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Designing for Modern Learning
In order to design and deliver effective learning and
development initiatives, it is essential to understand
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how our brains process and retain information.
Neuroscience for Learning and Development
introduces the latest research and concepts,
equipping L&D and training professionals with an
understanding of the inner workings of the mind.
Covering areas such as how to create effective
learning environments, promoting motivation and
how to make learning 'stickier' through the use of
stories, the book offers practical tools and ideas that
can be applied in a variety of contexts, from digital
learning and in-person training sessions, to coaching
conversations, to lectures and presentations.
Neuroscience for Learning and Development also
features insights from L&D practitioners who have
applied these approaches. Readers will not only find
new techniques they can implement straight away,
but will also discover research that backs up what
they are already doing well, enabling them to put
convincing cases to budget holders. This updated
second edition contains new chapters on digital
learning and on the importance of sleep, as well as
updated wider content and new material on
mindfulness, learning through your senses and the
neuroscience of habits.

e-Learning by Design
Products, technologies, and workplaces change so
quickly today that everyone is continually learning.
Many of us are also teaching, even when it's not in
our job descriptions. Whether it's giving a
presentation, writing documentation, or creating a
website or blog, we need and want to share our
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knowledge with other people. But if you've ever fallen
asleep over a boring textbook, or fast-forwarded
through a tedious e-learning exercise, you know that
creating a great learning experience is harder than it
seems. In Design For How People Learn, you'll
discover how to use the key principles behind
learning, memory, and attention to create materials
that enable your audience to both gain and retain the
knowledge and skills you're sharing. Using accessible
visual metaphors and concrete methods and
examples, Design For How People Learn will teach
you how to leverage the fundamental concepts of
instructional design both to improve your own
learning and to engage your audience.

Evidence-Informed Learning Design
Explore effective learning programs with the father of
e-learning Michael Allen's Guide to e-Learning:
Building Interactive, Fun, and Effective Learning
Programs for Any Company, Second Edition presents
best practices for building interactive, fun, and
effective online learning programs. This engaging text
offers insight regarding what makes great e-learning,
particularly from the perspectives of motivation and
interactivity, and features history lessons that assist
you in avoiding common pitfalls and guide you in the
direction of e-learning success. This updated edition
also considers changes in technology and tools that
facilitate the implementation of the strategies,
guidelines, and techniques it presents. E-learning has
experienced a surge in popularity over the past ten
years, with education professionals around the world
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leveraging technology to facilitate instruction. From
hybrid courses that integrate technology into
traditional classroom instruction to full online courses
that are conducted solely on the internet, a range of elearning models is available. The key to creating a
successful e-learning program lies in understanding
how to use the tools at your disposal to create an
interactive, engaging, and effective learning
experience. Gain a new perspective on e-learning,
and how technology can facilitate education Explore
updated content, including coverage regarding
learner interface, gamification, mobile learning, and
individualization Discuss the experiences of others via
targeted case studies, which cover good and not so
good e-learning projects Understand key concepts
through new examples that reinforce essential ideas
and demonstrate their practical application Michael
Allen's Guide to e-Learning: Building Interactive, Fun,
and Effective Learning Programs for Any Company,
Second Edition is an essential resource if you are
studying for the e-Learning Instructional Design
Certificate Program.

The Little Book of Learning Experience
Design
Numerous studies have shown the same results:
Virtual practice is often as effective—or more so—as
real-life practice. Why is this? Immediacy of
feedback—corrective feedback at the time of
error—plus the ability to control the training
environments to ensure the most common or most
difficult scenarios are experienced and navigated by
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learners. The most useful training allows learners to
actually practice skills in a safe environment. In
immersive learning, you can control what experiences
learners have, the feedback they receive, and the
opportunities they have to see both short-term and
long-term consequences. Imagine the possibilities
that new technologies can bring for training design!
Doctors, salespeople, managers, emergency first
responders—all can benefit from technology-enabled
training. But how do you do it? Immersive Learning
walks you through the process of designing and
building immersive learning environments using the
framework of the familiar ADDIE model. In this book,
you will learn how to: Discover a framework for
thinking in terms of immersive learning design.
Outline the process of designing for immersion. See
real examples of organizations that have applied
these principles to solve learning and performance
challenges.

The Accidental Instructional Designer
This book explains how educational research can
inform the design of technology-enhanced learning
environments. After laying pedagogical, technological
and content foundations, it analyses learning in Web
2.0, Social Networking, Mobile Learning and Virtual
Worlds to derive nuanced principles for technologyenhanced learning design.

Design for how People Learn
Praise for How Learning Works "How Learning Works
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is the perfect title for this excellent book. Drawing
upon new research in psychology, education, and
cognitive science, the authors have demystified a
complex topic into clear explanations of seven
powerful learning principles. Full of great ideas and
practical suggestions, all based on solid research
evidence, this book is essential reading for instructors
at all levels who wish to improve their students'
learning." —Barbara Gross Davis, assistant vice
chancellor for educational development, University of
California, Berkeley, and author, Tools for Teaching
"This book is a must-read for every instructor, new or
experienced. Although I have been teaching for
almost thirty years, as I read this book I found myself
resonating with many of its ideas, and I discovered
new ways of thinking about teaching." —Eugenia T.
Paulus, professor of chemistry, North Hennepin
Community College, and 2008 U.S. Community
Colleges Professor of the Year from The Carnegie
Foundation for the Advancement of Teaching and the
Council for Advancement and Support of Education
"Thank you Carnegie Mellon for making accessible
what has previously been inaccessible to those of us
who are not learning scientists. Your focus on the
essence of learning combined with concrete examples
of the daily challenges of teaching and clear tactical
strategies for faculty to consider is a welcome work. I
will recommend this book to all my colleagues."
—Catherine M. Casserly, senior partner, The Carnegie
Foundation for the Advancement of Teaching "As you
read about each of the seven basic learning principles
in this book, you will find advice that is grounded in
learning theory, based on research evidence, relevant
to college teaching, and easy to understand. The
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authors have extensive knowledge and experience in
applying the science of learning to college teaching,
and they graciously share it with you in this organized
and readable book." —From the Foreword by Richard
E. Mayer, professor of psychology, University of
California, Santa Barbara; coauthor, e-Learning and
the Science of Instruction; and author, Multimedia
Learning

Learning That Sticks
When trainers use games, learners win big. As a
trainer interested in game design, you know that
games are more effective than lectures. You've seen
firsthand how immersive games hold learners'
interest, helping them explore new skills and
experience different points of view. But how do you
become the Milton Bradley of learning games? Play to
Learn is here to help. This book bridges the gap
between instructional design and game design; it's
written to grow your game literacy and strengthen
crucial game design skills. Experts Sharon Boller and
Karl Kapp share real examples of in-person and online
games, and offer an online game for you to try as you
read. They walk you through evaluating
entertainment and learning games, so you can apply
the best to your own designs. Play to Learn will also
show you how to: Link game design to your business
needs and learning objectives. Test your prototype
and refine your design. Deploy your game to
motivated and excited learners. So don't just play
around. Think big, design well, and use Play to Learn
as your guide.
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Educational Game Design Fundamentals
Don't simply show your data—tell a story with it!
Storytelling with Data teaches you the fundamentals
of data visualization and how to communicate
effectively with data. You'll discover the power of
storytelling and the way to make data a pivotal point
in your story. The lessons in this illuminative text are
grounded in theory, but made accessible through
numerous real-world examples—ready for immediate
application to your next graph or presentation.
Storytelling is not an inherent skill, especially when it
comes to data visualization, and the tools at our
disposal don't make it any easier. This book
demonstrates how to go beyond conventional tools to
reach the root of your data, and how to use your data
to create an engaging, informative, compelling story.
Specifically, you'll learn how to: Understand the
importance of context and audience Determine the
appropriate type of graph for your situation Recognize
and eliminate the clutter clouding your information
Direct your audience's attention to the most
important parts of your data Think like a designer and
utilize concepts of design in data visualization
Leverage the power of storytelling to help your
message resonate with your audience Together, the
lessons in this book will help you turn your data into
high impact visual stories that stick with your
audience. Rid your world of ineffective graphs, one
exploding 3D pie chart at a time. There is a story in
your data—Storytelling with Data will give you the
skills and power to tell it!
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Design and Deliver
FOREWORD BY GUY KAWASAKI Presentation designer
and internationally acclaimed communications expert
Garr Reynolds, creator of the most popular Web site
on presentation design and delivery on the Net —
presentationzen.com — shares his experience in a
provocative mix of illumination, inspiration, education,
and guidance that will change the way you think
about making presentations with PowerPoint or
Keynote. Presentation Zen challenges the
conventional wisdom of making "slide presentations"
in today’s world and encourages you to think
differently and more creatively about the preparation,
design, and delivery of your presentations. Garr
shares lessons and perspectives that draw upon
practical advice from the fields of communication and
business. Combining solid principles of design with
the tenets of Zen simplicity, this book will help you
along the path to simpler, more effective
presentations.

Designs for Living and Learning, Second
Edition
In far too many classrooms, the emphasis is on
instructional strategies that teachers employ rather
than on what students should be doing or thinking
about as part of their learning. What's more, students'
minds are something of a mysterious "black box" for
most teachers, so when learning breaks down, they're
not sure what went wrong or what to do differently to
help students learn. It doesn't have to be this way.
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Learning That Sticks helps you look inside that black
box. Bryan Goodwin and his coauthors unpack the
cognitive science underlying research-supported
learning strategies so you can sequence them into
experiences that challenge, inspire, and engage your
students. As a result, you'll learn to teach with more
intentionality—understanding not just what to do but
also when and why to do it. By way of an easy-to-use
six-phase model of learning, this book * Analyzes how
the brain reacts to, stores, and retrieves new
information. * Helps you "zoom out" to understand
the process of learning from beginning to end. * Helps
you "zoom in" to see what's going on in students'
minds during each phase. Learning may be
complicated, but learning about learning doesn't have
to be. And to that end, Learning That Sticks helps
shine a light into all the black boxes in your classroom
and make your practice the most powerful it can be.
This product is a copublication of ASCD and McREL.

Design for How People Learn
Design learning experiences based on evidence to
improve training effectiveness and boost
performance.

Designing Your Life
Meet Learning Needs With New Tools and New
Thinking Learning is no longer an activity or luxury
that only occurs at specific stages in your life or
career. With the digital revolution, learning has
become immediate, real-time, and relevant whether
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you’re young, old, in the workforce, in school, or at
home. As a learning and development professional,
you’ve likely confronted the digital learning revolution
armed with instructional design models from the predigital world. But today’s digital universe has a new
model to address its wealth of new technologies and a
new philosophy of learning experience design:
learning cluster design. Designing for Modern
Learning: Beyond ADDIE and SAM offers you and your
learners a new way to learn. It describes the
fundamental shift that has occurred in the nature of
L&D’s role as a result of the digital revolution and
introduces a new five-step model: the Owens-Kadakia
Learning Cluster Design Model (OK-LCD Model), a new
five-step model for training design that meets the
needs of modern learning. The model’s five steps or
actions are an easy-to-follow mnemonic, CLUSTER: •
Change on-the-job behavior • Learn learner-to-learner
differences • Upgrade existing assets • Surround
learning with meaningful assets • Track
transformation of Everyone’s Results. In each chapter,
the authors share stories of business leaders, L&D
professionals, and learners who have successfully
adopted the OK-LCD Model, detailing how they altered
organizational mindsets to meet the needs of modern
learners and their organizations. Included are how-to
features, tools, tips, and real-life “in practice”
sections. This is an exciting time to be in L&D. It’s
time to join the revolution.

Using Understanding by Design in the
Culturally and Linguistically Diverse
Classroom
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From William Horton -- a world renowned expert with
more than thirty-five years of hands-on experience
creating networked-based educational systems -comes the next-step resource for e-learning training
professionals. Like his best-selling book Designing
Web-Based Training, this book is a comprehensive
resource that provides practical guidance for making
the thousand and one decisions needed to design
effective e-learning. e-Learning by Design includes a
systematic, flexible, and rapid design process
covering every phase of designing e-learning. Free of
academic jargon and confusing theory, this down-toearth, hands-on book is filled with hundreds of realworld examples and case studies from dozens of
fields. "Like the book's predecessor (Designing Webbased Training), it deserves four stars and is a must
read for anyone not selling an expensive solution. -From Training Media Review, by Jon Aleckson,
www.tmreview.com, 2007

Neuroscience for Learning and
Development
How People Learn: Bridging Research and Practice
provides a broad overview of research on learners
and learning and on teachers and teaching. It
expands on the 1999 National Research Council
publication How People Learn: Brain, Mind,
Experience, and School, Expanded Edition that
analyzed the science of learning in infants, educators,
experts, and more. In How People Learn: Bridging
Research and Practice, the Committee on Learning
Research and Educational Practice asks how the
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insights from research can be incorporated into
classroom practice and suggests a research and
development agenda that would inform and stimulate
the required change. The committee identifies
teachers, or classroom practitioners, as the key to
change, while acknowledging that change at the
classroom level is significantly impacted by
overarching public policies. How People Learn:
Bridging Research and Practice highlights three key
findings about how students gain and retain
knowledge and discusses the implications of these
findings for teaching and teacher preparation. The
highlighted principles of learning are applicable to
teacher education and professional development
programs as well as to K-12 education. The researchbased messages found in this book are clear and
directly relevant to classroom practice. It is a useful
guide for teachers, administrators, researchers,
curriculum specialists, and educational policy makers.

Play to Learn
How can today’s teachers, whose classrooms are
more culturally and linguistically diverse than ever
before, ensure that their students achieve at high
levels? How can they design units and lessons that
support English learners in language development
and content learning—simultaneously? Authors Amy
Heineke and Jay McTighe provide the answers by
adding a lens on language to the widely used
Understanding by Design® framework (UbD®
framework) for curriculum design, which emphasizes
teaching for understanding, not rote memorization.
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Readers will learn * the components of the UbD
framework; * the fundamentals of language and
language development; * how to use diversity as a
valuable resource for instruction by gathering
information about students’ background knowledge
from home, community, and school; * how to design
units and lessons that integrate language
development with content learning in the form of
essential knowledge and skills; and * how to assess in
ways that enable language learners to reveal their
academic knowledge. Student profiles, real-life
classroom scenarios, and sample units and lessons
provide compelling examples of how teachers in all
grade levels and content areas use the UbD
framework in their culturally and linguistically diverse
classrooms. Combining these practical examples with
findings from an extensive research base, the authors
deliver a useful and authoritative guide for reaching
the overarching goal: ensuring that all students have
equitable access to high-quality curriculum and
instruction.

Data Science in Education Using R
Teaching and learning involve more than just
language. The teachers' use of gestures, the
classroom spaces they occupy and the movements
they make, as well as the tools they use, work
together with language as a multimodal ensemble of
meanings. Embodied teaching is about applying the
understandings from multimodal communication to
the classroom. It is about helping teachers recognise
that the moves they make and the tools they use in
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the classroom are part of their pedagogy and
contribute to the design of the students’ learning
experience. In response to the changing profile and
needs of learners in this digital age, pedagogic shifts
are required. A shift is the evolving role of teachers
from authority of knowledge to designers of learning.
This book discusses how, using examples drawn from
case studies, teachers can use corporeal resources
and (digital) tools to design learning experiences for
their students. It advances the argument that the
study of the teachers' use of language, gestures,
positioning, and movement in the classroom, from a
multimodal perspective, can be productive. This book
is intended for educational researchers and teacher
practitioners, as well as curriculum specialists and
policy makers. The central proposition is that as
teachers develop a semiotic awareness of how their
use of various meaning-making resources express
their unique pedagogy they can use these multimodal
resources aptly and fluently to design meaningful
learning experiences. This book also presents a case
for further research in educational semiotics to
understand the embodied ways of meaning-making in
the pedagogic context.

Storytelling with Data
The classic guide to instructional design, fully updated
for thenew ways we learn Rapid Instructional Design
is the industry standard guideto creating effective
instructional materials, providingno-nonsense
practicality rather than theory-driven text.
Beginningwith a look at what "instructional design"
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really means, readersare guided step-by-step through
the ADDIE model to exploretechniques for analysis,
design, development, intervention, andevaluation.
This new third edition has been updated to cover
newapplications, technologies, and concepts, and
includes many newtemplates, real-life examples, and
additional instructor materials.Instruction delivery has
expanded rapidly in the nine years sincethe second
edition's publication, and this update covers all
themajor advances in the field. The major
instructional models areexpanded to apply to elearning, MOOCs, mobile learning, and socialnetworkbased learning. Informal learning and communities
ofpractice are examined, as well. Instructional design
is the systematic process by whichinstructional
materials are designed, developed, and
delivered.Designers must determine the learner's
current state and needs,define the end goals of the
instruction, and create an interventionto assist in the
transition. This book is a complete guide to
theprocess, helping readers design efficient, effective
materials. Learn the ins and outs of the ADDIE model
Discover shortcuts for rapid design Design for elearning, Millennials, and MOOCs Investigate methods
for emerging avenues of instruction This book does
exactly what a well-designed course should
do,providing relevant guidance for anyone who wants
to know how toapply good instructional design.
Eminently practical and fullyup-to-date, Rapid
Instructional Design is the one-stop guideto more
effective instruction.

How People Learn
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Discover the techniques behind beautiful design by
deconstructing designs to understand them The term
'hacker' has been redefined to consist of anyone who
has an insatiable curiosity as to how things work—and
how they can try to make them better. This book is
aimed at hackers of all skill levels and explains the
classical principles and techniques behind beautiful
designs by deconstructing those designs in order to
understand what makes them so remarkable. Author
and designer David Kadavy provides you with the
framework for understanding good design and places
a special emphasis on interactive mediums. You'll
explore color theory, the role of proportion and
geometry in design, and the relationship between
medium and form. Packed with unique reverse
engineering design examples, this book inspires and
encourages you to discover and create new beauty in
a variety of formats. Breaks down and studies the
classical principles and techniques behind the
creation of beautiful design Illustrates cultural and
contextual considerations in communicating to a
specific audience Discusses why design is important,
the purpose of design, the various constraints of
design, and how today's fonts are designed with the
screen in mind Dissects the elements of color, size,
scale, proportion, medium, and form Features a
unique range of examples, including the graffiti in the
ancient city of Pompeii, the lack of the color black in
Monet's art, the style and sleekness of the iPhone,
and more By the end of this book, you'll be able to
apply the featured design principles to your own web
designs, mobile apps, or other digital work.
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Design of Technology-Enhanced Learning
The Change Book provides a practical collection of
tips and advice for anyone dealing with or managing
organizational change. You will learn about change
management, how to plan for change, how to create a
communication strategy, and more. While not a
comprehensive guide to leading change, this concise
book contains an array of useful insights for change
managers and is a great resource for people new to
the concept or change.

The Change Book: Change the Way You
Think About Change
Even on good days, teaching is a challenging
profession. One way to make the job of college
instructors easier, however, is to know more about
the ways students learn. How Humans Learn aims to
do just that by peering behind the curtain and
surveying research in fields as diverse as
developmental psychology, anthropology, and
cognitive neuroscience for insight into the science
behind learning. The result is a story that ranges from
investigations of the evolutionary record to studies of
infants discovering the world for the first time, and
from a look into how our brains respond to fear to a
reckoning with the importance of gestures and
language. Joshua R. Eyler identifies five broad themes
running through recent scientific inquiry--curiosity,
sociality, emotion, authenticity, and failure--devoting
a chapter to each and providing practical takeaways
for busy teachers. He also interviews and observes
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college instructors across the country, placing
theoretical insight in dialogue with classroom
experience.

How People Learn II
Students become attentive, curious, and passionate
about learning when they can see its relevance to
their lives and when they're empowered to use that
learning to solve problems that matter. Regardless of
the subject or grade level you teach, you can infuse
your instruction with the meaning students crave by
implementing design thinking. Design thinking
prompts students to consider: "I've learned it. Now
what am I going to do with it?" In Designed to Learn,
cognitive scientist and educator Lindsay Portnoy
shares the amazing teaching and learning that take
place in design thinking classrooms. To set the stage,
she provides easy-to-implement strategies, classroom
examples, and clear tools to scaffold the processes of
inquiry, discovery, design, and reflection. Because
formative assessment is crucial to the process,
Portnoy includes sample assessments that measure
student learning and ensure that learners take the
lead in their own learning. As the author guides you
through the five elements of design thinking
(understand and empathize, identify and research,
communicate to ideate, prototype and test, and
iterate and reflect), you'll learn how to support
students as they - Use the content you teach to solve
a problem in their community or in the world around
them. - Isolate a concern for their designed solution to
address. - Communicate ideas and provide valid
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reasoning for potential solutions. - Prototype a
solution and test it. - Revise their design for maximum
impact and reflect on the process. Equipped with the
strategies and supports in Designed to Learn,
teachers will be able to ensure that learning in their
classrooms is visible, student-centered, and
measurable—by design.

Immersive Learning
In offices, colleges, and living rooms across the globe,
learners of all ages are logging into virtual
laboratories, online classrooms, and 3D worlds. Kids
from kindergarten to high school are honing math and
literacy skills on their phones and iPads. If that
weren't enough, people worldwide are aggregating
internet services (from social networks to media
content) to learn from each other in “Personal
Learning Environments.” Strange as it sounds, the
future of education is now as much in the hands of
digital designers and programmers as it is in the
hands of teachers. And yet, as interface designers,
how much do we really know about how people learn?
How does interface design actually impact learning?
And how do we design environments that support
both the cognitive and emotional sides of learning
experiences? The answers have been hidden away in
the research on education, psychology, and human
computer interaction, until now. Packed with over 100
evidence-based strategies, in this book you'll learn
how to: Design educational games, apps, and
multimedia interfaces in ways that enhance learning
Support creativity, problem-solving, and collaboration
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through interface design Design effective visual
layouts, navigation, and multimedia for online and
mobile learning Improve educational outcomes
through interface design.

How Learning Works
Products, technologies, and workplaces change so
quickly today that everyone is continually learning.
Many of us are also teaching, even when it's not in
our job descriptions. Whether it's giving a
presentation, writing documentation, or creating a
website or blog, we need and want to share our
knowledge with other people. But if you've ever fallen
asleep over a boring textbook, or fast-forwarded
through a tedious e-learning exercise, you know that
creating a great learning experience is harder than it
seems. In Design For How People Learn, Second
Edition, you'll discover how to use the key principles
behind learning, memory, and attention to create
materials that enable your audience to both gain and
retain the knowledge and skills you're sharing.
Updated to cover new insights and research into how
we learn and remember, this new edition includes
new techniques for using social media for learning as
well as two brand new chapters on designing for habit
and best practices for evaluating learning, such as
how and when to use tests. Using accessible visual
metaphors and concrete methods and examples,
Design For How People Learn, Second Edition will
teach you how to leverage the fundamental concepts
of instructional design both to improve your own
learning and to engage your audience.
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Visual Language for Designers
Design Expertise explores what it takes to become an
expert designer.It examines the perception of
expertise in design and asks what knowledge, skills,
attributes and experiences are necessary in order to
design well. Bryan Lawson and Kees Dorst develop a
new model of design expertise and show how design
expertise can be developed. This book is designed for
all students, teachers, practitioners and researchers
in architecture and design. To enable all readers to
explore the book in a flexible way, the authors’ words
are always found on the left hand page. On the right
are diagrams, illustrations and the voices of
designers, teachers and students and occasionally
others too. 'Design Expertise' provides a provocative
new reading on the nature of design and creative
thought.

How People Learn
Data Science in Education Using R is the go-to
reference for learning data science in the education
field. The book answers questions like: What does a
data scientist in education do? How do I get started
learning R, the popular open-source statistical
programming language? And what does a data
analysis project in education look like? If you’re just
getting started with R in an education job, this is the
book you’ll want with you. This book gets you started
with R by teaching the building blocks of
programming that you’ll use many times in your
career. The book takes a "learn by doing" approach
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and offers eight analysis walkthroughs that show you
a data analysis from start to finish, complete with
code for you to practice with. The book finishes with
how to get involved in the data science community
and how to integrate data science in your education
job. This book will be an essential resource for
education professionals and researchers looking to
increase their data analysis skills as part of their
professional and academic development.

How Students Learn
Don't create boring e-learning! Cammy Bean presents
a fresh, modern take on instructional design for elearning. Filled with her personal insights and tips,
The Accidental Instructional Designer covers nearly
every aspect of the e-learning design process,
including understanding instructional design, creating
scenarios, building interactivity, designing visuals,
and working with SMEs. You'll learn all about the CBT
Lady and how to avoid her instructional design
mistakes. Along the way, you'll hear from a few other
accidental instructional designers, get ideas for your
own projects, and find resources and references to
take your own practice to the next level. The
Accidental Instructional Designer is perfect for the
learning professional or instructional designer who is
just getting started with e-learning—or the more
experienced practitioner looking for new ideas. In
addition to sharing proven techniques and strategies,
this book: covers best practices and what to avoid
when designing an e-learning program presents elearning in action through various case studies shows
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how you can go from being an accidental instructional
designer to an intentional one.

Designed to Learn
There are many reasons to be curious about the way
people learn, and the past several decades have seen
an explosion of research that has important
implications for individual learning, schooling,
workforce training, and policy. In 2000, How People
Learn: Brain, Mind, Experience, and School: Expanded
Edition was published and its influence has been wide
and deep. The report summarized insights on the
nature of learning in school-aged children; described
principles for the design of effective learning
environments; and provided examples of how that
could be implemented in the classroom. Since then,
researchers have continued to investigate the nature
of learning and have generated new findings related
to the neurological processes involved in learning,
individual and cultural variability related to learning,
and educational technologies. In addition to
expanding scientific understanding of the
mechanisms of learning and how the brain adapts
throughout the lifespan, there have been important
discoveries about influences on learning, particularly
sociocultural factors and the structure of learning
environments. How People Learn II: Learners,
Contexts, and Cultures provides a much-needed
update incorporating insights gained from this
research over the past decade. The book expands on
the foundation laid out in the 2000 report and takes
an in-depth look at the constellation of influences that
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affect individual learning. How People Learn II will
become an indispensable resource to understand
learning throughout the lifespan for educators of
students and adults.

Design for Hackers
How Students Learn: Mathematics in the Classroom
builds on the discoveries detailed in the best-selling
How People Learn. Now these findings are presented
in a way that teachers can use immediately, to
revitalize their work in the classroom for even greater
effectiveness. This book shows how to overcome the
difficulties in teaching math to generate real insight
and reasoning in math students. It also features
illustrated suggestions for classroom activities.

Presentation Zen
#1 New York Times Bestseller At last, a book that
shows you how to build—design—a life you can thrive
in, at any age or stage Designers create worlds and
solve problems using design thinking. Look around
your office or home—at the tablet or smartphone you
may be holding or the chair you are sitting in.
Everything in our lives was designed by someone.
And every design starts with a problem that a
designer or team of designers seeks to solve. In this
book, Bill Burnett and Dave Evans show us how
design thinking can help us create a life that is both
meaningful and fulfilling, regardless of who or where
we are, what we do or have done for a living, or how
young or old we are. The same design thinking
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responsible for amazing technology, products, and
spaces can be used to design and build your career
and your life, a life of fulfillment and joy, constantly
creative and productive, one that always holds the
possibility of surprise. "Designing Your Life walks
readers through the process of building a satisfying,
meaningful life by approaching the challenge the way
a designer would. Experimentation. Wayfinding.
Prototyping. Constant iteration. You should read the
book. Everyone else will." —Daniel Pink, bestselling
author of Drive “This [is] the career book of the next
decade and . . . the go-to book that is read as a rite of
passage whenever someone is ready to create a life
they love.” —David Kelley, Founder of IDEO “An
empowering book based on their popular class of the
same name at Stanford University . . . Perhaps the
book’s most important lesson is that the only failure is
settling for a life that makes one unhappy. With useful
fact-finding exercises, an empathetic tone, and
sensible advice, this book will easily earn a place
among career-finding classics.” —Publishers Weekly
From the Hardcover edition.

Designing Learning with Embodied
Teaching
The best-selling source of inspiration for early
childhood professionals designing learning
environments; updated with all new photographs and
fresh content

Design Expertise
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DESIGN EFFECTIVE LEARNING EXPERIENCES WITH
THIS UNIQUE GUIDE We need to learn new things
constantly to keep pace with our crazy, informationpacked environments. Many of us are also being
asked to share our knowledge with others, even when
teaching isn't in our job descriptions. But if you've
ever had your attention wander during a boring class,
or fast-forwarded through a tedious exercise, you
know that creating a great learning experience is
harder than it seems. And even when someone makes
it through that book or course, how much of it is going
to stick? In Design For How People Learn, you'll
discover how to use the current science and theory
about how people focus, learn, and remember to
create materials that enable your audience to gain
and retain the knowledge and skills you're sharing.
Using accessible visual metaphors and concrete
examples, Design For How People Learn will teach
you how to: * *Use the fundamental concepts of
learning design to make yourself a better learner
*Attract and maintain your audience's attention
*Effectively communicate your knowledge to others.
*Make learning sticky. 'I'm delighted to have this
witty, insightful, cleverly illustrated guide.' MICHAEL
W. ALLEN, Ph.D., E-LEARNING PIONEER

Rapid Instructional Design
Within every picture is a hidden language that
conveys a message, whether it is intended or not.
This language is based on the ways people perceive
and process visual information. By understanding
visual language as the interface between a graphic
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and a viewer, designers and illustrators can learn to
inform with accuracy and power. In a time of
unprecedented competition for audience attention
and with an increasing demand for complex graphics,
Visual Language for Designers explains how to
achieve quick and effective communications. New in
paperback, this book presents ways to design for the
strengths of our innate mental capacities and to
compensate for our cognitive limitations. Visual
Language for Designers includes: —How to organize
graphics for quick perception —How to direct the eyes
to essential information —How to use visual
shorthand for efficient communication —How to make
abstract ideas concrete —How to best express visual
complexity —How to charge a graphic with energy
and emotion

How Humans Learn
What if we have been wrong about learning? Learning
may have more in common with marketing than we
thought. Looking at marketing and learning's common
root, How People Learn shows L&D professionals a
new way of thinking about learning by exploring what
happens when we learn. It considers applications from
AI, marketing and ethics and is informed by
psychology and contemporary neuroscience in order
to show L&D professionals how to design training with
their employees in mind so that training makes a real
difference to skills, capabilities, performance and
development, rather than being a waste of time,
money and resources. Using the author's '5Di model',
How People Learn demonstrates how to define, design
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and deploy training in a user-centred way so it works
both for and with employees. It also includes
guidance on what training resources to create when
employees are actively searching for learning
content. Using this book, L&D practitioners will be
able to use pull and push techniques to provide
content that people use and experiences that
transform their behaviour. From how to use
simulations, storytelling and anticipation to the
importance of observation and status, this book gives
L&D professionals everything they need to build
effective training programmes and learning
experiences. With a foreword by Dr Roger Schank, the
Chairman and CEO of Socratic Arts and Executive
Director of Engines for Education, and case studies
from companies such as BP and the BBC, this is an
urgent read for learning professionals.

Visual Design Solutions
Universal Design for Learning (UDL) is the best way to
teach all students effectively but how can a busy
teacher get started with UDL right now? With this
book, you will learn how to use the three key
principles of UDL: Engagement, Representation, and
Action & Expression to present information in multiple
ways and meet the needs of diverse learners. Written
in first person, like a face-to-face talk with a
passionate educator, the book gives teachers a
reader-friendly UDL primer and a practical framework
for implementation, with detailed guidelines on lesson
planning and checkpoints that help them stay on
track.
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The Learning & Development Book
Each year, organizations spend millions of dollars
trying out new innovations and improvements-and
millions will be wasted if they can't quickly find out
what's working and what is not. The Success Case
Method offers a breakthrough evaluation technique
that is easier, faster, and cheaper than competing
approaches, and produces compelling evidence
decision-makers can actually use. Because it seeks
out the best stories of how real individuals have
actually used innovations, The Success Case Method
can ferret out success no matter how small or
infrequent. It can salvage the few ''gems'' of success
from a larger initiative that is not doing well or find
out how to make a partially successful effort even
more successful. The practical methods and tools in
this book can help those who initiate and foster
change, including leaders, executives, managers,
consultants, training directors, and anyone else who
is trying to make things work better in organizations
get the greatest returns for their investments.

Michael Allen's Guide to e-Learning
Can we learn through play? Can we really play while
learning? Of course! But how?! We all learn and
educate others in our own unique ways. Successful
educational games adapt to the particular learning
needs of their players and facilitate the learning
objectives of their designers. Educational Game
Design Fundamentals embarks on a journey to
explore the necessary aspects to create games that
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are both fun and help players learn. This book
examines the art of educational game design through
various perspectives and presents real examples that
will help readers make more informed decisions when
creating their own games. In this way, readers can
have a better idea of how to prepare for and organize
the design of their educational games, as well as
evaluate their ideas through several prisms, such as
feasibility or learning and intrinsic values. Everybody
can become education game designers, no matter
what their technical, artistic or pedagogic
backgrounds. This book refers to educators and
designers of all sorts: from kindergarten to lifelong
learning, from corporate training to museum curators
and from tabletop or video game designers to theme
park creators!

Design For How People Learn
First released in the Spring of 1999, How People Learn
has been expanded to show how the theories and
insights from the original book can translate into
actions and practice, now making a real connection
between classroom activities and learning behavior.
This edition includes far-reaching suggestions for
research that could increase the impact that
classroom teaching has on actual learning. Like the
original edition, this book offers exciting new research
about the mind and the brain that provides answers
to a number of compelling questions. When do infants
begin to learn? How do experts learn and how is this
different from non-experts? What can teachers and
schools do-with curricula, classroom settings, and
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teaching methods--to help children learn most
effectively? New evidence from many branches of
science has significantly added to our understanding
of what it means to know, from the neural processes
that occur during learning to the influence of culture
on what people see and absorb. How People Learn
examines these findings and their implications for
what we teach, how we teach it, and how we assess
what our children learn. The book uses exemplary
teaching to illustrate how approaches based on what
we now know result in in-depth learning. This new
knowledge calls into question concepts and practices
firmly entrenched in our current education system.
Topics include: How learning actually changes the
physical structure of the brain. How existing
knowledge affects what people notice and how they
learn. What the thought processes of experts tell us
about how to teach. The amazing learning potential of
infants. The relationship of classroom learning and
everyday settings of community and workplace.
Learning needs and opportunities for teachers. A
realistic look at the role of technology in education.

The Success Case Method
Written for the experienced professional who lacks
time and is juggling many responsibilities, but who
yearns to be more effective with their professional
development programmes, this provides simple ideas
and concepts which illustrate best practices for
improving learning and development teaching skills. It
offers clear, concise advice based on real-world
experience.
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Interface Design for Learning
Enhance learners' interest and understanding with
visual designfor instructional and information
products No matter what medium you use to deliver
content, if the visualdesign fails, the experience falls
flat. Meaningful graphics and acompelling visual
design supercharge instruction, training,
andpresentations, but this isn't easy to accomplish.
Now you canconquer your design fears and
knowledge gaps with Visual DesignSolutions: a
resource for learning professionals seeking toraise the
bar on their graphics and visual design skills.
Thisinformal and friendly book guides you through the
process andprinciples used by professional graphic
designers. It also presentscreative solutions and
examples that you can start using rightaway. Anyone
who envisions, designs, or creates instructional
orinformational graphics will benefit from the design
strategies laidout in this comprehensive resource.
Written by Connie Malamed, an art educator and
instructionaldesigner, this book will help you tap into
your creativity, designwith intention, and produce
polished work. Whereas most graphicdesign books
focus on logos, packaging, and brochures,
VisualDesign Solutions focuses on eLearning,
presentations, andperformance support. Visual Design
Solutions includespractical guidelines for making
smart design choices, ways tocreate professionallooking products, and principles for
successfulgraphics that facilitate learning. Ideal for
instructionaldesigners, trainers, presenters, and
professors who want to advancefrom haphazard to
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intentional design, this book will help themrealize
their design potential. Gain the knowledge and
confidence to design impressive,effective visuals for
learning Increase learner comprehension and
retention with visualstrategies offered by an expert
author Serves as a reference and a resource, with a
wealth of examplesfor inspiration and ideas
Addresses an intimidating topic in an informal,
friendlystyle In four parts, the book provides a
thorough overview of thedesign process and design
concepts; explores space, image, andtypography; and
presents workable solutions for your mostpersistent
and puzzling design problems. Get started and
begincreating captivating graphics for your learners.

How People Learn
You're a learning and development professional. You,
yes! You are! I swear you are! I know, many of you
came from other areas like sales, recruiting, human
resources and other areas and have little or no
experience in learning design or instructional design.
Or maybe you do have some background in learning
and development but the way corporate learning is
changing so rapidly, you're looking for a book to help
you figure it out. Here you go. This is the book. The
basics are covered here. What's the difference
between microlearning, learning in the flow of work,
continuous learning, and learning agility? A better
question is, how can you use them together to create
an amazing learning environment for your
corporation? This book will show you how. Everything
you need to get started (or change up, or continue
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with) the design of your learning program is covered
here. Let's talk about Learning Experience Design and
how to make it work for you. Ready to make an
impact on your organization with great learning
experiences? Let's get started. Chapters1 - What is
this book anyway?2 - Formal Shmormal: The new way
of learning3 - What the heck is Learning Experience
Design? 4 - What we adults like5 - Who you talkin' to?
6 - Beg, buy or build7 - It's all about the experience8 If you build it, they're not gonna come unless you tell
them about it9 - Keep on keepin' on
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