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Build-a-palooza 

Workshop 

Analysis 

Instructional design is the application of educational and design theory to the construction of  
lessons and learning objects. Instructional design is useful because learning objects often  
exist outside the traditional classroom where a skillful teacher can navigate obstacles  
and hiccups in real time. The use of an instructional design model is an excellent  
introduction to this trending practice. 

For this workshop we will be using the ADDIE model which is an acronym for Analysis,  
Design, Development, Implementation, and Evaluation.

This is the information gathering and project planning stage for your learning object. Start by answering the 
questions below and then by outlining your project plan. 

Who is your target audience? 

Segment your audience into three more detailed and specific groups, what might be the particular learning 
style or need for each group? 

Group 1 

Group 2 

Group 3
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Analysis cont.  

Do you require subject matter or technical expertise beyond your own? What is your plan to access that 
expertise? 

Your learning object will require learning objectives that facilitate your instruction and lesson. Use the 
guide in Appendix A to help you craft your learning objectives today and in the future. 

Do your learning objectives mesh with the knowledge practices or dispositions in the Framework for 
Information Literacy? If so, which ones? 

For this workshop, one learning objective will likely be enough, add it below: 

Identify the timeline you have for completing each phase of the project: 

• Analysis 

• Design (to be completed before 2:15pm) 

• Development 

• Implementation (Implement by 3:30pm to share with the group)  

• Evaluation 

Draft a project plan (what is your mini-plan for today?): 



�3
Design 

Development 

Implementation 

Now that you are ready to work backward from your learning objective start to design the learning object 
lesson that will deliver your content.  

At this stage try to remain agnostic to the particular technology you will use to build and deliver the object. 
Instead, script out what you want to say and draw out potential scenes, graphics, and the flow of the 
learner through the lesson. Reference Mayer’s multimedia learning principles listed in Appendix B. 

You may find that what you thought would make a great video is better as an infographic chart, a podcast, 
or a research guide.  

Exit this stage by selecting the format of the learning object you want to build. You can use a tool like the 
one developed by UofT Libraries to help you make your choice (https://onesearch.library.utoronto.ca/
online-learning-objects). 

For this workshop we recommend a short (10 to 30 seconds) video, a one page infographic, or a simple 
website. 

After all that planning this is the stage where you get to start building your learning object. Don’t be afraid 
to revisit your learning objectives or design if changes need to be made based on available skills or 
technology. 

For videos try using PowToon, VideoScribe, Animoto, Jing 

For infographics try Canva, PiktoChart 

For website you can use LibGuides if you have an account or any free site like WordPress

Preferably you will pilot your learning object with a test group and then move on to the evaluation phase. 
For this workshop it would be ideal to be able to share the learning object with your fellow builders so try to 
finish up with enough time to share. 
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Evaluation 

Even by the time this workshop ends you will have ideas to improve the version 2.0 of your learning object. 
Build in an evaluation phase for the lesson or learning object so that you are ready to continue the 
iterative process of improvement and updating. 

Consider using the Learning Object Review Instrument - LORI (Nebsit, Belfer, and Leacock, 2007) 

For each of the criteria below, rate the learning object on a scale of one to five, with five as the highest 
score. 

Content Quality 
Accuracy, balanced presentation of ideas, and appropriate level of detail. 

Learning Goal Alignment 
Alignment among learning goals, activities, assessments, and learner characteristics. 

Feedback and Adaptation 
Adaptive feedback driven by learner input, or learner modeling.  

• i.e. Error messages that go beyond signaling a right or wrong response 

Motivation 
Ability to motivate and interest an identified population of learners.  

• Implementation of instructional design strategies to support learners’ intrinsic motivation  
• Multimedia heavy objects initially capture students’ attention, but their novelty can be short lasting 

Presentation Design 
Design of visual and auditory information for enhanced learning and efficient mental processing. 

• Instructional strategies that take into consideration working memory, support Cognitive Load Theory, 
and contribute to learning and development of schema 

Interaction Usability 
Ease of navigation, predictability of the user interface, and quality of the interface help features.  

• Consistency in layout, and navigation 

Accessibility 
Design of controls and presentation formats to accommodate learners with disabilities, and those 
accessing the content from a mobile device.  

• Compliance with AODA (York University has a helpful checklist online) 

Reusability 
Ability to use in varying learning contexts and with learners from differing backgrounds.  

• Can the object be reused across courses and in different contexts? 

Standards Compliance 
Adherence to international standards and specifications. 
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Appendix A 

Writing Learning Objectives 

Learning objectives identify the desired outcomes of learning. Every learning activity and subsequent evaluation 
should be designed and facilitated with a clear understanding of the learning outcomes.  

Learning objectives: 
1. Focus on one or more learning outcomes 

• Identify the appropriate level of learning (using something like Bloom’s Taxonomy) 
2. Are specific, tangible and measurable 

• Describe the outcome with the appropriate verbs (e.g. describe, construct, explain) 
3. Are written from the perspective of the learner 

• What will the learner be able to do that demonstrates his or her learning (e.g. “The learner will…”)  
4. Align with an appropriate learning activity 

Consider Robert Mager’s (1962) guidelines when you write your learning objectives.  
Describe: 

1. The conditions under which activity occurs 
2. The outcome (e.g. what the learner is expected to do) 
3. The standard set (e.g. the level of competence that must be achieved)* 

Use the template below to write a well-structured learning objective: 

EXAMPLE:	  	  

TEMPLATE:	  

Level of Learning Objectives Related Actvities Evaluation

Understanding, Application Condition: Without the aid of 
references

Outcome: the learner will 
identify the steps for writing a 
learning outcome

Standard: covering level of 
learning, objectives, actives 
and evaluation

Observe a presentation

Read a hand out with diagrams

Write a learning objective using 
a template

Question and answer

Feedback from facilitator on 
written learning outcome

Level of Learning Objectives Related Actvities Evaluation

Condition:

Outcome:

Standard: 
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Appendix B 

Mayer’s Multimedia Learning Principles 

Coherence 
People learn more deeply when extraneous material is excluded.  

• Remove padding/junk/seductive details, keep it simple, reduce extraneous content  
• Do not include material that does not support the instructional goal 

Signaling 
People learn more deeply when cues that highlight the organization of the essential material are added. 

• Add headings, highlighted concepts, visual cuing 

Redundancy 
People learn more deeply from animation and narration, than from animation, narration and on-screen text. 

• Adding redundant on-screen text to narrated audio depresses learning (some exceptions) 

Spatial Contiguity 
People learn more deeply when corresponding printed words and graphics are placed near, rather than far from 
each other on the page/screen. 

• Place graphics and relevant descriptions near to each other (integrated presentation) 

Temporal Contiguity 
People learn more deeply when corresponding graphics and narration are presented simultaneously, rather than 
successively. 

Segmenting 
People learn more deeply when a narrated animation is presented in learner-paced segments than as a continuous 
unit. 

• Break information down into manageable chunks (assists with prior knowledge connections, scaffolding, and 
cognitive overload)  

• Give people control (autonomy) over content  
• Self-paced content, as opposed to timed progression 

Pre-training 
People learn more deeply from a narrated animation when they have had training in the names and characteristics 
of the main concepts. 

• Provide a thesaurus of new terms  
• Pre-teach new material before it is introduced in context 

Modality 
People learn more deeply from graphics and narration, than from graphics and on-screen text. 

• Captions/animation lead to split attention; better to narrate animated content 

Personalization 
People learn more deeply when words are in conversational style, rather than a formal style. 

• Refrain from using academic jargon 

Voice 
People learn more deeply when the narration is spoken in a standard-accented human voice, rather than a 
computerized one.


