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What's in a name?
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Marty Rosenheck: he's no longer an
instructional designer. He's a learning
experience designer. #olc14 @mbrilonline




Jobs with this in the title...

M Instructional Design

M Learning Experience Design

Informal search on LinkedIn (only my 15t,2nd, & 31 [evel connections)



Learning i1s something people do.
Training {Instruction} is something you
do to people.

- Jay Cross



Your learning challenge?



Takeaway:

Instructional Design

o |
( “ 70% On-the-Job Experience
Formal
20% Informal/Coaching

\ Training I )
|

Learning Experience Design




Learning Experience Design

The learner centered process of
facilitating the learning and
application of knowledge and skills

(expertise, proficiency) by providing a
set of learning activities(formal,
informal, and experiential) supported
by content, feedback, and technology.

v




LX Design Parent Disciplines

Cognitive
Science

Data and Design
Analytics Thinking

Learning

Experience
Design

User
Experience

Design

Learning
Technology

Content

Design and Email me for additional resources on
Curation Learning Experience Design
mrosenheck@elearningbrothers.com
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Metacognition

Effect
Knowledge . F ects )
Shield Reflection . p
Modeling
€ J
d Coaching
b J
4
a Support
¢ <
k Encouragement

Procedurg
Pattern
Matchmg

Motivation
Emotion
Feeling




We actively
construct our
knowledge and

skills through

experience.

@mbrlonline
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Cognitive Science Apprentlceshlp

Cognitive Apprenticeship

 Allan Collins
* John Seely Brown



-

How might this apply
to your learning challenge?



Nano Feedback Cycle™
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5.Repeat/ = 7 1.Execute
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Creating a Guided Path to Proficiency

)

V4 '

v Employee
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Design Thinking

A formal method for practical, creative resol
problems and creation of solutions

Design Thinking is meant to be a
1. Divergent exploration process that leads to

2. Convergence around a solution.
- Mike Hruska



Design Thinking




User Experience Design
UX

Goal:

“THh fenh : Make products and software
€ Process of ehiiiaiicifig useh Useful, Usable and Delightful

satisfaction by improving the
usabillity, accessibility, and

: : Process:
pleasure provided Iin the
. . e User Research
Interaction between the user and « Design
the product.” e Testing

- Wikipedia * Implementation

careerfoundry.org



Take the perspective
of an employee.

Substitute:

Work for Home

Time for Money
Handshake for Kisses

TCB = Taking Care of
Business

tha Fra'r')"?dm
e


https://youtu.be/Ic-1zGGvovU?t=2m22s

Define: Goals

_earner Persona R Empathize!
e Challenges
e Frustrations

What

might he/she Previous
be: Experience

e Thinking Prototypical Level of

* Feeling Learner :
- Sl Expertise

Motivation

e Extrinsic
e |ntrinsic



Proficiency

70:20:10

10%

Formal

Training

Time

70% On-the-Job Experience
20% Informal/Coaching




Define: Experiences and Knowledge




e List all of the situations they handle

e Organize those situations into categories

e |dentify how they vary on various parameters

e Create a “Taxonomy of Situations” to guide creation of
learning experiences.

e |[dentify the knowledge (content), strategies, heuristics,
and process that experts use to handle the situations




If content is
king,
experience is
the
emperor!

@mbrlonline



Content

* On-demand content

* Knowledge Base Provide

* Video or Audio clips content and

e Social | e feedback

 Ask Someone! Teachable
Moment.

* Performance Support Gl =



Begin with
scenarios,

S EHEIES
and provide
content at the
teachable
moment.

@mbrlonline




® 55A Field Office Training - Title 16 Basic: Guided Practice Simulations Q
Course: Title 16 Basic: Guided Practice Simulations
Module 2: Living Arrangements Sim 6

Page 11 of 61 | Next »

Course Menu As you just heard, Alfred has
told the CR that he is living
with his sister, who owns the

Module 2: house. He does not contribute
Living to the household expenses
Arrangements and she is not on public
Sim 6 assistance. What living
ﬂ e 9 arrangement code applies?
CFAA )
000 ETr——

C CFLAC
CFAD )
Cannot be determined

To learn more about FLA Codes
click on the Reference Guide or
on POMS.

Reference Guide



® 55A Field Office Training - Title 16 Basic: Guided Practice Simulations E]
Course: Title 16 Basic: Guided Practice Simulations
Module 2: Reference Guide

<Return to Simulation 1 || Help ] Quit 1

Question:
What living arrangement code applies?

e
Module 2: A

: =l Topics , .
Reference Guide =2 Living Arrangements (F)I\-rgr(\‘/:ic:\’ﬂes.

=13 Definitions
=l I
L ELIM The FLA codes indicate which of the following

=123 Relationship Fitd
6/ 9 9 =3 FLA Codes applies:

= Overview »

a 9 G - The individual’s or couples FBR, or
- The $30 individual ($60 couple) benefit rate.

= FLA-C
a =l FLA-D The codes also indicate whether ISM is valued
=12 Determine FLA Codes Using at the VTR or PMV.
Sequential Development

m =12 One Third Reduction (VTR) There are four FLA codes, A,B, C, and D.
. =110 Systems

=122 In-Kind Support and Maintenance (ISM)

———

=1 Institutionalization
=10 Resources

[ =15 Income
m =113 Claims Procedures

— =13 Deeming and Computations

A —_— =13 Disability Issues and Appeals
Video on Demand =13 Redetermination of Eligibility
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On-the-Job Q EE

Learning
LA-R3-Perform a Water Test
Learn how to perform a water test using a local water

supply to determine if it contains contaminants and
record your results.

Instructions
Use the Knowledge Base to learn about water test

methods, collecting water samples and recording test
results. Select a test to conduct on a local water sample.

g2 S-R3-1-Research Test Methods o

‘% S-R3-2-Conduct a Water Test o




LA [base.ananclou( t ¥

Content Management » Browse By Topic

KEYWORD SEARCH

expand all /
collapse all CONDUCTING WATER

4

Water both in the field and in a

W, Water .
Quality laboratory setting however there

W Water are some contaminates that must
Treatment be tested in the field and others
Throughout that must be tested in a lab.

History
W Water and e Tests should be conducted in
the Human Body the field when the symptom
w! Importance or contaminant may
‘ofJWater dissipate before a water
sample can reach a lab for

W The , testing. For example, if water
Hydrologic has an odor, it would be
Cycle important to test it quickly
| Water before the odor goes away.
Sources Many field tests are not

W Water sensitive enough to provide

Sources sufficient quantitative
w information on contaminants
£ covered by the USEPA
Groundwater Primary Standards.
W Regulations for public water
Groundwater systems also require that
Variations these contaminants are
W Surface analyzed by state or
Water federally-certified

o laboratories for such testing.




(v ] HGE il id 4:20 PM

How to Test Water Hardness

§20 &

@  Patrick Henry I3 SUBSCRIBE
“ 13 subscribers

SUGGESTIONS

Testing for Water
Hardness

Water Softeners : How to
Maintain a Water Softener




Proficiency

Design Learning Path and Experiences

[ Motivation Goals Act

Support:

’ ‘é(.)b Tlat;k Modeling
imu a_lon Examples
¢ Scenarios

. Case Performance Support
Studies chffoldmg
Guidance at

/ Adjust Teachable Moment
* What to Change

* Next Learning Goal Perceive Support:
Prepare i Feedback + Coaching

» Experiences » Social Media
Support: (Episodic) « Comm. of Practice
* Mini-tutorial * Principles « Peer Review
* Ask someone . -\ (Declarative) « Portfolio

+ Content | * Articulation

Skill or
Proficiency

Time (Gradually increase task difficulty and decrease scaffolding/support)



*~=XThe learning ecosystem is th
1/ of technologies and support resources

available to help individuals learn within

v an-environment.




Building Blocks of a
Learning Content
Ecosystem

Process
Dtefs

Phil Antonelli




Learning

Ecosystem

Canvas

Learning Ecosystem Canvas

&8 PARTNERS

Who is on your
team internally to
deliver the value
proposition?

Who is on your
team externally?

Who is not on your
team that you
heed?

RA RESOURCES

What resources do
Jou have at your
posal to deliver
the value
proposition?

What resources do
you need that you
have access to?

What resources do
Klou need that you do
OT have access to0?

3 ACTIVITIES

What are you
currently doing to
deliver this value

proposition?

What do you want
to do that you have
hot yet started?

What else do you
think you could
possibly do given
no constraints?

VALUE
PROPOSITION
What value
proposition do you
wish to deliver to
your learners?

@’ LEARNER
RELATIONSHIPS
When your
learners
experience
learning, what
words would they
use to describe the
experience?

What words would
you want them to
use?

What words would
you want them
NOT to use?

:): LEARNER
>~ SEGMENTS
What are the
different types of
learners in the
organization?

What are the key
journeys that they
undertake?

What are the most
important
journeys?

XL CHANNELS

In what ways do Kou
currently reac
your learners?

What ways do you
envision in the
future to engage
them?

What ways do you
NOT wish to engage
them?

() INVESTMENT DRIVERS

What investment is needed to deliver new
partners?

What investment is needed to get the
necessary resources?

What investment is needed to undertake
activities?

How do you measure impact of the value proposition today?

How might you measure impact of the value proposition in

What key processes and KPIs do you wish that you could
connect learning and performance to?

VALUE METRICS

the future?

€O so.urions

http://www.problemsolutions.net/work?id=28

To view 2 copy of this License, visi

1o Creative Commons,
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LX Design Parent Disciplines

Cognitive
Science

Data and Design
Analytics Thinking

Learning

Experience
Design

User
Experience

Design

Learning
Technology

Content

Design and Email me for additional resources on
Curation Learning Experience Design
mrosenheck@elearningbrothers.com




Your Takeaways

*\What is one thing that you might do
differently when you get back?

*\What would you like to delve into further?



Thank you!

Email me for additional resources on
Learning Experience Design
mrosenheck@elearningbrothers.com

Join the LinkedIn Conversation:
https://www.linkedin.com/feed/update/urn:li:activity:6536289964802535424



https://www.linkedin.com/feed/update/urn:li:activity:6536289964802535424
https://www.linkedin.com/feed/update/urn:li:activity:6536289964802535424

