Co-funded by
the European Union

-LIGHT

=

Erasmus+ KA2 Partnership Programme: D-Light Network Project

Blueprint for Digital
Learning Solutions

An ADDIE based Template for Designing Digital Learning Solutions.




Table of Contents

1. Analysis: Competency Gap, Target Audience and Digital Playboard..........ccccovcuiviiiiiiiiiiiniinienie e 2
1.1. Instructional Goals: Analysis of Competency Gaps as Specified in the Competency Framework......... 2
1.2. Target Audience Characteristics: Analysis of Student Prerequisites.........cceevuevveeeveeereeneeneesiesee e 2
1.3. Digital Playboard: Analysis of Technical Possibilities and Limitations.........cceccveeeveriereneneereeniesesenene 2

2. Design: Creating a Blueprint for a Digital Learning SOIUtION. ......ccccueviririeierierese e 2
2.1. Learning Objectives: Specification of a Competency Focus and Creation of Learning Goals. ............... 2

2.2. Instructional Strategies: Determination of the Required Learning Activities, Educational Contents and

Methods for Reaching the LEarning GOalS. .........ceeeerieieriniinieieiesiese ettt s e e sesnesneens 2
2.3. Digital Delivery Method: Design of Appropriate Medium, Format, Usability, Application, Availability,
and Interface of the Digital Learning Solution According to the SAMR-model. .......ccccevievieeiiiecieecieeneennnnn, 2
2.4. Testing Strategies: Integration of Methods for Evaluation and Feedback into the Digital Learning
1Yo [V n o o PSPPSR 2
2.5. Validation: Feedback from Ongoing Stakeholder (TP 2+3+5) Review of the Proposed Learning
1Yo V] n (o o OO OSSP PP PRUPPPN 2
2.6. Visual Representation: Model of the Digital Learning SOIUTION........ccceviirviiiiieiiesiesiecieceeiee e 2

3. Develop: Creation of a Showcase that Realizes a Part of the Blueprint

3.1. Learning Resources: Creation of Educational Content, Media, Guidance for Activities, and

Instructions for Using the Digital Learning SOIUTION. ........cceviiiriecieriireseeeeeee e 2
3.2. Validation: Ongoing Stakeholder (TP2+3+4) Review of Learning Resources and Activities.................... 2
3.3. Pilot Test: Adjustments are Made to the Showcase based on Small-Scale Tests. ......cccevvverciercieriienniens 2
4. Appendix: Relevant Documents and MOGEIS.......cc.uiiiieiieiiieiieenientente ettt s saeesaees 3
4.1, COMPELENCY FrAMEWOIK ...ovviiiiiieiieiiteieete ettt sttt et et b et be e bt e e et e nnenees 3

4.2. Modified ADDIE Model
4.3 SAMR IMIOAEI ...ttt sttt ettt sttt et b e s et e s et e be s bt sse e st et ebeseeebeeneentenbeseeeneeneentensenes 4
4.4 Digital PlaybOard.......coceveriiriinieriieieriesese sttt sttt st sttt et e b et be e bt entennenees 4



1. Analysis: Competency Gap, Target Audience and Digital
Playboard.

1.1. Instructional Goals: Analysis of Competency Gaps as Specified in the Competency

Framework.
Confer the Competency Framework for this Digital Learning Solution.

1.2. Target Audience Characteristics: Analysis of Student Prerequisites.

Confer the Competency Framework for this Digital Learning Solution.
1.3. Digital Playboard: Analysis of Technical Possibilities and Limitations.

Confer the Common Digital Playboard.
/

2. Design: Creating a Blueprint for a Digital Learning Solu- |

Kommenterede [MH1]: eWhat is the scope of this
digital learning solution in terms of its competency
span? Why?

eWhat, then, is the specific competency focus for this
digital learning solution? Why?

eHow does this competency focus translate into learn-
ing goals that aim for the construction of specific

knowledge and skills?

tion.

’2.1. Learning Objectives: Specification of a Competency Focus and Creation of Learning

Goals.\
]2.2. Instructional Strategies: Determination of the Required Learning Activities, Educational
/
/

Contents and Methods for Reaching the Learning Goals.\
2.3. \Digital Delivery Method: Design of Appropriate Medium, Format, Usability, Application,

Availability, and Interface of the Digital Learning Solution According to the SAMR-model. _

[2‘4‘ Testing Strategies: Integration of Methods for Evaluation and Feedback into the Digital

Learning Solut'ion.\
’2.5. Validation: Feedback from Ongoing Stakeholder (TP 2+3+5) Review of the Proposed

Learning Solut'ion.\
’2.6. Visual Representation: Model of the Digital Learning Solution.\

3. Develop: Creation of a Showcase that Realizes a Part of

the Blueprint. a
\\ \

3.1. Learning Resources: Creation of Educational Content, Media, Guidance for Activities,

and Instructions for Using the Digital Learning Solution.

3.2. Validation: Ongoing Stakeholder (TP2+3+4) Review of Learning Resources and Activities.

3.3. Pilot Test: Adjustments are Made to the Showcase based on Small-Scale Tests.

Kommenterede [MH2]: eWhat types of learning ac-

tivities and experiences can lead to the construction of
both knowledge and skills that are specified by the
learning goals?

eWhat types of educational content (e.g., curricula,
texts, cases, videos, images, etc.) is required to create a
learning experience that can facilitate the construction
of the intended knowledge and skills with the students.

Kommenterede [MH3]: eWhat digital formats/inter-
faces can serve as appropriate and efficient mediums
for facilitating an interactive learning solution that can
accommodate both the learning experiences and educa-
tional content that are required for students to reach
the specified learning goals?
eHow is the application of this digital interface/for-
mat/medium affecting the didactics of the learning situ-
ation? Substitution, Augmentation, Modification or Re-
definition (cf. SAMR)?
eWhat digital formats are useable/available in all part-

ner countries?

Kommenterede [MH4]: eHow can test protocols and
feedback — both formative and summative — be inte-
grated into the digital learning solution?

Kommenterede [MHG6]: Finally, the work above is visual-

Kommenterede [MH5]: eWhat do TP2+3 say about
the didactic and pedagogical aspects of the digital learn-
ing solution?

eWhat do TP5 say about the useability, availability, and
feasibility of developing this digital learning solution?
eWhat technological, didactic, pedological, organiza-
tional or infrastructural considerations might we have

overlooked?

ized by creating a model og flow chart which sketches the
learning process and interaction with the digital learning so-

lution.




4. Appendix: Relevant Documents and Models

]4.1. Competency Framework\

Kommenterede [MH7]: Insert high-resolution image of

4.2.|Modified ADDIE Model

/{ the competency framework here.

Instructional goals (1) respond to competency gaps
caused by lack of knowledge and skills, and (2) state

€

desired outcomes of successful course completion, ',’ a" ’,‘
FasTa
Target audience characteristics (e.g., existing i ,
knowledge and skills, experience level, language ot
proficiency, motivation) inform decisions 0. =

throughout the ADDIE process.

Required resources (content,
technology, facilities, and
human) and potential
delivery methods

are determined.

iidd
-d

Formative evaluation
is conducted prior to
implemention in order
to determine whether
the quality of learning
resources satisfies the
standards established
in the Design phase.

5

the

ADDIE MODEL

is a five-phase approach
to building effective
learning solutions

Summative evaluation is the leyisi 100
conducted after implementation, Pre, ari ning 50""‘:‘ o at®
generally at three levels: anvs g the leamin® °"
Level 1: Perception measures eﬂgagi ng Faniu\)a“
degree of participant satisfaction.
Level 2: Learning measures
acquisition of knowledge and skills.
Level 3: Performance
measures transfer of newly
acquired knowledge and

skills to an actual work

Preparation for an

Participant engagement begins with instructor-led course

environment. notification and enrollment, followed by identifies and schedules
pre-course communication and interaction qualified individuals to act
with the newly developed learning resources. as facilitators and take part in
Reference: a train-the-trainer workshop.

Branch, R, M. (2009). tnstructional design: The ADDIF approach. New York: Springer.
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Kommenterede [MH8]: Edit ADDIE model in accordance
with our final proces.

Learning objectives define specific,
measurable actions that will enable
learners to fulfill instructional goals.

Instructional strategies (1) establish clear links
between course content and learning objectives,
and (2) introduce content and learning activities
in a logical sequence that supports the learners’
construction of knowledge and skills.

Testing strategies provide feedback
on the learners’ progress in meeting
the defined learning objectives.

-
-
-
-
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Learning resources
are generated by
integrating content
and strategies with
supporting media and
developing guidance for
instructors and learners,

Validation of resources in
development is performed

through stakeholder review
and subsequent revision.

A pilot test and the

feedback/observations
collected offer insight
into final adjustments
that should be made
before implementing
the learning solution.

Obsidian £



4.3 SAMR Model

THE
SAR s-
MODEL A

MODIFICATION

Technology allows for significant task redesign

4.4\Digita| Playboard\

Kommenterede [MH9]: Insert a model of our common
digital playboard,
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