decisions and story outcomes with cognitive levels. 

Steps for Designing a Story or Scenario 

• Identify Learning Objectives: Align the story’s challenge with measurable outcomes. 

• Define the Context: Choose a setting that reflects the learner’s professional environment 
(e.g., HR workplace). 

• Develop Characters: Create relatable personas that represent real roles or stakeholders. 

• Build the Conflict: Present a problem or decision requiring learner action. 

• Map Decision Points: Use flowcharts to visualize learner choices and consequences. 

• Design Feedback and Reflection: Provide guidance and reasoning for each outcome. 

• Prototype and Test: Use authoring tools like Articulate Storyline or Rise 360 to build and test 
the scenario. 

Example: HR Leadership Scenario 

• Context: You are an HR Business Partner faced with a conflict between two department man
agers. 

• Decision Point 1: Do you intervene immediately, facilitate mediation, or escalate senior lead
ership? 

• Each path leads to different consequences; learners experience empathy, decision-making, 
and conflict resolution skills through the narrative. 

Tools for Digital Storytelling and SBL 

• Articulate Storyline & Rise 360 – Create interactive branching scenarios. 

• Canva & PowToon – Design story visuals or animated explainer videos. 

• WeAreLearning.io – Immersive, interactive learning content using 3D characters 

Now that you’ve explored the tools used to create storytelling and scenario-based experiences, let’s take 
a closer look at how these two strategies can be integrated to create powerful, emotionally engaging, and 
performance-focused eLearning experiences. 
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Integrating Storytelling and Scenarios in eLearning 

Storytelling and scenario-based learning serve as complementary strategies that merge cognition and 
emotion to create memorable learning experiences. According to Clark and Mayer (2016), learners 
engage more deeply when they can connect with relatable characters and make choices that mirror real-
world consequences. Scenarios allow learners to apply concepts in context, while storytelling provides 
the emotional and motivational foundation that sustains engagement. 

In practice, the most effective digital learning experiences often blend both approaches. For 
instance: 

• Storytelling establishes the emotional tone, introducing relatable characters and challenges. 

• Scenario-based learning then transforms those stories into interactive problem-solving expe
riences where learners make decisions, reflect, and receive feedback. 

Modern eLearning authoring tools like Articulate Storyline, Rise 360, and WeAreLearning.io make 
it possible to integrate these elements seamlessly using branching logic, multimedia storytelling, and 
immersive design. 

To ensure balance and cognitive effectiveness: 

• Keep scenarios authentic—mirror real job tasks or dilemmas. 

• Use narrative tension strategically—introduce realistic conflict or uncertainty to sustain 
engagement. 

• Embed feedback loops—help learners understand the rationale behind outcomes. 

• Encourage reflection—prompt learners to connect their choices with real-world applications. 

By leveraging both storytelling and scenario-based learning, instructional designers can transform pas
sive eLearning into active, emotionally resonant learning journeys that foster both understanding and 
performance. 

Exercises 

Activity: Design a Mini Story-Based Scenario 

Purpose: 
To apply storytelling and scenario-based learning techniques by creating a short, realistic situation that 
demonstrates decision-making and learner engagement. 

Instructions: 
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1. Step 1 – Choose a Context: 
Select a topic related to your professional area (e.g., leadership, customer service, compliance, or 
teamwork). Think of a common challenge learners might face in this context. 

2. Step 2 – Build Your Story Framework: 
Use the following storytelling elements to outline your scenario: 

◦ Characters: Who is involved? (e.g., an HR manager, a new hire, a team lead) 

◦ Conflict: What problem or decision must be made? 

◦ Choices: Provide 2–3 options for the learner to choose from. 

◦ Consequences: Briefly describe what happens for each choice. 

◦ Resolution: Show the best decision and explain why it leads to the desired learn
ing outcome. 

3. Step 3 – Integrate a Design Framework: 
Incorporate at least one instructional framework (Gagne’s Nine Events, Merrill’s First Principles, 
or Kolb’s Learning Cycle) to guide how your scenario unfolds or how learners receive feedback. 

4. Step 4 – Reflect: 
Write a short paragraph (3–4 sentences) explaining how your scenario promotes emotional con
nection and cognitive engagement through storytelling and decision-making. 

Conclusion 

Both storytelling and scenario-based learning offer powerful ways to move beyond traditional informa
tion delivery and toward transformative learning experiences. Storytelling brings relevance and emotion, 
while scenario-based learning provides structure and application. When combined, they create a bal
ance between engagement and rigor allowing learners to not only understand concepts but to live them 
through experience. When learners connect with characters and decisions, they develop both knowledge 
and empathy. As an eLearning developer, integrating storytelling transforms instruction into experience, 
making lessons memorable, impactful, and human-centered. 

Reflection 

• Reflecting on your own learning experiences, what made a story or scenario memo
rable—and how can you replicate that impact in your design work? 
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• What opportunities exist within your organization to use storytelling and scenarios to 
reinforce values such as leadership, inclusion, or ethical decision-making? 

• What types of real-world scenarios would best mirror the challenges your learners 
face in their roles? 

• How might you balance emotional engagement with cognitive load to ensure learners 
remain both motivated and focused? 
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Lesson 9: eLearning Authoring Tools 

Introduction 

In today’s digital learning environment, the effectiveness of an eLearning program often depends on the 
tools used to design and deliver it. Authoring tools serve as the backbone of eLearning development, 
bridging instructional strategy with technology to create engaging, interactive, and accessible learning 
experiences. Whether you’re converting classroom content into online modules or building immersive 
digital learning from the ground up, understanding the strengths and limitations of various authoring 
tools is essential. This lesson introduces the major categories of authoring tools and guides you in select
ing the right solution based on your project goals, learner needs, and organizational context. 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Differentiate among PowerPoint-based, desktop, cloud-based, and LMS-integrated author
ing tools. 

2. Evaluate the benefits and challenges of each tool type in designing eLearning solutions. 

3. Select an appropriate authoring tool based on project scope, learner needs, and organiza
tional goals. 

Understanding eLearning Authoring Tools 

In the evolving field of eLearning, authoring tools play a crucial role in transforming 
instructional design concepts into engaging, interactive learning experiences. These tools 
allow developers to build, edit, and publish content that integrates multimedia, assess
ments, and interactivity. Choosing the right tool can significantly impact a course’s effec
tiveness, scalability, and accessibility. 

When selecting an authoring tool, developers should consider factors such as project complexity, budget, 
collaboration needs, and technical capabilities. Each category of authoring tools PowerPoint-based, 
desktop-based, cloud-based, and LMS-integrated offers distinct advantages and limitations. 
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PowerPoint-Based Authoring Tools 

Description: 
While PowerPoint was not originally designed for eLearning, it remains a popular starting point for 
developers new to the field. It allows for creating linear modules that include images, text, audio, and 
basic animation. 

Advantages 

• Familiar interface and simple to use 

• Quick conversion to eLearning formats using add-ons (e.g., iSpring Suite, Articulate Studio) 

• Ideal for short, introductory courses 

Limitations 

• Limited interactivity and customization 

• Not suitable for complex course branching or simulations 

Desktop-Based Authoring Tools 

Description: 
Desktop authoring tools such as Articulate Storyline, Adobe Captivate, and Camtasia provide robust 
functionality for professional eLearning development. They support advanced interactivity, animation, 
and multimedia integration. 

Advantages 

• Highly interactive features and flexible design options 

• Ability to work offline 

• Strong multimedia integration 

Limitations 

• Requires software installation and updates 

• Steeper learning curve for new users 

3. Cloud-Based Tools 

Description: 
Cloud-based platforms such as Articulate Rise 360, Lectora Online, and Gomo Learning enable collab
orative, browser-based development. They are ideal for distributed teams and real-time content updates. 
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Advantages 

• Accessible from any device with an internet connection 

• Facilitates collaboration among designers, SMEs, and reviewers 

• Automatic updates and version control 

Limitations 

• Dependent on stable internet connectivity 

• Subscription fees may increase long-term costs 

4. LMS-Integrated Tools 

Description: 
Some authoring tools are embedded within or designed to work seamlessly with Learning Management 
Systems (LMS), such as Canvas, Moodle, or Blackboard. These tools simplify course delivery and track
ing. 

Advantages 

• Direct integration with LMS platforms for tracking and reporting 

• Supports compliance with SCORM, xAPI, or AICC standards 

• Centralized management of learners and materials 

Limitations 

• Limited customization options 

• May require additional licensing or LMS-specific training 

Selecting an authoring tool is more than a technical decision it’s a strategic one that aligns with both 
instructional goals and learner needs. 

When evaluating tools, consider the following: 

• Instructional Complexity: For straightforward content, tools like PowerPoint or Rise may 
suffice. For branching scenarios or gamification, Storyline or Captivate is better suited. 

• Collaboration and Workflow: Cloud-based tools streamline teamwork by enabling shared 
access, real-time feedback, and faster revisions. 

• Accessibility and Compliance: Prioritize tools that support WCAG and Section 508 accessi
bility features, such as closed captions, screen reader compatibility, and keyboard navigation. 

• Scalability and Maintenance: Choose tools that align with future growth and updates, 
ensuring consistent branding, reusable templates, and responsive design for multiple devices. 
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Emerging technologies are also reshaping eLearning authoring: 

• AI Integration: Tools like Synthesia and Vyond use artificial intelligence to generate 
voiceovers, animated videos, and personalized learning pathways. 

• Responsive and Mobile Design: Modern authoring platforms automatically optimize con
tent across desktop, tablet, and mobile devices. 

• Microlearning Capabilities: Many tools now include templates for short, focused learning 
modules to support just-in-time training and higher retention. 

By combining thoughtful tool selection with strong instructional design principles, developers can pro
duce eLearning experiences that are accessible, engaging, and aligned with organizational objectives. 

Exercises 

Activity: Choosing the Right Authoring Tool 

Purpose: 

This activity helps learners apply what they’ve learned by evaluating and selecting the most suitable 
eLearning authoring tool for specific design scenarios. Learners will justify their selections based on project 
scope, collaboration needs, accessibility, and interactivity. 

Instructions for Learners: 

1. Read the following three project scenarios. 
Each describes a different eLearning development need. 

2. Select the authoring tool category (PowerPoint-based, desktop-based, cloud-based, or LMS-
integrated) that best fits each scenario. 

3. Explain your reasoning in 2–3 sentences, referencing one or more factors discussed in the 
lesson (e.g., accessibility, scalability, collaboration, or budget). 

4. When finished, submit your responses to the discussion forum or upload them as a short-
written assignment. 

Scenario 1: 
A university instructor needs to quickly convert in-person lectures into short online modules for students to 
review before exams. The instructor is new to eLearning design and has a limited budget. 
⯑ Which tool type would you recommend and why? 

Scenario 2: 
A corporate L&D team is developing a compliance training course that must include interactive branching 
scenarios, quizzes, and simulations. The course will be delivered through the company’s LMS and must track 
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completion data. 
⯑ Which tool type would you recommend and why? 

Scenario 3: 
A global nonprofit is designing a mobile-friendly course that will be co-developed by several team members 
working remotely across different time zones. The team needs to collaborate in real time and make updates 
frequently. 
⯑ Which tool type would you recommend and why? 

Conclusion 

Each authoring tool offers unique advantages that cater to specific instructional goals. PowerPoint sup
ports simplicity, desktop tools enable high interactivity, cloud-based tools encourage collaboration, and 
LMS-integrated tools streamline delivery and tracking. The key to success lies in selecting the tool that 
best supports the project’s learning outcomes, technical constraints, and audience needs. 

Reflection 

• How do different authoring tools influence the creativity and interactivity of eLearn
ing content? 
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Lesson 10: Accessibility and Inclusive Design 

Introduction 

Creating accessible and inclusive eLearning experiences is both a professional responsibility and an eth
ical commitment for instructional designers. In today’s diverse learning landscape, no two learners expe
rience content in the same way. Differences in ability, background, language, and access to technology 
all shape how individuals engage with digital learning. As designers, our goal is to remove barriers, not 
reinforce them, by ensuring every learner has equitable access to information, interaction, and opportu
nity. 

Accessibility goes beyond compliance with legal standards such as the Americans with Disabilities 
Act (ADA) or the Web Content Accessibility Guidelines (WCAG). It reflects a learner-centered mindset 
rooted in empathy, design thinking, and Universal Design for Learning (UDL). When accessibility and 
inclusion are built into the design process from the start, they enhance usability for all learners, not just 
those with disabilities. 

This lesson explores the principles, technologies, and strategies that make eLearning inclusive. You 
will examine the legal and ethical foundations of accessibility, identify common barriers to digital par
ticipation, and apply inclusive design practices that promote engagement, equity, and learner success. 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Explain the importance of accessibility and inclusion in eLearning design, including 
legal, ethical, and learner-centered considerations. 

2. Identify barriers that prevent full participation in digital learning environments and 
describe how assistive technologies and Universal Design for Learning (UDL) principles 
address those barriers. 

3. Apply strategies for designing inclusive eLearning content, such as explicit language, 
diverse representation, and accessible multimedia, to ensure equitable access and engage
ment for all learners. 

Accessibily and Inclusive Design Overview 

Inclusive learning design environments are of utmost importance to ensure that every 
individual, regardless of their physical, cognitive, sensory, or cultural differences, has 
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equal access to education. Providing accessibility in e-learning is not just a legal require
ment but also a moral obligation that benefits everyone, regardless of their abilities. It 
is essential to create an inclusive learning environment where every learner can engage 
fully with the educational material without any barriers. 

When we talk about accessibility in e-learning, we refer to making sure that educational content and 
platforms are accessible to people with disabilities that affect vision, hearing, movement, thinking, or 
learning. For instance, learners with visual impairments may require screen readers or alternative text 
descriptions to access the educational content. In contrast, learners with hearing impairments may need 
captions or transcripts to understand audio or video content. Similarly, individuals with mobility impair
ments may require assistive technologies such as voice recognition software or alternative input devices 
to interact with the educational material. 

Creating an inclusive learning environment requires not only addressing the accessibility needs of 
learners but also ensuring that the instructional design and delivery methods are inclusive. For example, 
educators can use a variety of teaching strategies and materials that cater to diverse learning styles and 
preferences. Additionally, incorporating universal design principles, such as clear navigation, concise 
language, and consistent formatting, can make the educational material more accessible and usable for 
everyone. 

In conclusion, an inclusive learning environment is imperative to ensure that every learner can 
access and engage with educational material, irrespective of their abilities. By providing accessibility 
in e-learning, we can remove barriers that may hinder learners from accessing educational content and 
create a level playing field for all. 

Here are five reasons why: 

• Equity and Accessibility: We want everyone to have a fair chance at learning, no matter what 
their background or learning style. With an inclusive environment, every learner can partici
pate and succeed. 

• Diverse Perspectives and Experiences: Learning from each other’s unique perspectives and 
experiences enriches education. By embracing diversity, we can all gain a more comprehen
sive understanding of the subject matter. 

• Increased Engagement and Motivation: When learners feel supported and encouraged, 
they’re more likely to be engaged and motivated to learn. Inclusive design promotes active 
participation and fosters a positive learning experience. 

• Better Learning Outcomes: We can improve learning outcomes by catering to individual 
needs. Learners can better grasp and retain information when instructional materials accom
modate different learning styles, preferences, and abilities. 

• Preparation for Real-World Diversity: Inclusive learning environments reflect the real 
world’s diversity. By learning in such environments, learners become better prepared to inter
act and collaborate in diverse professional and social settings. 

It is crucial to keep in mind that legal frameworks such as the Americans with Disabilities Act (ADA) 
in the United States and the Web Content Accessibility Guidelines (WCAG) have been established to 
ensure that educational institutions provide equal opportunities and accessibility to all learners. Non-
compliance with these regulations may result in legal consequences and tarnish an institution’s rep
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utation for being inclusive. To create an inclusive learning environment, here are some strategies to 
consider: 

1. Universal Design for Learning (UDL): Implement UDL principles to provide various means 
of representation, expression, and engagement. UDL ensures that learning materials are 
adaptable and flexible to suit individual needs. 

2. Accessible Technology and Resources: Use technology and resources that are accessible to 
all learners, including those with disabilities. Ensure that content can be presented in different 
formats, such as text, audio, or video, to accommodate various learning preferences. To make 
your e-learning platforms accessible to all users, remember to: 

◦ Use proper HTML markup and hierarchical headings for easy navigation. 

◦ Add descriptive alt text for images. 

◦ Provide transcripts and captions for audio and video content. 

◦ Use readable fonts and sufficient color contrast. 

◦ Make your platform navigable using a keyboard. 

◦ Use clear and descriptive link text. 

◦ Incorporate audio descriptions for visual content. 

◦ Ensure your platform is responsive and adaptable to different devices. 

3. Clear and Simple Language: Use clear and simple language in instructional materials to make 
them easily understandable to all learners, regardless of their background or language profi
ciency. 

4. Inclusive and Diverse Content: Incorporate diverse and inclusive examples, images, and cul
tural references to reflect the richness of learners’ experiences and promote a sense of 
belonging. 

5. Collaboration and Feedback: It is essential to obtain feedback from learners on the efficiency 
of instructional materials and actively involve them in the design process. By collaborating 
with learners, a sense of ownership is fostered, and their needs are considered. Additionally, 
user testing is crucial in ensuring your e-learning content is accessible. During the testing 
phase, it is recommended to engage with individuals with disabilities to gather feedback on 
usability and accessibility. This firsthand input can provide valuable insights and lead to 
improvements. 

Examples 
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Activity: Designing for Inclusion 

Purpose: 

To evaluate and redesign an eLearning module so it supports accessibility, inclusivity, and universal par
ticipation ensuring every learner has equitable access to content and engagement opportunities. 

Instructions: 

1. Review the Scenario: 
You are part of an instructional design team revising a company’s onboarding eLearning course. 
The current module contains the following elements: 

◦ Videos with no captions or transcripts 

◦ Images without alt text 

◦ Dense paragraphs of text with technical language 

◦ Color-coded buttons with low contrast 

◦ Navigation that requires a mouse (not keyboard accessible) 

◦ Stock photos that show little diversity 

The company has received feedback from employees with visual and hearing impairments 
stating that the course is difficult to use and unengaging. 

2. Identify Accessibility Barriers: 

◦ List at least three accessibility issues present in the module. 

◦ Explain how each issue might limit a learner’s ability to participate or under
stand the content. 

3. Redesign Recommendations: 
For each issue identified, propose a specific, inclusive solution that applies one or more of the fol
lowing strategies: 

◦ Universal Design for Learning (UDL) principles 

◦ Accessible design practices (e.g., captions, alt text, keyboard navigation) 

◦ Inclusive content design (e.g., representation, language, personalization) 

4. Reflection: 
Write a brief paragraph explaining how your redesign supports equity, motivation, and engage
ment for all learners. 
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Conclusion 

Creating an inclusive learning design environment is not a matter of mere compliance. Instead, it is 
about embracing diversity, promoting equity, and ensuring that every learner can participate and flour
ish. As instructional designers, we hold the power to shape the learning experiences of our students posi
tively. By prioritizing inclusivity in our design process, we contribute to a more equitable, engaging, and 
enriching educational journeys for all learners. 

Reflection 

• How can universal design principles make learning more equitable for all students? 

• What steps could you take to ensure your eLearning content reflects diversity and 
accessibility? 
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Lesson 11: Assessment and Evaluation Strategies 

Introduction 

Assessment and evaluation form the backbone of effective eLearning design. While assessments mea
sure learner performance, evaluation measures course effectiveness, two processes that work hand in 
hand to ensure learning is purposeful, engaging, and aligned with organizational goals. 
In eLearning, assessments should not be viewed as the end of instruction but as an integral part of the 
learning experience. When designed intentionally, assessments reinforce knowledge, provide feedback, 
and guide both learners and instructors toward improvement. This lesson examines how formative and 
summative assessments, combined with systematic evaluation models such as Kirkpatrick and ADDIE, 
support continuous improvement and measurable outcomes. 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Differentiate between assessment and evaluation in the context of eLearning. 

2. Design formative and summative assessments that align with learning objectives. 

3. Apply performance-based assessment strategies to measure skill transfer and application. 

4. Use feedback and data analysis to refine course design. 

5. Apply evaluation frameworks such as Kirkpatrick’s Four Levels and the ADDIE model to 
assess course effectiveness. 

1. Understanding Assessment vs. Evaluation: 

In instructional design, assessment refers to the methods used to measure what learners know or can do, 
while evaluation focuses on determining the value and effectiveness of the instructional program itself. 

• Assessment = Learner Performance. It helps answer: Did the learner achieve the objectives? 

• Evaluation = Program Effectiveness. It helps answer: Did the course achieve its intended 
outcomes? 

Both processes are essential for creating data-informed eLearning. Assessments guide immediate feed
back, while evaluations drive continuous improvement of the course or curriculum. 
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2. Aligning Assessment with Objectives: 

Every assessment should be aligned with learning objectives. If your objective is “Apply conflict reso
lution techniques,” then the assessment must measure application, not recall. Misalignment can lead to 
misleading conclusions about learner success. 

Bloom’s Revised Taxonomy (Anderson & Krathwohl, 2001) provides a guide for this alignment: 

• Remembering/Understanding → Quizzes, recall questions, knowledge checks 

• Applying/Analyzing → Case studies, simulations, decision trees 

• Evaluating/Creating → Projects, scenario-based problem solving, reflection essays 

Assessments that measure deeper cognitive levels enhance learner engagement and transfer of learning 
to real-world tasks. 

3. Types of Assessments in eLearning: 

Formative Assessments 
These occur during the learning process and provide ongoing feedback. Examples include: 

• Knowledge checks after each section 

• Interactive scenarios with branching feedback 

• Reflection prompts or self-assessments 

Formative assessments promote learner self-regulation and help instructors adapt content in real-time. 
Summative Assessments 

These occur after learning completion and evaluate mastery. Examples include: 

• Final quizzes or exams 

• Capstone projects 

• Performance simulations or case-based assessments 

In corporate or applied contexts, summative assessments often measure competence or certifica
tion readiness. 

4. Designing Authentic and Performance-Based Assessments: 

Modern eLearning emphasizes authentic assessments those that mirror real-life applications of knowl
edge. 
Rather than simply testing recall, authentic assessments challenge learners to demonstrate, perform, and 
apply. Examples include: 
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• Writing client communication emails based on given scenarios 

• Analyzing data to make a recommendation 

• Recording a video role-play of conflict resolution 

As Wiggins (1998) argued, authentic assessment should measure the quality of performance and not just 
the quantity of knowledge retained. 

5. Providing Feedback for Learning: 

Feedback is one of the most powerful tools for learning improvement. According to Hattie and Timper
ley (2007), effective feedback answers three key questions: 

• Where am I going? (Goal clarity) 

• How am I doing? (Progress awareness) 

• What’s next? (Actionable steps for improvement) 

In eLearning, feedback can be automated, peer-based, or instructor-driven. It should be specific, timely, 
and growth-oriented—encouraging reflection rather than simple correction. 

6. Evaluation of Learning Program: 

Evaluation determines whether a course has met its goals and achieved measurable impact. The Kirk
patrick Model (1994) remains a cornerstone in L&D evaluation: 
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Figure 1. The Four Levels of Evaluation (Kirkpatrick Model) (ChatGPT, 2025). 

Combining Kirkpatrick’s model with ADDIE’s Evaluation phase ensures that both learner outcomes and 
program success are reviewed systematically. 

7. Using Data to Drive Continuous Improvement: 

Evaluation does not end with a report. It’s a feedback loop. Collect and analyze learner performance 
data, completion rates, feedback comments, and assessment results. Identify trends such as: 

• Where learners struggle or disengage 

• Which assessment items consistently perform poorly 

• Whether assessments predict on-the-job performance 

Data-driven insights allow instructional designers to refine content, improve assessments, and enhance 
engagement creating a culture of evidence-based design. 

Exercises 
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Activity: Designing for Measurement 

Purpose: 
To design a formative and summative assessment plan that aligns with course objectives and measures both 
learning and performance outcomes. 

Scenario: 
You are developing a module titled “Building Inclusive Teams” for new managers. Your objectives are to: 

1. Recognize behaviors that promote inclusion. 

2. Apply inclusive communication strategies in virtual meetings. 

3. Reflect on personal biases in leadership decisions. 

Your Task: 

1. Design one formative assessment (e.g., scenario, quiz, or reflection) for each objective. 

2. Develop one summative assessment that demonstrates overall mastery (e.g., case study, sim
ulation, or portfolio piece). 

3. Include how you will collect feedback and data to evaluate the module’s effectiveness using 
Kirkpatrick’s Levels 1–3. 

4. Share your assessment plan with peers for critique and refinement. 

Conclusion 

Assessment and evaluation serve as the bridge between instructional design intent and demonstrated 
learning outcomes. When designed with alignment, authenticity, and purpose, assessments do more than 
measure performance they guide learning, provide feedback, and validate impact. Effective instructional 
designers use formative assessments to shape learning in real time and summative assessments to con
firm mastery, ensuring both rigor and relevance. Ultimately, assessment and evaluation are not endpoints 
they are continuous feedback loops that inform design, improve engagement, and demonstrate value. By 
applying evidence-based strategies and data-driven reflection, instructional designers move from simply 
delivering instruction to driving measurable change. 
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Reflection 

• How can combining formative assessment data with evaluation models such as Kirk
patrick’s Four Levels and the ADDIE Evaluation phase support continuous improvement 
in eLearning? 

• Think about an eLearning course you have designed, facilitated, or experienced. How 
well were the assessments aligned with the stated learning objectives? 
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Lesson 12: Implementation and Deployment: Delivering and Refining 

the Learning Experience 

Introduction 

After designing and developing a course, the next step is ensuring it reaches learners effectively. Imple
mentation and deployment mark the transition from theory to practice where your eLearning design 
becomes a live, functioning experience. This phase focuses on testing, launching, and maintaining 
course quality through Learning Management System (LMS) integration, user testing, and quality assur
ance (QA). Proper implementation ensures not just delivery, but a smooth, learner-centered rollout that 
supports engagement, accessibility, and performance outcomes. 

Learning Objectives 

By the end of this lesson, you will be able to: 

1. Describe the key components of implementing eLearning within a Learning Management 
System (LMS). 

2. Conduct user testing to identify and address usability or learning issues. 

3. Apply quality assurance (QA) practices to ensure accuracy, functionality, and accessibility. 

4. Establish feedback loops for continuous course improvement. 

1. The Role of Implementation in the ADDIE Process: 

In the ADDIE model, the Implementation phase bridges development and delivery. This stage ensures 
that learners, facilitators, and systems are prepared for an effective launch. Implementation includes 
technical setup, instructor orientation, pilot testing, and deployment logistics. 

Key considerations: 

• Verify all course files, navigation, and media are functioning correctly. 

• Upload SCORM/xAPI packages and test LMS compatibility. 

• Ensure accessibility compliance (e.g., captions, alternative text, keyboard navigation). 

• Communicate rollout dates, login procedures, and technical support resources to learners and 
instructors. 
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Implementation success is defined by learner readiness and system stability both of which require col
laboration between instructional designers, IT teams, and learning administrators. 

2. Learning Management System (LMS) Integration: 

The LMS acts as the central hub for managing, delivering, and tracking eLearning experiences. Design
ers should understand the LMS environment to anticipate constraints and opportunities. 

Core LMS functions include: 

• Uploading and publishing eLearning modules (SCORM/xAPI compliant). 

• Setting course completion rules and prerequisites. 

• Tracking learner progress, quiz scores, and time on task. 

• Generating reports for compliance or performance analytics. 

Implementation best practices: 

• Test course navigation and branching logic in a staging environment before launch. 

• Confirm data tracking (completion, scoring) aligns with learning objectives. 

• Verify mobile responsiveness and browser compatibility. 

• Collaborate with LMS administrators to schedule and monitor deployment. 

3. User Testing: The Learner Experience Checkpoint: 

User testing (also known as pilot testing or beta testing) ensures that the course performs as intended 
before full rollout. It helps uncover usability issues, confusing instructions, or technical errors that could 
affect learner engagement. 

Effective user testing involves: 

• Selecting a diverse sample of learners or facilitators. 

• Providing them with structured feedback forms or usability checklists. 

• Observing navigation patterns and completion behavior. 

• Collecting both quantitative (scores, completion rates) and qualitative (feedback comments) 
data. 

After testing, designers analyze feedback and make necessary revisions ensuring a learner-friendly expe
rience that aligns with design intent. 

4. Quality Assurance (QA): Ensuring Accuracy and Functionality: 

Quality assurance validates that every component of the course meets design, content, and technical 
standards. QA should occur throughout development but is essential prior to launch. 

A comprehensive QA checklist includes: 
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• ✅ Content Accuracy – Verify text, media, and data are correct and current. 

• ✅ Visual Consistency – Confirm layout, fonts, and colors align with design templates. 

• ✅ Functional Integrity – Test all hyperlinks, buttons, and media playback. 

• ✅ Accessibility – Check captions, alt text, and keyboard navigation. 

• ✅ Performance Testing – Confirm smooth load times and compatibility across browsers/
devices. 

Establishing a QA protocol ensures that learners encounter a professional, seamless learning experience 
free from distraction or error. 

5. Continuous Improvement and Feedback Cycles: 

Deployment isn’t the final step. It’s the beginning of a continuous improvement cycle. Evaluation data 
from learners, instructors, and system reports provide valuable insights for refining future iterations. 

Strategies for continuous improvement: 

• Conduct post-course surveys to assess satisfaction and learning transfer. 

• Use LMS analytics to identify bottlenecks or underperforming content. 

• Schedule periodic content reviews for accuracy and relevance. 

• Establish a version control process for content updates. 

By integrating evaluation and feedback loops, designers can ensure that learning solutions evolve along
side organizational and learner needs. 

Exercises 

Activity: Ready for Launch — LMS & QA Simulation 

Purpose: 
To apply implementation and QA principles to a simulated course deployment. 

Instructions: 

1. Scenario: You’re preparing to deploy an eLearning course titled “Ethical Decision-Making 
in the Workplace” through your organization’s LMS. 

2. Step 1 – Setup: Outline the steps you would take to publish the course in the LMS (e.g., 
upload SCORM package, test tracking). 

3. Step 2 – Test: Create a mini user testing plan. Identify at least three things you would ask 
pilot learners to test. 
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4. Step 3 – QA: Develop a brief QA checklist (5–7 items) covering content, navigation, and 
accessibility. 

5. Step 4 – Reflect: Write a short paragraph on how user testing and QA influence learner sat
isfaction and trust in digital training. 

Conclusion 

Successful implementation is where instructional design becomes lived experience. A well-designed 
course is only as effective as its delivery, testing, and maintenance. By integrating thoughtful LMS setup, 
comprehensive user testing, and rigorous quality assurance, instructional designers ensure that learning 
experiences are accessible, engaging, and reliable. Implementation is not a single event but a continuous 
cycle each rollout offers new data and insights to refine future designs. Ultimately, effective deployment 
transforms a static product into a dynamic learning ecosystem one that adapts, improves, and evolves 
alongside both the learner and the organization. 

Reflection 

1. What are the most common challenges encountered during LMS deployment, and 
how can designers anticipate them? 

2. How might QA practices differ between compliance-based and performance-based 
training programs? 

3. In what ways can post-launch analytics shape future instructional design decisions? 
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Lesson 13: AI and Emerging Technologies in eLearning 

Introduction 

Artificial Intelligence (AI) is transforming the way organizations design, deliver, and measure learning. 
In the evolving landscape of eLearning, AI serves as both an innovation catalyst and a strategic partner 
enhancing personalization, optimizing feedback, and enabling data-informed decision-making. By lever
aging AI, instructional designers can move beyond one-size-fits-all solutions to create adaptive learn
ing experiences that meet each learner’s unique needs, pace, and preferences. From intelligent tutoring 
systems and chatbots to automated assessments and predictive analytics, AI offers powerful tools that 
streamline development and elevate learner engagement. This lesson introduces the key applications, 
benefits, and boundaries of AI in eLearning design and explores how to balance automation with human 
creativity and instructional expertise. 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Explain how Artificial Intelligence (AI) enhances eLearning through personalization, 
feedback, and data-driven insights. 

2. Identify key applications of AI in eLearning design and development. 

3. Differentiate between tasks best suited for AI automation and those requiring human 
expertise. 

Artificial Intelligence (AI) Overview 

Artificial Intelligence (AI) has revolutionized eLearning, offering organizations benefits 
to enhance their training programs. With the advancements in AI technology, it is now 
possible to personalize the learning experience for everyone, provide real-time feedback, 
and analyze data to identify knowledge gaps and areas for improvement. AI-powered 
virtual assistants can also provide 24/7 support to learners, answering their queries and 
guiding them through complex concepts. This not only saves time but also increases 
engagement and retention rates. Additionally, the use of AI in eLearning can help organi
zations reduce costs by automating administrative tasks, such as grading and certification, 
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and by providing scalable and flexible learning solutions. As AI technology continues to 
evolve, it offers vast opportunities to improve efficiency, boost productivity, and foster 
innovation in eLearning. 

AI is proving to be an increasingly useful tool in the development of training content. Thanks to its abil
ity to process and analyze vast amounts of data, AI can help create personalized learning experiences 
that adapt to the individual needs of learners. This means that learners can receive training content that 
is tailored to their unique skill level, learning style, and preferences. 

The Rise of Artificial Intelligence in eLearning: 

Artificial intelligence (AI) has shifted from being a futuristic concept to an integral part of eLearning 
ecosystems. AI enables learning platforms to analyze learner behavior, adapt content in real time, and 
provide predictive insights into performance. 
Common AI-driven applications in instructional design include: 

• Adaptive Learning Systems: Platforms like Smart Sparrow or Docebo personalize learning 
paths based on learner progress and performance data. 

• Learning Analytics: AI tools identify patterns in learner engagement and outcomes, enabling 
data-informed decisions about content effectiveness. 

• Chatbots and Virtual Assistants: AI-powered agents provide instant feedback, answer 
learner queries, and guide users through content 24/7. 

• Automated Content Generation: Tools such as AI video creators or text summarizers 
streamline development workflows by generating scripts, quizzes, or case scenarios. 

When used strategically, AI supports instructional designers in scaling personalized learning while free
ing time for higher-order creative and analytical work (Clark & Mayer, 2016; Holmes et al., 2022). 

Another benefit of using AI in training is that it can provide real-time feedback and assessments. 
This means that learners can receive instant feedback on their progress, which can help them identify 
areas where they need to focus more attention. Additionally, AI-powered chatbots and virtual tutors have 
been introduced to provide learners with round-the-clock support and guidance. These tools can answer 
questions, provide explanations, and offer additional resources to help learners succeed. 

Overall, AI is a powerful tool for building effective training content that can help learners achieve 
their goals. By providing personalized learning experiences, real-time feedback, and round-the-clock 
support, AI is helping to make training more accessible and effective than ever before. 

Moreover, AI can analyze the performance data of learners and offer insights into their strengths 
and weaknesses. This information can be used to create more targeted and effective learning programs 
that cater to individual needs. AI technology can also be used to automate administrative tasks, such as 
grading and scheduling, freeing up resources and time for instructors to focus on more critical tasks. 

There are several potential applications of AI in learning design, including: 

• Providing personal tutoring and coaching for specific subjects or curricula 
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• Integrating chatbots to offer personalized assistance and context 

• Generating e-based content in both text and visual formats, which a designer can improve 

• Developing training programs based on prompts 

• Using voice-to-text and text-to-voice tools, as well as text and voice-to-visual tools 

• Deploying web services that offer adaptive and personalized learning assistants. 

As eLearning developers, we will always require human intelligence, whether it is enhanced by technol
ogy or not, to carry out certain essential functions. These functions include: 

• Content Readiness: When working with subject matter experts, it is essential to have a human 
touch that involves empathy, readiness to guide, and compromise. This is critical to ensure 
the quality of the content is top-notch. 

• Performance Mapping: It still requires critical thinking to review roles and link behaviors to 
outcomes, and this cannot be replaced by technology. Jobs and roles are unique and cannot be 
separated from the environments in which they operate. 

• Earning Stakeholder Buy-In: Persuasion is still an art as much as it is a science. You cannot 
create agreement in human interests without, well, humans. Therefore, human intervention is 
necessary to ensure that stakeholders align with the project’s interests. 

Overall, AI is transforming the eLearning landscape, offering a wealth of opportunities for organizations 
to provide better, more efficient, and more engaging training to their employees. 

Emerging Technologies Shaping Learning: 

Beyond AI, several innovations continue to redefine learner engagement and interactivity: 

• Augmented and Virtual Reality (AR/VR): Immersive technologies simulate authentic envi
ronments where learners can safely practice complex tasks (e.g., surgical procedures, machin
ery operations). 

• Gamification and Game-Based Learning: Applying game mechanics increases motivation, 
reinforces learning through challenge and feedback, and fosters mastery. 

• Learning Experience Platforms (LXPs): These next-generation systems (like EdCast or 
Degreed) integrate AI and social learning to deliver learner-driven, curated experiences. 

• Data Dashboards and Predictive Analytics: Visual tools enable instructors and organiza
tions to monitor engagement, predict attrition, and intervene proactively. 

• Wearable and Sensor-Based Learning: Devices capture biometric or behavioral data to mea
sure engagement and cognitive load in real time. 

Each of these technologies expands how we think about “learning environments,” shifting the focus from 
static courses to connected, adaptive ecosystems. 
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Ethical Considerations and Design Implications: 

With innovation comes responsibility. Ethical design ensures that technology enhances, rather than 
replaces, the human aspect of learning. Instructional designers should consider: 

• Data Privacy and Consent: Collecting learner data requires transparent policies and adher
ence to laws like GDPR and FERPA. 

• Algorithmic Bias: AI systems may inadvertently reinforce inequities if data sets lack diver
sity. 

• Accessibility: Emerging technologies must remain inclusive and usable by all learners, includ
ing those with disabilities. 

• Human Oversight: Designers must remain the “ethical gatekeepers,” validating automated 
recommendations and ensuring learner well-being. 

Ethical use of AI requires a human-in-the-loop approach, where designers retain decision-making 
authority over learning strategy and evaluation (Sclater, 2023). 

The Future of the Instructional Designer 

The instructional designer’s role is evolving from content creator to learning architect. As AI handles 
automation and data synthesis, designers focus more on critical thinking, creativity, and emotional intel
ligence in crafting human-centered learning experiences. 
Future skills include: 

• Data literacy for interpreting analytics. 

• Technical agility to evaluate and integrate emerging tools. 

• Ethical fluency for responsible design decisions. 

• Strategic consultation to guide organizations in learning innovation. 

By embracing these shifts, instructional designers can ensure that AI amplifies rather than diminishes 
the human element in education. 

Exercises 

Activity: AI or Human? Decision-Making in eLearning Design 
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Instructions: 
Review the following eLearning development tasks and decide whether AI or a Human Designer would be 
best suited to complete each one — or if a collaborative approach would work best. Provide a short justifica
tion (1–2 sentences) for each choice. 

Task Best Suited For W
hy? 

Generating quiz questions based on lesson content ☐ AI ☐ Human 
☐ Both 

Designing the emotional tone and storytelling elements of a leadership course ☐ AI ☐ Human 
☐ Both 

Providing 24/7 learner support and answering FAQs ☐ AI ☐ Human 
☐ Both 

Reviewing course alignment with organizational learning goals ☐ AI ☐ Human 
☐ Both 

Giving learners personalized study recommendations based on performance data ☐ AI ☐ Human 
☐ Both 

Conclusion 

In summary, Artificial Intelligence (AI) has transformed eLearning, bringing efficiency and innovation. 
AI’s role in content creation, personalized learning, and analytics is crucial. While AI streamlines 
processes, human input remains vital for content quality, performance mapping, and stakeholder engage
ment. The collaboration of AI and human expertise defines the future of eLearning, offering organiza
tions opportunities for superior and engaging training programs. 

Reflection 

• In what ways can AI enhance eLearning without replacing human creativity or empa
thy? 

• What ethical considerations should be taken into account when using AI in course 
design? 

•  Which emerging technology do you think has the most potential to transform educa
tion in the next five years, and why? 
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Lesson 14: Collaboration, Project Management, and Ethics in 

eLearning Design 

Introduction 

In eLearning development, success extends beyond design and technology; it depends on people. Collab
oration, communication, and ethical practice are essential to managing learning projects that are effec
tive, inclusive, and sustainable. Whether working with a team of instructional designers, subject matter 
experts (SMEs), or external vendors, the ability to coordinate tasks, maintain timelines, and uphold pro
fessional integrity defines the quality and credibility of the final product. This lesson focuses on how 
project management practices, collaborative leadership, and ethical standards align to ensure the success 
of eLearning initiatives. 

Designing eLearning is not just about knowing the right tools or writing good objectives; it is about 
how you work with people, manage projects, and make responsible decisions. In this lesson, we will 
explore three areas that shape your success as an instructional designer: working effectively with Subject 
Matter Experts (SMEs), managing projects with tools like Trello, Asana, or Smartsheet, and practicing 
ethics in eLearning design. These ‘soft skills’ are what turn good designers into great professionals. 

Learning Objectives 

By the end of this lesson, learners will be able to: 

1. Demonstrate effective collaboration strategies for working with Subject Matter Experts 
(SMEs) to design focused, learner-centered content. 

2. Apply basic project management practices using tools like Trello, Asana, or Smartsheet 
to plan, track, and communicate project progress. 

3. Evaluate ethical considerations in eLearning design, including data privacy, copyright, 
and representation, to ensure responsible and inclusive content development. 

Section 1: The Role of Collaboration in eLearning Development: 

eLearning projects thrive on collaboration. Instructional designers, developers, SMEs, and stakeholders 
each bring unique expertise that, when aligned, creates learning experiences that are accurate, engaging, 
and relevant. Effective collaboration begins with shared vision a clear understanding of the project’s 
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goals, deliverables, and learner impact. Regular check-ins, open communication, and documentation 
ensure that each team member contributes meaningfully. 

Subject Matter Experts (SMEs) are vital collaborators in eLearning design. They bring deep content 
knowledge, while you bring expertise in learning strategy, design, and engagement. The key to success 
is mutual respect and clear communication. 

Best Practices for SME Collaboration: 

• Establish Clear Roles: Early in the project, define who is responsible for content accuracy, 
design, and review. 

• Co-Create Learning Goals: Work with your SME to ensure objectives reflect both the 
learner’s needs and the organization’s priorities. 

• Prototype Early: Use quick mockups or sample slides to visualize concepts. This reduces 
confusion later. 

• Manage Scope: Use the “must know, should know, could know” framework to prioritize 
content. 

• Feedback Loops: Schedule short, frequent reviews rather than one long final review to pre
vent scope creep. 

Pro Tip: Treat the SME as a partner in learning, not just a content provider. Building trust early makes 
negotiations smoother and keeps projects on track. 

Section 2: Project Management for eLearning Developers: 

Behind every successful eLearning course is a well-managed process. Effective project management 
helps align people, timelines, and expectations. 

The eLearning Project Lifecycle: 

1. Initiation: Define the purpose, scope, and success metrics of the project. 

2. Planning: Create a timeline with milestones, allocate tasks, and identify risks. 

3. Execution: Develop and review storyboards, content, and prototypes. 

4. Quality Assurance: Test the course for functionality, accessibility, and alignment to learning 
objectives. 

5. Launch and Evaluate: Deploy the course and gather feedback for future improvement. 

Using Project Management Tools: 

• Trello: Ideal for small to mid-sized projects; use cards and boards to visualize progress. 

• Asana: Great for managing larger teams and task dependencies. 

• Smartsheet: Best for projects requiring detailed tracking and reporting. 
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Figure 1. Sample Workflow Board (ChatGPT, 2025). 

Human-Centered Project Management: 
Remember, project management is about people, not just tasks. Recognize contributions, address road
blocks early, and celebrate milestones. 

Section 3: Ethics in eLearning Design: 

Ethical eLearning design ensures fairness, inclusivity, and respect for all learners. As designers, you 
shape not only how learners acquire knowledge but also how they perceive the world. 

Key Ethical Considerations: 

1. Data Privacy & Security: 

◦ Only collect data necessary for learning outcomes. 

◦ Follow data protection laws such as Family Educational Rights and Privacy Act 
(FERPA), General Data Protection Regulation (GDPR), and institutional policies. 

◦ Inform learners how their data will be used. 

2. Copyright and Plagiarism: 

◦ Use Creative Commons or royalty-free media. 

◦ Attribute all third-party materials properly. 

◦ Encourage learners to model ethical content creation. 

3. Bias and Representation: 

◦ Audit content for stereotypes, bias, or exclusionary language. 

◦ Use diverse names, voices, and visuals in examples. 

◦ Apply Universal Design for Learning (UDL) to ensure all learners can access and 
relate to content. 
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Pro Tip: Conduct a quick “ethical checklist” before launch Does the course protect learner privacy? 
Represent diverse perspectives? Cite all sources? 

Building Professionalism in eLearning Design 
Beyond technical skills, successful instructional designers cultivate professional habits that 

strengthen their credibility and impact. 

1. Emotional Intelligence: 
Recognize how emotions affect collaboration and learning. Stay calm during challenging 
SME discussions and empathize with learner perspectives. 

2. Reflective Practice: 
After each project, reflect on what went well and what can be improved. Keep a design jour
nal to document lessons learned. 

3. Continuous Learning: 
Stay updated with tools, trends, and technologies. Follow thought leaders like Julie Dirksen, 
Connie Malamed, and Karl Kapp for insights into modern eLearning practices. 

Exercises 

Activity: SME Collaboration Challenge 

Scenario: You’ve been assigned to create a 20-minute compliance module with a Subject Matter Expert 
who insists on including every policy in full detail. 
Task: 

• Draft a short email or meeting plan that outlines how you would: 

1. Establish project expectations 

2. Negotiate “must know” vs. “nice to know” content 

3. Suggest a prototype or storyboard for review 

Conclusion 

Designing effective eLearning requires more than technical expertise. It demands collaboration, orga
nization, and integrity. Working successfully with Subject Matter Experts ensures that content is both 
accurate and learner centered. Applying project management tools and strategies keeps development 
efficient and transparent, while ethical design practices safeguard trust and inclusivity in every learning 
experience. 

As you continue your journey as an instructional designer, remember that your professionalism how 
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you communicate, manage, and make responsible choices defines the quality and credibility of your 
work just as much as your technical skill. Great designers don’t just create courses they build relation
ships, systems, and learning experiences that make a lasting impact. 

Reflection 

• What strategies can help you build strong, collaborative relationships with Subject 
Matter Experts (SMEs)? 

• How do professionalism and ethics influence the credibility of an eLearning devel
oper? 
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Lesson 15: End-of-Course Summary: A Journey Through eLearning 

Design 

End of Course Summary 

Throughout this course, you explored the essential components of eLearning design and development 
from foundational theories to emerging technologies shaping the future of digital learning. 

• Lesson 1 introduced the evolving roles of eLearning developers and instructional designers, 
setting the stage for understanding the skill sets and collaboration needed to create compelling 
learning experiences. 

• Lesson 2 defined what eLearning is and examined its formats, advantages, and instructional 
applications. 

• Lesson 3 explored major instructional design models, providing a framework for structuring 
meaningful and outcomes-driven learning. 

• Lesson 4 focused on strategies to design for learner engagement, including 
motivation, interaction, and feedback. 

• Lesson 5 examined the psychological processes of learning that influence how people absorb, 
retain, and apply information. 

• Lesson 6 highlighted multimedia and design principles for creating visually effective and cog
nitively balanced eLearning. 

• Lesson 7 guided you through the storyboarding process to plan and organize eLearning con
tent effectively. 

• Lesson 8 introduced storytelling and scenario-based learning as powerful strategies for con
textual and emotional engagement. 

• Lesson 9 explored eLearning authoring tools, comparing desktop, cloud-based, PowerPoint-
integrated, and LMS-based solutions. 

• Lesson 10 emphasized accessibility and inclusive design, focusing on Universal Design for 
Learning (UDL) and compliance standards such as ADA and WCAG. 

• Lesson 11 covered assessment and evaluation strategies to measure learning outcomes and 
improve course effectiveness. 

• Lesson 12 examined implementation and deployment, focusing on delivering, refining, and 
maintaining eLearning solutions. 
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• Lesson 13 explored artificial intelligence and emerging technologies that enhance personal
ization, efficiency, and learner engagement. 

• Lesson 14 concluded with collaboration, project management, and ethics in eLearning design 
underscoring professionalism, accountability, and continuous improvement. 

Together, these lessons have equipped you with the knowledge, tools, and strategies to design eLearning 
experiences that are engaging, inclusive, and grounded in sound instructional design principles. As you 
move forward, remember that effective eLearning is not just about technology, it’s about designing pur
poseful, human-centered learning that inspires growth and performance. 

Final Reflection 

As you move forward, remember that great eLearning design is not just about technology, it’s 
about people. Your ability to combine learning theory, design tools, collaboration, and empathy will 
set you apart as an effective, ethical, and innovative eLearning professional. 

Ask yourself: 

• How will I apply what I’ve learned to design learning experiences that truly trans
form the learner’s journey? 

• Which lesson had the most immediate relevance to your professional goals? 

Next Steps 

• Continue building your digital portfolio with projects, storyboards, and sample courses. 

• Stay current with evolving tools and technologies like AI, AR/VR, and adaptive learning sys
tems. 

• Join professional communities (e.g., ATD, or LinkedIn learning design groups) to connect 
with peers and share best practices. 
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Glossary 

Glossary of Key Terms 

A 

Action Mapping – A performance-focused instructional design approach (Cathy Moore) that begins 
with desired job behaviors and maps learning activities directly to real-world actions rather than content 
coverage. 

ADDIE Model – A systematic instructional design framework consisting of five phases: Analysis, 
Design, Development, Implementation, and Evaluation. 

Adult Learning Theory (Andragogy) – A theory developed by Malcolm Knowles emphasizing 
that adult learners are self-directed, goal-oriented, relevancy-driven, and bring prior experience to the 
learning process. 

Advanced Organizer – Introductory material presented before instruction to help learners struc
ture and connect new information to prior knowledge. 

AI (Artificial Intelligence) – Computer systems capable of performing tasks that typically require 
human intelligence, such as personalization, data analysis, and automation in eLearning. 

Alt Text (Alternative Text) – Descriptive text added to images to ensure accessibility for learners 
using screen readers. 

Asana – A project management tool used to organize tasks, set deadlines, and track progress in 
collaborative projects. 

B 

Behaviorism – A psychological theory emphasizing observable behavior as the focus of learning, 
shaped by reinforcement and punishment. 

Blended Learning – An instructional approach that combines face-to-face instruction with online 
or digital learning experiences. 

Bloom’s Revised Taxonomy – A hierarchy of cognitive learning objectives: Remember, Under
stand, Apply, Analyze, Evaluate, and Create. 

Branching Scenario – An interactive learning method where learners make decisions that lead to 
different outcomes, mimicking real-world consequences. 

C 

Captivate (Adobe Captivate) – A desktop-based eLearning authoring tool for creating interactive 
courses and software simulations. 

Clark and Mayer Principles – Evidence-based multimedia learning principles developed by Ruth 
Clark and Richard Mayer to guide effective eLearning design. 
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Cognitive Load Theory – The idea that learners have a limited working memory capacity, which 
must be managed through effective instructional design. 

Cognitivism – A learning theory focused on internal mental processes such as memory, thinking, 
and problem-solving. 

Coherence Principle – A multimedia principle advising the removal of extraneous material that 
may distract learners. 

Constructivism – A learning theory asserting that learners actively construct knowledge through 
experience, reflection, and problem-solving. 

Contiguity Principle – A multimedia principle emphasizing the alignment of related text and visu
als close together in time and space. 

Creative Commons – A licensing framework that allows creators to share their work with varying 
levels of permission for reuse. 

D 

Design Thinking – A human-centered problem-solving approach emphasizing empathy, ideation, and 
iterative prototyping. 

DISC Assessment – A behavioral assessment tool categorizing individuals into Dominance, Influ
ence, Steadiness, and Conscientiousness. 

Diversity and Inclusion – The practice of representing and supporting diverse perspectives, abili
ties, and backgrounds in learning design. 

Dual Coding Theory – A cognitive theory proposing that learning is enhanced when information 
is presented using both verbal and visual channels. 

E 

eLearning Developer – A professional who builds interactive, multimedia-rich online courses using 
authoring tools and learning technologies. 

Embodiment Principle – A multimedia learning principle stating that learners engage more deeply 
when on-screen characters or instructors display natural human gestures, expressions, and movement. 

Ethical Design – The practice of creating learning experiences responsibly, respecting privacy, 
equity, and representation. 

Experiential Learning (Kolb’s Model) – A cyclical learning theory emphasizing experience, 
reflection, conceptualization, and experimentation. 

F 

FERPA (Family Educational Rights and Privacy Act) – A U.S. law protecting the privacy of student 
education records. 

Feedback – Information provided to learners about their performance to guide improvement and 
reinforce learning. 
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G 

Gagné’s Nine Events of Instruction – A framework outlining nine instructional steps to facilitate effec
tive learning. 

Gamification – The use of game elements such as points, badges, and rewards to increase learner 
motivation and engagement. 

GDPR (General Data Protection Regulation) – A European Union law governing data privacy 
and protection. 

Generative Learning Strategies – Active techniques such as summarizing, mapping, drawing, and 
teaching that enhance learning. 

H 

Human-Centered Design – A design philosophy prioritizing learner needs, emotions, and experiences. 

I 

Information Processing Theory – A cognitive theory comparing the mind to a computer, focusing on 
encoding, storage, and retrieval. 

Instructional Designer – A professional who designs and structures learning experiences using 
educational theory and technology. 

Interactive eLearning – A form of eLearning that requires active learner participation through 
simulations, scenarios, quizzes, or decision-making. 

Interactivity – The degree to which learners can participate and make decisions within digital 
learning experiences. 

L 

Learner Control Principle – A multimedia learning principle emphasizing learner autonomy over pac
ing, sequencing, and navigation. 

Learner Engagement – The level of attention, curiosity, and motivation learners exhibit during 
learning. 

Learning Management System (LMS) – A platform used to deliver, track, and manage online 
learning courses. 

Learning Objectives – Clear, measurable statements defining what learners will know or be able 
to do. 

Learning Theories – Research-based explanations of how people acquire, process, and retain 
knowledge. 

Lectora – A desktop and cloud-based authoring tool for creating responsive eLearning content. 

M 

Mapping (Concept Mapping) – A visual representation of relationships between ideas. 
Microlearning – A learning approach delivering content in short, focused, bite-sized segments. 
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Modality Principle – A multimedia principle suggesting learning improves when visuals are paired 
with audio narration. 

Multimedia Principle – The idea that learners learn better from words and pictures combined. 

P 

Passive eLearning – A one-way instructional approach delivering content with minimal learner interac
tion. 

Performance Gap – The difference between current and desired performance that instruction aims 
to address. 

Personalization Principle – The use of conversational tone and learner-centered language to 
increase engagement. 

Pretraining Principle – Providing key concepts or terminology before instruction to improve com
prehension. 

Project Management – The process of planning and managing resources to complete learning pro
jects. 

Prototype – An early model of an eLearning course used to gather feedback. 

R 

Redundancy Principle – Advises against presenting identical information through both audio and text 
simultaneously. 

Rise 360 – A cloud-based authoring tool by Articulate for creating responsive eLearning content. 

S 

SAM (Successive Approximation Model) – An agile instructional design model emphasizing rapid 
prototyping and iteration. 

Scenario-Based Learning (SBL) – A learning approach that immerses learners in realistic situa
tions to apply knowledge. 

Schema – A mental framework that helps learners organize and interpret information. 
SCORM (Sharable Content Object Reference Model) – A set of technical standards ensuring 

eLearning content compatibility with LMS platforms. 
Segmenting Principle – Recommends breaking complex information into smaller, manageable 

segments. 
Signaling Principle – Suggests highlighting essential information to guide learner attention. 
Smartsheet – A project management platform combining spreadsheets with collaborative tools. 
Social Learning Theory – The theory that people learn through observing others and modeling 

behavior. 
Social Presence – The degree to which learners feel socially connected in an online learning envi

ronment. 
Storyboard – A visual and textual plan outlining the sequence, visuals, audio, and interactions of 

an eLearning course. 
Subject Matter Expert (SME) – An individual with in-depth expertise in a specific content area. 
Synchronous eLearning – Online learning that occurs in real time with live interaction. 
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T 

Transfer of Learning – The ability to apply knowledge or skills learned in one context to new situa
tions. 

Trello – A visual project management tool using boards, lists, and cards. 

U 

Universal Design for Learning (UDL) – A framework for designing inclusive learning environments 
with multiple means of engagement, representation, and expression. 

User Experience (UX) – The overall experience a learner has while interacting with an eLearning 
course. 

V 

Virtual Assistant (AI-Based) – An AI-driven tool that supports learners with guidance or feedback. 
Visual Design – The use of layout, color, typography, and imagery to enhance comprehension. 
Voice Principle – A multimedia learning principle stating that learners learn better from a natural 

human voice than a machine-generated one. 
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Appendix A: Tools and Resources 

Appendix A: Tools and Resources 

The following examples are designed to support learners and instructional designers in applying the con
cepts from each lesson. These tools may be adapted to meet specific project or organizational needs. 

1. Storyboard Template 
A sample storyboard structure including sections for: 

• Lesson title and objectives 

• On-screen text and visuals 

• Narration script 

• Interactions or branching logic 

• Knowledge checks and feedback 

2. SME Collaboration Checklist 
Use this checklist to guide meetings with Subject Matter Experts: 

• Have clear learning objectives been shared? 

• Has “need-to-know” vs. “nice-to-know” content been identified? 

• Are content timelines and deliverables documented? 

3. Project Management Tracker 
A visual project timeline created in Trello or Asana can include columns such as: 

• Design → Develop → Review → Launch 

• Include color-coded task cards for milestones and dependencies. 

4. Course Design Planning Worksheet 
A customizable form for mapping goals, learner personas, delivery methods, and assessment strategies. 

A Journey Through eLearning Design   101

101



102   Dr. Tasha Bennett



Appendix B: Extended Learning Resources 

Appendix B: Extended Learning Resources 

Continue exploring eLearning design and development with these recommended readings, communities, 
and tools. 

Books and Articles 

• Clark, R. C., & Mayer, R. E. (2016). e-Learning and the Science of Instruction. Wiley. 

• Allen, M. (2016). Michael Allen’s Guide to e-Learning: Building Interactive, Fun, and Effec
tive Learning Programs for Any Company. Wiley. 

• Moore, C. (2013). Map It: The Hands-On Guide to Strategic Training Design. 

• Merrill, M. D. (2002). First Principles of Instruction. 

Communities and Certifications 

• Association for Talent Development (ATD) 

• eLearning Guild / Learning Guild 

• IDOL Academy (Instructional Design & Online Learning) 

Tools for Designers 

• Articulate 360 (Storyline & Rise): Interactive eLearning development 

• Canva: Graphic and slide design 

• Trello or Asana: Project management 

• Vyond & PowToon: Animated storytelling 

• LMS Platforms: Moodle, Canvas, Blackboard 
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Appendix C: Reflection and Discussion Prompts 

Appendix C: Reflection and Discussion Prompts 

Use these prompts to encourage deeper thinking and application: 

1. Which eLearning design principle has most influenced your perspective as a future instruc
tional designer? 

2. How will you apply storytelling or scenario-based learning to make your training more impact
ful? 

3. In what ways might AI enhance or challenge your role as a designer? 

4. Reflect on a time when collaboration shaped the success of a project. What did you learn from 
it? 

5. How can you ensure your designs remain ethical, inclusive, and learner-centered? 
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Appendix D: Key Models and Frameworks 

Appendix D: Key Models and Frameworks 

ADDIE Model 
Analyze → Design → Develop → Implement → Evaluate. 
A cyclical process that ensures systematic and learner-centered course creation. 

Gagne’s Nine Events of Instruction 
A framework for structuring effective learning experiences that engage attention, provide practice, and 
enhance retention. 

Bloom’s Revised Taxonomy 
A classification of cognitive learning objectives: Remember, Understand, Apply, Analyze, Evaluate, 
Create. 

Merrill’s First Principles of Instruction 
Focuses on real-world problem solving, activation of prior knowledge, demonstration, application, and 
integration. 

Universal Design for Learning (UDL) 
Encourages multiple means of representation, engagement, and expression to ensure accessibility for all 
learners. 

Glossary of Terms 

A quick reference list of key terms used throughout this book: 

• AI (Artificial Intelligence): Technology that simulates human learning and decision-making 
in eLearning environments. 

• Authoring Tool: Software used to create digital learning content (e.g., Articulate Storyline, 
Rise). 

• Cognitive Load: The mental effort required to process information. 

• Contiguity Principle: Aligning text and visuals close together to aid understanding. 

• SME (Subject Matter Expert): A content specialist who contributes domain expertise to 
course design. 

• Storyboard: A visual plan outlining the flow, visuals, and interactivity of an eLearning 
course. 

• UDL (Universal Design for Learning): Framework for designing inclusive learning experi
ences. 
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(For a full glossary, refer to the dedicated Glossary section earlier in this text.) 
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