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Learning Design for Emerging Learning Environments

Learning Design for emerging learning environments takes the design 
of learning to a new level of reflection and implementation to ensure 
learning in these emerging environments is well managed. 

9

For more than ten years now, these new technologies, coupled with 
advanced pedagogies, have been pushing the frontiers of learning. 

Then, what’s the Learning Experience Design (LXD)?

Introduction to Learning Design

What is learning design for emerging learning environments?

Indisputably, when entering any discussion on emerging learning 
environments, technology is often credited as being the driver. 
Various new technologies — such as cloud computing, big data, 
data analytics and artificial intelligence — are among the 
buzzwords in emerging learning environments. 

Collectively, these advancements in technology and pedagogy have 
given rise to new learning environments and experiences, culminating in 
what is being increasingly referred to as “learning experience design.” 



Learning Design for Emerging Learning Environments

Learning experience design is one major concept related to emerging 
learning environments, and it is rooted in multiple design disciplines, 
including interaction design, experience design, graphic design and 
gamification design. 

10

Further, these design 
principles are combined with 
elements of instructional 
design, learning sciences and 
experiential learning. 

How are these design principles combined with others?

This course on learning design 

for emerging learning 

environments offers a holistic 

and inclusive guide for 

educators to choose pertinent 

instructional sequences and 

strategies to meet the needs of 

their learners.

Dive Deeper 
into Learning 
Experience 
Design (LXD)
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In emerging learning environments, the instructional designer will play 
new roles whereby the design of learning is more learner centric, as such:

11

The instructional designer becomes more of a learning designer 
and endeavours to find the optimal methods and means to provide 
the most effective, appealing and cost-effective learning 
experiences.

What role does 
the instructional 
designer play?

Analysis of instructional problems is conducted via the availability 

of big data forms from online/e-learning interactions to provide a 

more personalised and adaptive learning experience.
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As we enter the realms of the digital space, there is a growing need for 
close collaboration between instructors and other stakeholders in the 
learning process, ranging from learning designers to subject matter 
experts, engineers, user experience (UX) designers and graphic artists. 
Together, these contributors can organise, design and develop learning 
programmes that make learning more effective and impactful.

12

At the same time, advancements in this information age are making 
new demands on all stakeholders in the learning process, especially 
leaders in educational institutions. Education leaders need to find 
ways to face these new challenges vis-à-vis the developments and 
changes taking place in unpredictable situations such as the recent 
global Covid-19 pandemic. 

Impact of Advancements on Learning 
Environments

As knowledge and information now reside all around us, distributed 

across a vast network and shared between all people, it is possible for 

learning to take place beyond classroom walls and be more inclusive 

and equitable.

New Challenges

Equity and Inclusion

Therefore, to ensure learning is continuous, educators must now help 

learners acquire new knowledge and apply their skills and abilities to 

improve equity and inclusion in education. Hence, the aim of this 

course is to enable you to create learning experiences suitable for any 

environment to ensure successful and satisfying learning experiences.
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This course will provide you with:

• Theories

• Principles

• Guidelines and

• Experiences

As learning design is rooted in a combination of 
multiple design disciplines, principles, theories, 
models and concepts, this course will enable you 
to gain a rich understanding of the above. The 
principles and concepts of learning experience 
design will be engaged, as these principles go 
beyond simply creating instructional materials.

For creating learning designs that will empower you to achieve desired 
learning outcomes in a human-centred and goal-oriented way. 

Course Overview
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Design appropriate learning experiences.

What's In It For Me?

Learning experience design is used to create a learning environment 
that effectively helps students to achieve their life goals. This course 
will provide you with the skills and competencies to:

Analyse learning and performance problems.

Develop creative and innovative experiential digital learning 
environments for the new era.
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Through this course, you will be able to: 

Appreciate how to design learning for new and emerging learning 
environments.

Develop the skills and gain the knowledge necessary to leverage 
these future trends.

Use your new-found skills to create innovative learning designs 
that cater to the next generation of learners.

Develop learning permutations that will empower learners to 
learn in new, innovative, exciting and experiential ways.

The course is structured in a manner that will take you 
from the basics of instructional design concepts right up 
to the learning trends in the foreseeable future.
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Upon completion of the course, learners should be able to:

• Explain the concepts of instructional design and learning design in
creating learning experiences.

• Apply the principles of learning experience design in creating
impactful learning experiences.

• Evaluate the relationship between technology and learning
experience design.

• Design and develop quality assessments in emerging learning
environments.

• Explain the concepts of social learning and mobile learning to
create effective learning environments.

• Explain the concept of immersive learning for greater
personalisation, immersion and mobility.

• Evaluate the future of learning designs and ways to unbundle and
rebundle learning in emerging learning environments.

Course Learning 
Outcomes
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Each unit in this course is structured to stand as an independent topic 
while also working towards giving you a holistic comprehension of 
learning experience design (LXD). 

17

Within each unit, you will be provided with information using a wide 
variety of media — text, images, videos and others. Successful 
completion of an individual unit will require you to attempt end-of-unit 
assessments. 

These assessments are designed to test your mastery of the content that 

you have learnt. Responses to these formative questions are provided as 

you complete them. 

Structure of 
Each Unit

You will spend roughly three hours to complete the 
course as you work your way through reading the content, 
watching the associated videos and answering the 
assessment questions.
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We sincerely hope you will enjoy working through the units within this 
course, watching the videos, and increasing your understanding of 
emerging learning environments as you progress. We wish you all the 
best for your learning journey!

18

Summary



Instructional and Learning 
Design

UNIT 1

19
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Upon completion of this module, you are expected to be able to:

• Define instructional design and learning design.

• List three differences between instructional design and
learning design.

Learning 
Objectives
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This unit introduces you to 
the fundamentals of 
instructional and learning 
design, covering the 
concepts, processes and 
benefits of designing, 
developing and delivering 
powerful learning 
experiences. 

Introduction

21

Instructional Design vs. Learning Design

While instructional design deals with a systematic instructor-led process 
of creating powerful learning experiences, learning design is entirely 
focused on the in-depth “design” process to ensure a more wholesome 
learning experience for the learner, based on the learner’s capabilities, 
interests, capacity to learn and other learning ecosystem factors. 

Learning design allows the instructor to get into the learner’s shoes to 

create learning experiences focused on the learning achieved by the 

learner as opposed to the instructions given by the instructor.
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Whether the learner is aiming to pick up a new skill or increase their 
knowledge, the content must be delivered in ways that keep the learner 
engaged, while ensuring active transmission of the content from the 
planned designs to the learner. 

Instructional design has played this role exceedingly well over the 
years and will still be the backbone for pedagogy and andragogy for 
many years to come. 

Content Delivery

Instructional Design - Overview

Instructional design has come a 
long way since its inception in the 
army barracks of World War Two. 
Today’s learners demand new 
learning experiences, especially 
those that cater to their innate 
needs. Instructors need to identify 
optimal ways to create and deliver 
content that is impactful and, more 
importantly, beneficial to learners. 

As you may know, andragogy refers to the methods and approaches 
used in education leading towards self-actualisation, gaining experience, 
and solving problems. In contrast, pedagogy is an education method in 
which the learner is dependent on the teacher for guidance, evaluation 
and knowledge acquisition. Hence, instructional design will need to play 
a supporting role, as learning design takes centre stage. Both processes 
are interdependent, thus making the adaptation of learning design 
relatively seamless. 

Pedagogy vs. Andragogy

https://www.freepik.com/free-photo/person-holding-light-bulb-with-graduation-cap_10752872.htm#query=learning&position=3&from_view=search&track=sph
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Instructional design (ID) can be defined as the systematic and 
reflective process by which learning materials are designed, 
developed and delivered to suit different learning needs and 
environments. To develop effective learning experiences, there are 
three major components of the instructional design process:

Definition of Instructional Design and 
ID Models

23

1. Clear and achievable learning outcomes

2. Powerful content and interactive learning activities

3. Compelling and accurate assessment and feedback

Learning 
Outcomes

Assessment 
and Feedback

Triad of 
Learning

Content and 
Activities

Figure 1. Diagram depicting triad of learning, learning 
outcomes, content and activities and assessment 
and feedback.
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To design, develop and deliver powerful learning 
experiences, numerous ID models can be used 
as the foundation, including Analyse, Design, 
Develop, Implement and Evaluate (ADDIE), 
Analyse, State, Select, Utilise, Require and 
Evaluate (ASSURE) and Successive 
Approximation Model (SAM). In the upcoming 
screens, you are going to look at them in detail.

ID Models 

These main pillars of ID are commonly termed the “triad of learning”, 
which reflects their interdependence in creating effective, meaningful 
and impactful learning experiences.
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ADDIE stands for analyse, design, develop, implement and evaluate. 
The ADDIE model was originally invented at Florida State University 
in 1975.

Its purpose was to form an instructional systems development 
programme for military training. Eventually, the model transformed 
and became commonly used as an instructional design model. 

The model consists of a five-stage process that provides guidelines 
to create effective learning materials. 

In short, the ADDIE model is 
meant to be completed in 
sequential order, from analysis 
to evaluation. 

However, ADDIE is designed to 
be a flexible, continuous 
process of improvement and 
iterations, thus creating 
impactful learning experiences.

ADDIE Model
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ASSURE stands for analyse, 
state, select, utilise, require
and evaluate. The ASSURE 
model was developed by 
Robert Heinich and Michael 
Molenda. The peculiar feature 
of this model is that it is 
focused on planning and 
conducting instruction that 
incorporates media (Heinich
et al., 1993). 

ASSURE Model

Its main perspective is to integrate media into instruction via a method 
capable of achieving the desired learning outcomes. 

Each step of ASSURE describes a set of tasks central to the informed 
selection and use of educational technology that focuses on the 
learner and the overall outcome of accomplishing learning goals, which 
can be used to develop lesson plans (Smaldino et al., 2008). 



Learning Design for Emerging Learning Environments

27

SAM is short for Successive Approximation 
Model and is a simplified version of the ADDIE 
Model. 

SAM Model

The basis of this model is that it signals each process and is meant to 
be repeated and revisited in the shortest possible time.

SAM consists of three processes:

1. Preparation

2. Iterative design

3. Iterative development

Watch Video: Instructional Design Models

Video Attribution: Instructional Design Models by the Commonwealth of Learning is available 
under a CC BY-SA licence.

https://www.youtube.com/watch?v=CUIfZEcrodw
https://creativecommons.org/licenses/by-sa/4.0/
https://youtu.be/CUIfZEcrodw
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Benefits of ID

The following are some benefits of using instructional design in teaching 
and learning:

Focuses on 
customised learning

Encourages 
enhanced student 

engagement

Provides 
consistency of 

learning

Allows achievement 
of clear outcomes

Simplifies the 
learning process for 

learners

Provides clear 
expectations

Reduces cost
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Learning Design

Learning design (LD) is an important concept for designing impactful 
learning experiences while adding value to the quality of learning.

The American Association of Colleges and Universities 
(2002) says that to prepare students for new challenges 
in the workplace within a diverse and interconnected 
world, universities should place new emphasis on 
educating students to be “intentional learners” who are 
purposeful and self-directed, empowered through 
intellectual and practical skills, informed by knowledge 
and ways of knowing, and responsible for personal 
actions and civic values.

Education should create learners who want to learn and provide them 
with different ways to learn, so that individuals can continue learning 
for their entire lifetime in the way that suits them the best.
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Learning Design (LD) refers to a variety of ways of designing learning 
experiences, concentrating on the “design” aspects of learning to 
engage and empower learners. Hence, to achieve the intended 
learning outcomes, LD can be seen more through a pedagogical lens.

One very powerful and emerging learning design framework is 
universal design for learning (UDL). There is a full course on UDL at 
Commonwealth of Learning (COL) Commons (see Gray, 2021). We 
encourage you to enrol there and learn more.

30

Definition of 
Learning Design (LD)

To design more powerful learning environments, a deeper focus 
on learners’ backgrounds and cognitive processes is important. 
For this, the “empathy map” can be used to help shift our 
mindset to who our learners are by asking what they know, how 
they think, and how to reach them effectively, so we can picture 
learners’ learning needs.
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Watch Video: Adapting Empathy Maps for user experience Design

The empathy map in the following video link outlines four main aspects 
of learner analysis: what and how a learner says, thinks, does and feels.

Video Attribution: Adapting empathy maps for UX design by Boagworld is available on YouTube 

under a CC BY 3.0 licence.

https://www.youtube.com/watch?v=i9kAoKfR27M
https://creativecommons.org/licenses/by/4.0/legalcode
https://www.youtube.com/watch?v=i9kAoKfR27M
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The concept of Learning Design (LD) guides decisions in the “design” 
phase of the Analyse, Design, Develop, Implement and Evaluate 
(ADDIE), Analyse, State, Select, Utilise, Require and Evaluate (ASSURE) 
and Successive Approximation Model (SAM) models. It focuses on 
what learning resources and activities are needed and how to 
structure each moment of the learner experience for the best results. 
There are three important components of LD:

32

Components of 
Learning Design (LD)

These critical components comprise the content or resources learners 
interact with, the tasks or activities learners are required to perform, and 
the support mechanisms provided to assist learners in engaging with 
the tasks and resources. In a technology-enhanced learning 
environment, the learning design process for adaptive and mastery 
learning becomes central.

1. Tasks that learners are required to do

2. Resources that support learners in conducting the task

3. Support mechanisms that a teacher creates using technological 
innovations
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The following are some benefits of learning design:

Benefits of Learning Design

It focuses on 
the “design” 
process to 
collectively 

generate ideas 
and opinions.

It provides 
optimum 

solutions to 
learning 

challenges.

It facilitates 
instructional 

designers in the 
design process 
to enable better 
and more fruitful 

learning 
experiences.

It increases the 
quality and 

effectiveness 
of the total 

learning 
experience.
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Watch Video: Introduction to Learning Design for New Learning
Technologists

The empathy map in the following video link outlines four main aspects 
of learner analysis: what and how a learner says, thinks, does and feels.

Video Attribution: Introduction to Learning Design for New Learning Technologists by Technology 

Enhanced Learning is available on YouTube under a CC BY 3.0 licence.

https://www.youtube.com/watch?v=Una1Y6DCYzI
https://creativecommons.org/licenses/by/4.0/legalcode
https://www.youtube.com/watch?v=Una1Y6DCYzI
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The major difference between instructional design and learning design 
is that instructional design focuses on the “what and how” of how the 
instructor conveys the instructional sequences while learning design 
focuses on the “what and how” of how the learner learns and acquires 
knowledge and skills.

35

Differentiating 
Instructional Design 
and Learning Design

This distinction reminds us that our focus is on ensuring students learn, 
and not just on delivering the instructional materials.
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Below table illustrates the differences between the two 
concepts:

Components Instructional Design Learning Design

Overall Process The instructor creates 
the designs based on a 
prescribed syllabus 
thought out by 
curriculum designers or 
other stakeholders. 
There is a high focus 
on “completion” of the 
curriculum.

The instructor creates the 
“design of learning” by 
conducting an in-depth learner 
analysis, using an empathy map 
and other instruments. The 
instructor then uses key design 
principles like the universal 
design for learning, John Keller’s 
ARCS Model (Keller, 2010), and 
other constructive principles to 
create the learning designs for an 
adaptive and personalised
learning experience. Keller’s 
motivational model is: 
A = Attention
R = Relevance
C = Confidence 
S = Satisfaction

Role of Instructor 
and Learner

The instructor takes 
centre stage and leads 
the learning process.

The learner takes centre stage 
and progresses in the learning 
journey based on mastery, 
competency, and achievement of 
learning outcomes.

Design of 
Learning: Linear 
vs. Adaptive

Follows a prescribed 
learning process that is 
more linear in design.

Follows an adaptive learning 
experience process using 
analytic, artificial intelligence and 
other technological innovations.

Figure 2. Differences between instructional design and learning design
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In today’s screen-centred world, learning has become a more complex 
interaction between the instructor, the learner and the medium. 
Instructional design (ID) and Learning design (LD) are two different 
concepts, each approaching learning from different vantage points: one 
from the instructor’s vantage point and the other from the learner’s 
point of view. 

These differing approaches 
clearly necessitate differences 
in the design process. 
Instructional design 
complements learning design 
because ID provides a 
systematic process, whereas 
LD concentrates on designing 
powerful and engaging 
learning experiences.
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Watch Video: Differentiating Instructional Design and Learning Design

The empathy map in the following video link outlines four main aspects 
of learner analysis: what and how a learner says, thinks, does and feels.

Video Attribution: Differentiating Instructional Design and Learning Design by the Commonwealth 

of Learning is available under a CC BY-SA Licence.

https://www.youtube.com/watch?v=ajDUcu1LvNE
https://creativecommons.org/licenses/by-sa/4.0/
https://youtu.be/ajDUcu1LvNE
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In this unit, we covered the main concepts of instructional design and 
learning design as well as the differences between them. 

This approach ties in nicely with the idea of learning experience design 
allowing learners to achieve their desired learning outcomes in a 
human-centred and goal-oriented way.

39

Summary
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1. When it comes to the effective design of the learning process, what 
kind of a process is instructional design (ID)?

a) Collective process

b) Methodical process

c) Learning circle process

d) Systematic and reflective process

2. Which statement is TRUE?

a) ID facilitates the acquisition of new knowledge more efficiently 
but is not cost-effective.

b) ID facilitates the acquisition of new knowledge that provides new 
learning experiences more efficiently and cost-effectively.

c) ID facilitates the acquisition of new knowledge more efficiently 
and effectively only in the digital learning environment.

d) ID facilitates the acquisition of new knowledge that provides new 
learning experiences, especially for tertiary education.

Quiz Time

40
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3. Which of the following is not a component of the instructional 
design process?

a) Design thinking

b) Interactive learning activities

c) Clear and measurable learning outcomes

d) High-quality assessment and feedback for learning 

4. The learning triad represents the interdependence of learning 
outcomes, content and assessment to ensure what?

a) Cost-effective and sufficient study materials.

b) Sufficient and appropriate teaching materials.

c) Effective and impactful learning experiences.

d) Efficient teaching and learning materials.

5. What is the main function of an instructional design (ID) model?

a) Provide a framework for impactful learning. 

b) Give input for teaching and learning.

c) Customise learning progression.

d) Design, develop and deliver learning assessments.

6. What does ADDIE stand for?

a) Analyse, design, develop, implement and evaluate.

b) Analyse, distinguish, design, idea and execute.

c) Analyse, design, development, implementation and execution.

d) None of the above.

Quiz Time

41
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7. The concept of Learning design (LD) is deeply focused on what 
aspect?

a) Instructional design

b) Learning experiences

c) Cognitive development

d) Empathy and the design of learning

8. As a process, what is the purpose of learning design (LD)?

a) To focus on the design aspects of learning.

b) To support all the instructional design processes.

c) To support the effectiveness of learning materials.

d) To support learning in higher education institutions.

9. In the context of best curriculum development practices, what is one 
of the most powerful components of learning design?

a) Assessment

b) Expected results

c) Learning outcomes

d) Learning progression

42

Quiz Time
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10. What is the difference between instructional design (ID) and 
learning design (LD)?

a) No difference

b) In ID, the instructor takes centre stage and leads the learning 
process, while in LD, the learner takes centre stage and 
progresses in the learning journey based on mastery, 
competency and achievement of learning outcomes.

c) In ID, the instructor takes centre stage and leads the 
assessment, while in LD, the learner takes centre stage and 
progresses in the learning journey based on mastery, 
competency and achievement of learning outcomes.

d) In LD, the instructor takes centre stage and leads the learning 
process, while in ID, the learner takes centre stage and 
progresses in the learning journey based on mastery, 
competency and achievement of learning outcomes.   

11. What does the empathy map allow the designer to do?

a) Collect useful learner-centric data to design learning. 

b) Encourage more student participation and engagement.

c) Develop and refine a design for feedback and evaluation.

d) Get involved in researching and testing learning in real-world 
situations.

43

Quiz Time
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12. Learning design (LD) is a useful framework for which of the 
following?

a) Leads to collaborative problem solving.

b) Enables the designers to customise programmes.

c) Focuses on problem solving in the digital classroom.

d) Focuses on generating ideas for the development of learning 
objectives.

13. Which of the following instructional design model focuses on rapid 
designing?

a) ASSURE

b) ADDIE

c) SAM

d) Gagne

14. Cognitive development is a key component of universal design for 
learning.

a) True

b) False

15. Simplifying learning for learners is a benefit of instructional design 
and learning design.

a) True

b) False

44

Quiz Time
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Upon completion of this module, you are expected to be able to:

• Explain the concept of learning experience design 

• State the six principles of learning experience design

• Identify the process of creating a learning experience design for 
digital learning environments

Learning 
Objectives
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Learning experience design (LXD) is a new term that has been floating 
around in the spheres of instructional design (ID) and online learning. 
Here’s what you should know:

47

Introduction

• LXD is also often referred to as a blend of learning science and user 
experience design. 

• LX designers incorporate learning science, design thinking, and 
social emotional learning and they use LXD as an approach to 
design learning in a manner that results in the acquisition and 
application of new skills. 

• LXD pioneer Niels Floor stated that LXD is an interdisciplinary field of 
expertise. 

• It incorporates elements from different disciplines such as 
interaction design, neuroscience, cognitive psychology, and teaching, 
and merges them into a completely new design discipline. 

In this unit, we will discuss the concept of LXD, its principles, and the 
process of creating impactful learning experiences for digital learning 
environments.
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Learning Experience Design (LXD)

Learning experience design (LXD) is a process that focuses more on 
interaction by converting activities for learners into experiences that 
empower and enable them to reach their learning outcomes in ways 
that are engaging, interesting and enjoyable.

As shown in Figure 3, LXD is a concept rooted in a sociocultural–
technological–pedagogical perspective (McLellan, 2002). 

LXD is seen as an evolution of instructional design and learning design. 
This concept is more relevant and holistic — beyond learning materials 
and content. This is because LXD focuses on what the learners’ needs 
are, what motivates them, and how to keep them engaged. 

Technological

Pedagogical Socio-cultural

How learners 
interact with 
technology

How learners 
collaborate 
and interact 
with others

How learners 
learn and 
reach their 
goals

Figure 3. This figure is representing learning experience design (McLellan, 2002). LXD includes three 
perspectives: Technological, how learners interact with technology; Sociocultural, how learners 
collaborate and interact with others, and pedagogical, how learners learn and reach their goals.
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Watch Video: Learning Experience Design

Watch this video for a better understanding of learning experience 
design (LXD).

Video Attribution: “Learning Experience Design (LXD)” by Commonwealth of Learning is available 

under a CC BY-SA Licence.

https://youtu.be/ncWjz0z9veM
https://creativecommons.org/licenses/by-sa/4.0/
https://www.col.org/
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The principles of LXD are as follows: 

Empathy is one of the key elements in LXD, and it 
focuses on the learner, leading towards more 
effective learning experiences.

Principles of Learning Experience Design 

Human-
centredness

Holism

Inclusive 
design

Social 
learning

Positive and 
meaningful 
experience

Provides 
metrics

LXD provides holistic experiences with the ability to 
offer varied opportunities for learning, practice, 
discussion, support and self-directed options.

This allows to create a mindset and a practice 
that considers diversity of the human ability, age, 
race, culture, language and gender when making 
design decisions.

Learning through social interactions such as social 
media and interest groups can help transform insecure 
learners into self-directed participatory learners; this, in 
turn, offers opportunities for people to engage socially.

LXD is the touchpoint that shapes positivity in learning 
and meaningful experiences, resulting in more 
impactful learner performance and competencies.

LXD serves as a measure of ongoing development 
that makes it possible for the evaluation process to 
gauge the success of teaching and learning activities, 
thus letting educators continuously support students’ 
learning journeys (McTighe & Wiggins, 2011).
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Watch Video: NStEP - The Student Learning Experience

Watch this video to learn more about the student learning experience 
in the National Student Engagement Programme (NStEP, UK).

Video Attribution: “NStEP - The Student Learning Experience” by the National Student Engagement 

Programme is available on YouTube under a CC BY-SA Licence.

https://www.youtube.com/watch?v=SOM0ku0EU8M
https://creativecommons.org/licenses/by-sa/4.0/
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Learners enjoy learning and can achieve their desired learning 
outcomes based on the design created for them. Here we discuss the 
process of using learning experience design (LXD) principles to create 
learning experiences in digital learning environments.
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Analyse: Incorporate human-centred and inclusive design 
principles to ensure a better analysis process. An 
understanding of learners’ prior knowledge and skills will 
guide any differentiated instruction or assessment that may 
be needed and at the same time will enable the alteration of 
lessons according to their needs. 

Creating Learning Experiences in Digital 
Learning Environments

Design and Develop: Design and develop the specific learning 
outcomes into a sequence and decide on the most appropriate 
experiences to achieve the desired results. Once the designs 
are produced, quickly move on to develop the prototype. In this 
process, incorporate the holism principle to ensure learners 
can connect with instructional learning materials.

Prototype: Reflect and revise on the prototype using various 
methods, such as surveys and one-on-one testing of 
learners. The responses are best for ongoing monitoring 
techniques that can be used to obtain a quick “pulse check” 
of the prototype.

Research and Development: Educators need to continuously 
“uncover” the most enduring ideas and processes in ways that 
engage students in constructing meaning for themselves. 
Constant evaluations, such as one-minute feedback, and 
reflection by both facilitators and learners, will enable 
facilitators to gain a better picture of the LXD experience. 



Learning Design for Emerging Learning Environments

53

Watch Video: Learning Experience Design (LXD) in Digital and 
Non-Digital Learning Environments

It is important to note that the best learning experiences are authentic, 
interesting, meaningful, challenging, collaborative, yet feasible to 
complete. Watch this video for a better understanding of LXD in digital 
learning environments.

Video Attribution: “Learning Experience Design (LXD) in Digital and Non-Digital Learning Environments” 

by Commonwealth of Learning is available under a CC BY-SA Licence.

https://www.youtube.com/watch?v=KolZGvZZGZs&feature=youtu.be
https://creativecommons.org/licenses/by-sa/4.0/
https://www.col.org/
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Watch Video: Designing Learning Experiences

Watch this video on designing learning experiences to learn in depth 
about the process of creating learning experiences. 

Video Attribution: “Designing Learning Experiences” by Teaching and Learning is available on 

YouTube under a CC BY-SA Licence.

https://www.youtube.com/watch?v=Cqs_qQAww-c
https://creativecommons.org/licenses/by-sa/4.0/
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Learning experience design (LXD) is the process of delivering engaging 
and impactful learning experiences. This unit covered the fundamental 
principles of LXD that enable the creation of rich educational 
environments. 

The process of designing and creating experiences, regardless of the 
specific digital learning environment, helps to continuously provide 
learning solutions that transform into practice how people feel about 
what they are learning.
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1. Which of the following best depicts the process of learning 
experience design?

a) Creating learning experiences.

b) Creating learning materials.

c) Creating learning objectives.

d) Creating learning outcomes.

2. Which two following design disciplines are important and applied in 
the creation of learning experiences?

a) Instructional Design (ID) and User Experience (UX)

b) Learning Design (LD) and User Experience Design (UXD)

c) Learning Experience Design (LXD) and Instructional Design (ID)

d) Instructional Design (ID) and Learning Design (LD)

Quiz Time
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3. How does the caption “Beyond learning materials and content” 
describe LXD?

a) A comprehensive approach to learning design.

b) A holistic approach.

c) The evolution of ID.

d) The most appropriate method in learning design.

4. Which of the following shows that learning experience design (LXD) 
serves as a metric?

a) It provides a framework 

b) It is a reference 

c) It enables the process of evaluation to measure the 
effectiveness of training

d) It serves as a checklist

5. According to Niels Floor, learning experience design (LXD) is an 
interdisciplinary field of expertise that incorporates elements of 
different disciplines, including

a) Interaction design

b) Neuroscience

c) Gamification

d) New ID models

a. a and b

b. b and c

c. b and d

d. c and d

Quiz Time
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6. Which statement best describes learning experience design (LXD)?

a) A new evolution of learning in creating learners’ experiences

b) A concept that focuses on the learning journey

c) A discipline that is similar to instructional design

d) A new knowledge

7. One of the processes listed below is not part of the process of 
creating learning experiences in digital learning environment. 

a) Research and development

b) Analysis 

c) Prototyping 

d) Restart

8. “These holistic experiences provide varied opportunities for learning, 
practice, discussion, support, and self-directed options.” This 
statement refers to which of the following?

a) Inclusive design

b) Social learning

c) Holism

d) Human-centeredness
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9. Which of the following highlights inclusive design?

a) The creation of a mindset and a practice that considers 
diversity of human ability, language and gender when making 
design decisions.

b) The creation of a mindset and a practice that considers 
diversity of human ability, age, race, culture, language and 
gender when making design decisions.

c) The creation of a mindset and a practice that considers 
diversity of race, culture, language and gender when making 
design decisions. 

d) The creation of a mindset and a practice that considers 
diversity of race, culture, religion and gender when making 
design decisions.    

10. “Learning experience design (LXD) is a process that enables the 
creation, promotion, and encouragement of communities of 
practice, learning through social media, and interest groups, which 
can then help in transforming insecure learners into self-directed 
participatory learners.” This refers to which of the LXD principles?

a) Social and immersive learning

b) Social learning

c) Social media

d) Immersive learning
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11. Choose the correct LXD process of creating learning experiences 
in digital learning environments.

a) Observation

b) Design and develop

c) Prototyping

d) Analysis

a. a, c and d

b. b and d

c. c and a

d. b and a

12. “Uncover” the most enduring ideas and processes in ways that 
engage learners. In this statement, the word “uncover” refers which 
of the following processes.

a) Design and development

b) Testing

c) Questioning

d) Research and development

13. In the development and design process, state why it’s important to 
sequence the learning outcomes. 

a) To decide the most appropriate experiences to achieve the 
desired results

b) To decide the best experiences for the best results

c) To match the experience with the learning outcomes

d) To ensure a smooth process of creating experiences
60
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14. McLellan (2002) created a foundation of learning experience 
design that comprises of three important components. They are:

a) Social engagement

b) Socio-cultural 

c) Technological

d) Pedagogical

a. a and b

b. b and c

c. a, b and c

d. b, c and d

15. Along with user experience design, learning experience design is 
often referred to as a blend of which one of the following.

a) Learning science 

b) Cognitive science

c) Psychology

d) User interface
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Upon completion of this module, you are expected to be able to:

• Explain four factors for integrating technology effectively into 
learning experience design.

• Explain the relationship between education technology and agile 
learning development.

• Discuss four agile approaches to enhance learning experiences.

Learning 
Objectives
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In the 21st century, new technologies have catalysed the evolution of 
tools for learning. Most education systems worldwide have 
implemented remote learning, digital learning, and online learning during 
the Covid-19 pandemic. 

64

Introduction

• Synchronous and asynchronous communication with 
whole classes, groups, and individual learners;

• Access to learning materials; and 

• Interactive and collaborative activities. Schools, 
governments and corporations looked to emerging 
technologies to assist in designing and enhancing 
learning experiences, in addition to improving outcomes. 

The introduction of technology in education has allowed 
learners to continue learning during the lockdown and enabled 
educators to continuously teach learners at a distance using 
tools that facilitate:
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In this unit, you will learn how education technology (EdTech) 
supports educators to better develop, design and deliver 
digitally oriented learning experiences to meet the needs of 
learners at all levels.
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Integrating 
Technology into 
Learning 
Experience Design 

Network technologies support nearly all human activities, and it is nearly 
impossible to conceive of most instructional situations being entirely 
devoid of technology. 

The use of educational technology helps learners gain new 
understandings, broaden their perspectives, apply knowledge, and 
become experts in the content area they study. 

Learning experience design (LXD), aided by technology, has become 
powerful in the enhancement of creativity, knowledge and skills required 
for learning.
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In this section, we will look at some methods and factors to consider 
when integrating technology to create impactful and valuable learning 
experiences.

Analyse how instructions are represented and 
controlled through available technology tools. 
This will allow you, as an educator, to design more 
effective and purposeful teaching solutions and 
promote powerful learning experiences. 

Considering 
the content, 
purposes and 
instructional 
strategies
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Technologies 
as mindtools

Learners as 
active agents

Aligning 
technology 
with pedagogy 

Jonassen (1996) popularised the concept of 
mindtools, which support learners as they interpret 
and organise their knowledge, engage in critical 
thinking, and actively participate in knowledge 
construction. 

Learners are active agents who bring their own 
knowledge, past experiences, and ideas into the 
learning process, which affects how they learn new 
information. 

Instructional methods with intentional use of 
technology are essential. In aligning technology with 
pedagogy, Bishop et al. (2020) have highlighted the 
importance of first focusing on the student learning 
and then attending to the underlying pedagogy. 
There are two main layers in this process, and each 
layer represents a set of core attributes or teaching 
intentions, which turn around the learning event and 
include core components, core methods and core 
strategies (Allen, 2012). 
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When designers establish pedagogical intent related to a specific 
learning event, this makes it easier to recognise the technological 
affordances that are needed to match them with the available 
technological tools. 

The alignment is achieved iteratively by using the technological tools 
that are available and accessible to meet the intent of the underlying 
pedagogical requirements.

Pedagogical Intent

Physicle Layer

Pedagogical 
Layer

Learning 

Events: Goals, 

Assessments, 

Activities

Core Components: 

Content, Response, 

Learners, Educators

Core Methods 

Examples: Inquiry 

learning, Collaboration, 

Dialogic instruction

Core Strategies 

Examples: Modeling, 

Scaffolding, Reflection

Figure 4. In the middle are Learning Events, which includes goals, assessments, and activities. 
Attached to this are: A) Core Methods like inquiry learning, collaboration, and dialogic instruction; 
B) Core Components, which includes content, response, learners, and educators; and C) Core 
Strategies, like modelling, scaffolding, and reflection.
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Watch Video: Pedagogical Intent-Core Attributes to Learning
Experience Design

Watch this video about instructional design models.

Video Attribution: Pedagogical intent — core attribute in Learning Experience Design (LXD) by 
the Commonwealth of Learning is available under a CC BY-SA Licence.

https://www.youtube.com/watch?v=BoVeoGY9Hns
https://creativecommons.org/licenses/by-sa/4.0/
https://youtu.be/BoVeoGY9Hns
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Education technology (EdTech) refers to technology-enabled tools 

dedicated to improving the learning experience for learners. It offers 

both in-class and remote learning tools and ensures all the learning 

materials and resources are accessible. 

Relationship between Education Technology 
and Agile Learning 

EdTech is a technology that provides better visibility, 
accessibility and interaction with learners at all 
levels (Dorst & Cross, 2001). 

On the other hand, agile learning is an iterative 
approach that focuses on speed, flexibility and 
collaboration. Both components are ideal for the 
design of effective teaching and influential learning 
with technology, and they can further improve and 
facilitate learning experience design (LXD).

Difference 
between 
EdTech and 
agile learning

How EdTech 
and agile 
learning 
come 
together?

To achieve agility and the ability to continuously 
adapt and make improvements, EdTech uses agile 
principles to transform learning into bite-sized, 
accessible knowledge to design meaningful learning 
journeys. The process of developing learning 
experiences in today’s digital age can greatly benefit 
from the agile methodology.
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Designing learning experiences by utilising education technology 
(EdTech) tools is critical, hence it is important to have an agile mindset 
to adjust to different learning environments, respond to learners’ 
feedback, and deliver learning outcomes effectively. 

In the upcoming screens, let us discuss some agile approaches to 
ensure that learning is more inclusive, faster to create, attractive, easy-
to-use, flexible, collaborative and visible.
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Agile Learning Approaches
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Universal Design for Learning (UDL) is an approach to teaching and 
learning that gives all students an equal opportunity to succeed. Put 
simply, the goal of UDL is to use a variety of teaching methods to 
remove any barriers to learning. It is about building flexibility and 
inclusivity that can be adapted to learners at all levels, based on their 
strengths and needs. 

Universal 
Design for 
Learning 

For learning more about Universal Design for Learning, 
you may refer to a specific course on UDL on the 
Commonwealth of Learning (COL) Commons platform. 
There is a PDF for the course. Select the Universal 
Design for Learning Course (PDF) icon to open it in the 
new window.

Course Attribution: Universal Design for Learning by the Commonwealth of Learning is available 

under a CC BY-SA Licence.

https://oasis.col.org/colserver/api/core/bitstreams/3de35508-cd1c-4827-bd41-abf3948af486/content
https://creativecommons.org/licenses/by-sa/4.0/
https://oasis.col.org/colserver/api/core/bitstreams/3de35508-cd1c-4827-bd41-abf3948af486/content:~:text=Universal%20Design%20for%20Learning%20(UDL)%20is%20a%20set%20of%20principles,students%20equal%20opportunities%20to%20learn.
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Rapid Application Development (RAD) is a seamless, fast, and 

adaptive approach due to its flexible structure, which includes 

specific requirements that facilitate learning experience design to 

achieve desired learning outcomes. It is built for designing learning 

in digital and non-digital environments to improve and accelerate the 

learning process for a better learning experience. For instance, 

learners can obtain learning materials and communicate with each 

other and their educators when they need information by utilising

EdTech tools; in this case, a learning management system (LMS) 

platform with a RAD approach will improve the quality, efficiency, 

effectiveness and access to learning. 

Rapid Application Development

From the very beginning, RAD sets itself 
apart from traditional instructional design 
models. RAD asks for a broad range of 
information to be added to the LMS 
platform, including learners’ background, 
profile, prior knowledge and abilities, the 
accessibility and availability of learning 
content, the nature of interactive activities, 
and the types of assessments. The broad 
nature of the information gathered helps 
educators indicate specific requirements 
at different points in the development of 
the learning cycle.

Analyse learners’ 
requirements and 
preferences
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Feedback 
evaluation

Implementation 
and monitoring

In this stage, feedback on the prototype is 
shared. In this evaluation stage, it is 
important that feedback is not be limited to 
the technical functionality of the prototype. 
Feedback must also focus on the visuals 
used, as well as the interface that the 
learner will interact with. Positive feedback 
in all these areas will ensure that learning 
materials are available and usable at the 
precise time that the learner needs them.

Once actions are taken based on learners’ 
feedback, designers then finalise the 
features, functions and interface of the 
learning management system. Monitoring is 
paramount to ensure the stability, usability 
and sustainability of the learning system. 

Prototype

This is where the actual development takes 
place. Instead of following a strict set of 
requirements, learning experience 
designers create prototypes with different 
features and functions as fast as they can. 
These prototypes are then tested based on 
learners’ learning preferences to ensure the 
intended learning outcomes are achieved.
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It may seem like Rapid Application Development (RAD) is a great idea 

for all projects, but that would be a stretch. Here are a few advantages 

and disadvantages to using rapid application development.

Advantages and Disadvantages of the Rapid 
Application Development Model

Advantages of the RAD model

Disadvantages of the RAD model

Here are some advantages of the RAD model:

• Learners’ requirements can be modified at any time.

• Encourages and prioritises learners’ feedback.

• Reviews and integration is quick.

• Time between prototypes and iterations is short.

Here are some disadvantages of the RAD model:

• Needs a strong team for ideation and collaboration.

• Needs highly skilled learning experience designers to design the 
learning. 

• Learners’ needs and requirements differ throughout the life cycle of 
the system’s implementation.

• Limited to a modularised system only. 
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Rapid Content 
Development

Rapid Content Development (RCD) features preparation stage, 
iterative design, template-based reusable components, and education 
technology (EdTech) tools for rapid and effective execution. It is also 
known as rapid e-learning, a method that provides learning 
experience designers and subject matter experts (SMEs) who take a 
“just-in-time” approach to designing learning content. 

In this method, designers and SMEs can create more engaging 
content that is easy to adopt, which can attract full participation from 
the learners.
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Scrum

Scrum is another agile learning approach, emphasising continuous 
improvement, self-organisation and experience-based learning. It 
allows learners to have a structured model to carry them through a 
learning development life cycle, leading to meaningful learning 
experiences. 

Scrum and agile approaches must run simultaneously, as scrum is a 
framework for getting work done, whereas agility is a mindset. For 
example, educators need to “be agile,” as it takes dedication from a 
whole team of educators to change the way they think about delivering 
knowledge to their learners. 

77

On that note, educators can use a framework like scrum to start 
thinking about how to practice building agile principles into 
everyday communication with learners via interactive activities, 
assessments and learning content.

The scrum framework is heuristic, as it is based on continuous 

adjustment to fluctuating learning preferences in digital and non-digital 

learning environments. 
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Watch Video: Agile Approaches – RAD and RCD

Video Attribution: Agile Approaches: RAD and RCD by the Commonwealth of Learning is available 
under a CC BY-SA licence.

Therefore, scrum is a model 
that helps educators naturally 
adapt to changing conditions 
and learners’ requirements 
and preferences, with 
re-prioritisation built into the 
process so learners can 
constantly learn and improve.

Watch this video for a better understanding of rapid application 

development (RAD) and rapid content development (RCD).

https://www.youtube.com/watch?v=WRPVs7LnaYE
https://youtu.be/WRPVs7LnaYE
https://creativecommons.org/licenses/by-sa/4.0/
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In this unit, we covered how technology provides effective ways to 
design learning experiences that achieve the desired learning 
outcomes. Learning experience design (LXD) is aided by technology 
and becomes powerful in the enhancement of creativity, knowledge and 
skills for learning. 

Furthermore, the relationship between education technology (EdTech) 
and the agile learning concept allows us to build impactful learning 
experiences for learners. This includes a variety of approaches to speed 
up knowledge acquisition development, including training content. More 
importantly, this unit provided generative methods and approaches for 
designing learning experiences with technologies.
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Summary
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1. Which of the following is applicable to the principle of technology in 
learning experience design (LXD)?

a) Learn about, design for and evaluate learners.

b) Learn about, create for and evaluate learners.

c) Learn about, design for and identify learners.

d) None of the above.

2. How can technology help to facilitate valuable experiences in 
learning?

a) By considering learning materials.

b) By aligning technology with pedagogy.

c) By aligning pedagogy with andragogy.

d) By treating learners as principals.

Quiz Time
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3. Which of the following aptly represents the phrase "Learners as 
active agents"?

a) Active agents who bring their own knowledge into the learning 
process, which impacts how they learn new information.

b) Active agents who bring their ideas into the learning process, 
which impacts how they learn new information.

c) Active agents who bring their own knowledge, past 
experiences, and ideas into the learning process, which 
impacts how they learn new information.

d) Active agents who bring their own knowledge, past 
experiences, and ideas into the learning process, which 
impacts how they apply new information.

4. Which of the following refers to supporting learners in knowledge 
constructions?

a) Technology acts as a mind map

b) Technology acts as mindware

c) Technology acts as mindtools

d) Technology acts as the main tool

5. Which of the following are two different layers of the core attributes 
within pedagogical intent?

a) Physical and pedagogical layers.

b) Outcomes and pedagogical layers.

c) Internal and physical layers.

d) Agile and ADDIE layers.

Quiz Time
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6. Which of the following must be considered by educators when 
integrating technology to create an impactful learning experience?

a) The results of diagnostic assessments

b) The outcomes, content and instructional strategies

c) The access to all EdTech tools

d) The know-how of to use EdTech tools

7. Why is agile known as an adaptive approach? 

a) It is the most expensive and structured development process.

b) It is the most effective and structured development process.

c) It is the most efficient and structured development process.

d) It is the most structured development and delivery process.

8. Which of the following is an approach that gives learners equal 
opportunity to succeed? 

a) Universal design for learning (UDL) 

b) Rapid application development (RAD)

c) Rapid content development (RCD) 

d) Scrum

9. Which of the following represents the nature of rapid application 
development (RAD)? 

a) Easy 

b) Fast

c) Efficient

d) Flexible
82
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10. Which of the following is an alternative description of rapid content 
development (RCD)?

a) Just-in-time approach 

b) Just-in-place approach 

c) Just-good-enough approach

d) None of the above   

11. “It is important to view setbacks as learning opportunities, embrace 
iteration, collaboration, and change, and focus on delivering value.” 
Which of the following mindsets fits the statement?

a) A learning design mindset.

b) An instructional design mindset. 

c) An agile mindset.

d) An agile delivery mindset.

12. Identify the first step in the rapid application development (RAD) 
approach.

a) Prototype.

b) Analyse learners’ requirements and preferences.

c) Implementation and monitoring.

d) Feedback evaluation.
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13. Which of the following is the outcome of the combination of 
Edtech and agile learning development?

a) Learning experiences.

b) Learning outcomes.

c) Learning content.

d) Assessments.

14. What is the purpose of monitoring in the rapid application 
development (RAD) approach?

a) Ensure the stability, usability and sustainability of the learning 
management system. 

b) Ensure the stability and sustainability of the learning 
management system.

c) Ensure the usability and sustainability of the learning 
management system.

d) Ensure the stability and usability of the learning management 
system.

15. Which of the following is a disadvantage of the rapid application 
development (RAD) approach?

a) It needs highly skilled learning designers. 

b) Its review and quick iteration process.

c) Its adaptability. 

d) The integration period is slow.   
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Upon completion of this module, you are expected to be able to:

• Explain the role of assessments in personalised and adaptive 
learning

• Differentiate the roles of diagnostic, formative and summative 
assessments in emerging learning environments

• Explain the eight principles of building quality assessments in 
emerging learning environments

• Discuss three good assessment practices

Learning 
Objectives
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Assessments play a vital role in evaluating, monitoring, improving and 
shaping learning experiences in emerging learning environments. 
Emerging learning environments have a high virtual learning component, 
which can take the form of asynchronous, blended or hybrid learning 
environments. As such,
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Introduction

• In the process of orchestrating a learner’s learning path, the 
integration of educational technologies will enable designers to 
design adaptive learning experiences, leading to a more 
personalised learning environment for learners. 

• In the development phase of the ADDIE model (A = analysis, D = 
design, D = development), learning designers focus on building 
assessments by applying concepts such as authenticity, trust and 
creativity in concrete practical applications to enable the 
achievement of stated learning outcomes.

This unit introduces a comprehensive understanding of the 
assessments in emerging learning environments, to enable 
learners to gauge their learning, receive feedback on their learned 
capabilities and progress at a rate suitable to their needs. This 
will eventually also indicate the quality and effectiveness of the 
learning design. 
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Personalised and Adaptive Learning

Let's now learn about these two types of learning.
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Personalised

Adaptive

Personalised learning was built upon the theories of 
constructionism, self-directed learning and situated 
learning (Kearsley & Lynch, 1992; Scherba de 
Valenzuela, 2002). Personalised learning refers to 
instruction in which a learner’s learning path is 
optimised using innovative instructional approaches 
to meet their needs. Learning outcomes and a 
variety of learning resources that are meaningful and 
relevant — especially those that are designed using 
universal design learning principles and with a high 
level of interactive and immersive learning activities 
— are made available to learners.

On the other hand, adaptive learning is a process of 
learning and assessment that adapts content 
curated by the teacher as well as content available in 
cloud-based environments, to suit a learner’s 
learning needs. It allows every learner to learn 
differently, suited to their prior knowledge, 
experiences and competencies. Technology is highly 
integrated into adaptive learning processes, 
especially artificial intelligence and neural 
technologies, to ensure a more intuitive learning 
experience.
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Thus, we may say that personalised learning in today’s differentiated 
learning environments essentially amounts to the “differentiation” of 
content and assessments (adaptive learning) for learners of different 
skill and conceptual levels or efforts to help learners move at their 
own pace.
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The ultimate achievement by the learner is based on their personal 

goals, which will be in tune with both the formal and informal curricula. 

Integrating educational technologies with multiple design disciplines 

fosters the development of appropriate assessments, aimed at better 

understanding the strengths and weaknesses of the learner’s learning 

progress. 

Hence, educators can further personalise and modify 
assessments to ensure each learning outcome is achieved.
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Watch Video: Personalised Learning

Click on the following links to gain a better understanding of personalised
learning:

Video Attribution: “How Do You Define Personalised Learning?” by Educause under a CC BY 3.0 licence.

https://www.youtube.com/watch?v=CJqZrV-Xsgg
https://creativecommons.org/licenses/by/3.0/legalcode
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Watch Video: Adaptive Learning

Click on the following links to gain a better understanding of adaptive 
learning:

Video Attribution: “Adaptive Learning: McGraw Hill’s Philosophy” by e-Literate under a CC BY 3.0 licence.

https://creativecommons.org/licenses/by/3.0/legalcode
https://www.youtube.com/watch?v=N6aYR0uCe9o
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In recent years, especially during the Covid-19 pandemic, there has been 
a renewed interest in technology-mediated assessments. 
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The Role of 
Assessments in 
Personalised and 
Adaptive Learning

• Personalised learning requires educators to have as much knowledge 
as possible of their learners’ abilities and capabilities with respect to 
the content provided, while 

• Adaptive algorithms help educators to evaluate learners’ experiences, 
including knowledge level, skills, abilities and behaviour. 

For this to happen requires a high level of learning analytics based on 
the assessments given. 

Hence, to better gauge learners’ achievements, educators 
will need to carefully design assessment instruments at the 
beginning, during and at the end of the learning process to 
ensure learners are able to achieve their desired learning 
outcomes and address their needs (Hartel, 2007).
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Assessment is an ongoing process aimed at understanding and 
improving student learning. Let’s now learn about the thoughts of the 
Commonwealth of Learning (COL) TechTrends article and a faculty 
development document from Northern Illinois University (2005) about 
assessment.
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COL 
TechTrends
article

Document from 
Northern 
Illinois 
University

According to a COL TechTrends article, although 
assessments have consistently aimed at evaluating 
students’ understanding of content, the traditional 
approach to assessments does not provide a 
continuous spectrum of a learner’s achievements, 
even when continuous assessment approaches are 
used. Accordingly, there is a strong push for the use 
of technology-mediated assessments to allow for 
timelier and more engaging academic assessments. 

According to a faculty development document from 
Northern Illinois University (2005), assessments are 
instruments designed to gather information for 
evaluating and judging learners’ overall performance. 
The data enable educators to better understand the 
strengths and weaknesses of learners’ learning 
progress. In addition, assessments reflect learners’ 
achievement, motivation and behaviour, whereby 
subsequent assessments can be designed to 
provide a comprehensive, valid and reliable overview 
of the learner’s abilities.

https://www.col.org/news/techtrends-ai-based-assessments/
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Thus, plans for assessments should 
be made during the design and 
development phase of the ADDIE 
model, when educators can begin 
planning for instruction and learning 
design for assessments to fully 
integrate a better learning experience 
for the learners. Having carefully 
planned assessment procedures 
improve learning effectiveness by 
providing more objective information 
on which to base judgements about 
learners’ performance.

Watch Video: Benefits of Conducting Assessments for Emerging
Learning Environments

Video Attribution: “Benefits of Conducting Assessments for Emerging Learning Environments” by the
Commonwealth of Learning is available under a CC BY-SA license.

This video will help you to better understand the benefit of assessments.

https://youtu.be/l45cVA2ZJ5c
https://www.col.org/
https://creativecommons.org/licenses/by-sa/4.0/
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The following section describes three types of assessments that 
educators can use to gather information for evaluating and providing 
feedback to learners on their performance (Averilla, n.d.). These will 
provide an idea of how to integrate assessments into emerging 
learning environments.
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Diagnostic: Diagnostic assessment is designed 
and arranged as a pre-assessment technique, 
providing educators with information about a 
learner’s prior knowledge, readiness to learn and 
any misconceptions related to the content 
before beginning a learning activity. In an 
emerging technology-oriented learning 
environment, a diagnostic assessment is 
designed to assist educators with preparing all 
learning resources (especially using universal 
design for learning processes) so that they can 
address the requirements of a more 
personalised and adaptive learning design. 

Types of Assessments and Their Relationship 
to Emerging Learning Environments

Formative: Formative assessment is designed and 
arranged during the course, with ongoing features 
used to monitor students’ progress during instruction 
and measure the extent to which a learner has 
mastered the learning outcomes of a limited segment 
of content that has been provided.
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Summative: Summative assessment is designed to 
determine the learner’s growth by gathering 
information about the degree to which they have 
achieved the intended course learning outcomes. 
Summative assessment results are used to award 
grades and make instructional decisions and are 
usually arranged at the end of a course or module for 
overall evaluation. Educators must now determine 
which students have mastered learning tasks to such 
an extent that they should move on to the next course, 
and what class should be assigned to each learner.

Formative assessment is important to assess the 
effectiveness and impact of learning. Its purpose is 
to identify the learner’s learning successes and 
failures so that modification, personalisation and 
adaptive learning processes can be made by 
providing feedback to students concerning their 
strengths and weaknesses. It also provides 
constructive feedback to improve learning. A 
personalised learning mechanism allows for 
individual errors to be addressed personally and not 
in a generic manner.
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A learning management system (LMS), such as Moodle, provides a 
space for educators to insert all instructional learning materials, 
including formative and summative assessments for each module. 

A specific area on formative assessment is created in each section 
to assist educators in creating assessments like quizzes, discussion 
forums, SCORM package activities and others to assess learners’ 
performance. 

Figure 5. Formative and summative assessment section’s introduction to finance and financial 
statement analysis built in Moodle
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Diagnostic 
(Beginning)

98

Pre-assessment 
to gather data 

on each learner's 
prior knowledge, 

abilities and 
skills

Take a look at the types of assessments and their relationship to digital 
learning environments.

Types of Assessments and 
Relationship to Digital Learning 

Environments

Formative 
(During)

Summative 
(At the end)

Differentiate 
learners Learning 

preferences 
Human-centred

Personalised
learning

Are the 
students 

achieving the 
learning 

outcomes?

Reinforce 
learning

Act as a 
benchmark to 
proceed with 

the further 
learning plan

Have the 
students 

achieved the 
intended 
learning 

outcomes?

Assign 
grades and 

certify 
mastery



Learning Design for Emerging Learning Environments

99

Watch Video: Formative and Summative Assessments Methods 
in Emerging Learning Environments 

Watch this video to better understand the several ways to conduct 
formative and summative assessments in an emerging learning 
environment.

Video Attribution: “Formative and Summative Assessments Methods in Emerging Learning 

Environments ” by the Commonwealth of Learning is available under a CC BY-SA license.

https://youtu.be/rYfXvubFtSg
https://creativecommons.org/licenses/by-sa/4.0/
https://www.col.org/
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Principles of 
Building Quality 
Assessments

During the design phase of the instructional and learning process, 
writing clear and achievable learning outcomes provides a base for 
developing assessment instruments (Panke, 2017). 

Again, personalised learning approaches and adaptive learning 
techniques are the key elements to integrate when building 
standardised metrics for learners’ performance and designing quality 
assessments for a more individualised and satisfying learning journey. 

Below are eight principles of building quality assessments that will assist 
educators in evaluating a learner’s learning progress in an emerging 
learning environment, based on personalised and adaptive principles.
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Authentic: 

All types of assessments should be authentic, meaning personalised
according to group, age, skills, abilities and learners’ level of knowledge. 
In addition, assessment questions should not be duplicated and used for 
multiple rotations; authentic questions are tailored according to the 
needs of learners in one cohort. Authentic assessments require learners 
to demonstrate how to apply their knowledge in different situations 
rather than only demonstrate knowledge about a topic. Authentic 
assessments allow individual students to be assessed based on their 
unique, individual and personal environments. Building authentic and 
“real-world” assessments into the learning design ensures that the total 
learning experience is personalised.
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Reflect real-world events: 

Educators must design assessment questions that are relevant and 

reflect real-world events to emphasise the coverage and applications 

of what has been taught and how the learners should apply the 

knowledge to represent their understanding. This is in line with the aim 

of personalising and adapting the learning to each individual so that 

assessment questions are relevant to individual world scenarios.

Human-centredness: 

Assessments should, in turn, enable learners to apply theory and 

experience practically. For instance, some courses may require learners 

to apply the procedures of a lab experiment, clinical experience, 

presentation or audition. The human-centredness principle indicates an 

emphasis on practicality that drives learners to perform. 

Forward-looking: 

All types of assessments should enable educators to evaluate learners’ 

performance and assign grades to each learner at the beginning, during 

and at the end of the course. Based on these evaluations at different 

stages, educators can modify learning designs where necessary to 

ensure learning is achieved.

Align with the learning outcomes: 

Revisiting the learning outcomes and making sure the assessments 
align with them is vital for maintaining the quality of assessment. 
Assessment questions should address what the learners should 
know according to each outcome intended to be achieved. 
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Utilise both low and high levels of cognition: 

Assessments should be designed to address both low and high 
levels of cognition. Educators must provide a blueprint that indicates 
the level of difficulty for each question and ensure it complies with 
the suggested weightage for the relevant level of certification or 
proficiency. This principle enables equal distribution of questions 
that are appropriate to the learning outcomes to be achieved. 
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Reliable and fair: 

Provide rubrics or marking guides for how learners are assessed. These 

then assist educators to evaluate and rate learners’ performance, 

provide precise and accurate judgement, increase scoring consistency 

and inform learners about the criteria for success.

Closing the loop: 

Teach learners to use assessment results to modify and further 

personalise their learning practices and behaviour. Educators should 

also use assessment results to personalise their teaching practices and 

adjust their instructions towards adaptive learning for impactful learning 

experiences.
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In general, assessment is a tool to determine learners’ level of 
knowledge, to assess what learners can do and how well and most 
importantly, to find out how learners feel about their learning 
process, which drives learner motivation and effort to move forward 
in their learning journey. Below are three suggestions for good 
assessment practices.
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Provide assessment criteria: Good assessment 
instruments can measure any level of proficiency 
while ensuring the assessment criteria match the 
intended learning outcomes. For example, when 
developing assessment criteria, educators will be 
looking at learners’ performance to develop the 
best instrument for measuring abilities, skills and 
knowledge.

Good Assessment Practices in Emerging 
Learning Environments

Rubrics: Provide rubrics up front to make clear to 
the learners how they will be assessed. A rubric 
also helps individual learners determine what level 
of effort they require.

Reliable and valid: Consistency of measurement is 
vital in providing constructive feedback for learners’ 
improvement and assigning grades. Reliability is 
usually measured by comparing scores on multiple 
assessments of the same content. Educators should 
revisit whether the assessment measures align with 
the learning outcomes to ensure the validity of the 
assessments given to the learners. 
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In today’s learner-centred instructional environment, educators must 
provide reliable evidence of learning, so assessment is linked with 
instructional goals and measures progress and quality (Mueller, 
2010). Another benefit of assessment is that it provides a way for 
learners to reflect on their own performance and take responsibility 
for their learning. 
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Having an assessment instrument that is congruent with clear learning 
outcomes will allow learning to be measured. Learning experience 
designers must consider as much as possible the learners, learning 
environments, quality of assessments, significance of the instruction 
and the impact of the instruction. 

Using appropriate assessment instruments is likely to be the only way 
for a learning designer to personalise learning and ensure adaptive 
algorithms are used in measuring the success of instruction. This will 
help to provide a clear, objective measure of learners’ individual 
performance and ensure a better learning experience for them.
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Summary
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1. Assessment plays a vital role in evaluating, monitoring, improving and 
shaping learning experiences in both virtual and non-virtual learning 
environments.

a) True

b) False

2. In which phase of the ADDIE model should the learning designer focus 
on assessments?

a) Development

b) Analysis

c) Evaluation

d) Implementation

Quiz Time
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3. In personalised and adaptive learning, when should educators 
design assessment instruments to ensure learners are able to 
achieve the desired learning outcomes?

a) Beginning, during and at the end

b) Beginning and at the end

c) During and at the end

d) At the end

4. Which of the following is the role of assessment?

a) Improve educators’ performance

b) Improve institutions’ performance

c) Improve learners’ performance

d) Improve designers’ performance

5. Assessment reflects learners’ achievement, motivation and 
behaviour.

a) True

b) False

6. Personalised learning and adaptive learning require educators to 
have prior knowledge of individual learners, while adaptive 
algorithms are for educators to evaluate learners’ experiences.

a) True

b) False

107

Quiz Time
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7. How many types of assessments are there whereby educators can 
gather information for evaluating and providing feedback to learners 
on their performance?

a) One

b) Two

c) Three

d) Four 

8. Diagnostic assessment is designed and arranged at the end to 
provide educators with information about learners’ knowledge and 
to address readiness concerns and misconceptions about learning 
activities.

a) True

b) False

9. Which of the following features suits formative assessments?

a) Ongoing

b) Intermittent

c) Immediate

d) Outdated

10. Which of the following is the purpose of formative assessment?

a) Monitor learners’ learning progress.

b) Assign grades to each learner.

c) Gain prior knowledge of individual learners.

d) Recommend which career path the learners can choose from.
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11. Which type of assessment should educators design and develop to 
determine the students who have mastered the learning tasks to 
such a degree that they should proceed to the next course?

a) Diagnostic assessment

b) Formative assessment

c) Summative assessment

d) Individual assignment

12. Summative assessment results are used to award grades and make 
instructional decisions about the next steps in a student’s learning 
path. 

a) True

b) False   

13. In determining the validity and reliability of an assessment question, 
which of the following is a key principle?

a) Alignment with the learning outcomes.

b) The sequence of assessment questions.

c) The standardisation of all types of assessments.

d) The type of assessments used to assess learners.
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14. Which learning experience design principles should educators 
integrate to build quality assessments?

a) Authenticity

b) Relevance

c) Reliable

d) Human-centredness

15. Providing rubrics to learners on how they will be assessed is a good 
practice when designing assessments. 

a) True

b) False   
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Learning 
Objectives

Upon completion of this module, you are expected to be able to:

• Explain the concepts of mobile learning and social learning

• Design learning experiences for mobile and social learning

• Explain the advantages of mobile and social learning in digital 
learning environments

112
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Mobile technologies are now part of our daily routine. Mobile and social 
learning is an outcome of powerful mobile technologies and social 
media interactions that can enhance learning experience design in 
digital environments. 

This unit emphasises the importance of mobile and social learning to 
maximise the benefits of these diverse channels for engagement and 
interaction. 

In addition, you will gain insights into the principles and processes used 
for creating mobile and social learning in digital learning environments 
and the benefits of doing so to enhance the learning experience 
effectively and collaboratively.
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There are many definitions of mobile learning, but they all centre around 
flexible learning to improve access to learning materials and resources.
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Definition 1: Ally (2009) views mobile learning as an 
approach to learning that includes interactive learning 
strategies which encourage learner-centred education 
so that learners can be in control of their learning. 

Definition 2: A recent description of mobile learning 
offered by the International Organisation for 
Standardization (ISO Committee, 2020) states that 
mobile technology has become an increasingly 
powerful tool in the learning sector. This description 
emphasises that learners are mobile and will benefit 
from context-based learning, self-regulated learning 
and self-reflection. 

Mobile Learning 

Mobile learning also encompasses learning across multiple contexts 
through social and content interactions using personal electronic 
devices which include:

• Handheld computers

• Smartphones 

• Tablets 

It is also about the creation 
of bite-sized content, 
known as micro-content. 
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This makes it an ideal choice as a learning enabler. Within the 
context of learning experience design, mobile tools enable 
educators to create learning resources that can engage users 
wherever they are. Dillard (2012) states that mobile learning 
contains three unique aspects when compared to other learning 
environments: 
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New-generation digital learners are connected to their devices like no 
other generation before. They use them for communication, for 
entertainment, for their social life and for information. In fact, a mobile 
device is the number one go-to for digital learners in almost any given 
situation or scenario. 

Further, it focuses on learners’ ability to interact and learn 
through social engagement via these portable technologies 
which allow learners to actively engage in digital learning 
environments.

• Mobility of the learner

• Mobility of the learning 

• Mobility of the context
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Watch Video: The Future of Mobile Learning

As such, learning design should consider (a) the real needs of instructors 
and learners, (b) the social aspects of mobile technologies, (c) the living 
experiences of mobile learners and (d) the mobile technology used 
(Stanton & Ophoff, 2013). Watch this video for a better understanding of 
mobile learning. 

Video Attribution: “The Future of Mobile Learning” by John Traxler for Stifterverband is available 
on YouTube under a CC BY-SA license.

https://www.youtube.com/watch?v=K3VBnn61Gdk
https://creativecommons.org/licenses/by-sa/4.0/
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Social Learning

Social learning, as understood today, is a by-product of Social 
Constructivist theory which posits that individuals learn better when the 
learning is done together while interacting with others.

Social learning capitalises on the features of social 
networking features using a technological tool 
(especially mobile gadgets), helping to create a 
positive and supportive learning environment filled 
with active participation, peer learning, sharing best 
practices, and encouraging motivation.

Social learning has become a natural part of learning 
due to the proliferation of highly networked mobile 
technologies that enable engagement between 
peers and subject matter experts.

Mobile apps and connected technologies such as 
WhatsApp, Instagram, Facebook, Twitter and WeChat 
operate at different bandwidths, which an organisation
or learning provider should be aware of in order to 
meet learners’ needs for active communication and 
interaction in active digital learning environments 
where they can connect with peers and educators at 
any time, regardless of their location.
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Thus, conducting a needs analysis of the available apps and identifying 
the appropriate use of these technologies is vital in making sure learners 
are engaged in the social learning process. 

Watch Video: Mobile and Social Learning

Video Attribution: “Mobile and Social Learning” by Commonwealth of Learning is available under a 
CC BY-SA license.

As stated by Williams and Jacobs 
(2004), social interaction acts as 
a vehicle for understanding as 
well as an intrinsic motivation for 
learners’ participation. Both 
mobile and social learning have 
fluidity in their presentation of 
ideas, emphasising a community 
focus on flexible learning based 
on shared language, values, 
interests and motivation.

https://youtu.be/Z_9vYgqH0uI
https://www.col.org/
https://creativecommons.org/licenses/by-sa/4.0/
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Designing Powerful Learning Experiences 
for Mobile and Social Learning

There are five design principles that can be used to design powerful 
learning experiences for mobile and social learning in a digital learning 
environment. 

Let’s now learn about these principles in detail on the upcoming 

screens.

Equitable and flexible

Simple and intuitive information

Interactive content and activities

Instructional climate

Community of learners and support 

https://commons.wikimedia.org/wiki/File:Social_Model_of_Disability_1.png
https://commons.wikimedia.org/wiki/User:MissLunaRose12
https://creativecommons.org/licenses/by-sa/4.0/deed.en
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The course content should always be accessible to learners. It should 
also be flexible enough to meet many types of learning preferences and 
learner abilities. Last-mile connectivity issues should also be addressed, 
so that learning can happen anytime and anywhere, at the learner’s 
convenience. 

Principle 1 - Equitable and Flexible

For example, to compensate 
for short-term memory 
limitations in a group of 
learners, build short, modular 
lessons and activities in which 
the content is organised as 
chunks of information. Micro 
mobile and social learning 
content can easily be 
integrated into the busy 
schedules of lifelong learners.

• This involves access to content and assignments through a varied 
range of mobile devices. 

• To develop accessible mobile learning, content delivery should be in 
the simplest format and should use cloud-computing technology for 
file storage and sharing. 

• It is recommended that content be packaged in bite-sized segments 
and the materials be divided into manageable learning chunks.
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For instance, learning experience designers and educators can take into 
consideration the screen size of the device, rollovers, minimal size of the 
buttons and content length. A good UI equates to a delightful learning 
experience that further enhances personalised and adaptive learning 
techniques.

The course design should be simple and intuitive, avoiding unnecessarily 
complex elements and ensuring that learners receive the necessary 
information, regardless of their sensory abilities. Course design should be 
provided in a smart and efficient user interface (UI) that can help 
overcome digital fluency issues experienced by some learners. 

Principle 2 - Simple and Intuitive Information

Integrate interactive and multimedia features to achieve a rich mobile 
learning experience and take advantage of formats such as video and 
audio. Try using more visual content than textual, considering the small 
screen size of mobile devices.

Principle 3 - Interactive Content and Activities



Learning Design for Emerging Learning Environments

122

It is advisable to design 
interactive content and activities 
that are contextual, relevant and 
valuable to the learner, and to 
leverage the advantages of 
mobile and social learning, which 
are extremely context sensitive 
and can respond to and gather 
real or simulated data unique to 
the learner’s current location, 
time and environment.

Focus on optimising the learning experience through frequent 
interactions between facilitators and learners. Facilitators can interact 
frequently with learners by sending regular reminders about quizzes 
and assignments, encouraging learner-generated content in various 
forms like SMS, MMS, videos, images or audio files, and supporting 
learning through sharing and collaboration.

Principle 4 - Instructional Climate
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Instant messaging groups can be formed based on the community’s 
level of Internet access. Groups can also be based on the preferences 
of the community members.

Facilitate community support for learning through the formation of 
groups and the provision of help via appropriate tools. This can be 
done by encouraging multiple methods of communication, like SMS, 
email, instant messaging, and voice communication, whereby learners 
can scaffold one another while working collaboratively. 

Principle 5 - Community Support for Learners

In conclusion, incorporating the principles of learning experience 
design for learners in mobile and social learning spheres provides 
these learners with innovative social engagement techniques, 
giving them access to the latest learning resources and moving 
them outside of a traditional curriculum plan (Jacobs & Polson, 
2006).
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Watch Video: Eight Strategies to Enhance User Experience for Mobile
and Social Learning

Watch this video to learn more about how to design powerful learning 
experiences for mobile and social learning.

Video Attribution: “Eight Strategies to Enhance User Experience for Mobile and Social Learning” 
by Commonwealth of Learning is available under a CC BY-SA license.

https://youtu.be/1EaCh-oMB_8
https://creativecommons.org/licenses/by-sa/4.0/
https://www.col.org/
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Advantages of Mobile Learning and Social 
Learning

The value of mobile and social learning is that it brings innovative 
technology into the classroom. Such devices are lighter than books and 
personal computers. The following are some advantages of mobile and 
social learning:

They diversify 
learning activities in 
a blended learning 

approach.

They support the 
learning process.

They can be used as 
a hook to re-engage 

learners’ participation 
throughout courses 
and enable the co-

creation of content.

Mobile devices are 
less expensive than 

PCs and laptops.

They are capable of 
multimedia content 

delivery and creation 
options.

They provide 
interesting and 

enjoyable learning 
experiences.

They are readily 
available for 

asynchronous and 
synchronous learning 

experiences.

They permit flexible 
and shorter learning 

periods.
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Watch Video: Mobile Learning for Education

Watch this video for an overview of mobile learning. Note that the video 
presents the key advantages of mobile learning.

Video Attribution: “Mobile Learning for Education” by Commonwealth of Learning is available under 
a CC BY-SA license.

https://www.youtube.com/watch?v=bwHBREWqwdQ
https://creativecommons.org/licenses/by-sa/4.0/
https://www.col.org/
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The Covid-19 pandemic has forced a profound shift in our collective 
thinking about mobile learning. Overnight, every instructional 
organisation, including higher education institutions, had to embrace 
and use it for their classes. 

Mobile and social learning demonstrate that learning experience design 
needs to be given priority to ensure learners are active agents in both 
virtual and non-virtual learning environments. Learning designers 
therefore need to consider a broad approach to design interfaces that 
afford multiple experiences, including the development of new 
applications for evolving contexts, to make learning more interesting, 
enjoyable and impactful. 
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1. Mobile learning allows learning across multiple contexts through 
social and content interactions using personal electronic devices.

a) True

b) False

2. Professor Ally (2009) views mobile learning as an approach to 
learning that includes interactive learning strategies.

a) True

b) False

3. In mobile learning, which of the following best describes the use of 
mobile tools?

a) Create learning aids and learning materials.

b) Instructional design.

c) Learning design.

d) Visual aids and schematics.

Quiz Time
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4. Learning providers should meet learners’ needs for active 
communication and interaction in active digital learning 
environments, where they can connect with peers and educators at 
any time, regardless of their location.

a) True

b) False

5. Which of the following according to Williams and Jacobs (2004) is 
reflection of social learning?

a) Vehicle of understanding

b) Medium of communication

c) Medium of integration

d) Platform for assessing learners

6. Social learning has fluidity in the presentation of ideas, emphasises
a community focus on flexible learning using shared language, 
values, interests and motivation to contribute to flexible learning.

a) True

b) False
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7. The term “instructional climate” refers to which of the following?

a) Focusing on optimising the learning experience through 
frequent interactions between facilitators and learners.

b) Focusing on optimising the learning experience through 
frequent interactions amongst learners.

c) Focusing on optimising the learning experience through 
gamification platforms accessible for learners.

d) Focusing on optimising the learning design through an intuitive 
and simple user interface.

8. Which of the following is critical to designing user experience in 
mobile and social learning?

a) Learners’ prior knowledge

b) Learners’ experience

c) The user interface

d) Learning design 

9. Which of the following can be attributed as the first principle of 
designing powerful experiences for mobile and social learning?

a) Equity and flexibility

b) Simple and intuitive information

c) Interactive content and activities

d) Instructional climate 
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Quiz Time

10. Select the correct principles for designing learning experiences for 
mobile and social learning in digital learning environments.

I. Instructional climate

II. Provide just-in-time (JIT) resources

III. Interactive content and activities

IV. Simple and intuitive information

V. Equitable and flexible

a. I, II, III and IV

b. I, III and IV

c. I, III, IV and V

d. All the above

11. Which methodology should learning experience designers apply in 
the process of providing just-in-time (JIT) resources in mobile and 
social learning?

a) Agile methodology

b) Design thinking methodology

c) Instructional design models

d) Learning design methodology
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12. Which of the following is a benefit of mobile learning?

a) Diversifies learning activities

b) Limits the number of participants

c) Learners are unable to download large files

d) Suitable for higher education institutions only

13. Mobile and social learning allow learning designers to design 
learners’ experience in both synchronous and asynchronous modes.

a) True

b) False 

14. Which of the following is true for both mobile and social learning in 
enhancing learners’ learning experience?

a) To encourage engagement and participation in active social 
spheres.

b) To encourage task completion.

c) To motivate learners to continue learning.

d) To motivate learners to complete tasks assigned to them.
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Learning 
Objectives

Upon completion of this module, you are expected to be able to:

• Explain the concept of immersive learning

• Describe the five different types of immersive learning environments

• Evaluate the concept of immersive virtual learning environment

• Explain the relationship between ubiquitous and immersive learning
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The global pandemic has radically changed the structures and procedures 
for teaching and learning.

As educators struggle to reform teaching and learning, 
immersive learning has become more popular and is 
seen as a dynamic strategy that can revolutionise the 
world of education.

Immersive learning has the power to enhance learning 
experiences through greater involvement, participation 
and engagement by learners. 

Besides the ability to increase retention by providing 
practical experiences for learners, immersive learning 
has many remarkable benefits that can transform the 
world of classroom teaching.

Introduction

In this unit, you will learn about the different types of immersive 
learning technologies — augmented reality, virtual reality, mixed 
reality, and 360-degree video — and their ability to simulate 
realistic scenarios and environments, which in turn allow learners 
to practice skills and interact through immersive learning 
environments via virtual labs.
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Immersive Learning
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Immersive learning is the process of using virtual and augmented 
realities to improve learning experiences by enabling students to 
actively participate in the learning process.

Educators are constantly 
faced with the challenge of 
keeping learners engaged 
throughout the learning 
process, especially in online 
learning environments. 

Learners are easily 
distracted in online learning 
environments due to the 
hypermedia nature of the 
content presentation, which 
can sometimes lead to a 
cognitive overload.

Immersive learning focuses on how the learner can be completely 
involved in and use elements of the simulated learning environment. It 
places the learner in a realistic environment where they are actively taking 
charge of their learning, and the decisions made therein. Overseeing the 
situation will lead learners to actively use their learning to solve problems.

This motivates learners by allowing educators to create safe spaces 
where learners have the freedom to make mistakes without fear of 
ridicule or judgement. These spaces also allow learners to engage in 
critical, honest, civil, challenging and healthy discussions.
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Artificial and simulated environments are created by software engineers 
with the assistance of subject matter experts and learning experience 
designers, with the intention of bringing abstract learning scenarios to 
life and allowing learners to achieve their desired learning outcomes not 
only with real experiences but also in a safe environment.

Besides improving 
engagement levels, 
immersive learning 
also increases learners’ 
motivation, as they get 
to experience “real” 
engagements in the 
virtual world. 
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Immersive 
Learning 
Techniques
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Some immersive learning techniques that can be created for a highly 
interactive environment include virtual reality, augmented reality, mixed 
reality, and 360-degree videos. 

Virtual reality remains the most popular and well-known technique, while 
augmented and mixed realities are becoming increasingly popular. 
Together, these are referred to as extended realities. 

The least known of the immersive learning techniques listed above is 
the 360-degree video/film technique. This uses a video recording of a 
360-degree environment which learners then engage with by wearing a 
headset, experiencing the panoramic views afforded by the recording. 
These techniques have the power to enrich learning engagement and 
increase learners’ retention of knowledge and skills. 
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There are five types of immersive learning technologies that can improve 
learner engagement: augmented reality, virtual reality, mixed reality, 360-
degree video, and virtual labs. 

The design concepts and principles centred around Learning Experience 
Design (LXD) that have been covered in the first three units are important 
in providing the core principles for designing and developing instructional 
learning materials and interactive activities to immerse learners. 

Augmented reality

Augmented reality (AR) is a technology that augments real environments 
using a digital interface. AR applies digital elements to enhance learners’ 
real-world view. For example, by using individual headsets or AR-capable 
mobile devices, this technology allows learners to explore an object and 
all its parts or apply virtual labels on a piece of equipment to help them 
learn how to use each part of the device effectively.

Virtual reality

Virtual reality (VR) is a technology that uses digital simulations to 
recreate real-world scenarios. It is an artificial environment created by 
software engineers to allow learners to be fully immersed in an 
experience that is altered from the real world. By wearing a headset and 
specially designed lenses, learners in VR can pick up and move objects, 
turn on or take apart a device, walk around a room, and interact with 
virtual characters. The lenses allow the three-dimensional environment 
to be displayed on a screen right before the user’s eyes and provide an 
immersive experience in which learners can act. Adding objects of 
interest to the simulated environment enables the learner to interact 
with these objects, which enhances the learning experience.
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Mixed reality

A combination of AR and VR, mixed reality (MR) is a technology that 
makes virtual interactions look more realistic. MR can co-exist with 
digital and virtual objects while learners interact with their peers in real 
time by using next-generation sensing and imaging technologies. One of 
these next-generation imaging technologies is known as the quanta 
image sensor (QIS), which builds on the ubiquitous complementary 
metal–oxide–semiconductor (CMOS) imaging technology found in most 
digital single-lens reflex (DSLR) cameras of today. At its base, QIS makes 
use of tiny pixels that can capture single photons of light. This advanced 
MR allows learners to see and immerse themselves in the world around 
them even as they interact in a virtual environment, without ever 
removing the headset. By blurring the lines between real and imaginary, 
MR also breaks the invisible barrier between theory and practice. This 
experience changes the way learners learn. A simple example would be 
that learners can put theories they have learnt into immediate practice.

New 360-degree video technology brings learners into the middle of the 
action and is set to become a powerful outreach tool to build 
understanding and empathy — for instance, for wildlife and the natural 
world. As the use of VR for teaching builds awareness and increasingly 
gains popularity in the context of immersive learning environments, the 
conservation community is also testing the technology through various 
innovative applications, such as viewing the world through the eyes of 
another species. 360-degree film is seen as a tool to inspire and nurture 
empathy in learners for a range of conservation issues; this technology 
is easy enough for field researchers and filming novices to use yet is 
sufficiently sophisticated  enough to collect videos with resolutions 
greater than five megapixels.

360-degree video
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Universities and colleges see extended realities as a way to enhance 
open distance learning courses and programmes, where they can utilise
virtual labs that use immersive learning techniques and technologies to 
embrace a blended learning approach. Immersive learning can also be 
beneficial for institutions that do not have adequate resources, such as 
physical labs or expert tutors. Accessing virtual labs can fill this need.

Virtual labs

Learning experience designers play a vital role in designing courses or 
training programmes that use these technologies for a wide variety of 
learning activities, and in practical sessions that can easily be paired with 
instructor-led courses.

Designers must consider integrating virtual labs through robust learning 
management systems to ensure learners are able to achieve their 
intended learning outcomes while having impactful learning experiences.

All five immersive technology-enhanced techniques will enable learners 
to experience on-demand repetition, whereby immersive scenarios can be 
repeated as many times as a learner needs to fully absorb the 
instructional learning materials. 
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Watch Video: Types of Immersive Learning Environments

Video Attribution: “Types of Immersive Learning Environments ” by Dilmer Valecillos under a 
CC BY 3.0 license.

Watch this video for a better understanding of the differences between 
the three immersive learning technologies that is Augment Reality (AR), 
Virtual Reality (VR) and Mixed Reality (MR).

Immersive learning can thereby help to improve learners’ 
decision making in real-world situations. In addition, 
immediate real-time feedback in all three realities allows 
learners to easily see the consequences of a decision 
and recognise areas for improvement. In turn, this 
supports their self-regulation and self-assessment of 
how they would respond to the scenarios in real life.

https://www.youtube.com/watch?v=y8RXyABMEzQ
https://creativecommons.org/licenses/by/3.0/legalcode
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Benefits of 
Immersive 
Virtual Learning 
Environments

Simulated and artificial learning scenarios can foster better educational 
experiences and are able to stimulate and facilitate learners’ advanced 
critical thinking skills.
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By incorporating learning experience design principles, immersive 
virtual learning environments are specifically designed to simulate 
realistic scenarios and environments that give an opportunity to 
interact in both virtual and non-virtual spheres.

For example, many higher education institutions have 
started to build virtual simulations labs that allow learners 
to not only complete laboratory experiments online but to 
also explore concepts and complex theories without 
stepping into a physical lab.
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The benefits resulting from immersive virtual learning environments 

include:

1. Exposure to authentic content

Learners will gain exposure to the authenticity of  
learning content designed and developed for them, 
which has been personalised and tailored according 
to their needs to achieve their learning outcomes.

2. Enhanced collaboration

Collaboration amongst learners in virtual learning 
environments can be enhanced further via interaction 
within an active sphere, helping learners enjoy and 
experience their learning journey in a more engaging 
and interesting way.

3. Increased engagement 

Learners will feel engaged with the environment and 
the learning content that is designed and developed 
for them, because this new learning experience will 
draw them to explore and gain exposure to new ideas 
and experiences in their learning journey.

4. Higher levels of cognitive response (Russell &
Laffey, 2016)

Due to collaboration and active interactions between 
learners and educators, virtual learning environments 
provide a platform for learners to actively 
communicate with educators when they need help. 
Educators can then use the same platform to respond 
to learners, developing and upskilling learners’ 
cognitive abilities by providing direct feedback.



Learning Design for Emerging Learning Environments

145

Watch Video: Immersive Learning in a Virtual Learning Environment

This video will help you better understand the concept of immersive 
learning in a virtual learning environment.

Video Attribution: “Immersive Learning in a Virtual Learning Environment” by Commonwealth of 
Learning is available under a CC BY-SA license.

https://youtu.be/HDXq-FfqGIo
https://creativecommons.org/licenses/by-sa/4.0/
https://www.col.org/
https://www.col.org/
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Ubiquitous learning, also known as u-learning, takes advantage of digital 
content, physical surroundings, mobile devices, technology connected to 
the Internet of Things, and wireless communication to deliver teaching–
learning experiences to users anytime, anywhere and in any way.

U-learning is part of an emergent paradigm that spreads education 
in diverse settings, where users are situated in authentic learning 
contexts, facing immersive experiences to accomplish meaningful 
learning (Cardenas-Robledo & Pena-Ayala, 2018).

According to Tsai et al. (2011), ubiquitous learning enables 
students to learn from the real world with support from a learning 
system using mobile wireless communication and sensing 
technologies like virtual, augmented and mixed realities. 

It is aimed at providing learners with content and interaction 
anytime and anywhere (Hwang et al., 2011).



Learning Design for Emerging Learning Environments

147

The learning process includes real-life experiences augmented with virtual 

information that is adapted to the learner and the learner’s environment. 

Thus, immersive and ubiquitous learning can play a vital 
role in assisting learners to acquire new knowledge and 
practice skills to enhance their learning in authentic 
environments. 

In addition, incorporating artificial intelligence into 
ubiquitous learning has become a way of building equity 
and inclusion to enhance learning, giving learners 
meaningful learning experiences via their immediate 
environments coupled with virtual realities.

As stated by Brown et al. (1989), without learning and 
practising in authentic environments, students may 
find it difficult to apply the knowledge they have 
learned from textbooks to solve practical problems.

Thus, u-learning provides a comprehensive learning experience by putting 

learners in

• authentic settings and enabling them to be immersed in dual-reality 
scenarios, 

• benefit from context-aware support, learn in diverse educational 
domains, follow suitable learning paradigms, 

• deal with diverse effects, and 

• interact with different devices and technologies in a blended fashion. 

All of these work to provide a more engaging and 

interesting way of learning in an emerging environment. 
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Watch Video: Ubiquitous Learning

This video explains the relationship between ubiquitous learning and 
immersive learning.

Video Attribution: “Ubiquitous Learning” by Commonwealth of Learning is available under a 
CC BY-SA license.

https://youtu.be/smpfa0014LY
https://creativecommons.org/licenses/by-sa/4.0/
https://www.col.org/


Learning Design for Emerging Learning Environments

Immersive learning is a highly effective way for learners to develop their 
knowledge and skills in order to reach competent levels, as it provides 
artificial, digitally created content and environments that accurately 
replicate real-life scenarios so that new skills and techniques can be 
learned safely and at a lesser expense. 

Learners act as active agents in their learning journey, allowing them to 
directly determine and influence the outcomes they desire. 

Immersive technologies, such as Augment Reality (AR), Virtual Reality 
(VR) and Mixed Reality (MR), offer risk-free and safe learning 
environments that can be repeated and where success can be 
accurately measured. Most importantly, these environments allow 
learners to increase their engagement.  
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1. Which of the following is a key benefit of immersive learning 
environments?

a) Increase retention and learners’ participation.

b) Increase learners’ performance.

c) Increase learners’ assignment grades.

d) Increase learners’ time to study.

2. Technologies that can simulate realistic scenarios and 
environments, while allowing learners to practice skills and interact 
through immersive learning environments, are called immersive 
learning technologies.

a) True

b) False

Quiz Time
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3. Identify the key feature of immersive learning environments.

a) Process oriented

b) Simulated

c) Intelligence

d) Conceptual design

4. How many types of immersive learning technologies that are 
commonly used to enhance learners’ learning experiences are 
discussed in this course?

a) Two

b) Four

c) Three

d) Five

5. Which of the two are key purposes of merging instructional learning 
materials with immersive technologies to engage the learners?

a) Spiritually, holistically

b) Smotionally, mentally

c) Religiously, faithfully

d) Mentally, holistically
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Quiz Time

6. Three main design disciplines that are crucial in designing and 
developing instructional learning materials and interactive activities 
to immerse learners are...

I. Learning experience design.

II. Instructional design.

III. Learning design.

IV. Successive approximation model.

a. I and II

b. II and III

c. II, III and IV

d. I, II and III

7. Augmented reality is a technology that augments real environments 
into a digital interface.

a) True

b) False

8. Which of the following allows learners to interact with their peers in 
real time by using next-generation sensing and imaging 
technologies?

a) Extended reality.

b) Augmented reality.

c) Mixed reality.

d) Virtual reality.
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9. Which of the following skills is developed because of the immediate 
real-time feedback in immersive environments?

a) Decision-making skills.

b) Content development.

c) Practical skills.

d) Learners’ competency.

10. Which of the following is defined as an everyday learning 
environment that is supported by mobile and embedded computers 
and wireless networks?

a) Mobile learning

b) Personalised learning

c) Immersive learning 

d) Ubiquitous learning

11. Which one of the following is the best fit for the benefits of learning 
through immersive and virtual learning environments?

a) Exposure to authentic learning content 

b) Exposure to the gaming world present

c) Exposure to active interaction between peers 

d) Exposure to advanced learning technologies
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12. Ubiquitous learning has become the highlight in building equity and 
inclusion to enhance learning, thereby giving learners meaningful 
learning experiences.

a) True

b) False

13. Immersive learning technologies and environments are risk-free and 
safe ways to increase learners’ engagement and add value to their 
learning journey.

a) True

b) False
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Learning 
Objectives

Upon completion of this module, you are expected to be able to:

• Describe the seven features of the future of learning experience 
design

• Explain the concept of unbundling learning in digital learning 
environments
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Given the rapid changes in online learning during the Covid-19 
pandemic, many educators have become familiar with various digitally 
enhanced learning environments, such as hybrid, blended, 
asynchronous and synchronous learning. 

Instructional or learning design has traditionally focused its attention on 
physical face-to-face designs and open and distance learning, which 
was typically a blend of various physical and online environments. 

It must be emphasised that before the pandemic, massive open online 
courses (MOOC’s), which adopt asynchronous learning designs (that is, 
content that allows learners to learn at their own pace), were already 
popular. 

However, there have been some great advances in recent years, 
especially in areas such as adaptive learning and the use of new tools 
like virtual reality, augmented reality and mixed reality to enhance digital 
learning experiences. 

This unit will focus on the future of learning experience design 
and highlight unbundling processes and their role in future 
learning environments.
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Future of 
Instructional 
and Learning 
Design
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Instructional and learning design processes are being revolutionised due 
to transformations in technology, curricula, learner needs and behaviours
and risk factors that can impact learning. As learning becomes more 
learner centred and personalised to learner needs, teacher-centred
instructional processes are giving way to learner-centredness.

Hence, the focus of learning design today is on the experiences 
that a learner will encounter on their learning journey. 
Instructors who master these skills can design learning that will 
be more impactful for future learners (Strengthscape, 2021). 

Instructional and learning design will improve when designers do 
further research into how people learn using emerging digital 
technologies. Findings in this field are already beginning to gain 
traction and will continue to do so.

https://www.freepik.com/premium-photo/children-primary-school-taking-exam-writing-school-test_19809958.htm#query=children%20writing%20exam%20in%20classroom&position=24&from_view=search
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One of the fundamental aims of instructional or learning design is to 
ensure learners can use meta-cognitive strategies to reflect, criticise, 
advocate and create their own learning preferences to achieve the 
intended learning outcomes. 

To this end, learning experience designers need to focus more on 
relevant and current learning principles to enable learners to reach their 
self-prescribed goals. Thus, before designing a course, a more in-depth 
and comprehensive diagnostic assessment to analyse and assess the 
target audience is important.
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Future of Instructional and Learning Design: 
Seven Features

Below are seven features whereby instructional and learning design will 
continue to take advantage of emerging digital technologies to 
personalise learning experiences by gaining better insights into learners’ 
engagement. Hopefully, this will then lead to more impactful learning 
experiences. Let’s look at the first four features.

The Fourth Industrial Revolution, or Industry 4.0, is providing educators 
and designers with a means to assess and receive instant feedback 
(using analytics) on learners’ overall learning progress and 
performance. For instance, big data allows both educators and learning 
experience designers to capitalise on its capabilities to determine how 
learners learn best. This will, in turn, help designers improve learning 
experiences using various learning strategies, such as personalised, 
adaptive and universal learning design principles, and through available 
learning tools. Therefore, the concept of utilising big data in learning 
personalisation will lean toward creating multiple modalities and 
learning strategies for a more personalised learning journey.

The focus of mobile learning is to develop bite-sized, consistent 

information that is designed to be accessible, available and deliverable 

to learners on networked devices. This “nugget-sized” learning content 

needs to be designed and developed rapidly, with learners as active 

agents and co-creators in the learning environment. 

The use of Big Data to personalise learning

Capitalising on the technological developments in mobile learning

https://commons.wikimedia.org/wiki/File:Social_Model_of_Disability_1.png
https://commons.wikimedia.org/wiki/User:MissLunaRose12
https://creativecommons.org/licenses/by-sa/4.0/deed.en
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The importance of creativity and continuous innovation in content 
curation and creation is that it brings freshness to learning and leads to 
meaningful challenges, which in turn increases the learning 
engagement and participation process. It is hoped that in future, this 
process will be driven by advanced artificial intelligence technologies, 
which will alert designers and subject matter experts on the availability 
of various creative designs for a more agile process of content creation 
and curation.

The learning sciences indicate that mobile learning has the tendency to 

“pull” learners into the learning process, which then enables more 

sophisticated content to be created based on the analytics produced 

through such interactions (Darko-Adjei, 2019).

As a result of increased personalisation, adaptability, unbundling of 

curricula and immersive learning, instructional and learning design will 

move toward offering learners the flexibility to learn what they want 

rather than developing courses based on traditional curriculum plans. 

Today, adult learning needs to be independent (Skyepack, 2022). 

Independent learning is both needed and suitable for fast-paced modern 

workplace environments where adult employees need to search for 

knowledge. It is also based on real-world circumstances and scenarios 

so that the knowledge gained can be translated into immediate action. 

To offer this type of demand-driven learning, learning designs will utilise

the power of advanced learning technologies.

Creativity and innovation in content curation

Flexibility and accessibility of learning
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Virtual reality, augmented reality and mixed reality experiences have 
entered the online learning field more intensely. While virtual reality 
refers to a fully immersive digital experience and usually requires high-
tech headsets, augmented reality adds a layer of digital information to 
a live view of the world. These extended realities provide an 
information-rich lens through which to view the real world via simulated 
environments that can deepen learners’ overall learning experiences. In 
future, learning will occur in the metaverse, and new learning realities 
will be second nature within higher education institutions.

These days, our learners spend many fruitful hours streaming content 

from YouTube and other popular video delivery platforms. This is 

because videos are a powerful means of delivering learning content that 

can carry over into the world of instructional and learning design. While 

delivering educational content through video is nothing new, it is 

important for designers to note that educational videos must be short 

and able to convey bite-sized pieces of information quickly. For content 

creators, video creation is now a basic skill, thanks to easy technologies 

and editing software. In future, video and other learning content types 

could replace text.

Use of interactive videos and new emerging content types

New learning realities
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We want to emphasise that 
the seven features above 
will enable a more 
innovative and futuristic 
learning design to take 
place and support flexible 
and adaptive learning to 
provide a more personalised
learning experience.

When applied to learning, gamification creates a healthy competitive 

learning environment that enhances learners’ engagement and 

motivation, yielding a more meaningful educational experience. Thus, 

gamification features such as point systems, badges, leaderboards, and 

learning-focused games enable instructional and learning designers to 

assess learners’ abilities, skills and knowledge in more concrete and 

authentic environments.

Gamification

Various recently developed education technology (EdTech) tools with 

extended gamification features promote higher motivation and easier 

management of the learning process.
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Watch Video: The Future of Learning Experience Design

Watch this video to gain an overall picture of what the future of learning 
experience design will be like, based on the seven features.

Video Attribution: The Future of Learning Experience Design by the Commonwealth of Learning is 
available under a CC BY-SA license.

https://www.youtube.com/watch?v=EgYpG-1ivyw
https://creativecommons.org/licenses/by-sa/4.0/
https://youtu.be/EgYpG-1ivyw
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The term unbundling refers to the process of disaggregating 
educational provision into various components, namely disciplinary 
knowledge, opportunities, graduate-ness, and experience (Czerniewicz, 
2018). Rebundling is when these previously unbundled parts are re-
aggregated into new components, models and sizes. 

As the rapid changes in online learning during the Covid-19 pandemic 
pushed beyond numerous learning boundaries, many education 
institutions were forced to adapt to new norms in education delivery. 

The digital learning sphere is one factor causing 
teaching programmes to be disaggregated into different 
dimensions. This disaggregation process has resulted in 
thought-provoking implications for current educational 
practices and assumptions about learners’ skills, 
knowledge and abilities.
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Based on an extensive literature review, the following six dimensions that 
affect the unbundling and re-bundling of education have been proposed:

Programme-level 
planning

Course design and 
development

Course delivery

Student support Course and 
programme
evaluation 

Quality learning 
experience
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Watch Video: Unbundling and Rebundling Learning

Watch this video to understand unbundling and the role of education 
institutions.

Video Attribution: Unbundling and Re-bundling Learning by the Commonwealth of Learning is 
available under a CC BY-SA license.

These different dimensions add to the intricate nature of learners’ 
learning experience and to the assumptions educators make about 
learners who will have to cope in an increasingly blended and digital 
learning environment. 

The new generation of digital learners will need more supportive 
digital literacies to negotiate these new forms of curriculum 
provision and ensure a continuous learning journey. Unbundling 
is a process that can be part of the solution educational 
institutions consider, by offering opportunities for more 
reasonable and affordable access to education for all.

https://www.youtube.com/watch?v=EgYpG-1ivyw
https://creativecommons.org/licenses/by-sa/4.0/
https://youtu.be/wtcFkX0j9aQ


Learning Design for Emerging Learning Environments

168

On that note, unbundling and 

rebundling of programmes

and courses is opening up 

spaces, relationships and 

opportunities that can be 

harnessed and utilised for 

teaching and learning.

As an example, the process of 
unbundling and rebundling education can 
take place by offering flexible learning in 
flexible pathways via the creation of 
micro-credential courses and other 
learning bundles that enable learners to 
earn credits. 

These credits can later be transferred into different programmes, enabling 
learners the flexibility to choose and design their learning pathways.

Today, teaching and learning form a blended and hybrid ecology where 
learning platforms and educators are brought together in various ways to 
provide different ecosystems to learners. 

Adaptive, personalised, mobile, 
social and immersive learning 
approaches are at the forefront 
of co-creation and participation 
in designing more impressive 
learning experiences. 

The unbundling and rebundling
role of education institutions in 
the design and development of 
curricula is a paradigm shift for 
new learning environments.

https://commons.wikimedia.org/wiki/File:Social_Model_of_Disability_1.png
https://commons.wikimedia.org/wiki/User:MissLunaRose12
https://creativecommons.org/licenses/by-sa/4.0/deed.en
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Instructional and learning design is the art of designing well-structured 
and effective content that is used online by means of a multi-user 
platform. Using different interactive design strategies will encourage 
learners to participate and fully immerse themselves in the learning 
environment. 

The future of teaching and learning will be multifaceted through the 
power of various technologies, especially artificial intelligence and 
learning analytics. We envisage a very different teaching and learning 
environment to evolve. Educators like you will be at the forefront of this 
phenomenal change.
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1. Which learning designs focus on how to effectively create and 
curate digital content for learning?

a) Asynchronous learning design

b) Synchronous learning design

c) Instructional design

d) Asynchronous and synchronous learning designs

2. How many characteristics of future instructional design and 
learning design are discussed in the course to enhance learners’ 
overall engagement?

a) Seven

b) Six

c) Five

d) Four

Quiz Time
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3. “It helps designers reach learners based on personalised and 
universal learning styles through the best learning tools available for 
the learners.” This statement refers to which of the following?

a) Big data

b) Artificial intelligence

c) Gamification

d) Mobile learning

4. What type of characteristics are needed to suit a fast-paced living 
environment specifically for adult learners?

a) Flexible and well-structured

b) Flexible and accessible

c) Short and inexpensive

d) Short and accessible

5. Gamification of learning creates a healthy competitive learning 
environment that enhances learners’ engagement and motivation, 
which in turn delivers a more meaningful educational experience. 

a) True

b) False

171
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Quiz Time

6. What are the requisite components to disaggregate educational 
provision?

I. Opportunities

II. Graduate-ness

III. Experience

IV. Learners’ prior knowledge

a. II and III

b. III and IV 

c. II and IV

d. I, II and III

7. Which group of learners will need digital literacies to negotiate the 
new forms of curriculum provision and ensure continuous learning 
journeys in the future?

a) New-generation digital learners

b) Adult learners

c) All learners

d) Children
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8. What process can be part of the solution educational institutions 
must consider in order to offer opportunities for reasonable and 
affordable access and education for all?

a) Rebundling

b) Unbundling

c) Uncovering 

d) Recovering

9. Which of the following is an example of an unbundling process in 
education curriculum that enables learners to earn credits?

a) Micro-credentials

b) Asynchronous learning

c) Synchronous learning 

d) Gamification

10. The unbundling and rebundling role of educational institutions in the 
design and development of curricula is a paradigm shift for new 
learning environments. 

a) True

b) False
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Figure 1. Diagram depicting triad of learning, learning outcomes, 

content and activities and assessment and feedback.

Figure 2. Differences between instructional design and learning design

Figure 3. Figure 3. This figure is representing learning experience design 

(McLellan, 2002). LXD includes three perspectives: 

Technological, how learners interact with technology; 

Sociocultural, how learners collaborate and interact with 

others, and pedagogical, how learners learn and reach their 

goals.

Figure 4. Figure 4. In the middle are Learning Events, which includes 

goals, assessments, and activities. Attached to this are: A) 

Core Methods like inquiry learning, collaboration, and dialogic 

instruction; B) Core Components, which includes content, 

response, learners, and educators; and C) Core Strategies, like 

modelling, scaffolding, and reflection.

Figure 5. Formative and summative assessment section’s introduction 

to finance and financial statement analysis built in Moodle

Image Attributions
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Unit 1

1 (d), 2 (b), 3 (a), 4 (c), 5 (a), 6 (a), 7 (d), 8 (a), 9 (c), 10 (b), 11 (a), 

12 (a), 13 (c), 14 (c), 15 (a) 

Unit 2

1 (a), 2 (d), 3 (b), 4 (c), 5 (a), 6 (a), 7 (d), 8 (c), 9 (b), 10 (b), 11 

(a), 12 (d), 13 (a), 14 (d), 15 (a)

Unit 3

1 (a), 2 (b), 3 (c), 4 (c), 5 (a), 6 (b), 7 (c), 8 (a), 9 (d), 10 (a), 11 (c), 

12 (b), 13 (a), 14 (a), 15 (a)

Unit 4

1 (a), 2 (a), 3 (a), 4 (c), 5 (a), 6 (a), 7 (c), 8 (b), 9 (a), 10 (a), 11 (c), 

12 (a), 13 (a), 14 (d), 15 (a)

Unit 5

1 (a), 2 (a), 3 (a), 4 (a), 5 (a), 6 (a), 7 (a), 8 (c), 9 (a), 10 (c), 11 (a), 

12 (a), 13 (a), 14 (a)

Unit 6

1 (a), 2 (a), 3 (b), 4 (b), 5 (b), 6 (d), 7 (a), 8 (c), 9 (a), 10 (d), 11 

(a), 12 (a), 13 (a)

Unit 7

1 (d), 2 (a), 3 (a), 4 (b), 5 (a), 6 (d), 7 (a), 8 (b), 9 (a), 10 (a)
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