
371

A
ABC (TV station), 10
Action oriented principle, 71fi g, 75, 78t
ADDIE analysis step: environment decisions, 218–220; 

overview of, 217; task, concept, or skill decisions, 
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Archetypes. See 3DLE archetypes
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Page references followed by fi g indicate an illustrated fi gure; followed by t indicate a table.
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Case study list: 1: Microsoft/Sodexo and Cisco cases, 
120fi g, 122–133; 2: Experiencing an Inventory 
Observation, 120fi g, 133–142, 319; 3: Recreating 
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142–151; 4: Creating Virtual First-Responder 
Learning Experience, 120fi g, 151–158; 5: Virtual 
Border Service Offi cer Training, 120fi g, 158–165, 
257, 318–319; 6: Teaching Rhetoric in a Virtual 
Environment, 120fi g, 166–173; 7: Environmental 
Science in a Virtual Green Home, 120fi g, 173–181; 
8: Creating a Virtual Challenge for Global 
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190–199
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and results of, 187–189t; description of, 184–187; 
lessons learned on, 189–190; macrostructure map 
of, 188fi g; making the case for, 183–184

Critical Incident archetype: creating the, 107–111; 
formal defi nition of, 107

Crossing the Chasm (Moore), 241, 303
Crowdsourcing, 12

D
Damer, Bruce, 302
Death of distance, 58–59
Debriefi ng, 228, 231
Dell Computers, 253
Design principles. See 3DLE design principles
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