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Introduction

Instructional design is a system where instructional materials and resources are created to
help people or companies learn new information or skills in an effective and appealing manner.
Instructional design puts together education, psychology, and communications to make the best
effective learning plans for a group of people (Purdue Online, 2022) This is extremely vital
because when leaners or students receive content in a way that is effective and meaningful to
them, then it helps them retain the information, and they are more successful with understanding
the content. Instructional designers utilize their knowledge of effective and best practices in

instruction to develop content for any group of learners across various platforms.

The purpose of this instructional design guide is to highlight best practices and strategies
within instructional design. It is designed for or focuses on designers who desire to create
effective learning content for adults in higher education settings. According to Ritzhaupt, Kumar,
& Martin, 2021, “Instructional designers in higher education provide both professional services
and products to their stakeholders in the form of course design, development, and evaluation;
professional development opportunities; and technical and pedagogical support for faculty, staff,
and students.” The instructional designer must be able to design courses for various settings and
various learners. The characteristics needed for instructional designers in higher education
settings may include: strong communication skills, knowledge of learning theories, innovative

thinking, student and goal centered, and creativity.



Instructional Design Models and Frameworks

Dick and Carey Model

The Dick and Carey Model is a systems approach to design instruction. It designs course
content with a series of nine steps that work together toward a defined instructional guide
(D'Angelo, Bunch, & Thoron, 2018). It is an iterative process that focuses on design and
continuous revisions of instruction. The steps for this model are: 1. Identify instructional
objectives and goals, 2. Complete an instructional analysis, 3. Determine the learners’
characteristics and behaviors to help design your course effectively, 4. Write performance tasks
and objectives, 5. Develop and write assessments that are criterion based, 6. Develop and
determine instructional strategies, 7. Choose appropriate instructional materials and activities, 8.

Implement formative evaluations, and 9. Implement a summative evaluation (Pappas, 2015).

ASSURE Model of Learning

The ASSURE Model is a systemic approach to planning and delivering instruction that
integrates technology and media into the teaching process (Williams, n.d.). The ASSURE Model
stands for: analyze learners, state standards/objectives, select strategies, media, and materials,
utilize technology, media, and materials, require learner participation, and evaluate and revise
(Kurt, 2015). The ASSURE model is a model that is best for instructors who need to integrate
technology into their instruction. It helps them understand how to use technology in the best
possible way to enhance the learning experience, and it also helps instructors to understand

which technology is the best for a given context.

Kemp Model of Design



The Kemp Model is a circular model rather than a linear model that encourages working
on the components as needed, which gives the designer flexibility in designing with this model.
It is a continuous cycle. This model is helpful in developing blended instructional programs that

include technology, content, and pedagogy to deliver reliable, effective, and efficient instruction

(Instructional Design Models, 2022). It has nine different components of instructional design.

These components are: 1. Decide and define the specific goals or instructional problems, 2.

Recognize and examine learner characteristics that can include: learning needs, learning styles,

background knowledge, and age, 3. Identify the course content and the overall task elements for

the module or unit, 4. Define instructional objectives and learning outcomes, 5. Sequence course

content to ensure that learning is presented in a logical way, 6. Design instructional strategies

that will be effective in learners mastering the objectives, 7. Plan the instructional message and

how it will delivered to the learners, 8. Develop evaluation tools to measure and assess the

course objectives, and 9. Select the appropriate resources that will support both teaching and

learning activities (Kurt, 2016).
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Instructional Designers

An instructional designer provides learning experiences to the corporation or educational
institute that they service as. Instructional designers can be employed in various settings that
include: higher education institutes, government entities, business sectors, and K-12 educational
institutes as the primary person to design or redesign courses and create learning materials for
different learners. The role of an instructional designer can involve collaboration, designing and
developing learning content, evaluate new eLearning technologies and learning management
systems, create visual job aids and graphics, evaluate and analyze learning materials, conduct
research of learners and content, train colleagues how creating presentations or presenting

content effectively, etc.

There are many necessary technology skills that an instructional designer needs to
employ. The ability to learn various technology tools quickly and independently is one. An
instructional designer has many different tools that can be used to help them in creating courses.
Different tools are needed for different objectives. No tool is a one size fits all for every scenario,
so an instructional designer has to be able to learn new technology and how to use it effectively.
Technology is every changing, so an instructional designer has to always stay up to date on the
resources. Another skill needed is to the ability to build courses in various platforms such as
Articulate or Adobe Captivate. Many institutes and corporations require their eLearning courses
to be built in a platform of their choosing, and the instructional designer needs the necessary
skills to build these courses. Other technology skills needed can include: graphic design, video

editing, web design, proficiency in Microsoft Office Suite or Google Suite, and audio editing.



Blueprint Template Using the Kemp Model

Title of Course Discipline Description of Course
Creating an Interactive Guide Technology Integration This course is for educators in
in OneNote higher education settings to

create an interactive guide
using Microsoft OneNote.
Educators will be able to
create notebooks that will
help with organization and
collaboration with students as
well as colleagues.

Instructional Problem/Instructional Goal:

The instructional problem or goal addressed in this module is for educators to be able to use
OneNote in an effective and efficient way to organize their course materials and to collaborate
with students and colleagues.

Learner Characteristics:

Level: Educators in higher education settings
Prior Knowledge: Basic understanding of Microsoft Office Suite and/or OneNote is beneficial
but not needed.

Course Content and Task Components:

Learning Outcomes:

1. By the end of the first module in the course, learners will be able to explain at least two
benefits of the use of OneNote in their course.

2. By the end of the second module in the course, learners will identify three ways on
how to effectively organize their OneNote notebook.

3. By the end of the course, learners will produce an interactive OneNote notebook that
can be used in their course.

Instructional Objectives:

1. In this course, learners will learn how to navigate the OneNote interface.

2. In this course, learners will learn different ways to organize OneNote notebooks by
categorizing and searching notebook content.

3. In this course, learners will learn how to create a OneNote notebook and adjust the
settings to fit their needs.

4. In this course, learners will learn how to create and add pages and content within
OneNote.

5. In this course, learners will learn how to distribute OneNote notebooks to colleagues

and students.

In this course, learners will learn how to plan activities using

7. In this course, learners will learn how to add and format different elements such as:

text, audio, images, links, and drawings in a OneNote notebook.

In this course, learners will learn how to embed files into a notebook.

9. In this course, learners will learn how to export OneNote content to create a backup.

o

o

Sequencing Content:
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Project Management Strategies

Define

Project managers, like instructional designers, are essential in the development of
eLearning content. The role of a project manager for the development of eLearning content is
provide expertise and strategies into how to effectively manage instructional design projects
(Allen & Gardner, 2021). Project managers will work to make sure that requirements and
objectives are being met in the way that works for the project. They are essential in supervising
the project, coordinating meetings, ensuring goals are on track to being met, as well as other

duties that pertain to ensuring the project is completed effectively and efficiently.

The role of the project manager is closely related to the role of an instructional designer,
but they are not the same. An instructional designer will sometimes take on the role of project
manager with managing deadlines, communication, and goals. The project manager’s goals are
to manage the project, which may include looking at budgets, time constraints, expectations, etc.,
while an instructional designer’s goals may be to author an eLearning course, scripting, and

choosing content tools for their course.

Explain

Four strategies used by project managers during the development of eLearning content
are: 1. Clear communication between project members, 2. Set clear and achievable expectations,

3. Documentation of progress and the process, and 4. Plan and prepare for challenges and risks.
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A project manager is effective in managing communication between project members.
Allen and Gardner (2021) stated, “It is conceivable that effective communication is critical to
managing instructional design projects because multiple components and levels of complexity
must be understood and effectively communicated to ensure the purpose and activities necessary
for properly accomplishing the projects' goals are met.” Project managers will need to make sure
that all stakeholders are on the same page and understand the scopes of the project. This is done
through effective communication. To effectively communicate, project managers will need to

make sure that a clear communication tool is set and understood by all members involved.

A project manager will also need to set clear and achievable expectations and goals.
Communication has to be managed at all stages of a project because it is easy for
misunderstandings to occur (Pasian & Woodill, 2006). Setting clear expectations and goals will
help in reducing potential problems and will help with productivity as each stakeholder will all

be in understanding of what is needed and why it is needed.

The third strategy a project manager will use is documentation of the process and the
progress. Documentation aids in providing stakeholders with a written guide of what the project
will look like at each juncture and will aid in showing progress of the project. It also helps with

future projects because it will show challenges faced and what worked well.

The fourth strategy is that a project manager will plan and prepare for challenges or risks
that may occur within the project. As stated by Allen and Gardner (2021), “Organizations face
many challenges; some of these challenges require them to quickly adapt and make difficult
changes.” An effective project manager will adapt to challenges and will anticipate some of the
challenges before they happen. Planning and preparing for challenges will help in ensuring that

the project is completed as efficiently and effectively as possible.
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Identify

One issue that could arise during eLearning development is having a course that isn’t
being designed in a logical sequential way that is effective for student learning. Sequencing
instruction is done best by using a systematic approach and involves making key decisions at
various stages in the development of eLearning courses (Sanga, 2019). Logical sequence in an
eLearning course is important because it provides the learners with a clear path and patterns that
will help learners understand and connect the content that is being taught. One way a project
manager could overcome this is by setting the expectation that sequence is important and then
providing a plan for scope and sequencing content. This could include a template that addresses

how the content and shows how each topic connects from one part to the other.

Another issue that could arise is not creating effective content. When developing
eLearning content, courses may will need to be redesigned so that the focus of instruction will
contain more visual presentations that will be carefully timed and will engage learners (Sanga,
2019). This will aid in learners retaining the information and being engaged with the content.
Often during eLearning content development, some stakeholders will not know the importance
of interactive and visually appealing content for learners. The project manager can aid with this
issue by making sure in the project plan there are concise expectations of making sure the

content is interactive and effective for what is being taught.

A third issue that could arise in eLearning development is making sure the content
provided is what the learner really needs to learn and know. A traditional class set up can
sometimes have a lot of “fluff” material that isn’t really needed. Moving to an eLearning
platform can come with constraints on time, so the “fluff” would need to be eliminated. The

content provided may be a lot and seem overwhelming, so the project manager can overcome
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this by making sure that subject matter experts are on the project team. A subject matter expert

will provide the expertise needed to make sure the needed information is provided in the course.
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Code of Conduct

Introduction

The code of conduct for instructional designers is an important one to discuss.
Instructional designers should not start designing instruction or learning courses without first
thinking through the why the course is even necessary. Many time courses are designed without
much of a thought process or without consideration for certain things. This could because of a
request from a company or client, but it could also be because there are designers who just enjoy
designing. The creation of the following code of conduct considers different things such as the

why, the resources, copyright, and integrity of being an instructional designer.

Reflect

Instructional designers all have different ways and practices they use to design. There is
no one size fits all formula for designing learning content. However, the role frameworks,
theories, and principles play in the ethics of being an instructional designer is an important one.
These things are just some of the competencies that a designer needs to be an effective, hirable
designer. Without knowledge of these things and how they work, an instructional designer is not

using best practices in designing learning content for the stakeholders they are working with.

Consider

Instructional designers have a duty to create effective learning content for the company or
organization they are working for. It is a multifaceted field that needs to consider different
theories, practices, technologies, and frameworks while creating materials. Instructional
designers are expected and need to have different skills to complete their job as expected (Klein

& Kelly, 2018). It is acceptable for instructional designers to be able to communicate effectively,
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have research skills, and to know various learning technologies and frameworks, just to name a
few. The things instructional designers that are not acceptable are to design without any
knowledge of learning best practices and theories and not to effectively communicate with
stakeholders. One example of this is pertaining to time constraints. Unrealistic deadlines can be
an issue with producing best quality. This could lead to the designer not being upfront about
what their capabilities are on a project and can result in them producing lesser than what they
would consider quality work. Davies et al. stated that, “The more one ignores these
fundamentally moral aims of one’s work, the less effective will be the resulting product.” The
designer has to be completely honest with stakeholders about the design process and how long it

could take despite unrealistic deadlines that may be put on them.

Describe

One moral dimensions of this professions is not only the ability to provide effective
content, but to also make sure that the fair use policy is followed and that the content is
accessible for all learners. When instructional designers are designing, they should try to be as
original as possible. There are times when other resources are used, and this is fine as long as the
fair use policy considerations are followed. The Copyright Act thoroughly explains the
dimensions of the fair use policy and how using copyrighted works of others can be done in an
ethical and legal manner. When using creative and original works that are not in the Creative
Commons, the copyright status of, licenses, exemptions, and permissions then have to be
considered (Seibert, Miles, & Geuther, 2019). This means that the instructional designer has to
be mindful of the content they are using to create their learning content. If they are not, they can

be violating legal policies, and they run the risk of losing their integrity as a designer.
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Another dimension that should be considered is the accessibility of the content. The
American with Disabilities Act (ADA) bans discrimination against people based on their
disabilities in full and equal enjoyment of services, privileges, goods, and accommodations. This
means that instructional designers have to take into consideration how their content can be
reached and accessed by all learners. King and Piotrowski (2021) stated that, “Accessibility
requirements have moved to the forefront of consideration in the development and continued use
of online educational materials.” Things that should be taken into consideration include: images,
audio files, videos, fonts, time limits, colors, and a host of other things. For example, if a video is
provided, the video should include closed caption and/or a transcript for learners who may be

hard of hearing.

Develop

1. Be creative and original in course design and learning content materials. Keep in mind of
the fair use policies in times where other content is used.

2. Design solutions and not just meaningless courses.

3. Know different theories, frameworks, and practices and how they can work together.
Recognize nothing is one size fits all.

4. Abide by ADA requirements and consider the learning styles of all learners.

5. Always uphold a standard of privacy and confidentiality. The stakeholders have to be
able to trust you with their information and their best interest.

6. Always provide clear, concise, and honest communication with the design team and
stakeholders.

7. Research instructional design and learning trends. Know any updates in best practices

and how to apply them.
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Build and maintain positive and productive relationships with stakeholders through
empathy, honesty, and consistency in giving quality work.

Keep up with technological advances as it pertains to learning management systems,
learning tools, and other technology tools that are used in the design process.

Be teachable, open-minded, and patient.
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Videos

The following video will highlight what an instructional designer does. It gives a very

short, informative overview into what instructional design actually entails.

(n.;m = —
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The following video discusses uses of other frameworks beyond ADDIE. ADDIE is a

commonly used framework for most instructional designers. This video gives a great insight into

other frameworks and how to apply them.
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Infographics
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The following infographics give visual representations of mistakes to avoid as an

instructional designer, the roles of an instructional designer, and skills and trends found withing

instructional design.

Figure 4
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Builders
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Figure 6

Conclusion

Instructional design is the planning and designing of learning content that will be used by
different people to gain new knowledge or skills. The purpose of this guide is to give an
overview of best practices and strategies that an instructional designer will need to know. This
guide provides an overview of three frameworks (ASSURE, Kemp Model, and Dick and Carey),
gives a code of conduct, and discusses project management strategies. The guide also provides
videos and infographics that new instructional designers may find helpful. Instructional designers
will need to utilize a variety of skills and knowledge to provide effective learning content. This
guide strives to provide a good starting part or overview of what is needed to be a successful

instructional designer.
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Glossary

ASSURE Model of Learning- An instructional design model that is a systemic approach to
planning and delivering instruction that integrates technology and media into the teaching

process

Code of Conduct- the policy of a company that outlines the standards and principles of that

company

Dick and Carey Model- A systems instructional design model that is iterative and works toward

a defined instructional goal.

Kemp Model of Design- A circular instructional design model that highlights evaluation and

gives flexibility to the designer to work on components as needed

Instructional Design- a system where instructional materials and resources are created to help

people or companies learn new information or skills in an effective and appealing manner

Iterative- a process that can continuously be improved or an action that can be repeated

Project Management- the process of planning and executing a project
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