


  

    

viii    Contents    E-Learning by Design  

 

 

  

    

 

Set criteria for success 18 
Examples of complete learning objectives 19 
Analyze learners’ needs and abilities 19 
Consider defined curricula 20 
Teach essential skills 21 

Identify prerequisites 22 
Spot related objectives 22 
State objectives in shorthand 23 
Hierarchy of learning objectives 24 
Identify prerequisites 25 
Decide how to accomplish prerequisites 26 

Decide the teaching sequence of your objectives 27 
Example: Bottom-up sequencing 28 
Example: Top-down sequencing 29 
Example: Sideways sequencing 30 
Where would you use each sequencing strategy? 31 

Create objects to accomplish objectives 32 
What is a learning object? 32 
What a learning object is not 33 
Common nonsense about objects 33 
Turn objectives into learning objects 34 
Following standards is not enough 36 

Create tests 36 

Select learning activities 37 
What kinds of activities do you need? 38 
Proven learning experiences 39 
Where did this list come from? 41 
Specify learning activities to accomplish the objective 42 
Example of essential activities 42 
More examples of learning activities 44 



  

    

E-Learning by Design    Contents    ix 

 

 

   

     

 

Contents 

Then redesign again and again 44 

Re-design but do not repeat 45 

Not your sequential ADDIE process 45 

Make steady progress 45 

In closing … 46 

Summary 46 

For more … 46 

2 ABSORB-TYPE ACTIVITIES 47 

About absorb activities 47 

Common types of absorb activities 47 

When to feature absorb activities 48 

Presentations 49 

About presentations 49 
When to use presentations 49 
How presentations work 49 

Types of presentations 50 
Slide shows 51 
Physical demonstrations 52 
Software demonstrations 54 
Informational films 56 
Dramas 58 
Discussion presentations 59 
Podcasts 60 

Best practices for presentations 63 
Give learners control 63 
Supply examples, examples, examples 64 
Provide immediate practice 66 



  

    

x    Contents    E-Learning by Design  

 

 

  

    

 

Augment presentations 67 
Combine presentations with other activities 69 
And a few more best practices 70 

Sharing stories 70 

About sharing stories 70 
When to use story-sharing activities 71 
Types of story-telling activities 71 
How story-sharing works 71 

Tell stories to learners 72 
Example of a story-telling activity 72 
Types of stories 73 

Have learners tell stories 75 

Best practices for story-sharing activities 76 
Tell effective stories 76 
Polish the telling 77 
Develop the story 77 
Combine stories with other activities 77 

Readings 78 

About reading activities 78 
When to use reading activities 78 
Types of readings 78 
How reading activities work 79 

Assign individual documents 79 
Consider many types of documents 79 
Include standard references 80 
Pick file formats for documents 81 
Publish a listen-and-print version 82 

Create an online library 83 



  

    

E-Learning by Design    Contents    xi 

 

 

   

     

 

Contents 

Rely on Internet resources 85 
Link to Internet resources 85 
Trigger a search engine 85 
Sources of useful documents 86 

Best practices for reading activities 87 
Grow your library gradually 87 
Publish a usage policy 87 
Simplify obtaining documents 87 
Feature active examples 87 
Combine readings with other activities 88 

Field trips 89 

About field trips 90 
When to use field trips 90 
Types of field trips 90 

Guided tours 91 
Example of a guided tour 91 
How guided tours work 93 
When to use a guided tour 93 
Variations of guided tours 94 
Best practices for guided tours 96 

Virtual museums 96 
Example of a museum 97 
How virtual museums work 98 
When to create a virtual museum 99 
Best practices for virtual museums 99 
Integrate museums into e-learning 100 

Best practices for field trips 101 
Require learning 101 
Include a variety of media 101 
Tell what is important 102 



  

    

xii    Contents    E-Learning by Design  

 

 

  

    

 

Annotate exhibits thoroughly 102 
Let learners choose what to download 103 
Let learners inspect items in detail 103 

In closing … 103 

Summary 103 

For more … 104 

3 DO-TYPE ACTIVITIES 105 

About do activities 105 

Common types of do activities 105 

When to feature do activities 106 

Practice activities 106 

About practice activities 106 
When to use practice activities 107 
Types of practice activities 107 
How practice activities work 107 

Drill-and-practice activities 108 
When to use drill and practice 109 
Varieties of drill-and-practice activities 109 
Best practices for drill and practice 110 

Hands-on activities 110 
When to use hands-on activities 113 
Variations of hands-on activities 113 
Best practices for hands-on activities 113 

Guided-analysis activities 113 
When to use guided analysis 114 
Ways to guide analysis 115 
Best practices for guided analysis 118 



  

    

E-Learning by Design    Contents    xiii 

 

 

   

     

 

Contents 

Teamwork activities 120 
When to use teamwork activities 121 
Variations of teamwork activities 122 
Best practices for teamwork 122 

Best practices for practice activities 123 
Let learners decide how much to practice 123 
Practice offline too 123 
Require the right skills 124 
Provide authentic challenge 124 
Combine practice with other activities 125 

Discovery activities 125 

About discovery activities 125 
When to use discovery activities 125 
Types of discovery activities 126 
How discovery activities work 126 

Virtual-laboratory activities 127 
When to use virtual laboratories 128 
Best practices for virtual laboratories 129 

Case studies 131 
When to use case studies 132 
Variations of case studies 132 
Best practices for case studies 134 

Role-playing scenarios 135 
When to use role-playing scenarios 136 
Variations of role-playing scenarios 137 
Best practices for role-playing scenarios 138 

Best practices for discovery activities 140 
Resist the urge to lecture 140 
Provoke experiments and interaction 140 
Include a synthesizing activity 140 



  

    

xiv    Contents    E-Learning by Design  

 

 

  

    

 

Balance realism and complexity 140 
Combine discovery activities with other activities 141 

Games and simulations 141 

About games and simulations 141 
Example of a learning game 142 
What are games and simulations? 143 
Is it a game or a simulation? 144 
When to use games 145 

Types of learning games 146 
Quiz-show games 146 
Word puzzles 147 
Jigsaw puzzles 148 
Adventure games 149 
Software simulations 150 
Device simulations 151 
Personal-response simulations 152 
Mathematical simulations 152 
Environmental simulations 154 

Design games for learning 155 
Design to accomplish learning objectives 156 
Express the goal as a specific task 157 
Create the game’s scenario 157 
Teach in feedback 158 

Best practices for games 160 
Emphasize learning, not just acting 160 
Challenge learners 161 
Explain the game clearly 162 
Provide multiple ways to learn 162 
Manage competitiveness 163 
Make the game meaningfully realistic 163 
Program variety into the game 163 



  

    

E-Learning by Design    Contents    xv 

 

 

   

     

 

Contents 

Let learners play multiple roles 164 
Combine games with other activities 164 

Use games as e-learning courses 164 

In closing … 165 

Summary 165 

For more … 166 

4 CONNECT-TYPE ACTIVITIES 167 

About connect activities 167 

Common types of connect activities 168 

When to feature connect activities 168 

Ponder activities 169 

About ponder activities 170 
When to use ponder activities 170 
Types of ponder activities 170 
How ponder activities work 171 

Rhetorical questions 171 
When to use rhetorical questions 171 
Best practices for rhetorical questions 172 

Meditation activities 172 
Example of a meditation activity 173 
When to use meditation activities 174 
More kinds of meditation activities 175 
Best practices for meditation activities 175 

Cite-example activities 176 
When to have learners identify examples 177 
Best practices for cite-example activities 177 



  

    

xvi    Contents    E-Learning by Design  

 

 

  

    

 

Evaluation activities 177 
When to use evaluation activities 178 
Best practices for evaluation activities 178 

Summary activities 179 
When to use summary activities 179 
Best practices for summary activities 180 

Brainstorming activities 181 
When to use brainstorming 182 
How brainstorming works 182 
Best practices for brainstorming 182 

Combine ponder activities with other activities 183 

Job aids 183 

About job aids 184 
When to use job aids 184 
Types of job aids 184 
How job aids work 185 

Glossaries 185 
When to create a glossary 186 
Best practices for glossaries 186 

Calculators 189 
Case study of an online calculator 189 
Best practices for calculators 191 

E-consultants 192 
When to use e-consultants 192 
Best practices for e-consultants 193 

Best practices for job aids 193 

Research activities 194 

About research activities 195 
Types of research activities 195 



  

    

E-Learning by Design    Contents    xvii 

 

 

   

     

 

Contents 

How research activities work 196 

Scavenger hunts 196 
When to use scavenger hunts 198 
Best practices for scavenger hunts 198 

Guided research 199 
When to use guided research 200 
Variations of guided research 200 
Best practices for guided research 202 

Best practices for research activities 202 
Design to connect 202 
Use the Web as a source of material 203 
Combine research with other activities 205 

Original-work activities 206 

About original-work activities 206 
When to use original-work activities 206 
Types of original-work activities 206 
How original-work activities work 207 

Decision activities 207 

Work-document activities 208 

Journal activities 209 

Comparison activities 210 

Group-critique activities 210 

Best practices for original-work activities 212 

In closing … 213 

Summary 213 

For more … 214 



  

    

xviii    Contents    E-Learning by Design  

 

 

  

    

 

5 TESTS 215 

Decide why you are testing 215 

When are formal tests needed? 215 

Why are you testing? 216 

What do you hope to accomplish? 217 

What do you want to measure? 218 

Select the right type of question 218 

Consider the type question you need 219 
Subjective or objective? 219 
Scored by computer or human? 219 

Common types of test questions 220 

True/False questions 221 
When to use true/false questions 221 
Require thought 222 
Phrase the question to fit the answers 222 
Discourage guessing 223 
Consider alternative forms for true/false questions 224 

Pick-one questions 224 
When to use pick-one questions 225 
Consider alternative forms for pick-one questions 225 

Pick-multiple questions 228 
When to use pick-multiple questions 229 
Consider alternative forms for pick-multiple question 230 

Fill-in-the-blanks questions 231 
When to use fill-in-the-blanks questions 231 
How to design a fill-in-the-blanks question 231 
Cloze questions 232 



  

    

E-Learning by Design    Contents    xix 

 

 

   

     

 

Contents 

Matching-list questions 234 
When to use matching-item questions 235 
How to design matching-item questions 236 

Sequence-type questions 236 
When to use sequence questions 237 
Communicate the desired sequence clearly 237 
Score fairly 237 
Consider alternative forms for sequence questions 238 

Composition questions 238 
When to use composition questions 239 
Designing composition questions 240 
Scoring composition questions 240 
Alternative forms for composition questions 241 

Performance questions 242 
When to use performance questions 243 
How to design performance questions 243 

Write effective questions 244 

Follow the standard question format 244 

Ask questions simply and directly 246 
Phrase questions precisely and clearly 246 
Phrase questions as questions 246 
Put background information before the question 247 
Include instructions on how to answer 247 
Phrase questions and answers simply 248 
Ask application-related questions 250 
Avoid common mistakes 253 

Make answering straightforward 254 
Make all choices plausible 255 
Simplify selecting answers 256 
Keep choices concise 256 



  

    

xx    Contents    E-Learning by Design  

 

 

  

    

 

Put choices in a meaningful order 257 
Express choices simply 257 

Challenge test-takers 258 
Require learning 258 
Do not give away the answer 259 
Vary your pattern 260 

Combine questions effectively 260 

Ask enough questions 260 

Make sure one question does not answer another 260 

Sequence test questions effectively 261 

Vary the form of questions and answers 262 

Give meaningful feedback 262 

Report test scores simply 262 

Provide complete information 263 

Gently correct wrong answers 264 
Use a neutral term 264 
Tell why answers are wrong 264 
Do not embarrass or insult the learner 265 
Acknowledge partial success 265 

Avoid wimpy feedback 266 

Give feedback at the right time 266 
After each question 266 
After test is complete 267 
After a delay for human evaluation 268 

Perfect your testing 268 

Hint first 268 

Use advanced testing capabilities 269 
Pool test questions 269 



  

    

E-Learning by Design    Contents    xxi 

 

 

   

     

 

Contents 

Randomize questions 270 
Shuffle answers 271 
Automatically generate questions 271 

Monitor results 272 

Make tests fair to all learners 273 
Prevent common complaints 273 
Test your tests 273 
Solicit feedback from learners 274 
Avoid trick questions 274 

Test early and often 275 

Set the right passing score 276 
Professional judgment 277 
Consensus of experts 277 
Contrasting groups 278 

Define a scale of grades 278 

Pre-test to propel learners 279 
Why pre-test? 279 
Use pre-test results 279 

Explain the test 280 

Prepare learners to take the test 280 

Keep learners in control 281 

Consider alternatives to formal tests 282 

Use more than formal, graded tests 282 

Help learners build portfolios 283 

Have learners collect tokens 283 

Gauge performance in live online meetings 283 

And in discussion-forum activities 283 



  

    

xxii    Contents    E-Learning by Design  

 

 

  

    

 

In closing … 284 

Summary 284 

For more … 284 

6 TOPICS 285 

What are topics? 285 

Examples of topics 285 
A simple topic 286 
A typical topic 287 
A complex topic 289 

Anatomy of a topic 292 

Design the components of the topic 293 

Title the topic 293 
Titles are crucial 294 
Base the title on the objective 294 
Compose a meaningful title 295 
And a short title, too 295 

Introduce the topic 296 
Do you need an introduction? 296 
Examples of introductions 297 
Base the introduction on the type of objective 298 
Design a good introduction 298 

Test learning for the topic 299 
Examples of tests based on objectives 299 
Pick test for type of objective 300 

Specify learning activities for the topic 301 
Examples of learning activities in topics 301 
Pick activities for the type objective 302 



  

    

E-Learning by Design    Contents    xxiii 

 

 

   

     

 

Contents 

Summarize the topic 304 
When to include a summary 304 
Include a real summary 304 
Combine overview and summary 304 

Link to related material 305 
Connect related knowledge 306 
Limit free-form hyperlinks 308 

Write metadata 308 
Include keywords and a description 308 
Assign indexing keywords 309 
Describe your topic 311 

Design reusable topics 312 

Craft recombinant building blocks 312 
Design discrete chunks of reusable content 312 
Use recipe cards as a guiding metaphor 312 

Design consistent topics 313 

Avoid the “as-shown-above” syndrome 313 

Integrate foreign modules 314 

Example of a docking module 315 

What to include in a docking module 316 

In closing … 317 

Summary 317 

For more … 318 

7 LESSONS 319 

Combine learning activities 320 



  

    

xxiv    Contents    E-Learning by Design  

 

 

  

    

 

Ways of organizing lessons 321 

Common kinds of lessons 322 

Classic tutorials 323 
Architecture of classic tutorials 323 
Example of a classic tutorial 324 
When to use the classic tutorial structure 327 
Variations of the classic tutorial structure 328 
Best practices for the classic tutorial structure 328 

Book-like structures 329 
Architecture of the book structure 329 
Books are not tutorials 330 
Example: Designing Knowledge Products 330 
When to use the book structure 332 
Best practices for book structures 332 

Scenario-centered lessons 333 
Architecture of scenario-centered lessons 333 
Example: Economics of learning 334 
Example: Graduate management course 336 
When to use scenario-centered lessons 338 
Variations on the scenario-centered lesson 338 
Best practices for scenario-centered lessons 339 

Essential-learning tutorials 340 
Architecture of essential-learning tutorials 340 
Example: Visual Basic tutorial 341 
Example: Coach-me simulations 342 
When to use the essential-learning tutorial 343 
Variations on the essential-learning tutorial 343 
Best practices for essential-learning tutorials 344 

Exploratory tutorials 345 
Architecture of exploratory tutorials 345 



  

    

E-Learning by Design    Contents    xxv 

 

 

   

     

 

Contents 

Example: Text-components catalog 346 
When to use exploratory tutorials 349 
Variations on the exploratory tutorial 350 
Best practices for exploratory tutorials 351 

Subject-specific structures 351 
When to use a subject-specific structure 352 
Example: The Crimescene Game 352 
Best practices for the subject-specific structure 353 

Designing lessons as learning objects 354 

Lessons as objects 354 

When to divide a lesson into objects 355 

Composing lessons of objects 355 

In closing … 355 

Summary 355 

For more … 356 

8 STRATEGIC DECISIONS 357 

What is a course? 358 

Framework and content 358 

A hierarchy of learning objects 360 

Choose the kind of e-learning 361 

Instructor-led or learner-led? 361 

Synchronous or asynchronous? 363 

What size class? 365 

What devices will learners use to take e-learning? 366 
Desktop computers 366 
Laptop computers 367 



  

    

xxvi    Contents    E-Learning by Design  

 

 

  

    

 

Tablet computers 368 
Personal digital assistants 368 
Mobile phones 369 
Media players 370 

Where will learners take e-learning? 370 
In the learner’s office or cubicle 371 
In a non-office workplace 372 
In a learning center 373 
At home 374 
While traveling 375 
In a dorm room 377 
Outdoors 378 
In a moving vehicle 378 
Other places people can take e-learning 379 

Consider alternatives to pure e-learning 381 

Blended learning 381 
Is blending really a breakthrough? 381 
Levels of blending 382 
Level 2: Strategic blending 383 

Embedded e-learning 387 
Forms of embedding 387 
Standalone or embedded e-learning? 390 
Best practices for embedded e-learning 391 

Plan for reuse 392 

Build from reusable parts 392 
Combine objects freely 393 
At what level will you reuse content? 393 

Reuse in different ways 394 

Follow standards for reuse 395 
Types of reuse standards 395 



  

    

E-Learning by Design    Contents    xxvii 

 

 

   

     

 

Contents 

Standards bodies 396 
Packaging standards 397 
Communications standards 399 
Metadata standards 400 
Related standards 402 

Avoid a naïve view of reuse 403 

Follow quality standards 403 

Standards for quality of design 404 

Standards for accessibility 405 
Web accessibility standards 405 
U.S. Section 508 406 
Requirements for accessibility 406 
Approaches to compliance 407 
Design issues for accessibility 408 
Example of “or better” access 408 

Set your own technology standards 410 

Designate target browsers 410 

Specify file formats for materials 411 
Favor widely used file formats 411 
Favor virus-proof formats 412 

Limit file sizes 412 

Title courses carefully 413 

In closing … 414 

Summary 414 

For more … 414 



  

    

xxviii    Contents    E-Learning by Design  

 

 

  

    

 

9 DESIGN FOR THE VIRTUAL CLASSROOM 415 

Create a virtual classroom 416 

Why create a virtual classroom? 416 

Courses, meetings, presentations 416 

Select and use collaboration tools 417 

Select your collaboration tools 417 
Consider a variety of tools 417 
Decide whether you need a live meeting 418 
Layer learning activities 419 
Pick tools to suit learners 420 
Consider the speed of learners’ network connections 421 
Best practice: Consider network latency and gaps 421 
Enable interpersonal communication 422 

Slide shows 422 
When to use slide shows 423 
Best practices for using slide shows 424 

E-mail 424 
Use private e-mail for immediacy, intimacy, and impact 425 
Use e-mail broadcasts for urgent class announcements 425 
Consider e-mail correspondence courses 426 
Use e-mail effectively 426 

Discussion forums 427 
When to use discussion forums 428 
Best practices for discussion forums 428 

Chat and instant messaging 429 
When to use chat 430 
Best practices for using chat effectively 431 



  

    

E-Learning by Design    Contents    xxix 

 

 

   

     

 

Contents 

Whiteboards 431 
Use a whiteboard for visual learning 432 
Use whiteboards communally 433 
Best practices for using whiteboards 434 

Web tours 435 
When to use Web tours 435 
Best practices for using Web tours 436 

Application sharing 436 
When to use application sharing 437 
Best practices for application sharing 438 

Polls 439 
Types of polls 439 
When to use polls 441 
Best practices for polls 441 

Audio-conferencing 442 
When to use audio-conferencing 442 
Telephone or Voice over IP? 443 
Best practices for audio-conferencing 443 

Video-conferencing 444 
When to use video-conferencing 445 
Best practices for video-conferencing 445 

Breakout rooms 447 
When to use breakout rooms 447 
Best practices for breakout rooms 448 

Conduct online meetings 448 

Plan the meeting 449 
Decide roles 449 
Schedule the meeting 449 
Prepare learners for the meeting 450 
Follow up after the meeting 451 



  

    

xxx    Contents    E-Learning by Design  

 

 

  

    

 

Make contingency plans 452 
Pack a conversational first-aid kit 452 

Prepare for the meeting 453 
Rehearse completely 453 
Enlist help 453 
Set up the workstation 454 
Arrange your screen 455 
Set up the meeting room 456 
Specify how to pass control 456 

Announce the meeting 457 

Manage the live portion 458 

Activate meetings 460 
Avoid one-way lectures 460 
Turn lectures into workshops 460 
Make participants visible 461 
Use icebreaker games to get learners started 462 

Include make-up activities for missed meetings 462 
Continue the discussion after class 462 
Evaluate the event 462 
Thank outside helpers 463 

Guide discussion activities 463 

Design meaningful discussion activities 464 
Start the discussion 464 
Prepare learners to discuss 464 
Allow enough time 466 
Set up needed threads 466 

Ensure learners have necessary skills 466 

Moderate discussion activities 467 
Pick the right moderator 467 
Welcome learners 468 



  

    

E-Learning by Design    Contents    xxxi 

 

 

   

     

 

Contents 

Moderate actively but do not dominate 469 
Keep the conversation lively 469 
Challenge shallow thought 470 

Perform message maintenance 470 
Reject inappropriate postings 470 
If messages are posted immediately … 471 

Manage virtual courses 471 

Select a qualified instructor 471 
What attitudes do instructors need? 472 
What skills are required 472 
Require experience first 473 

Teach the class, don’t just let it happen 473 

Plan predictable learning cycles 474 

Provide complete instructions 476 
Student’s guide 476 
Instructor’s guide 478 
Syllabus 481 

Simplify tasks for learners 484 
Keep the class small 485 
Offer a textbook (or equivalent) 485 
Respond promptly and reliably 486 

Manage teams 486 
Decide whether you want teams 486 
Manage collaborative activities 487 

Deal with problem learners 488 
Give fair warning 488 
Deal with bad behavior 488 
Handle common problems 489 



  

    

xxxii    Contents    E-Learning by Design  

 

 

  

    

 

Adapt collaboration for small and asynchronous classes 491 
Modify for nearly synchronous courses 491 
Use public chat and discussion forums 491 
Substitute asynchronous alternatives for synchronous ones 492 

Follow up after the course 492 

In closing … 493 

Summary 493 

For more … 494 

10 VISUAL DISPLAY 495 

Fundamental design decisions 495 

Whole screen or window? 496 

Full-screen course 496 

Course in a window 497 

Consider related decisions 498 

Number of windows 498 

Use separate windows sparingly 498 

When to display in the same window 499 

When to display a new window 499 

Window characteristics 500 

Window size 500 
Calculate your window size 500 
Small or large window? 501 
Design for the future 502 

Window shape 503 
Match layout and window shape 504 



  

    

E-Learning by Design    Contents    xxxiii 

 

 

   

     

 

Contents 

What shape is best? 505 
Exception: Hands-on tutorials 505 

Scrolling or non-scrolling display 507 
Non-scrolling display 508 
Scrolling display 509 
Non-scrolling or scrolling display? 511 

Fixed or variable-sized display 512 
Fixed-size display 512 
Variable-sized display 513 
Fixed- or variable-sized display? 514 

Legibility 515 

Keep text legible 515 
Design text for easy reading 515 
Beware the Picasso effect 516 

Ensure foreground-background contrast 517 
Ensure tonal contrast 517 
Light or dark background? 518 
Keep the background quiet 518 
Start with a simple, solid background 519 

Layout 520 

Zone the display 520 

Define a flexible scheme 521 

Focus attention on content 523 
Visually feature content 523 
Show only the essential part 524 
Highlight the item under discussion 525 
Beware information overload 525 



  

    

xxxiv    Contents    E-Learning by Design  

 

 

  

    

 

Unity 526 

Case study in unity 527 

Design emblems and theme graphics 529 

In closing … 530 

Summary 530 

For more … 530 

11 NAVIGATION 531 

How should learners navigate? 531 

Overcome the one-path-for-all syndrome 532 

Sparse or rich navigation? 532 

Navigation mechanisms 534 

Paging 535 
Include next and previous buttons 535 
Consider special browse trails 536 
Should you use paging? 537 

Menus 537 
Constantly displayed menu vs. menu-on-demand 538 
Multi-level vs. expanding menu 540 
Depth versus breadth tradeoff 541 
Designing better menus 544 
Visual menus 547 
Help menu 548 
Should you use a menu? 549 

Indexes 549 
Should you use an index? 549 
Design better indexes 550 



  

    

E-Learning by Design    Contents    xxxv 

 

 

   

     

 

Contents 

Maps 550 
Logical maps 551 
Geographic maps 552 
Timeline maps 553 
Schematic maps 554 
Should you use a map? 554 

Search facilities 555 
How search works 555 
Should you use search? 557 
How to improve search 557 

Hypertext links 557 
What are hyperlinks? 557 
Label hyperlinks clearly 558 
Display new content appropriately 560 
Pick persistent Web links 560 

Autoscanning 561 
How autoscanning works 561 
Should you use autoscanning? 562 

Location indicators 563 
How location indicators work 563 
Should you use location indicators? 564 

Bookmarks 565 
How bookmarks work 565 
Should you use bookmarking? 567 

Balance navigation mechanisms 567 

Implement navigation mechanisms 568 

Let your LMS/LCMS provide a framework 569 

Use your authoring tool for standard features 570 

Hand-build custom navigation 571 



  

    

xxxvi    Contents    E-Learning by Design  

 

 

  

    

 

Best practices for navigation 572 

Make navigation predictable 572 

Provide intra-topic navigation 572 

Design pathways for efficient learning 573 

Shorten pathways 574 

In closing … 574 

Summary 574 

For more … 576 

12 CONCLUSION 577 

The new model of learning 577 

The publishing model is our past 577 

The catalyst model is our future 578 

How we will learn 579 

Just the beginning 580 

INDEX 581 

 

 




