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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 through interface design Design effective visual
layouts, navigation, and multimedia for online and mobile learning Improve educational outcomes
through interface design.
This book is packed with strategies and insights that will help you design better training
courses. It focuses on how people learn as the key factor in making design decisions. The book
shows you how to design a good course for any field, no matter what medium you use to deliver
it. Learn how the brain works, how people forget, how to gain and maintain attention and how to
make a subject interesting. Then use the easy-to-follow guidelines to design strategically by
increasing curiosity, making content emotional, making learners practise what they have learned
and using failure as a teaching tool. The art of designing a course and making people learn is
mastered through practical experience of running courses; the science is gained by evidencebased research on how people learn. The book combines the two, offering many examples and
studies in cognitive psychology, neuroscience, instructional design and training the trainer.
You will find lots of examples and studies in the book that provide insights that may not be
obvious but that lead to important design decisions. They will change forever how you think
about training design and delivery and help you design courses that your learners will love. In
Course Design Strategy, you will learn: · How to make content memorable · What learners expect
from a course · How people learn and forget, and why this should be the cornerstone of any
course design · How to use eureka moments and eureka concepts as the building blocks of course
design · How to make content easy to learn · Why the presence of a feedback loop is crucial to
learning · How to use exercises and tests to enhance learning
Don't create boring e-learning! Cammy Bean presents a fresh, modern take on instructional design
for e-learning. 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
e-learning in action through various case studies shows how you can go from being an accidental
instructional designer to an intentional one.
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 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.
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Michael Allen's Guide to e-Learning
Touched by the Gods
Simple Ideas on Presentation Design and Delivery
Principles and Creative Inspiration for Learning Professionals
Summary of Julie Dirksen's Design for How People Learn
Brain, Mind, Experience, and School: Expanded Edition
e-Learning and the Science of Instruction
We design to elicit responses from people. We want them to buy something, read more, or take action of
some kind. Designing without understanding what makes people act the way they do is like exploring a
new city without a map: results will be haphazard, confusing, and inefficient. This book combines real
science and research with practical examples to deliver a guide every designer needs. With it you’ll be
able to design more intuitive and engaging work for print, websites, applications, and products that
matches the way people think, work, and play. Learn to increase the effectiveness, conversion rates,
and usability of your own design projects by finding the answers to questions such as: What grabs and
holds attention on a page or screen? What makes memories stick? What is more important, peripheral or
central vision? How can you predict the types of errors that people will make? What is the limit to
someone’s social circle? How do you motivate people to continue on to (the next step? What line length
for text is best? Are some fonts better than others? These are just a few of the questions that the
book answers in its deep-dive exploration of what makes people tick.
Learning and Development (L&D) programmes are too often based on fads, the latest trends or learning
designers' personal preferences without critical evaluation. Evidence-Informed Learning Design will
allow learning professionals to move away from this type of approach by showing them how to assess and
apply relevant scientific literature, learning science research and proven learning techniques to
design their training in a way that will make a measurable difference to employee performance and
overall business success. Packed with tips, tools and examples, Evidence-Informed Learning Design
enables L&D and training professionals to save both time and money by ensuring that efforts are focused
on designing learning that's proven to be effective. Covering techniques like interleaving and selfdirected and self-regulated learning, as well as debunking myths and fallacies in the field, it covers
how best to test, measure and reinforce learning in both online, offline and face-to-face scenarios. To
ensure that employees develop the skills the business needs to succeed and that the L&D function is
recognised as adding true organizational value, this book is essential reading for anyone responsible
for designing learning.
No more information dumps Map It helps you turn training requests into projects that make a real
difference. You'll learn how to: Help the client identify what's really causing the performance
problem. Determine the role (if any ) of training. Create realistic activities that help people
practice what they need to do, not just show what they know. Choose the best format for each activity
-- online, projected to a group, on paper, as a small-group activity, over email... Provide each
activity at the best time -- in the workflow, available on demand, spaced over time... Let people pull
the information they need to complete the activity -- no more information dumps Enjoy creating
challenging activities that people want to complete. Show how your project has improved the performance
of the organization. Using humor and lots of examples, Map It walks you through action mapping, a
visual approach to needs analysis and training design. Organizations around the world use action
mapping to improve performance with targeted, efficient training. Try sample activities, download job
aids, and learn more at map-it-book.com.
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 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.
Learning Experience Design
Design Strategies for Learning Experiences
The Accidental Instructional Designer
Design for how People Learn
The Surprising Truth About When, Where, and Why It Happens
The Hands-On Guide to Strategic Training Design
Change the way you think about L & D

Presents a multifaceted model of understanding, which is based on the premise that people
can demonstrate understanding in a variety of ways.
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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 affect individual learning. How People Learn II will
become an indispensable resource to understand learning throughout the lifespan for
educators of students and adults.
Understand how to use emotion, memory, engagement and design thinking to create effective
learning experiences for in-person, remote and digital learning.
Ensure Your Instructional Design Stands Up to Learning Science Learning science is a
professional imperative for instructional designers. In fact, instructional design is
applied learning science. To create effective learning experiences that engage, we need
to know how learning works and what facilitates and hinders it. We need to track the
underlying research and articulate how our designs reflect what is known. Otherwise, how
can we claim to be scrutable in our approaches? Learning Science for Instructional
Designers: From Cognition to Application distills the current scope of learning science
into an easy-to-read primer. Good instructional design makes learning as simple as
possible by removing distractions, minimizing the cognitive load, and chunking necessary
information into digestible bits. But our aim must go beyond enabling learners to recite
facts to empowering them to make better decisions—decisions about what to do, when, and
how. This book prepares you to design learning experiences that ensure retention over
time and transfer to the appropriate situations. Gain insights into: • Providing spaced
practice and reflection • Tapping into motivation and challenge to build learner
confidence • Using performance-support tools, social learning, and humor appropriately
Prompts at the end of each chapter will spark your thinking about how to use these
concepts and more in your daily work. Written by Clark N. Quinn, author of Millennials,
Goldfish & Other Training Misconceptions: Debunking Learning Myths and Superstitions,
this book is perfect for anyone who strives for their instruction to stand up to learning
science.
Creating Training to Improve Performance
Learning Design for the Digital Age
Bridging Research and Practice
Make It Stick
Design for Learning
Beyond ADDIE and SAM
Using Brain Science to Build Better Products
A lot has happened in the world of digital design since the first edition of this title was published, but one thing remains
true: There is an ever-growing number of people attempting to design everything from newsletters to advertisements with
no formal training. This book is the one place they can turn to find quick, non-intimidating, excellent design help from
trusted design instructor Robin Williams. This revised and expanded classic includes a new chapter on designing with type,
more quizzes and exercises, updated projects, and new visual and typographic examples that give the book a fresh, modern
look. In The Non-Designer's Design Book, 4th Edition, Robin turns her attention to the basic principles that govern good
design. Perfect for beginners, Robin boils great design into four easy-to-master principles: contrast, repetition, alignment,
and proximity (C.R.A.P.!). Readers who follow her clearly explained concepts will produce more sophisticated and
professional work immediately. Humor-infused, jargon-free prose interspersed with design exercises, quizzes, and
illustrations make learning a snap–which is just what audiences have come to expect from this bestselling author.
An exploration of how design might be led by marginalized communities, dismantle structural inequality, and advance
collective liberation and ecological survival. What is the relationship between design, power, and social justice? “Design
justice” is an approach to design that is led by marginalized communities and that aims expilcitly to challenge, rather than
reproduce, structural inequalities. It has emerged from a growing community of designers in various fields who work
closely with social movements and community-based organizations around the world. This book explores the theory and
practice of design justice, demonstrates how universalist design principles and practices erase certain groups of
people—specifically, those who are intersectionally disadvantaged or multiply burdened under the matrix of domination
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(white supremacist heteropatriarchy, ableism, capitalism, and settler colonialism)—and invites readers to “build a better
world, a world where many worlds fit; linked worlds of collective liberation and ecological sustainability.” Along the way,
the book documents a multitude of real-world community-led design practices, each grounded in a particular social
movement. Design Justice goes beyond recent calls for design for good, user-centered design, and employment diversity in
the technology and design professions; it connects design to larger struggles for collective liberation and ecological
survival.
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.
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 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 research-based 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.
Building Interactive, Fun, and Effective Learning Programs for Any Company
Updated, Expanded, Enhanced
How Learning Works
Design For How People Learn
The Learning & Development Book
How People Learn II
Learning, Design, and Technology
The essential e-learning design manual, updated with the latest research, design principles, and examples eLearning and the Science of Instruction is the ultimate handbook for evidence-based e-learning design. Since
the first edition of this book, e-learning has grown to account for at least 40% of all training delivery media.
However, digital courses often fail to reach their potential for learning effectiveness and efficiency. This guide
provides research-based guidelines on how best to present content with text, graphics, and audio as well as the
conditions under which those guidelines are most effective. This updated fourth edition describes the
guidelines, psychology, and applications for ways to improve learning through personalization techniques,
coherence, animations, and a new chapter on evidence-based game design. The chapter on the Cognitive
Theory of Multimedia Learning introduces three forms of cognitive load which are revisited throughout each
chapter as the psychological basis for chapter principles. A new chapter on engagement in learning lays the
groundwork for in-depth reviews of how to leverage worked examples, practice, online collaboration, and
learner control to optimize learning. The updated instructor's materials include a syllabus, assignments,
storyboard projects, and test items that you can adapt to your own course schedule and students. Co-authored
by the most productive instructional research scientist in the world, Dr. Richard E. Mayer, this book distills
copious e-learning research into a practical manual for improving learning through optimal design and
delivery. Get up to date on the latest e-learning research Adopt best practices for communicating information
effectively Use evidence-based techniques to engage your learners Replace popular instructional ideas, such as
learning styles with evidence-based guidelines Apply evidence-based design techniques to optimize learning
games e-Learning continues to grow as an alternative or adjunct to the classroom, and correspondingly, has
become a focus among researchers in learning-related fields. New findings from research laboratories can
inform the design and development of e-learning. However, much of this research published in technical
journals is inaccessible to those who actually design e-learning material. By collecting the latest evidence into
a single volume and translating the theoretical into the practical, e-Learning and the Science of Instruction
has become an essential resource for consumers and designers of multimedia learning.
Praise for How Learning Works "How Learning Works 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
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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 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
In the tradition of The Power of Habit and Thinking, Fast and Slow comes a practical, playful, and endlessly
fascinating guide to what we really know about learning and memory today—and how we can apply it to our
own lives. From an early age, it is drilled into our heads: Restlessness, distraction, and ignorance are the
enemies of success. We’re told that learning is all self-discipline, that we must confine ourselves to designated
study areas, turn off the music, and maintain a strict ritual if we want to ace that test, memorize that
presentation, or nail that piano recital. But what if almost everything we were told about learning is wrong?
And what if there was a way to achieve more with less effort? In How We Learn, award-winning science
reporter Benedict Carey sifts through decades of education research and landmark studies to uncover the
truth about how our brains absorb and retain information. What he discovers is that, from the moment we are
born, we are all learning quickly, efficiently, and automatically; but in our zeal to systematize the process we
have ignored valuable, naturally enjoyable learning tools like forgetting, sleeping, and daydreaming. Is a
dedicated desk in a quiet room really the best way to study? Can altering your routine improve your recall? Are
there times when distraction is good? Is repetition necessary? Carey’s search for answers to these questions
yields a wealth of strategies that make learning more a part of our everyday lives—and less of a chore. By road
testing many of the counterintuitive techniques described in this book, Carey shows how we can flex the
neural muscles that make deep learning possible. Along the way he reveals why teachers should give final
exams on the first day of class, why it’s wise to interleave subjects and concepts when learning any new skill,
and when it’s smarter to stay up late prepping for that presentation than to rise early for one last cram
session. And if this requires some suspension of disbelief, that’s because the research defies what we’ve been
told, throughout our lives, about how best to learn. The brain is not like a muscle, at least not in any
straightforward sense. It is something else altogether, sensitive to mood, to timing, to circadian rhythms, as
well as to location and environment. It doesn’t take orders well, to put it mildly. If the brain is a learning
machine, then it is an eccentric one. In How We Learn, Benedict Carey shows us how to exploit its quirks to
our advantage.
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 elearning 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 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 e-learning 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 eLearning: 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 ELearning Designer's Handbook
e-Learning by Design
Helping Children and Adults Understand the Brain
The Art of Making People Learn
Design for How People Learn, Second Edition
Designing for Modern Learning
100 Things Every Designer Needs to Know About People
LEARN HOW TO DESIGN ELEARNING THAT DELIVERS RESULTS (AND DOESN'T SUCK)! When you're tasked with creating
your very first eLearning course, it can be hard (and downright scary) trying to figure out where to begin. You likely have
a million questions running through your head. How do you plan your project and set it up for success? How do you collect
learning content from your subject matter experts? Why do you need an eLearning storyboard, and how do you write one?
How do you develop a prototype of your eLearning course? And, what the heck is a prototype anyway? When and where
should you include interactivity? When should you let your SMEs review your course? And what's a "SME" again? And what
do you do when they don't give you feedback? Trying to get answers to all of these questions can quickly leave you saying
to yourself, "I don't think I'm cut out for this eLearning thing!" But, here's some good news: you're not alone! The truth is,
most eLearning designers entered fell, stumbled, and dropped into the world of eLearning entirely by accident. This is
where the second edition of The eLearning Designer's Handbook can help! In this book, Tim Slade will show you that the
eLearning development process doesn't have to be as complicated as it might seem. If you're new to eLearning, Tim will
walk you through the complete eLearning design and development process, providing you practical tips and advice, based
on his own experience working as an eLearning designer for over a decade. With the second edition of The eLearning
Designer's Handbook, you'll discover how to... Plan your eLearning project by conducting a kickoff meeting with your
stakeholders. Conduct a needs analysis and recommend a training solution. Draft an eLearning project plan and
development timeline. Define the learning objectives and create a blended training solution. Collect and organize your
learning content into a design document. Create a course outline and draft a storyboard of your eLearning course. Create
a prototype and develop your course with an eLearning authoring tool. Incorporate interactivity into your eLearning
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course. Reduce cognitive load and increase learning retention. Deliver and measure the effectiveness of your eLearning
course. Conduct a retrospective at the end of your project. So, what's new in the second edition? With the second edition
of The eLearning Designer's Handbook, Tim Slade went back to the drawing board to rewrite and redesign every single
page of the book. Not only does the second edition include a boatload of new content on instructional design best
practices, but it also includes even more practical content geared towards new eLearning designers. With the second
edition of The eLearning Designer's Handbook, you'll get... 3X more content Full-color print Real-world examples More
tools and templates
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 professional-looking products, and principles for successfulgraphics that facilitate learning.
Ideal for instructionaldesigners, trainers, presenters, and professors who want to advancefrom haphazard to 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.
Please note: This is a companion version & not the original book. Sample Book Insights: #1 Learning experiences are like
journeys. The journey starts where the learner is now, and ends when the learner is successful, however that is defined.
The end of the journey isn’t just about knowing more, but also doing more. #2 There are gaps between your learner’s
current situation and where they need to be in order to be successful. These gaps are between what they know and what
they need to know. You can help them bridge these gaps by designing better learning experiences. #3 The gap between
what your learners have and what they need is information. You want your learners to have the right supplies for their
journey, but you also want them to know what to do with that information. #4 The only way to prepare for a major hike is
to hike regularly, and even a less ambitious goal would require practice and conditioning. Learners in all disciplines are
frequently in this situation. They receive the knowledge in a book or class, but don't get the opportunity to practice and
develop skills.
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.
Design and Typographic Principles for the Visual Novice
Learning Science for Instructional Designers
Learners, Contexts, and Cultures
Design for How People Think
Interface Design for Learning
Course Design Strategy
Principles, Processes, and Praxis
Discusses the best methods of learning, describing how rereading and rote repetition are counterproductive and how such
techniques as self-testing, spaced retrieval, and finding additional layers of information in new material can enhance
learning.
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 bestselling 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-to-earth, hands-on book is filled with hundreds of real-world examples and case studies from dozens of
fields. "Like the book's predecessor (Designing Web-based 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
Design for How People LearnNew Riders
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.
Proven Guidelines for Consumers and Designers of Multimedia Learning
Presentation Zen
How People Learn
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Map It
Seven Research-Based Principles for Smart Teaching
Visual Design Solutions
Understanding by Design
User experience doesn’t happen on a screen; it happens in the mind, and the experience is multidimensional and multisensory. This practical book will
help you uncover critical insights about how your customers think so you can create products or services with an exceptional experience. Corporate
leaders, marketers, product owners, and designers will learn how cognitive processes from different brain regions form what we perceive as a singular
experience. Author John Whalen shows you how anyone on your team can conduct "contextual interviews" to unlock insights. You’ll then learn how to
apply that knowledge to design brilliant experiences for your customers. Learn about the "six minds" of user experience and how each contributes to the
perception of a singular experience Find out how your team—without any specialized training in psychology—can uncover critical insights about your
customers’ conscious and unconscious processes Learn how to immediately apply what you’ve learned to improve your products and services Explore
practical examples of how the Fortune 100 used this system to build highly successful experiences
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, 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.
For training that is as fun as it is effective, this is a must-have resource for anyone involved in training. Detailing the “who,” “what,” “ when,” “why”
and “how” of learning, Telling Ain’t Training provides everything you need to energise and engage leaders regardless of age experience. Fast-paced, fun
and interactive, Telling Ain’t Training incorporates principles of adult learning to separate learning myth from learning fact. Understand how people
learn, what makes training successful, why training fails and how to achieve amazing training results.
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 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.
Design Justice
Community-Led Practices to Build the Worlds We Need
Evidence-Informed Learning Design
How We Learn
From Cognition to Application
Design for How People Learn
The gods had chosen the Domdur to rule the world, and had chosen Malledd to be their champion among the Domdur.They had not
asked Malledd whether he wanted the job.Now a wizard has raised an army of the undead to overthrow the Domdur Empire, and the
world awaits the divine champion who is to save them -- but will Malledd come?And if he does, can he be the savior the Domdur expect, or
has the gods' favor turned elsewhere?
Whether you''re a parent, grandparent, teacher, therapist or other significant caregiver, I''ve written this book for you and the children you
care for. My goal is to help children understand how people learn, enabling you all to view learning and studying in a whole new way.
Many of the concerns related to a child''s academic results, cognitive skills and wellbeing in school will fade away once complex brain
processes are better understood and managed. After reading this book together, both children and adults will have the confidence and
information required to discuss topics like What happens when you learn?, Why does your brain ignore boring things?, How can we
organise learning for better thinking?, and How can we stop the process of forgetting? I hope you enjoy the book! - Olimpia Mesa Through
neuroscience stories, Olimpia Mesa, an expert learning designer and mother, unravels how a human brain learns and what to do about it
to help your children become smarter, better and happier learners. The book draws on ideas from brain science without being academic
about it. It is written in a way that will engage and interest children between the ages of 6 and 12, inviting them on a journey that they will
find constantly fascinating. Olimpia Mesa is a leading expert and consultant on brain-based learning design. She is the president of
Instructional Design Ltd., a company behind hundreds of successful corporate and educational programs. In addition to consulting with
Fortune 500 organisations on learning projects, Olimpia is the founder of Book to Courses(tm) Online School whose main goal is to teach
authors how to transform a nonfictional book into online academies or apps. "Well done on an excellent guide to help children use their
brains more effectively and also giving parents and teachers a way of working and supporting children''s learning. I loved the lay-out and
the visuals. I thought the series of exercises and challenges were very age appropriate and accessible. The way it ends with the brainchallenges is great and gives children and real programme to follow and challenging questions at every stage.Well done on a very clever
and thought provoking piece of work!" -Dr. Martin Fitzgerald, Lecturer in Education and Human Development, LIT, Ireland "This book is an
important reminder of the basics of human behavior and learning while educating children for a better world. It succeeds in capturing
many important aspects of developing brains in processing information and everyday experiences from the very early years of childhood.
The parents are supposed to act as mentors all along. In fact without the support of adults the great potential laid out in the book is not
completely met. I highly recommend this book for all families who aspire to inspire children to learn to learn and to maintain and develop
their inborn skills to be curious and creative." -Jukka Kangaslahti, PhD in educational Sciences, Senior Advisor at European Parliament,
Finland "Children will discover activities that challenge them to go outside the book and actually build the concepts they are reading
about. Learning challenges will allow them to take the lessons from the book back into their homes and classrooms and notice how their
life changes as they experience learning differently. Thus the book itself comes alive and becomes a gateway - bridging new insights with
practical application, all in a fun, engaging way."-Alis Anagnostakis, Executive Coach (PCC), Australia "We all learn every day, but how
learning happens is often a mystery. The book takes us on an adventure to uncover the secrets of learning. In a manner that is accessible
to both children and adults alike, it invites us to explore the magnificent human brain and how to ensure it works effectively...What I like
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most of all is the accessibility to complex information - a simplicity that is very powerful."-Davin Willows, Director of Admissions and
Advancement, ISB, Belgium
An introduction to the field of applied ontology with examples derived particularly from biomedicine, covering theoretical components,
design practices, and practical applications. In the era of big data, science is increasingly information driven, and the potential for
computers to store, manage, and integrate massive amounts of data has given rise to such new disciplinary fields as biomedical
informatics. Applied ontology offers a strategy for the organization of scientific information in computer-tractable form, drawing on
concepts not only from computer and information science but also from linguistics, logic, and philosophy. This book provides an
introduction to the field of applied ontology that is of particular relevance to biomedicine, covering theoretical components of ontologies,
best practices for ontology design, and examples of biomedical ontologies in use. After defining an ontology as a representation of the
types of entities in a given domain, the book distinguishes between different kinds of ontologies and taxonomies, and shows how applied
ontology draws on more traditional ideas from metaphysics. It presents the core features of the Basic Formal Ontology (BFO), now used by
over one hundred ontology projects around the world, and offers examples of domain ontologies that utilize BFO. The book also describes
Web Ontology Language (OWL), a common framework for Semantic Web technologies. Throughout, the book provides concrete
recommendations for the design and construction of domain ontologies.
DESIGN EFFECTIVE LEARNING EXPERIENCES WITH THIS UNIQUE GUIDE We need to learn new things constantly to keep pace with our crazy,
information-packed 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
The Non-designer's Design Book
Building Ontologies with Basic Formal Ontology
A Practical Guide to the ELearning Development Process for New ELearning Designers
Telling Ain't Training, 2nd edition
An International Compendium of Theory, Research, Practice, and Policy
Designing Education and Training that Works to Improve Performance
How to Create Effective Learning That Works
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