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Introduction

Enterprise Ireland’s Leadership and Scaling 
Team helps to address the capability needs of 
clients through a suite of tailored leadership 
and management development programmes. 
The aim is to inspire Irish business leaders to 
have the ambition, confidence and ability, 
through the programmes and digital learning 
community to grow their businesses globally.

Our offers range from strategic programmes that create 

transformational business change to flexible short programmes 

addressing short term business issues. Programmes are aligned 

to the six pillars of business growth: Strategy, People and 

Management, Sales and Marketing, Finance, Innovation and 

Operations, and are further supported by customised advisory, 

online and financial supports. Capability development programmes 

are co-designed and managed from within the department by 

specific Programme Managers. Programme provision, design and 

delivery is procured from executive education providers (e.g. third-

level colleges and management institutes), supported by industry 

business advisors who help CEOs and their senior teams translate 

the learnings back into their businesses.  The programmes aim to 

instigate behaviour change and positively influence the confidence, 

ambition and ability of clients whilst driving improvements in firm 

performance and business growth in sales, jobs and exports.
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For Enterprise Irelands client companies, the Covid pandemic 

changed the nature of how clients learn and how they accessed 

learning opportunities. Global restrictions prevented face to face 

learning opportunities and the accelerated need for both upskilling 

and digital transformation lead to many offers transiting to a digital/

hybrid delivery model. 

In partnership with the Digital Learning Institute, Enterprise 

Ireland have developed this guide to help you create new digital 

programmes and transition existing training programmes to digital 

delivery.  Its purpose is to help you understand fundamental learning 

theory married with best in class digital learning principles and 

techniques. The intention is to provide you with a practical guide for 

the design and delivery of interactive and engaging live classroom 

sessions. The guidebook also contains the essential tools and 

techniques you can use when working with a range of stakeholders 

to customise and deliver best in class digital programmes. 

This guidebook is for programme/project managers or learning and 

development professionals who are responsible for the design and 

delivery of best in class digital learning programmes. 

Ensuring access to all our programmes and offerings is imperative 

and we have to ensure inclusiveness for all who engage with our 

services.  Accessibility issues affect individuals differently and we 

have to ensure we are cognisant of all aspects in programme and 

content design.

The Web Accessibility Guidelines were drafted by the web 

accessibility initiative to ensure all persons regardless of their 

disability can access online services. As a government agency, 

we are governed by legislation to ensure we adhere to the Web 

Content Accessibility Guidelines (WCAG) in our programme 

offerings.
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Aligned with the best practice of online development using 

the ADDIE model, it is important that programme managers, 

staff, providers and programme contributors ensure our design, 

development and delivery of online content is accessible for 

all participants, regardless of their disability.  Below are the 

considerations you need to consider in your programme design 

from the perspective of accessibility. 

The list is not exhaustive:

Brochure colours and marketing material for those with
visual impairments. 

Transcripts and subtitles in video content for those with
hearing issues.

Interactions with content online from a motor capability.

How content behaves from a cognitive perspective.

In the sequence of the recognised best practice learning model 

(ADDIE) - Analyse, Design, Develop, Implement and Evaluate. There 

are associated templates at the back of the guide you can utilise 

when designing your own digital learning programme.

Digital Learning Institute

The goal at the Digital Learning Institute is to offer a world class 

education to help learning professionals, trainers, instructors and 

educators reach their potential as digital learning designers. We are 

passionate about the design of high-quality and impactful digital 

learning experiences to support the global learning community. 

We offer University Credit Rated courses designed by our team of 

Digital Learning Experts. Whether you are just getting started in 

digital learning design or if you are looking to become an expert 

in the field, we have a suite of programmes to help you build your 

confidence, skills and career in digital learning.
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Digital Learning can be categorised into three broad areas:

 

Self-paced learning or self-directed learning is generally 

learning that your participants engage with independently 

- it is also called asynchronous learning. This category 

can range from micro learning assets such as videos and 

infographics to interactive multimedia eLearning courses.

 

Live online learning is instructor led training that happens 

live or in real time. It is similar to classroom learning except 

it is happening through some form of web conferencing 

technology. It is also called synchronous learning because 

you are in sync with the learner. This category can range 

from virtual classroom to live chat.

 

Social learning which is the most important category when 

it comes to creating an engaging and impactful learning 

experience. It is about how learners share experiences, 

reflections, content and assignments and ask questions as 

they engage with learning content or participant during a 

programme.
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Self Managed Learning Live Online Social Learning



There are a number of digital learning roles in any organisation or 

learning team. Each of these roles should work seamlessly together 

to create the best digital learning experience for the user or client.

Who is accessibility important for?

From a legislative perspective the online content we design and 

deliver should be aligned with accessibility standards outlined by 

WCAG.  As well as the global guidelines, there is also extensive 

support and guidance available nationally via the Centre for 

Excellence in Universal Design, a unit within the National Disability 

Authority (NDA).  

The table below highlights the accessibility considerations you 

will need to make when managing and designing content for 

programmes. 

Digital Learning Roles

Programme Manager

Project Manager

Subject Matter Expert

Instructional Designer

Community Manager

eLearning Developer
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EXAMPLES

Blindness
Colour Blindness

Low Vision
Deaf Blindness

Glaucoma
Cataracts

Diabetic Retinopathy

EXAMPLES

Blindness
Deafness

Hearing Loss
Deaf Blindness

Acoustic Trauma
Auditory Processing

Disorder

EXAMPLES

Blindness
Congenital or acquired 

limb deficiency
Arthritis

Multiple Sclerosis
Repetitive Strain Injury

Cerebral Palsy
Parkinson’s

EXAMPLES

Blindness
Down Syndrome

Dyslexia
ADHD
ASD

Epilepsy
Vestibular Disorder

Depression

Vision Hearing Motor Cognitive

Examples of Disability

Source - Susi Miller - eLaDia - https://www.elahub.net/

https://www.elahub.net/
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Programme Manager 

The programme manager will need to be aware of the legislation, 

the WGAC guidelines or call on the online eilearn team to support 

them in the elements for consideration here.  The programme 

manager will need to include this as a sign-off element at each 

stage of development for programmes.

Project Manager 

Before the instructional designer or eLearning developer 

commences any work, the project manager will need to identify, 

flag, and remedy any considerations from an accessibility 

perspective.  They will need to be familiar with any content 

development plans, storyboards and scripts to ensure all elements 

are considered. It is important for the project manager to maintain 

an accessibility checklist as part of all their project documentation.  

This should be circulated to all in the project team to ensure 

that guidelines and the checklist are referenced throughout the 

development cycle. 

Subject Matter Expert 

This is the person who has domain expertise in the content that you 

are looking to digitize. It might be an existing trainer or someone 

working in a specific team or department in your organisation. The 

important consideration here is that SME is not always a learning 

professional, just provide source content in the form of a document 

for example SOP or slides.
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Instructional Designer

The instructional designer has an integral role to play in terms of 

accessibility and the development of the content.  In crafting their 

storyboard from their interactions with the SME, they will need 

to identify the considerations from an accessibility perspective 

in the choice of content elements.  Traditionally, the storyboard 

detailed imagery, video, sound and interactions to be developed.  It 

is important that the learning designer documents the accessibility 

considerations and requirements in detail in their storyboard.  In 

creating the content/learning object from the storyboard, the 

eLearning developer will need to be able to check elements within 

the storyboard in the development cycle.  The Project Manager, 

Designer and Developer will need to reference all these elements 

throughout the project

eLearning Developer

The learning designer and eLearning developer are integral to 
ensure the development of the learning object but they must 
also have the accessibility considerations front and central of 
their efforts.  The eLearning Developer should use the resources 
(internally e.g., eiLearn Team) and externally (e.g. NDA Resources) 
as part of their content development.  It is important that the 
developer brings accessibility considerations/concerns to the 
project manager and instructional designer at regular update 

meetings.

Community Manager

The moderator will need to be well versed on the storyboard, aware 

of legislation and feed back in any comments or concerns with 

respect to usability to the developer, instructional designer and 

project manager.  They will need to be involved in the testing of the 

courseware and support the project team in resolving issues and 

testing the usage of the content.
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The Digital 
Learning Process
The process we are working on is the ADDIE 
Process.  ADDIE is a learning model used by 
instructional designers and training developers 
to create effective learning experiences.

The Analysis Stage
In the Analysis stage the focus is on the WHAT and the following 

questions need to be addressed:

What is the business problem?

Who are our audience and what are their learning needs?

What is their profile and preferences of this audience?

What is the content that we need to cover and how is it broken down?

What accessibility considerations are evident at this stage?

Typically, the outputs from this phase will be training 
specification or curriculum which will spell out the who (the 
audience)?, the why (the learning outcomes)? And the what 
(the content)? of a learning programme.
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The Design Stage
In the Design Stage, start to focus on the HOW?

What does the digital learning experience look like?

We need to add the accessibility considerations as a section into the 
storyboard

How will it flow and what will the touch-points be?

What accessibility considerations are evident at this stage?

What type of digital learning resource do we need to build?

In terms of the resource, what are the accessibility items we need to 
include in the resource?

How will we design each of these resources to make them engaging
and impactful?

How can we ensure the resources are impactful while also adhering to 
the WCAG standards?

The Development Stage

In the develop stage (normally the most time consuming phase 

of the process), it is about bringing the storyboard to life. This 

can be done by using content authoring tools and software to 

build your learning resource. Before we decide on the items 

in the next phase, it is important to ensure that all items in the 

storyboard are considered from an accessibility perspective. 

There are a number of steps in this phase and it can include 

things like prototyping, video production, audio production, and 

user testing.
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Implementation Phase 
The Implementation phase relates to how to roll out the digital learning 

course. This is normally the phase that is overlooked, and you should be 

planning for this phase at the analysis stage. You will also need to bring 

accessibility considerations as you pose the questions below. In this phase 

you will be exploring questions like: 

How are we going to roll it out?

Will we need an LMS?

How are we going to promote and market our courses? (Learning 
marketing) ?

How are we going to drive engagement?

How will we support learners during the course?

How will we monitor their experience and engagement?

Evaluate Phase
The evaluate phase is the middle because it is about evaluating 

all the time as you go through the ADDIE model for example:

At the analysis stage you are evaluating whether the learning 
objectives meet the business need?

At the design phase you are evaluating whether the storyboard meet 
the learning objectives?

At the develop phase you evaluate whether the resources match the 
storyboard?

Have the accessibility elements of the development  been met as per 
the storyboard and accessibility requirements?

At the implement phase you are evaluating the engagement, the 
experience and whether you have achieved learning transfer?
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Analysis
The main deliverable from the analysis stage is a learning scope 

document - sometimes it is called a training specification or a 

learning curriculum. This plan will generally seek to address four key 

questions for your learning programme – The Why? The Who, The 

What and The How?

 The Why?

The  why relates to the reasons why you are doing the eLearning course.

What is the business need or problem that you need to address?

What specific key performance indicator are you looking to have an 
impact on?

The business needs then need to filter down into the learning 
outcomes you need to achieve, or what change in knowledge, skills 
and behaviour do we need to see to achieve this business outcome or 
to address this business problem?

Have you considered within these questions, the implications from an 
accessibility perspective?
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The Who 

The next is the who or your audience. 

In the analysis stage particularly in a learning programme that will 

involve eLearning – you need to create a detailed profile of your end user.
 

This profile will include the following

An outline of the learning objectives of your audience, think back to 

blooms here, where are they now in blooms and where do you want 

to get them to. That is your learning gap and then you fill that gap with 

learning objectives.

Secondly you will need to get a sense of their perception of eLearning 
- Have they done eLearning before – how did they find the experience 
– did they enjoy it, how did it make them feel? What are their hopes, 
fears or expectations with eLearning courses? This provides insight 
into their eLearning preferences.

What type of eLearning content have they engaged with - which 

format do they prefer – for example do they prefer videos over 

podcasts?

How did they like to engage with content - What device will they use?

What time of the day or day of the week will they access content? 

How long will they spend online? How do they like to be supported 

during eLearning? What browser do they use?

What type of platforms, apps or social media channels do they use – 

how inclined will they be to engage in social learning?

Next, you will need to consider accessible data and this relates to their 

ability to access eLearning in terms of their time, their levels of digital 

literacy, their access to broadband or internet, their ability to access 

a computer or PC, their general environment, you will also need to 

get a sense of how familiar they are with your Learning Management 

System.

It is also important to profile general demographics data in terms of 

age, gender, location, language, culture and any potential learning 

difficulties for example visual impairment or hearing difficulties.

Once you have a comprehensive profile of your audience, you will 

be in a position to make an informed design decision for eLearning 

courses.
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The What? 

The next questions are the what and this relates to the content that you 
need to cover. It is really important in an eLearning project that you have 
a clear content map and the more that you break down your content the 
better.

Typically, a learning programme will be broken down as follows:

What are your modules?

What are the core topics for each module?

What are the subtopics for each of the core topics?

By having a clear content map, it makes it much easier to put a design 
plan together 

The How? 

Finally, you have the how, there is a few different questions that you 
need to answer here.
What type of learning interventions are you going to use based on the 
learning objectives and your audience profile? It might be a blended 
learning programme or just self-managed eLearning.
How long is your learning program to run for?
How will your learning experience be structured - or how will your 
learner flow through the programme, what will the main touchpoints 
be?
How will it be rolled out – what platform do we need to host the 
content – do we need a learning management system? What IT 
consideration do we need to be conscious off in terms of firewalls, 
software accessibility and security?
How are we going to drive engagement in the eLearning course, how 
will we communicate, promote and market the courses?
Who will support the learners when they are on the eLearning 
courses?
Finally, what type of brand or visual design guideline do we need to 
factor into your design?
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Analysis Activities 

Reviewing data from previous courses

One to one interviews or focus groups with the target audience and 
other stakeholders

Conversations with IT to ensure that we have a technical check list

Develop an LMS checklist

Undertake an eLearning suitability audit to check perceptions and 
preferences

Desk research on the content and what is in places at the moment
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Design
The three core steps in the design phase are:

 
The Instructional Design Workshops

Screen Planning 

Storyboarding

 

 

Instructional Design Workshop

The instructional design workshop is a collaborative design session. 
Typically, it is going to include the subject matter expert, the instruction 
designer and possible other key stakeholders like the end user, IT and 
possibly someone from marketing. The instructional designer will 
typically facilitate the session.

The workshop is focused on mapping out a screen plan for your 
eLearning course.
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There are three parts to the design workshop:

1.  Explain the process to the subject matter expert and get  them to buy in to  
     what you are trying to do. It is important to use this workshop to reduce  
     this pain and build a relation with the SME.

2.  Check the scope of the resource, this information will come from the  
      analysis stage, the audience profile, the specific learning objectives of the  
      course, the key topic that you need to cover.

3.  Spend some time packaging your topics in clear sections for your   
      eLearning courses, normally we need to be working off three to four  
      sections for 20 to 30 minute eLearning course.

Screen planning
 

When you have clarity on your sections, the final part of the workshop 
is doing your first draft screen plan. A screen plan is like a wireframe for 
the course, it maps out at a high level how the course will flow and what 
the key touch points look like to drive engagement. We support screen 
planning by using a screen plan template. 

You will draft your first draft screen plan in collaboration with the SME 
so that you are allowing them to input their ideas particularly to the 
scenarios and exercises that you need to design.

It is important in this draft that accessibility items are flagged in the 
screen plan for consideration, discussion and decision.

After the workshop you can sketch up your 2nd draft screen plan and 
send it back to the SME for review and feedback. It may go through 
a couple of interactions but once it is signed off you are ready to start 
storyboarding.



 

Storyboarding

The storyboard builds on the screen plan, but it adds a lot more 
detail including: 

An outline of the images and graphics to be used on each screen.

The on screen script and the voiceover script.

An outline on how animation, navigation and an interactive exercise will 
work.

From an accessibility perspective, the storyboard will need a section to 
note, highlight and detail accessibility considerations.
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Develop
The four core steps in the develop phase are:

Creating a Working Prototype

The Full Development of the eLearning course

Testing/Prototype – Are the accessibility elements from the 

storyboard recorded here?

 

 

Creating a Working Prototype

It is important that the learning designer has included some of the 
accessibility considerations e.g. subtitles, colour choices that reflect an 
understanding of the accessibility guidelines for the learning content as part 
of the prototype development.

Full Development

Full development involves building the full end to end eLearning course 
based on the storyboard as an eLearning course is typically a multimedia 
resources . This step may involves video production, audio production 
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and integration , creating exercises, content and assessment as well as 
animation and visual design. All resources in the project – Programme 
Manager, Project Manager, Learning Designer and Content Developer 
must cross check all accessibility in the content storyboard to ensure all 
is captured before development commences.

There is a wide variety of authoring tools in the market that support 
eLearning development including articulate storyline, adobe captivate, 
lectora inspire, elucidate and may more.

Testing/Prototype

The last core step of the develop phase is testing so your eLearning 
course will need to be published and uploaded to wherever you are 
going to roll it out typically a Learning Management System.

Alpha testing is technical testing with a relatively small group of people 
to make sure that course functions properly.

Beta testing is user testing with pilot group or a sample of the end users 
to ensure that they can access the course and also to get their feedback 
on the user experience.

Your testing protocol will be based on information from the scope 
document at the analysis stage of the project. This will include things 
like the device they will be using, browser, locations and broadband 
capability.

Based on the outputs from the testing you might need to go through a 
couple of rounds of additional development before you are ready to go 
live.

In terms of accessibility testing, it will be present in each of the above 
points.  It is important that all accessibility elements are examined in 
the testing phase.  Applications such as JAWS, NVIDA, Adobe Pro 
Accessibility checker will need to be utilised at this stage to ensure 
that the elements of accessibility outlined in the storyboard have 
been addressed. If necessary, it may be important to seek external or 
professional assistance to test from an accessibility perspective.  The 
eiLearn team have used approved accessibility testers for certain 
content.  The Digital Learning Institute and the eiLearn Team can 
support in this requirement.  
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Implement
The three main considerations in the implementation phase are:

The place or where you are going to host or rollout your content
How are you going to get people to engage with your eLearning 
courses – we call this learning marketing
How are you going support your participants when they are 
engaging with you eLearning courses, we call this eModeration 
or etutoring

 

 

Place to Host
So, the place is where your learners are going to go to access your 
content or eLearning course and there are many options.

They could access it on a portal, on your website, on your intranet 
or on your social platforms but if you need to control or protect your 
content and also track your learners activity   - you will need a learning 
management system.

LMS have a wide range of features and function to help you host, 
administer, rollout and track engagement on your content.

Although you will have previously tested your learning object in terms of 
accessibility – it is important to conduct another brief test on the content 
from an accessibility perspective when ‘housed’ in the final destination, 
prior to full release.  There may be minor issues which need redress.
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Learning Marketing

Learning marketing is about the various tactics that you will use to 
motivate learners to access the content in the LMS and you need to be 
considering these at the analysis stage of the project. As we have mentioned 
engagement tactics might include:

The offer of accreditation or linking your courses to career progression.
Promotional material launches and course teasers.
Stories or testimonials for other people you have engaged in the content.
The use of competitions or gamification.
Using social learning to drive conversations, sharing and visibility around 
your courses.

eTutoring

The third consideration is the how are you going to support your learners 
when they are accessing the eLearning course, this is where the role of the 
emoderator, or etutor or community manager comes in.

It is a very important role as they support, scaffold and mentor the learner as 
they flow through your eLearning courses.

The role typically support the learners in areas like:

Technical questions and issues
Accessibility issues
Question around content
Moderating social learning activity and encourage debate and discussion
Providing feedback to learner’s and encouraging independent learning
Nudge them to complete learning activities
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Digital Learning Evaluation
The final part of ADDIE is evaluation, you are evaluating both the 
process of building the eLearning course but also the impact of the 
course as its been rolled out.

 

 

The evaluate phase is in the middle because you are evaluating all the 
time as you go through the ADDIE model.
 
At the analysis stage you are evaluating whether the learning objectives 
meet the business need.
 
At the design phase you are evaluating whether the storyboard meets 
the learning objectives.
 
At the develop phase you are evaluating whether the resources match 
the storyboard.
 
At the implement phase you are evaluating the engagement, the 
experience and whether you have achieved learning transfer.
 
When we are evaluating a learning experience or programmes there 
are a number of levels of evaluation that you need to consider.  The 
Kirkpatrick model for Learning Evaluation breaks the levels down into 4 
areas:
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Level 1 Reaction

At the reaction level you are evaluating the 2 Es – Engagement and 
Experience

Engagement

In a live classroom environment, the trainer will be looking at the 
participation levels and body language to evaluate how engaged the 
participants are

In eLearning courses, we are looking at digital body language, which is 
essentially engagement data form our Learning Management System, 
engagement data will include:

Course completions rates, drop off rates and pass rates on assessments

Time or duration spent online as well as time of the day or day of the 
week

Time spent on individual screens

Their preferences in terms of the type of digital learning content and 
their general behaviour online in terms of how they liked to choose to 
flow through the courses

Their engagement and performance in learning activities

Their levels of engagement with social learning in term of numbers of 
shares, like and comments in forums or social platforms 

Experience

Experience in the classroom is about evaluating how the participants 
felt at the of the day – where they energised and did they enjoy the 
experience, you are looking at things like the relevance of the content, 
the performance of the trainer, the room, the food, the atmosphere and 
we generally gather this feedback from a happy sheet

When we are evaluating the experience online, we are looking at user 
experience data for example

Their experience accessing the course, how many click, or steps did they 
have to go through

Any technical issues they had
The speed of the course
How happy were they with duration of the course?
How useful was it – did they enjoy it / how did it make them feel / what 
did they learn
How relevant was the content?
There is experience of the different forms of content – videos, audio, 
exercise and the toolkit
The navigation and ease of use

-
-
-
-

-
-

-
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-
-

Their experience with the support form the eModerator
Their experience with social learning activity during the course

This data will come from online questionnaires, informal feedback and it 
will dovetail the engagement data from the LMS

At level  1  you are collecting a lot more data in digital learning than you 
are with classroom learning.  This data will allow you to build up learner 
profiles of your users which will feed back into the analysis stage of the 
next project and help you to make more informed design decisions. The 
key thing is that you know what data to collect, how to share it, how to 
analyse it and how to use it to make decisions. 

Level 2 - Learning

The next level up is learning, at this level you are assessing if the 
eLearning course met the learning objectives that you set at the analysis 
stage.

So, let’s go back to blooms again here, at analysis stage we are assessing 
the learning gap, where are the learners now and where do want to 
get them to. We fill the gap with learning objectives, and we design a 
learning experience to meet that gap.

So, at level 2 we are assessing if I have met these learning objectives, so 
we need to decide on an assessment technique to match the level on 
blooms.

If we are down here at understand the assessment will be an online quiz 
or simple exercise but if we are at analyse the assessment might be a 
case study or a practical project.
 

Level 3 - Behaviour

The next level is behaviours, here we are evaluating the extent to which 
your participants have applied their learning on the job or back at work, 
we are still very much looking at the individual at this level.

As an instructional designer, we typically get this data from the 
participants line manager, team leader through qualitative feedback or 
as part of the performance management process in an organisation.

Level 4 - Results

This relates to business results or business impact, so it is typically 
associated with KPIs like cost reduction, increased revenue, increased 
footfall, increase in customer satisfaction levels. There is generally no 
shortage of this type of data in organisations but the challenge for 
instructional designer is linking this data to your learning data.

As an instructional designer we need to be able to have a conversation 
and data to show how our eLearning courses are impacting business 
result.
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Digital Learning Theory
& Design Principles
It’s important in creating blended learning initiatives that you 

understand the underlying learning theory.  Blooms taxonomy 

breaks down knowledge into different levels of learning and the role 

of teaching and training is to move people up through the levels, 

consequently, action verbs in learning objectives usually map to a 

certain level in blooms.

Below are some of the core questions that instructional designers 

need to consider at the early stages of an eLearning project and 

Blooms taxonomy is really useful framework to help you answer 

these questions.

Blooms Taxonomy

Where is a learner now?

Where do you want to get them to?

What does this gap look like?

How do we fill this learning gap?

The 6 levels of learning in Blooms are remember, understand, apply, 

analyse, evaluate and create

Before we can understand a concept, we have to remember it 
Before we can apply the concept, we must understand it 

Before we analyse it we must be able to apply it 
Before we can evaluate its impact, we must have analysed it 
Before we can create, we must have remembered, 
understood, applied, analysed, and evaluated 
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We use the framework to identify the learning gap i.e. where is the 

learning now and where do we want to get to and then we fill that 

gap with learning objectives and the objectives should be written 

based on the level of blooms you are aiming for.

Then we need to design a scaffolded learning experience to fill this 

gap for the learner.

When we are trying to figure out how to fill this gap it is really 

important that we are crystal clear on the role of a self-managed 

eLearning course and where they fit in blooms but more 

importantly where they don’t fit.

If a learner completes a 20 minute interactive eLearning course 

with good instructional design, it will get them to understand the 

level of Blooms. If you want to build on that understanding you will 

need to introduce additional learning interventions to move them up 

through the level of blooms.

Remember Understand Apply Analyse Evaluate Create



If a learner completes a passive learning resource such as videos or 

reading resources, we will only be able to assess them at remember 

levels of blooms because we can’t be sure that they understand the 

content.

The rule of thumb with self-managed eLearning is that we design 

to “apply” to get people to “understand”. We put learners in real 

life scenarios online to make apply decisions in a safe, controlled 

environment so they will understand concept and knowledge but 

are not actively applying it in the real world.

While self-managed learning is at the lower levels of blooms that 

is not to say that you can use other forms of digital learning to 

progress learning through blooms, for example blog and discussion 

forums could be used at analyse while ePortfolios could be used 

to allow learners to capture, reflect and showcase what they have 

created.

33



The Digital Learning Institute work off 5 core 
design principles to ensure that you design an 
engaging, action based eLearning courses for 
your participants.

First, we have the Anticipatory Set which is 
called the hook for the course and it help the 
learner answer the question why? – what is in 
it for me, how will this course benefit me in my 
job today or how will it progress my career?

Anticipatory Set - The hook sets the scene or climate 

for your eLearning course. It is like a mini advert for the 

course and it needs to sell the benefits but also what 

they are going to experience. Sometimes the hook can 

be statistics, sometimes it can be story, sometimes you 

can position a role or person that they can relate to. It 

can also be about mapping out the benefit statements.

Design Principles

Anticipatory Set | Set Climate, Hook

Instructional Input | Knowledge Base

Guided Practice | Exercise & Activities

Closure & Evaluation | Consolidation,
Assesment

Independent Practice | Next Steps
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Instructional Input - After the hook, you want the 

learner to make a buy decision and make them feel 

that the next 20 minutes will be worth it. Next is 

instructional input which is the nuts and bolts of the 

eLearning course. This is giving the learner a clear 

sense of how the course will be structured, what the 

experience will look like and how they will they navigate 

through it. It is about guiding the learners through the 

content without overwhelming them and allowing them 

to do a deeper dive if they want too.

Guided Practice - Next, we have Guided Practice - this 

is where we challenge the learners off the back of the 

content. We throw them into scaffolded activities or 

scenarios that they can relate to and make decisions or 

choices. We also show them the consequences of the 

choices they make by providing them with feedback.

Closure & Evaluation - Next, we close and evaluate, 

and this might be a summary of key takeaways or 

learning points from the online course. There may be a 

formal assessment of learning through online quizzes 

and it will outline what will be happening next for the 

participant on their learning journey. 

Independent Practice - Finally, and probably must 

important is independent practice, sometimes we 

call these next steps. We might set the learners an 

independent task or activity where they need to 

practically apply what they have learned. We are also 

going to encourage social learning and ask the learner 

to share their experience or reflections with their 

community.
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As Covid 19 accelerated the digital  
transformation in how we work and how we 
learn, this guide aims to outline the inclusion of 
digital learning considerations in programme 
design. The guide summarises the approach 
used by Enterprise Ireland in designing and 
delivering capability supports to meet the 
needs of our clients and represents a best 
practice approach with expert input from the 
Digital Learning Institute. 

Engaging Learners

For e-learning to work it has to capture the learners imagination 

otherwise they are unlikely to engage for long. If you design the 

learning experience seeking to pique learners interest, stimulate 

their thought processes, challenge them they will become hooked 

into the learning. For the process to work, designers need to keep in 

mind two things, the content and the language used.

Content

⋅   Make your content challenging for your learners, if its too easy     
    they won’t engage.

⋅   Make it investigative so learners can get stuck in rather than just                           
    reading reams of text.

⋅   Make it action based, the more actions for learners the better.

Summary
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Language

⋅   It’s vital that you make the language easy to understand.

⋅   If learners have to take time trying to work out what they need to  
    do they will turn off.

⋅   Talk to your learners, not at them, make it a conversation rather  
    than a set of instructions.
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Appendix

Appendix 1 - Analysis Template

 Multimedia eLearning Scoping

Appendix 2 - Design Template

 Digital Learning Institute Storyboard

 Wireframe Template

Appendix 3 - Evaluation Template

 Level 1 Checklist

 Evaluation Plan Template

 Sample Level 1 Survey Questions
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	screen plan for consideration, discussion and decision.
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	storyboarding.
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	Storyboarding

	The storyboard builds on the screen plan, but it adds a lot more 
	The storyboard builds on the screen plan, but it adds a lot more 

	detail including: 
	detail including: 

	An outline of the images and graphics to be used on each screen.
	An outline of the images and graphics to be used on each screen.

	The on screen script and the voiceover script.
	The on screen script and the voiceover script.
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	work.
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	Enterprise Ireland’s Leadership and Scaling Team helps to address the capability needs of clients through a suite of tailored leadership and management development programmes. The aim is to inspire Irish business leaders to have the ambition, confidence and ability, through the programmes and digital learning community to grow their businesses globally.
	Our offers range from strategic programmes that create transformational business change to flexible short programmes addressing short term business issues. Programmes are aligned to the six pillars of business growth: Strategy, People and Management, Sales and Marketing, Finance, Innovation and Operations, and are further supported by customised advisory, online and financial supports. Capability development programmes are co-designed and managed from within the department by specific Programme Managers. Pr
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	delivery of best in class digital learning programmes. 

	Ensuring access to all our programmes and offerings is imperative 
	Ensuring access to all our programmes and offerings is imperative 
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	The Web Accessibility Guidelines
	The Web Accessibility Guidelines

	 were drafted by the web 
	accessibility initiative to ensure all persons regardless of their 
	disability can access online services. As a government agency, 
	we are governed by legislation to ensure we adhere to the Web 
	Content Accessibility Guidelines (WCAG) in our programme 
	offerings.

	Aligned with the best practice of online development using 
	Aligned with the best practice of online development using 
	the ADDIE model, it is important that programme managers, 
	staff, providers and programme contributors ensure our design, 
	development and delivery of online content is accessible for 
	all participants, regardless of their disability.  Below are the 
	considerations you need to consider in your programme design 
	from the perspective of accessibility. 

	The list is not exhaustive:
	The list is not exhaustive:
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	Brochure colours and mar
	keting material for those with

	visual impairments.
	visual impairments.
	 

	Transcripts and subti
	Transcripts and subti
	tles in video content for those with

	hearing 
	hearing 
	issues.

	Interactions with content online from a motor capability.
	Interactions with content online from a motor capability.

	How content behaves from a cognitive perspective.
	How content behaves from a cognitive perspective.

	In the sequence of the recognised best practice learning model 
	In the sequence of the recognised best practice learning model 
	(ADDIE) - Analyse, Design, Develop, Implement and Evaluate. There 
	are associated templates at the back of the guide you can utilise 
	when designing your own digital learning programme.

	Digital Learning Institute
	The goal at the Digital Learning Institute is to offer a world class education to help learning professionals, trainers, instructors and educators reach their potential as digital learning designers. We are passionate about the design of high-quality and impactful digital learning experiences to support the global learning community. We offer University Credit Rated courses designed by our team of Digital Learning Experts. Whether you are just getting started in digital learning design or if you are looking
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	There are a number of digital learning roles in any organisation or 
	There are a number of digital learning roles in any organisation or 
	There are a number of digital learning roles in any organisation or 
	learning team. Each of these roles should work seamlessly together 
	to create the best digital learning experience for the user or client.

	Who is accessibility important for?
	From a legislative perspective the online content we design and deliver should be aligned with accessibility standards outlined by WCAG.  As well as the global guidelines, there is also extensive support and guidance available nationally via the Centre for Excellence in Universal Design, a unit within the  (NDA).  
	National Disability Authority

	The table below highlights the accessibility considerations you will need to make when managing and designing content for programmes. 
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	The Digital 
	The Digital 
	Learning Process

	Story
	The process we are working on is the ADDIE 
	The process we are working on is the ADDIE 
	Process.  ADDIE is a learning model used by 
	instructional designers and training developers 
	to create effective learning experiences.

	The Analysis Stage
	The Analysis Stage

	In the 
	In the 
	Analysis stage
	 the focus is on the 
	WHAT
	 and the following 
	questions need to be addressed:

	What i
	What i
	s the business problem?

	Who are our audience and what are their learning needs?
	Who are our audience and what are their learning needs?

	What is their profile and preferences of this audience?
	What is their profile and preferences of this audience?

	What is the content that we need to cover and how is it broken down?
	What is the content that we need to cover and how is it broken down?

	What accessibility considerations are evident at this stage?
	What accessibility considerations are evident at this stage?

	Typically, the outputs
	Typically, the outputs
	 from this phas
	e will be training 
	specification or curriculum which will spell out the who (the 
	audience)?, the why (the learning outcomes)? And the what 

	(the
	(the
	 content)? of a learning programme.


	The Design Stage
	The Design Stage
	The Design Stage

	In the Design Stage, start to focus on the 
	In the Design Stage, start to focus on the 
	HOW?

	What does the digital learning experience look like?
	What does the digital learning experience look like?

	We need to add 
	We need to add 
	the accessibility considerations as a section into the 
	storyboard

	How will it flow and what will the touch-points be?
	How will it flow and what will the touch-points be?

	What accessibility considerations are evident at this stage?
	What accessibility considerations are evident at this stage?

	What type of digital learning resource do we need to build?
	What type of digital learning resource do we need to build?

	I
	I
	n terms of the resource, what are the accessibility items we need to 
	include in the resource?

	How will we design each of thes
	How will we design each of thes
	e resources to make them engaging

	and impactful?
	and impactful?

	How can we ensure the resources are impactful while also adhering to 
	How can we ensure the resources are impactful while also adhering to 
	the WCAG standards?

	The Development Stage
	The Development Stage

	In the develop stage (normally the most time consuming phase 
	In the develop stage (normally the most time consuming phase 
	of the process), it is about bringing the storyboard to life. This 
	can be done by using content authoring tools and software to 
	build your learning resource. Before we decide on the items 
	in the next phase, it is important to ensure that all items in the 
	storyboard are considered from an accessibility perspective. 
	There are a number of steps in this phase and it can include 
	things like prototyping, video production, audio production, and 
	user testing.
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	Instructional Designer
	Instructional Designer


	eLearning Developer
	eLearning Developer
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	Digital Learning can be categorised into three broad areas:
	Digital Learning can be categorised into three broad areas:
	 
	Self-paced learning or self-directed learning is generally learning that your participants engage with independently - it is also called asynchronous learning. This category can range from micro learning assets such as videos and infographics to interactive multimedia eLearning courses.
	 
	Live online learning is instructor led training that happens live or in real time. It is similar to classroom learning except it is happening through some form of web conferencing technology. It is also called synchronous learning because you are in sync with the learner. This category can range from virtual classroom to live chat.
	 
	Social learning which is the most important category when it comes to creating an engaging and impactful learning experience. It is about how learners share experiences, reflections, content and assignments and ask questions as they engage with learning content or participant during a programme.
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	What is Digital Learning?
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	1.
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	2.
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	What is Digital Learning?
	What is Digital Learning?

	Digital Learning Theory
	Digital Learning Theory
	Digital Learning Theory

	& Design Principles
	& Design Principles


	Story
	It’s important in creating blended learning initiatives that you 
	It’s important in creating blended learning initiatives that you 
	understand the underlying learning theory.  Blooms taxonomy 
	breaks down knowledge into different levels of learning and the role 
	of teaching and training is to move people up through the levels, 
	consequently, action verbs in learning objectives usually map to a 
	certain level in blooms.

	Below are some of the core questions that instructional designers 
	Below are some of the core questions that instructional designers 
	need to consider at the early stages of an eLearning project and 
	Blooms taxonomy is really useful framework to help you answer 
	these questions.

	Blooms Taxonomy
	Blooms Taxonomy

	Where is a learner now?
	Where is a learner now?

	Where do you want to get them to?
	Where do you want to get them to?

	What does this gap look like?
	What does this gap look like?

	How do we fill this learning gap?
	How do we fill this learning gap?

	The 6 levels of learning in Blooms are remember, understand, apply, 
	The 6 levels of learning in Blooms are remember, understand, apply, 
	analyse, evaluate and create

	Before we can 
	Before we can 
	understand a concept
	, we have to 
	remember it 

	Before we can 
	Before we can 
	apply the concept
	, we must 
	understand it
	 

	Before we 
	Before we 
	analyse it 
	we must be able to 
	apply it 

	Before we can 
	Before we can 
	evaluate its impact
	, we must have 
	analysed it 

	Before we can 
	Before we can 
	create
	, we must have 
	remembered,
	 
	understood, applied, analysed, and evaluated 


	We use the framework to identify the learning gap i.e. where is the 
	We use the framework to identify the learning gap i.e. where is the 
	We use the framework to identify the learning gap i.e. where is the 
	learning now and where do we want to get to and then we fill that 
	gap with learning objectives and the objectives should be written 
	based on the level of blooms you are aiming for.

	Then we need to design a scaffolded learning experience to fill this 
	Then we need to design a scaffolded learning experience to fill this 
	gap for the learner.

	When we are trying to figure out how to fill this gap it is really 
	When we are trying to figure out how to fill this gap it is really 
	important that we are crystal clear on the role of a self-managed 
	eLearning course and where they fit in blooms but more 
	importantly where they don’t fit.

	If a learner completes a 20 minute interactive eLearning course 
	If a learner completes a 20 minute interactive eLearning course 
	with good instructional design, it will get them to understand the 
	level of Blooms. If you want to build on that understanding you will 
	need to introduce additional learning interventions to move them up 
	through the level of blooms.

	If a learner completes a passive learning resource such as videos or 
	If a learner completes a passive learning resource such as videos or 
	reading resources, we will only be able to assess them at remember 
	levels of blooms because we can’t be sure that they understand the 
	content.

	The rule of thumb with self-managed eLearning is that we design 
	The rule of thumb with self-managed eLearning is that we design 
	to “apply” to get people to “understand”. We put learners in real 
	life scenarios online to make apply decisions in a safe, controlled 
	environment so they will understand concept and knowledge but 
	are not actively applying it in the real world.

	While self-managed learning is at the lower levels of blooms that 
	While self-managed learning is at the lower levels of blooms that 
	is not to say that you can use other forms of digital learning to 
	progress learning through blooms, for example blog and discussion 
	forums could be used at analyse while ePortfolios could be used 
	to allow learners to capture, reflect and showcase what they have 
	created.


	Remember
	Remember

	Understand
	Understand

	Apply
	Apply

	Analyse
	Analyse

	Evaluate
	Evaluate

	Create
	Create

	Story
	Implementation Phase 
	Implementation Phase 

	The Implementation phase relates to how to roll out the digital learning 
	The Implementation phase relates to how to roll out the digital learning 
	course. This is normally the phase that is overlooked, and you should be 
	planning for this phase at the analysis stage. You will also need to bring 
	accessibility considerations as you pose the questions below. In this phase 
	you will be exploring questions like: 

	How are we going to roll it out?
	How are we going to roll it out?

	Will we need an LMS?
	Will we need an LMS?

	How are we going to promote and market our courses? (Learning 
	How are we going to promote and market our courses? (Learning 
	marketing) ?

	How are we going to drive engagement?
	How are we going to drive engagement?

	How will we support learners during the course?
	How will we support learners during the course?

	How will we monitor their experience and engagement?
	How will we monitor their experience and engagement?

	Evaluate Phas
	Evaluate Phas
	e

	The evaluate phase is the middle because it is about evaluating 
	The evaluate phase is the middle because it is about evaluating 
	all the time as you go through the ADDIE model for example:

	At the analysis stage you are evaluating whether the learning 
	At the analysis stage you are evaluating whether the learning 
	objectives meet the business need?

	At the design phase you are evaluating whether the storyboard meet 
	At the design phase you are evaluating whether the storyboard meet 
	the learning objectives?

	At the develop phase you evaluate whether the resources match the 
	At the develop phase you evaluate whether the resources match the 
	storyboard?

	Have the accessibility elements of the development  been met as per 
	Have the accessibility elements of the development  been met as per 
	the storyboard and accessibility requirements?

	At the implement phase you are evaluating the engagement, the
	At the implement phase you are evaluating the engagement, the
	 
	experience and whether you have achieved learning transfer?


	Analysis
	Analysis

	The main deliverable from the analysis stage is a learning scope document - sometimes it is called a training specification or a learning curriculum. This plan will generally seek to address four key questions for your learning programme – The Why? The Who, The What and The How?
	The main deliverable from the analysis stage is a learning scope document - sometimes it is called a training specification or a learning curriculum. This plan will generally seek to address four key questions for your learning programme – The Why? The Who, The What and The How?
	 
	 

	The Why?
	The Why?

	The  why relates to
	The  why relates to
	 the reasons why you are doing the eLearning
	 course.

	What is the business need or problem that you need to address?
	What is the business need or problem that you need to address?

	What specific key performance indicator are you looking to have an 
	What specific key performance indicator are you looking to have an 
	impact on?

	The business needs then need to filter down into the learning
	The business needs then need to filter down into the learning
	 
	outcomes you need to achieve, or what change in knowledge, skills
	 
	and behaviour do we need to see to achieve this business outcome or 
	to address this business problem?

	Have you considered within these questions, the implications from an 
	Have you considered within these questions, the implications from an 
	accessibility perspective?


	Story
	The Who 
	The Who 

	The next is the 
	The next is the 
	who or your audience. 

	In the analysis stage particularly in a learning programme that will 
	In the analysis stage particularly in a learning programme that will 
	involve eLearning – you need to create a detailed profile of your end user.

	 
	 

	T
	T
	his profile will include the following

	An outline of the learning objectives of your audience, think back to 
	An outline of the learning objectives of your audience, think back to 
	blooms here, where are they now in blooms and where do you want 
	to get them to. That is your learning gap and then you fill that gap with 
	learning objectives.

	Secondly you will need to get a sense of their perception of eLearning
	Secondly you will need to get a sense of their perception of eLearning
	 
	- Have they done eLearning before – how did they find the experience 
	– did they enjoy it, how did it make them feel? What are their hopes, 
	fears or expectations with eLearning courses? This provides insight 
	into their eLearning preferences.

	What type of eLearning content have they engaged with - which 
	What type of eLearning content have they engaged with - which 
	format do they prefer – for example do they prefer videos over 
	podcasts?

	How did they like to engage with content - What device will they use?
	How did they like to engage with content - What device will they use?

	What time of the day or day of the week will they access content? 
	What time of the day or day of the week will they access content? 
	How long will they spend online? How do they like to be supported 
	during eLearning? What browser do they use?

	What type of platforms, apps or social media channels do they use – 
	What type of platforms, apps or social media channels do they use – 
	how inclined will they be to engage in social learning?

	Next, you will need to consider accessible data and this relates to their 
	Next, you will need to consider accessible data and this relates to their 
	ability to access eLearning in terms of their time, their levels of digital 
	literacy, their access to broadband or internet, their ability to access 
	a computer or PC, their general environment, you will also need to 
	get a sense of how familiar they are with your Learning Management 
	System.

	It is also important to profile general demographics data in terms of 
	It is also important to profile general demographics data in terms of 
	age, gender, location, language, culture and any potential learning 
	difficulties for example visual impairment or hearing difficulties.

	Once you have a comprehensive profile of your audience, you will 
	Once you have a comprehensive profile of your audience, you will 
	be in a position to make an informed design decision for eLearning 
	courses.

	The What? 
	The What? 

	The next questions are the what and this relates to the content that
	The next questions are the what and this relates to the content that
	 you 
	need to cover. It is really important in an eLearning project that you have 
	a clear content map and the more that you break down your content the 
	better.

	Typically, a learning programme will be broken down as follows:
	Typically, a learning programme will be broken down as follows:

	What are your modules?
	What are your modules?

	What are the core topics for each module?
	What are the core topics for each module?

	What are the subtopics for each of the core topics?
	What are the subtopics for each of the core topics?

	By having a clear content map, it makes it much ea
	By having a clear content map, it makes it much ea
	sier to put a 
	design 
	plan together 

	The How? 
	The How? 

	Finall
	Finall
	y, you have the how, there is a few different questions that you 
	need to answer here.

	What type of learning interventions are you going to use based on the
	What type of learning interventions are you going to use based on the
	 
	learning objectives and your audience profile? It might be a blended 
	learning programme or just self-managed eLearning.

	How long is your learning program to run for?
	How long is your learning program to run for?

	How will your learning experience be structured - or how will your 
	How will your learning experience be structured - or how will your 
	learner flow through the programme, what will the main touchpoints 
	be?

	How will it be rolled out – what platform do we need to host the
	How will it be rolled out – what platform do we need to host the
	 
	content – do we need a learning management system? What IT 
	consideration do we need to be conscious off in terms of firewalls,
	 
	software accessibility and security?

	How are we going to drive
	How are we going to drive
	 engagement in the eLearning course, how
	 
	will we communicate, promot
	e and market the courses?

	Who will supp
	Who will supp
	ort the learners when they are on the eLearning 
	courses?

	Finally, what type of brand or v
	Finally, what type of brand or v
	isual design guideline do we need to 
	factor into your design?


	Analysis Activities 
	Analysis Activities 
	Analysis Activities 

	Reviewing data from previous courses
	Reviewing data from previous courses

	One to one interviews 
	One to one interviews 
	or focus groups with the target audience and 
	other stakeholders

	Conversations with IT to ensure that we have a technical check list
	Conversations with IT to ensure that we have a technical check list

	Develop an LMS checklist
	Develop an LMS checklist

	Undertake an eLea
	Undertake an eLea
	rning suitability audit to check perceptions and 
	preferences

	Desk research on the content and what is in places at the moment
	Desk research on the content and what is in places at the moment


	Design
	Design

	Develop
	Develop

	Story
	The four core steps in the develop phase are:
	Creating a Working Prototype
	The Full Development of the eLearning course
	Testing/Prototype – Are the accessibility elements from the storyboard recorded here?
	 
	 
	 

	Creating a Working Prototype
	Creating a Working Prototype

	It is important that the learning designer has included some of the 
	It is important that the learning designer has included some of the 
	accessibility considerations e.g. subtitles, colour choices that reflect an 
	understanding of the accessibility guidelines for the learning content as part 
	of the prototype development.

	Full Development
	Full Development

	Full development involves building the full end to end eLearning course based on the storyboard as an eLearning course is typically a multimedia resources . This step may involves video production, audio production and integration , creating exercises, content and assessment as well as animation and visual design. All resources in the project – Programme Manager, Project Manager, Learning Designer and Content Developer must cross check all accessibility in the content storyboard to ensure all is captured be
	There is a wide variety of authoring tools in the market that support eLearning development including articulate storyline, adobe captivate, lectora inspire, elucidate and may more.
	Testing/Prototype
	Testing/Prototype

	The last core step of the develop phase is testing so your eLearning 
	The last core step of the develop phase is testing so your eLearning 
	course will need to be published and uploaded to wherever you are 
	going to roll it out typically a Learning Management System.

	Alpha testing is technical testing with a relatively small group of people 
	Alpha testing is technical testing with a relatively small group of people 
	to make sure that course functions properly.

	Beta testing is user testing with pilot group or a sample of the end users 
	Beta testing is user testing with pilot group or a sample of the end users 
	to ensure that they can access the course and also to get their feedback 
	on the user experience.

	Your testing protocol will be based on information from the scope 
	Your testing protocol will be based on information from the scope 
	document at the analysis stage of the project. This will include things 
	like the device they will be using, browser, locations and broadband 
	capability.

	Based on the outputs from the testing you might need to go through a 
	Based on the outputs from the testing you might need to go through a 
	couple of rounds of additional development before you are ready to go 
	live.

	In terms of accessibility testing, it will be present in each of the above 
	In terms of accessibility testing, it will be present in each of the above 
	points.  It is important that all accessibility elements are examined in 
	the testing phase.  Applications such as JAWS, NVIDA, Adobe Pro 
	Accessibility checker will need to be utilised at this stage to ensure 
	that the elements of accessibility outlined in the storyboard have 
	been addressed. If necessary, it may be important to seek external or 
	professional assistance to test from an accessibility perspective.  The 
	eiLearn team have used approved accessibility testers for certain 
	content.  The Digital Learning Institute and the eiLearn Team can 
	support in this requirement.  


	Implement
	Implement

	The three main considerations in the implementation phase are:
	The three main considerations in the implementation phase are:
	The place or where you are going to host or rollout your content
	How are you going to get people to engage with your eLearning courses – we call this learning marketing
	How are you going support your participants when they are engaging with you eLearning courses, we call this eModeration or etutoring
	 
	 
	 

	Place to Host
	Place to Host

	So, the place is where your learners are going to go to access your 
	So, the place is where your learners are going to go to access your 
	content or eLearning course and there are many options.

	They could access it on a portal, on your website, on your intranet 
	They could access it on a portal, on your website, on your intranet 
	or on your social platforms but if you need to control or protect your 
	content and also track your learners activity   - you will need a learning 
	management system.

	LMS have a wide range of features and function to help you host, 
	LMS have a wide range of features and function to help you host, 
	administer, rollout and track engagement on your content.

	Although you will have previously tested your learning object in terms of 
	Although you will have previously tested your learning object in terms of 
	accessibility – it is important to conduct another brief test on the content 
	from an accessibility perspective when ‘housed’ in the final destination, 
	prior to full release.  There may be minor issues which need redress.


	Learning Marketing
	Learning Marketing
	Learning Marketing

	Learning marketing is about the various tactics that you will use to motivate learners to access the content in the LMS and you need to be considering these at the analysis stage of the project. As we have mentioned engagement tactics might include:
	The offer of accreditation or linking your courses to career progression.
	Promotional material launches and course teasers.
	Stories or testimonials for other people you have engaged in the content.
	The use of competitions or gamification.
	Using social learning to drive conversations, sharing and visibility around your courses.
	eTutoring
	eTutoring

	The third consideration is the how are you going to support your learners 
	The third consideration is the how are you going to support your learners 
	when they are accessing the eLearning course, this is where the role of the 
	emoderator, or etutor or community manager comes in.

	It is a very important role as they sup
	It is a very important role as they sup
	port, scaffold and mentor
	 the learner as
	 
	they flow through your eLearning 
	courses.

	The role typically support the learners in areas like
	The role typically support the learners in areas like
	:

	Technical questions and issues
	Technical questions and issues

	Accessibility issues
	Accessibility issues

	Question around content
	Question around content

	Moderating social learning activity and encourage debate and discussion
	Moderating social learning activity and encourage debate and discussion

	Providing feedback to learner’s and encouraging independent learning
	Providing feedback to learner’s and encouraging independent learning

	Nudge them to complete learning activities
	Nudge them to complete learning activities


	Digital Learning Evaluation
	Digital Learning Evaluation

	The final part of ADDIE is evaluation, you are evaluating both the process of building the eLearning course but also the impact of the course as its been rolled out.
	The final part of ADDIE is evaluation, you are evaluating both the process of building the eLearning course but also the impact of the course as its been rolled out.
	 
	 
	 

	The evaluate phase is in the middle because you are evaluating all the 
	The evaluate phase is in the middle because you are evaluating all the 
	time as you go through the ADDIE model.

	 
	 

	At the analysis stage you are evaluating whether the learning objectives 
	At the analysis stage you are evaluating whether the learning objectives 
	meet the business need.

	 
	 

	At the design phase you are evaluating whether the storyboard meets 
	At the design phase you are evaluating whether the storyboard meets 
	the learning objectives.

	 
	 

	At the develop phase you are evaluating whether the resources match 
	At the develop phase you are evaluating whether the resources match 
	the storyboard.

	 
	 

	At the implement phase you are evaluating the engagement, the 
	At the implement phase you are evaluating the engagement, the 
	experience and whether you have achieved learning transfer.

	 
	 

	When we are evaluating a learning experience or programmes there 
	When we are evaluating a learning experience or programmes there 
	are a number of levels of evaluation that you need to consider.  The 
	Kirkpatrick model for Learning Evaluation breaks the levels down into 4 
	areas:


	Level 1 Reaction
	Level 1 Reaction
	Level 1 Reaction

	At the reaction level you are evaluating the 2 Es – Engagement and Experience
	Engagement
	In a live classroom environment, the trainer will be looking at the 
	In a live classroom environment, the trainer will be looking at the 
	participation levels and body language to evaluate how engaged the 
	participants are

	In eLearning courses, 
	In eLearning courses, 
	we are looking at digital body language, which is 
	essentially engagement data form our Learning Management System, 
	engagement data will include:

	Course completions rates, drop off rates a
	Course completions rates, drop off rates a
	nd pass rates on assessme
	nts

	Time or duration spent online as well as time of the day or day of the 
	Time or duration spent online as well as time of the day or day of the 
	week

	Time spen
	Time spen
	t on individual screens

	Their preferences in terms of the type 
	Their preferences in terms of the type 
	of digital learning content and 
	their general behaviour online in terms of how they liked to choose to 
	flow through the courses

	Their engagement and perform
	Their engagement and perform
	ance in learning activities

	Their levels of engagement with social learning in term of numbers of 
	Their levels of engagement with social learning in term of numbers of 
	shares, like and comments in forums or social platforms 

	Experience
	Experience in the classroom is about evaluating how the participants 
	Experience in the classroom is about evaluating how the participants 
	felt at the of the day – where they energised and did they enjoy the 
	experience, you are looking at things like the relevance of the content, 
	the performance of the trainer, the room, the food, the atmosphere and 
	we generally gather this feedback from a happy sheet

	When we are evaluating the experience online, we are looking at user 
	When we are evaluating the experience online, we are looking at user 
	experience data for example

	Their experience accessing the course, how many click, or steps did they 
	Their experience accessing the course, how many click, or steps did they 
	have to go through

	Any technical issues they had
	Any technical issues they had

	The speed of the course
	The speed of the course

	How happy were they with duration of the course?
	How happy were they with duration of the course?

	How useful was it – did they enjoy it / how did it make them feel / what 
	How useful was it – did they enjoy it / how did it make them feel / what 
	did they learn

	How relevant was the content?
	How relevant was the content?

	There is experience of the different forms of content – videos, audio, 
	There is experience of the different forms of content – videos, audio, 
	exercise and the toolkit

	The navigation and ease of use
	The navigation and ease of use

	Their experience with the support form the eModerator
	Their experience with the support form the eModerator

	Their experience with social learning activity during the course
	Their experience with social learning activity during the course

	This data will come from online questionnaires, informal feedback and it 
	This data will come from online questionnaires, informal feedback and it 
	will dovetail the engagement data from the LMS

	At level  1  you are collecting a lot more data in digital le
	At level  1  you are collecting a lot more data in digital le
	arning than you 
	are with classroom learning.  This data will allow you to build up learner 
	profiles of your users which will feed back into the analysis stage of the 
	next project and help you to make more informed design decisions. The 
	key thing is that you know what data to collect, how to share it, how to 
	analyse it and how to use it to make decisions. 

	Level 2 - Learning
	The next level up is learning, at this level you are assessing if the 
	The next level up is learning, at this level you are assessing if the 
	eLearning course met the learning objectives that you set at the analysis 
	stage.

	So, let’s go back to blooms again here, at analysis stage we are assessing 
	So, let’s go back to blooms again here, at analysis stage we are assessing 
	the learning gap, where are the learners now and where do want to 
	get them to. We fill the gap with learning objectives, and we design a 
	learning experience to meet that gap.

	So, at level 2 we are assessing if I have met these learning objectives, so 
	So, at level 2 we are assessing if I have met these learning objectives, so 
	we need to decide on an assessment technique to match the level on 
	blooms.

	If we are down here at understand the assessment will be an online quiz 
	If we are down here at understand the assessment will be an online quiz 
	or simple exercise but if we are at analyse the assessment might be a 
	case study or a practical project.

	 
	 

	Level 3 - Behaviour
	The next level is behaviours, here we are evaluating the extent to which 
	The next level is behaviours, here we are evaluating the extent to which 
	your participants have applied their learning on the job or back at work, 
	we are still very much looking at the individual at this level.

	As an instructional designer, we typically get this data from the 
	As an instructional designer, we typically get this data from the 
	participants line manager, team leader through qualitative feedback or 
	as part of the performance management process in an organisation.

	Level 4 - Results
	This relates to business results or business impact, so it is typically 
	This relates to business results or business impact, so it is typically 
	associated with KPIs like cost reduction, increased revenue, increased 
	footfall, increase in customer satisfaction levels. There is generally no 
	shortage of this type of data in organisations but the challenge for 
	instructional designer is linking this data to your learning data.

	As an instructional designer we need to be able to have a conversation 
	As an instructional designer we need to be able to have a conversation 
	and data to show how our eLearning courses are impacting business 
	result.


	In partnership with:
	In partnership with:
	In partnership with:


	For more information visit  
	For more information visit  
	www.enterprise-ireland.com
	www.enterprise-ireland.com


	Enterprise Ireland, The Plaza,                               East Point Business Park,          
	Dublin 3. DO3 E5R6            
	Tel: (0)1 727 2000

	Self Managed Learning
	Self Managed Learning
	Self Managed Learning


	Live Online
	Live Online
	Live Online


	Social Learning
	Social Learning
	Social Learning


	Community Manager
	Community Manager
	Community Manager


	The Digital Learning Institute work off 5 core design principles to ensure that you design an engaging, action based eLearning courses for your participants.
	The Digital Learning Institute work off 5 core design principles to ensure that you design an engaging, action based eLearning courses for your participants.
	First, we have the Anticipatory Set which is called the hook for the course and it help the learner answer the question why? – what is in it for me, how will this course benefit me in my job today or how will it progress my career?
	Anticipatory Set - The hook sets the scene or climate for your eLearning course. It is like a mini advert for the course and it needs to sell the benefits but also what they are going to experience. Sometimes the hook can be statistics, sometimes it can be story, sometimes you can position a role or person that they can relate to. It can also be about mapping out the benefit statements.

	Design Principles
	Design Principles

	Anticipatory Set | Set Climate, Hook
	Anticipatory Set | Set Climate, Hook
	Anticipatory Set | Set Climate, Hook


	Instructional Input | Knowledge Base
	Instructional Input | Knowledge Base
	Instructional Input | Knowledge Base


	Guided Practice | Exercise & Activities
	Guided Practice | Exercise & Activities
	Guided Practice | Exercise & Activities


	Closure & Evaluation | Consolidation,
	Closure & Evaluation | Consolidation,
	Closure & Evaluation | Consolidation,

	Assesment
	Assesment


	Independent Practice | Next Steps
	Independent Practice | Next Steps
	Independent Practice | Next Steps


	Instructional Input - After the hook, you want the learner to make a buy decision and make them feel that the next 20 minutes will be worth it. Next is instructional input which is the nuts and bolts of the eLearning course. This is giving the learner a clear sense of how the course will be structured, what the experience will look like and how they will they navigate through it. It is about guiding the learners through the content without overwhelming them and allowing them to do a deeper dive if they want
	Instructional Input - After the hook, you want the learner to make a buy decision and make them feel that the next 20 minutes will be worth it. Next is instructional input which is the nuts and bolts of the eLearning course. This is giving the learner a clear sense of how the course will be structured, what the experience will look like and how they will they navigate through it. It is about guiding the learners through the content without overwhelming them and allowing them to do a deeper dive if they want
	Guided Practice - Next, we have Guided Practice - this is where we challenge the learners off the back of the content. We throw them into scaffolded activities or scenarios that they can relate to and make decisions or choices. We also show them the consequences of the choices they make by providing them with feedback.
	Closure & Evaluation - Next, we close and evaluate, and this might be a summary of key takeaways or learning points from the online course. There may be a formal assessment of learning through online quizzes and it will outline what will be happening next for the participant on their learning journey. 
	Independent Practice - Finally, and probably must important is independent practice, sometimes we call these next steps. We might set the learners an independent task or activity where they need to practically apply what they have learned. We are also going to encourage social learning and ask the learner to share their experience or reflections with their community.
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	As Covid 19 accelerated the digital  transformation in how we work and how we learn, this guide aims to outline the inclusion of digital learning considerations in programme design. The guide summarises the approach used by Enterprise Ireland in designing and delivering capability supports to meet the needs of our clients and represents a best practice approach with expert input from the Digital Learning Institute. 
	As Covid 19 accelerated the digital  transformation in how we work and how we learn, this guide aims to outline the inclusion of digital learning considerations in programme design. The guide summarises the approach used by Enterprise Ireland in designing and delivering capability supports to meet the needs of our clients and represents a best practice approach with expert input from the Digital Learning Institute. 
	Engaging Learners
	For e-learning to work it has to capture the learners imagination otherwise they are unlikely to engage for long. If you design the learning experience seeking to pique learners interest, stimulate their thought processes, challenge them they will become hooked into the learning. For the process to work, designers need to keep in mind two things, the content and the language used.
	Content
	⋅   Make your content challenging for your learners, if its too easy         they won’t engage.
	⋅   Make it investigative so learners can get stuck in rather than just                               reading reams of text.
	⋅   Make it action based, the more actions for learners the better.
	Language
	⋅   It’s vital that you make the language easy to understand.
	⋅   If learners have to take time trying to work out what they need to      do they will turn off.
	⋅   Talk to your learners, not at them, make it a conversation rather      than a set of instructions.

	Summary
	Summary
	Summary
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	Images
	Images
	Images
	Images
	Programme Manager
	Programme Manager
	Programme Manager
	 

	The programme manager will need to be aware of the legislation, 
	The programme manager will need to be aware of the legislation, 
	the WGAC guidelines or call on the online eilearn team to support 
	them in the elements for consideration here.  The programme 
	manager will need to include this as a sign-off element at each 
	stage of development for programmes.

	Project Manager
	Project Manager
	 

	Before the instructional designer or eLearning developer 
	Before the instructional designer or eLearning developer 
	commences any work, the project manager will need to identify, 
	flag, and remedy any considerations from an accessibility 
	perspective.  They will need to be familiar with any content 
	development plans, storyboards and scripts to ensure all elements 
	are considered. It is important for the project manager to maintain 
	an accessibility checklist as part of all their project documentation.  
	This should be circulated to all in the project team to ensure 
	that guidelines and the checklist are referenced throughout the 
	development cycle. 

	Subject Matter Expert 
	Subject Matter Expert 

	This is the person who has domain expertise in the content that you 
	This is the person who has domain expertise in the content that you 
	are looking to digitize. It might be an existing trainer or someone 
	working in a specific team or department in your organisation. The 
	important consideration here is that SME is not always a learning 
	professional, just provide source content in the form of a document 
	for example SOP or slides.

	 
	 

	Instructional Designer
	Instructional Designer

	The instructional designer has an integral role to play in terms of 
	The instructional designer has an integral role to play in terms of 
	accessibility and the development of the content.  In crafting their 
	storyboard from their interactions with the SME, they will need 
	to identify the considerations from an accessibility perspective 
	in the choice of content elements.  Traditionally, the storyboard 
	detailed imagery, video, sound and interactions to be developed.  It 
	is important that the learning designer documents the accessibility 
	considerations and requirements in detail in their storyboard.  In 
	creating the content/learning object from the storyboard, the 
	eLearning developer will need to be able to check elements within 
	the storyboard in the development cycle.  The Project Manager, 
	Designer and Developer will need to reference all these elements 
	throughout the project

	eLearning Developer
	eLearning Developer

	The learning designer
	The learning designer
	 and eLearning developer are integral to 
	ensure the development of the learning object but they must 
	also have the accessibility considerations front and central of 
	their efforts.  The eLearning Developer should use the resources 
	(internally e.g., eiLearn Team) and externally (e.g. NDA Resources) 
	as part of their content development.  It is important that the 
	developer brings accessibility considerations/concerns to the 
	project manager and instructional designer at regular update 
	meetings.

	Community Manager
	Community Manager

	The moderator will need to be well versed on the storyboard, aware 
	The moderator will need to be well versed on the storyboard, aware 
	of legislation and feed back in any comments or concerns with 
	respect to usability to the developer, instructional designer and 
	project manager.  They will need to be involved in the testing of the 
	courseware and support the project team in resolving issues and 
	testing the usage of the content.
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	Source - Susi Miller - eLaDia - 
	Source - Susi Miller - eLaDia - 
	https://www.elahub.net/
	https://www.elahub.net/
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