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Summary (NO)
Denne håndboka er utformet for å tilby støtte til lærere, ungdomsarbeidere, og andre
læringsprofesjoner, ved å hjelpe dem finne en god tilkobling til sine elever både på et kognitivt
og følelsesmessig plan. Håndboka vil hjelpe med å tilegne nye læringsverktøy, og å forme
disse til minneverdige, unike, og engasjerende læringserfaringer.
Konseptet ‘Learning Experience Design’ (design av læringsopplevelser) - vi kommer heretter til
å omtale det som LXD - er et relativt nytt konsept. I alle fall i 2021, når vi skriver disse ordene.
Det som ofte skjer med nye ideer er at du søker å innlemme dem i egen praksis, men at det er
vanskelig fordi du mangler de riktige verktøy, selvtillit, eller at du tenker at det ville ta for mye
tid å tilpasse dem til ditt formål.
Dette er en hovedårsak til at vi har utformet denne håndboka; for å gjøre slik tilpasning enklere
for deg. Først kommer vi til å gi en oversikt av hva LXD er, hva det ikke er, og hvorfor det betyr
noe i utgangspunktet. Deretter kommer vi til å vise eksempler av fremragende og innovative
læringserfaringer som vil kunne inspirere deg til å ta steget ut og skape dine egne
læringserfaringer.
Dersom vi lykkes i å motivere deg til å prøve det ut, vil du også finne et solid rammeverk, samt
enkle metoder for hvordan du kan dra nytte av LXD på en smidig og effektiv måte som virker
for deg. Og ta det helt med ro; vi vet at du ikke har en hel masse tid, så rammeverket vårt tar
utgangspunkt i 5 enkle trinn:
Trinn 1: Start med et “Hvordan”-spørsmål
Velg ditt ledsagerspørsmål som vil hjelpe deg definere hensikten med din læringsopplevelse.
Spørsmålet ditt bør være fokusert på den/de du skal lage opplevelsen for, samt deres ønskede
utfall.
Trinn 2: Gjør de nødvendige forhåndsundersøkelser
Å kartlegge ressursene dine, og behovene til de læringsopplevelsen skal utformes for, er et av
hovedaspektene ved LXD. Det gir deg rom for å bygge empati med målgruppen og dermed
skape en læringsopplevelse som virker nettopp for dem.
Trinn 3: Idemyldre og gjør valg
Kreativitet er velkommen! Bestem hva som skal være din strategi og gjør rede for så mange
ideer som mulig. Deretter velger du ut de som er mest spennende, men samtidig realistiske.
Trinn 4: Utvikle, lag prototyper, test, gjenta
Dette er tiden for å utforme selve læringsopplevelsen steg for steg, og lage en enkel modell
som gjør det mulig å teste læringsopplevelsen med ekte folk. Lær fra testseansen din og bruk
den til å forbedre designet ditt.
Trinn 5: Sett det hele til livs
La magien skje! Men hold hele tiden døra åpen for tilbakemeldinger, og jobb videre med
detaljer som kan utgjøre forskjellen som bidrar til at nettopp din læringsopplevelse brenner
seg fast hos målgruppen din.
Vi ønsker deg en spennende og lærerik reise!
02

Resumen (ES)
Este Manual ha sido creado para ayudar a educadores y trabajadores juveniles a diseñar
mejores experiencias de aprendizaje, ayudándolos a conectar con sus participantes a nivel
cognitivo y emocional y adquirir nuevas herramientas que los ayuden a diseñar experiencias de
aprendizaje memorables, únicas y atractivas.
El diseño de experiencias de aprendizaje, LXD (de sus siglas en inglés: Learning Experience
Design), es un concepto relativamente nuevo. Al menos por ahora, en 2021, que estamos
escribiendo este texto ;). Lo que suele suceder con las nuevas ideas es que desees
incorporarlas, pero te resulte difícil porque te faltan las herramientas o la confianza o creas que
te llevará demasiado tiempo adaptarlas.
Este “Manual” está diseñado con la intención de facilitarte el proceso. En primer lugar, haremos
una descripción general de qué es, qué no es y por qué es importante LXD. Luego,
mostraremos ejemplos de experiencias de aprendizaje innovadoras que pueden inspirarte a
crear tus propias experiencias.
Si logramos motivarte para que lo pruebes, encontrarás también un marco teórico y simples
métodos para hacer de LXD un proceso fluido y eficiente. No te preocupes. Sabemos que no
tienes mucho tiempo, por lo que nuestro marco se basa en 5 sencillos pasos:
Paso 1: Empieza con una pregunta "Cómo"
Elegir una pregunta guía te ayudará a definir el propósito de tu experiencia de aprendizaje. Tu
pregunta debe centrarse en la persona que vive la experiencia y el resultado deseado.
Paso 2: Haz tu investigación
Mapear tus recursos, así como las necesidades y deseos de participantes es un aspecto clave
de LXD, te permite empatizar con ellos y crear una experiencia que funcione bien para ellos.
Paso 3: Lluvia de ideas y toma de decisiones
¡La creatividad es bienvenida! Decide cuál será tu estrategia; enumera tantas ideas como sea
posible y, selecciona las que sean excitantes pero factibles.
Paso 4: Desarrollar, Prototipar, Probar, Repetir
Es la hora de diseñar el proceso de aprendizaje paso a paso y crear un modelo simple que te
permita probarlo con personas reales. Aprende de tu sesión de prueba y mejora tu diseño.
Paso 5: Haz que suceda
¡Haz tu magia! Pero mantente abierto a los comentarios y trabaja en esos detalles que
marcarán la diferencia y permanecerán en la mente de tus participantes para siempre. :)
¡Te deseamos un excitante viaje de aprendizaje!
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RESUMO (PT)
Este manual foi criado para apoiar educadores e técnicos de juventude no processo de
desenho de melhores experiências de aprendizagem, ajudando-os a ligarem-se aos seus
públicos a um nível cognitivo e emocional e a adquirirem novas ferramentas que os auxiliem
na criação de experiências de aprendizagem memoráveis, únicas e envolventes.
Learning Experience Design - a partir de agora mencionado como LXD - é um conceito
relativamente novo. Pelo menos aqui, em 2021, quando estamos a escrever estas palavras ;). O
que normalmente acontece com as novas ideias é que até podemos querer incorporá-las, mas
pode ser difícil porque nos faltam as ferramentas certas, a confiança, ou porque acreditamos
que essa adaptação pode nos tomar demasiado tempo.
Este Manual foi concebido para facilitar esse processo. Em primeiro lugar é apresentado o
conceito de LXD e porque é que é importante. Depois, apresentam-se exemplos de
experiências de aprendizagem extraordinárias e inovadoras que o poderão inspirar a criar as
suas próprias experiências memoráveis.
Se conseguirmos motivá-lo a experimentar, encontrará aqui uma estrutura sólida e métodos
acessíveis para fazer do LXD um processo simples e eficiente para si. Não se preocupe.
Sabemos que não tem muito tempo, por isso a nossa estrutura é baseada em 5 passos
simples:
1º passo: Elabore uma pergunta que comece com a palavra "Como"
A escolha de uma pergunta orientadora irá ajudá-lo a definir o objetivo da sua experiência de
aprendizagem. Esta pergunta deve ser centrada no aprendente e no resultado desejado.
2º passo: Faça a sua investigação
Mapear os seus recursos e as necessidades e desejos dos seus aprendentes é um aspectochave do LXD, permite-lhe empatizar com os mesmos e criar uma experiência que funcione
para todos.
3º passo: "Chuva de ideias" e processo de escolha
A criatividade é bem-vinda! Decida qual será a sua estratégia, liste o maior número de ideias
possível e seleccione quais são as mais entusiasmantes e exequíveis.
4º passo: Desenvolver, Prototipar, Testar, Repetir
Chegou a altura de desenhar o processo de aprendizagem passo a passo e criar um modelo
simples que possa ser testado com pessoas reais. Aprenda com a sua sessão de teste e faça
melhorias onde for necessário.
5º passo: Chegou a hora de por "mãos na massa"
Faça a sua magia! Mas mantenha-se aberto para receber feedback e trabalhar nos detalhes
que farão a diferença e ficarão para sempre na mente dos seus aprendentes :)
Desejamos-vos uma leitura cheia de aprendizagens!

04

2. Letter to our reader
Dearest reader,
You can’t imagine how happy we are that this publication reached your hands. Our project Design2Learn - took place from 2019 to 2022, when we set out to explore and develop further
the applications of Learning Experience Design in European Youth Work and Education at large.
We did it because we believed educators and youth workers can design better learning
experiences if they connect with their learners at a cognitive and emotional level and acquire
new tools that help them shape memorable, unique and engaging learning experiences.
Whether you work in a youth centre, a museum or a classroom, LxD will help you transform
your activities into memorable, transformational experiences for your learners. By using a
different - yet simple - design process, you will be able to:

better understand their real needs and potentials,
be more creative in designing learning experiences
for them,
re-shape the learning space,
optimise the session flow,
increase learners' levels of engagement and
participation.

This Manual is meant to be your companion in the journey of becoming the Learning
Experience Designer you want to be.
Let the experience begin!
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3. Intro
Learning Experience Design - we will refer to
it as LxD - is a relatively new concept. At
least here, in 2022, when we are writing these
words ;). What usually happens with new
ideas is that you might want to incorporate
them, but find it hard because you lack the
tools, the confidence, or believe it will take
too much time to adapt.
So, this Manual is designed to make that
process easier for you. First, we will give you
an overview of what LxD is, what it is not and
why it matters. Then, we will show you
examples of innovative learning experiences
that may inspire you to go out there and
create your own.
If we succeed in motivating you to try it out,
you will find a solid framework here, along
with simple methods to make LxD a smooth
and efficient process for you. Don’t worry. We
know you don’t have a lot of time. ;)
Lastly, we will give you a few tips and tricks
to make your learning sessions even more
engaging, and tell you where you can find
more information if you want to go deeper.
We hope you enjoy the ride!

4. What is LxD
What makes an experience educational? This question is probably an essential question for all
of us, but it's a vital one for educators who have to design learning experiences that have a real
impact on the learners, whether they are children sitting in a classroom, young people in a park
or adults at the workplace.
LxD gives us a framework for creating learning experiences. It’s a relatively new concept that
draws from better-known concepts such as User Experience Design, Instructional Design, and
Design Thinking, among others.
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According to Niels Floors - the author behind the concept of Learning Experience Design - the
point is to figure out what kind of experience works better for someone to learn something. So,
the goal is clear: when you design a learning experience you want your learner(s) to learn. That
might sound obvious, but it drastically changes the focus from you as an educator to the
learners’ experience. It implies that when you are preparing or designing for your class or group
of participants, you stay focused on the learning needs and interests of your target group, on
the learning outcomes and on what your participants or students will be experiencing, instead
of focusing mainly on your own teaching or training strategies. That is called a learner-centred
approach.
In a nutshell, Learning Experience Design is the process of deciding and designing what
experience works better for someone to learn something. With the right tools, you can design
sessions that will hold your learner’s attention and interest until the last minute and spark
deeper conversations about the themes you are exploring.

What LXD is not
One response we get a lot when trying to explain LXD to educators - especially youth workers is: “but we already do this! This is non-formal education” or “This is the same as experiential
learning!”.
Although non-formal learning and experiential learning are educational concepts 1 that have a
strong focus on the learner’s needs and experience, this doesn’t make them automatically
synonyms of LXD. Let’s look at the most visible differences.

LXD = Learning Experience Design
NFL = Non Formal Learning
EL = Experiential Learning

1) Read or glossary to learn more about these and other related concepts in this text.
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Non-formal Learning defines a set of principles that differentiate learning programs that take
place outside of the school system. On the other hand, Experiential Learning provides a
framework to learn from experience. LXD offers a model for any educator to design learnercentred activities - experiential or not, and that can be based on non-formal learning principles
or applied to a formal setting.
If you are providing experiential learning experiences, or if you work in non-formal learning
settings or both, you already design learning experiences. That’s obvious. But how you do it is
not. Many times - we would argue - we design learning experiences according to what we
think will work out, without necessarily exploring in-depth how the learner will perceive it, use it
and remember it.

Similarly, teachers will tell us “This is
instructional design!”
LXD is also different from instructional
design. It’s true that both will follow a similar
approach based on analysis, design,
development,
implementation
and
evaluation steps. But while instructional
design bases these steps in learning
theories such as behaviourism, cognitivism,
constructivism or connectivism, LXD takes
a more creative approach, focusing mostly
on an exercise of empathy with the
learners’ needs and experience.

LXD = Learning Experience Design
ID = Instructional Design

One very central aspect that makes LXD different from these pedagogical concepts such as
instructional design, non-formal learning and experiential learning, is the mindset and the
methods used to design a learning experience. In this aspect, LXD is closer to the concepts of
Design Thinking and User Experience Design.
Design Thinking (DT) is an approach to problem
solving that prioritises the target group´ needs
above all else. It relies on a very focused
attitude and practice of the designer to observe
and empathise with the users’ behaviours as
well as a process of participatory prototyping
and iterating while developing an optimal
product, process or solution.

Design Thinking Model
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User Experience Design, (UX) on the other hand, is the process of creating products or
processes that take into account the relevance, usability, accessibility, possible obstacles and
pleasure provided by a given product or experience. In some ways LXD is the application of DT
and UX design principles to learning setings. This means that LXD:
. Prioritises empathy over theory;
. Tries to generate original ideas;
. Looks for new optimal solutions;
. Has a participatory approach to testing and iteration;
. Focuses on creating an accessible, meaningful and positive experience.
In summary, there are definitely common elements between the concepts explored above, but
it’s the way they differ that produces radically different results.
If you want to learn more about these concepts we recommend this article from Niels Floor
where he explains his views on the difference between LXD and Instructional Design.
Article by Niels Floor - https://LXD.org/news/learning-experience-design-vs-instructionaldesign/

5 - LXD Matters - Here’s Why
We all know our reality is a fast-changing one. We all acknowledge those changes and that we
will need to design learning experiences within forecastable futures: with more digital or online
experiences, more hybrid approaches, more gamified content... Change itself is not a surprising
aspect anymore. What might be surprising is the pace of change. Or, as Daniel Christian 2 puts it
“The pace of change has changed!”
The pace of change we will experience in the coming years, in the field of youth work and
education at large will no longer be slow or linear. It will be an exponential and multi-level one.
New technology spreads faster and faster. What took years to be adopted at a national level,
takes only a fraction of the time to be spread worldwide. Mobile phones, TikTok, Airbnb and
Uber are a few examples of how quickly change takes place. And it’s only accelerating.
As robotics, artificial intelligence and other technologies evolve and change rapidly, so do
human needs and behaviours. Your learners' needs and behaviours!
So the question is: how are you responding to the pace of change? How fast are your
educational approaches adapting? How do you know you are keeping up?
LXD is a totally learner-centred approach that forces you to look closely at those new learner
needs and behaviours, and to consider the new resources available - new technologies, new
data, new scientific findings - in order to reach the learning outcomes desired. Or, if you are into
surf metaphors: it helps you ride that wave of change more effectively, dude!☺
But don’t take it from us. We like LXD, so we are suspicious. Read it from the practitioners
themselves, who we surveyed in an attempt to understand if LXD could be useful for them...
and for you!

2) Daniel Christian - Chief Learning Architect at Learning from the Living [Class] Room and
Senior Instructional Designer at Calvin College.
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We asked more than 80 teachers and educators from all paths of life (working in non-formal
learning, youth workers, museum educators,…) how they design learning experiences and what
could actually help them in that process.
How regularly do you design learning experiences? (Profession)

Our research concluded that the concept of learning experience design itself is still unknown
to most educators. And even if there is a high level of consciousness among educators and
teachers around the importance of knowing about learners’ needs, we also identified some key
ingredients missing in their design practice, or when they “cook up” a learning experience for
others. Following, are a few of these missing examples:

Lacking an in-depth learner-centred approach
Educators admit to often using methods they already know with small adaptations. Stating
“lack of time”, “lack of ideal conditions” and “lack of resources” as their biggest challenges when
trying to design learning experiences that are meaningful, positive and profound.

Those working in formal education have a narrower focus on the learning space
Educators admit to often using methods they already know with small adaptations. Stating
“lack of time”, “lack of ideal conditions” and “lack of resources” as their biggest challenges when
trying to design learning experiences that are meaningful, positive and profound.

Those working in formal education have a narrower focus on the learning space
As teachers are many times bound to the classroom and the limited resources within it,
thinking of the sensory experience of their students while preparing classes might not always
be the highest priority in their agenda. Other kinds of educators - such as those working in
museums, for example - will pay more attention to this aspect.
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Less experienced educators tend to be less focused on learners needs
The capacity to reflect on our own practice as educators tends to grow along with our
experience. Therefore less experienced educators seem to be less aware of the importance of
a learner-centred approach.

More easy-to-follow content on LXD would be great, thank you!
The vast majority of the educators we surveyed stated they could benefit from some guidance
in LXD. Educators stated that keeping a positive attitude, being flexible, being creative and
cooperating among peers can be a great first step to deal with their difficulties. Nevertheless,
easy access to inspirational content online, a practical training course or step by step
instructions/examples of session outlines are also mentioned as the leading way towards
designing better learning experiences!
Despite our culinary metaphor, what we really want to say is that the educational field and its
professionals are aware of the ongoing changes and challenges that have been rising and
there is a will to adapt and innovate. By providing the correct tools, the Learning Experience
Design methodology can support practitioners to tackle the reason why their learning
experiences are not as tasty and nurturingas they can be and thereby find the right spices to
improve them.
What are the biggest challenges or difficulties?
(Profession)

Which tools could help you? (Gender and Profession)
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6 - What are important dimensions in LXD
Learning Experience Design is the process leading to the creation of a sequence of
actions/activities that the learner(s) will go through in order to effectively learn something. This
process should be learner-centred and goal-oriented. In practice, LXD implies: exploring the
learner characteristics, the learning outcomes desired and the environment in which the
experience will take place; designing the space, the steps and activities; setting up the
experience itself, and testing/iterating to achieve maximum effectiveness.
Following, we explore important dimensions of LXD:
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The learning experience
Is the journey you will invite your learners to embark on. According to Niels Floor this
experience should be positive, personal and profound.
Ideally, a positive learning experience is one that is appealing to the learner. It is inviting and
makes learners want to learn. It must also be rewarding in the sense that learners understand
the added value and envision positive results from their efforts. Also, a positive learning
experience is one that is enjoyable. Maybe not all the parts are one big party. There might be
hardships and very serious or touching bits, but overall you don’t want to leave learners with a
sense of sadness, frustration or hopelessness, but rather a feeling of “This was worth it!”
We should also acknowledge that a learning experience is always a personal one. Even if you
design the same activities for a big group, every learner will experience it in their own way. For
that reason, regardless of designing for a group or for an individual, the experience should feel
unique to the learner. One where they feel they can be their authentic selves, and where there
is a feeling of safety and authenticity that allows the learners to venture outside their comfort
zones. On the other hand, humans are social beings. A good learning experience should offer
opportunities for social interaction to take place in some form.
Finally, learning experiences should be profound. Not all learning experiences need to be lifechanging, by profound we mean they should be meaningful, relevant and useful for the
learners’ life. Interesting learning experiences should also be lasting and have a good pinch of
challenge. Oh, and they should be aligned with the learners' values at some level. Easy peasy!

The designer mindset
Designers are used to creating
original ideas, giving them the best
shape and form for their purpose
and to combine usability with
aesthetics. Their thinking process
embraces ambiguity, empathy and
iteration.
Educators are traditionally more
focused on the content they need
to address, the learning theories
they’ve studied, the methodologies
they master and on their capacity to
explain or demonstrate something.
To design positive, personal and
profound learning experiences,
educators could benefit from
putting on a designer hat for a while
and seeing the design of a learning
experience as a creative process.
From that point of view the final
result won't come from a linear
process, but from many ideas and
questions, from listening to others,
from a lot of feedback and iteration
mixed with your own style, your gut
feeling and the learning goal.
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Defining the learning outcomes desired
A learning experience should be human-centred and goal-oriented. For this, educators should
start their design process with the end in mind and mentally walk their way to the start.
Defining the learning outcome(s) means describing the actual result the learner takes from the
experience you are offering. The learning outcome(s) should be relevant, clear and motivating
the learner to engage in the experience. After clearly defining the learning outcome(s),
educators can establish learning objectives that detail the different areas the learner needs to
explore to achieve the bigger learning outcome(s).

The learner characteristics
The learner(s) should be at the very core of any LXD process. Exploring the learner(s)
characteristics means empathising with them and connecting with them at a cognitive and
emotional level. Understanding the pains and joys of your learner(s) will allow you to see the
experience from their point of view and by doing so you can provide the best possible
conditions for the learning to take place in a powerful way. Sometimes educators need to take
into consideration the needs and interests of other stakeholders as well (institutional policies,
parents, peers, etc). Your design should also address those that are not your primary target
group but might influence the learning process.

The resources available and the environment in which the experience will take place
Choosing a location or looking at the
possibilities and constraints within the
chosen learning space is of crucial
importance. This is about optimally using
the space and resources to support the
learning outcome desired. Whether you
are using physical or virtual space, the
colours, the sounds, the way objects or
information is displayed, the music, the
silence, the smells and sensations, all of it
will have an influence on how your learner
will perceive the experience. In short, the
external space will engage with your
learner's inner experience. The way you
choose to organise and use the space will
have a direct effect on their mood, their
capacity to interact and their willingness to
engage.
However, a learning environment is more
than space. It includes the people and the
activities being held as well. You want to
create a coherent learning environment
where the group culture, the space and
the activities are working together to
create a safe and nourishing learning
space.
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The strategy, process and activities
After all the research and data collection, ideas will start flowing. Establishing a strategy means
defining the guidelines of your design, the aspects that need more attention and the whole
“feel” you want the experience to be infused with.
The process is the logical sequence or combination of activities you are planning within a given
time and space. It should take into consideration how activities will complement each other to
create a learning flow.
The activities are the actions your learners will be invited to take to reach the learning
objectives set. There are many different kinds of activities such as games, presentations,
debates, workshops, and practice moments, to name a few. When working with groups,
selecting a good and diverse set of activities increases your chances of addressing different
learning needs and preferences.

Testing and iterating
Finally, to have a designer mindset means to have a focus on getting and integrating feedback
early in the design process. For educators this might imply designing differently, by making
experiments, sharing ideas with learners and colleagues before the learning experiences are
fully developed, by taking pauses to imagine the learners' journeys or by creating prototypes.
Attitude is key: one must embrace experiments, cruise in the non-linear ways of creativity and
value the use of prototypes to understand how learners experience the process/content being
designed. In this way, educators can iterate and refine their designs.

7 - LXD Step by Step
The next steps were developed as an adaptation of the steps proposed by Niels Floor. Each
step includes an explanation and some techniques you might want to try. As always in this
“here are x steps to achieve greatness” approach, you should make your own choices and
adaptations. Use what works for you.

Step 1 - Start with a “How” question
To start your design you can ask yourself what is the “How” you are designing for. Such as in
“How can children learn about Malala Yousafzai’s story and support the cause of education for
all?” or “How can young people feel empowered to exercise their voting rights?” or “How can
my students understand the applicability of mathematics?”
This question should be centred on your learners and cover your final goal or ideal scenario.
For example “How can children be interested and excited about history?” can be a better
question than just “How can I teach history?”
Choosing your initial question can be challenging as there might be many takes on your topics
and other related questions, but this initial step can help you and your team to fine-tune and
strengthen a common vision of what is really the challenge you are addressing with the
learning experience you are about to create.
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After having your initial question(s) chosen (yes, you can have more than one), you can almost
automatically define your main learning outcome(s). Learning outcomes can refer to one or
more competences or just to a part of a specific competence.
For example:

From the question…

…you can create these
learning outcomes:

How can children learn about
Malala’s story and support the
cause of education for all?

To learn about Malala’s story.
To understand the importance
of education for all.

How can young people feel
empowered to exercise their
voting rights?

To feel empowered to exercise
the right to vote.

How can my students
understand the applicability of
mathematics?

To understand the value of
mathematics.
To identify concrete life
situations where mathematics
can be applied.

Once you have your main learning outcome(s) defined you can now also define smaller learning
objectives. Learning objectives are the right skills, knowledge or attitudes needed for your
learner to become competent in that area.
Dividing your learning outcome into learning objectives can look like this:
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From this Learning Outcome…

…you can create these
learning objectives.
Knowledge that the participants need in
order to use their right to vote:
Basic knowledge about how democracy
works.
Knowledge about where and when to
register as a voter.
Knowledge of when and where to vote.
Knowledge of where to assess the political
programs in order to vote.
…

To feel empowered to
exercise the right to
vote

Skills needed to vote:
Ability to search and analyze the different
political ideas and proposals.
Critical thinking and fact-checking skills to
analyze politicians statements, promises
and ideals.
…

Attitudes that support the becoming a
voter:
To value democracy.
To feel a responsibility as a citizen to vote.
…
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The learning objectives are like the smaller bricks your learner will need to glue together in
order to build a solid competence. They answer the question: What does someone need to
learn in order to be able to do this?
Listing the possible learning objectives doesn’t mean you will work on all of them. Maybe your
learners will already have some of these capacities and that's why researching about your
learner is so important. The next step will help you do just that, as well as prioritize which
learning objectives you really need to focus on.

Step 2 - Do your Research
Doing your research means gathering and organising all the data you need to ensure that the
learning experience will be feasible, relevant and creative. Your research should be oriented
towards two main aspects: the resources and the people.
Concerning resources, you may want to explore what are the possibilities for a suitable learning
space (online, offline, indoor, outdoor, a formal space, an informal space…) and what other
resources you have at your disposal. You can map these aspects visually on a board and use
this moment to already consider less conventional spaces or resources.
One tool you can use to map all this information is the LXD Canvas that helps you to visualise
your design process in a clearer way.
You can find the LXD Canvas here: https://LXD.org/learning-experience-canvas/
Concerning the people aspect of your design: to create a human-centred design you need to
get into your learners’ brains. And shoes, hearts, bodies… you get the idea. You should check
their motivations for taking part in this particular learning experience, the things that they enjoy
doing and the ways they prefer to do things. You want to answer questions like:
Why would they join this experience?
What will they gain from it?
What are their interests and needs?
How do they prefer to learn?
What means/technologies are exciting for them?
To answer these questions you can use a diversity of methods. The easiest one can be just
observing and talking to your learners. But there are other tools that can help you in this
research, either to collect data or to analyse and organise that data in a way that supports your
design process.

Interviews & focus groups - Interviewing and organising focus groups can be a great way to
get insights about your learners. You know this might not be a common practice in education
yet, but hearing from your learners, first hand, about what they expect and desire, what they
like and dislike, etc… can be very revealing. Your job is to structure the conversation, facilitate it,
make follow-up questions and take notes. Oh, and listening carefully! The data you collect can
be integrated directly into your design process or in combination with other tools such as The
Empathy Map or the Personas.
You can learn more tips about how to conduct interviews here: https://www.interactiondesign.org/literature/article/how-to-moderate-user-interviews
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Questionnaires - If talking to your learners directly is not an option you can create a written
questionnaire to support your research. Remember to include different types of questions
(analytical questions to look for causes to a certain need, affective questions to explore
feelings, reflective questions that encourage deeper assessments, etc).

The Empathy Map for learners - Empathy can be practised and structured. This tool allows
you to map important characteristics of your learner such as who they are, what they already
know, what motivates and what demotivates them to learn. Having this information mapped out
allows you to later design with these insights always present.
You can find a detailed description of this method and the map itself here:
https://LXD.org/news/empathy-map-for-learners-and-learning-experience-design/

October 6, 2020 by Niels Floor
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Personas - This method invites you to describe a fictional person that compiles the trends and
commonalities of your group or learners. This does not mean ignoring the diversity in your
group, but rather to better connect to your learners by personifying some of their common
traits. You can of course create more than one persona or different types of personas for your
group.

Harley
18 years old

Ken
17 years old

Mary
16 years old

Finished high school
and is taking one
sabbatical year to find
what wants to do.
Wants to learn more
but not in a formal way.
Participates often in
different online events,
watches
youtube
videos and engages in
online courses. Is
online most of its time,
and is very active on
social
media
in
different platforms.

Studies arts and likes
to spend most of his
time creating. Other
subjects that are not
art related are difficult
for him, since he does
not see the point of it.
Likes to make graffiti
all over the town, and
is growing a big
number of followers
on instagram where he
posts his art in a
regularly basis.

Studies in local high
school and wants to
be a Youtuber or
biologist. Likes to
make tiktok videos
with her friends and to
watch youtube series.
Likes to go to school
but struggles with a
few subjects. She is a
climate
change
activist. Her grades are
average. Hates sitting
down and gets easily
bored.

You can discover more about this method here: https://www.interactiondesign.org/literature/article/personas-why-and-how-you-should-use-them
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Extreme Users - When you start thinking of the target group, their needs and interests, you will
probably think of the average learner, and in education, we generally have a pretty solid idea of
our average learners. This can be a trap as it reduces our ideas to our own past experiences
and references and narrows our capacity to have a broader understanding of who our learners
really are. This approach invites you to be curious about who are your extreme learners. Who
are those who have different motivations? Who has different learning preferences than the
majority? Who falls outside of the average?
Even if it feels counter-intuitive looking for your extreme learners will amplify your knowledge
about who you are designing for and can spark out-of-the-average solutions as well.
Learn more about this approach here: https://uxdesign.cc/the-fundamentals-of-engagingwith-extreme-users-45e0033e6b2

Co-creation - Another approach to researching your audience can be simply to invite them to
your design session. This can be a participatory way to create more engaging sessions. Sure,
maybe your learners won't be there all the way through. Still, having a group sharing their ideas
with you about how they imagine a fun, vibrant learning experience for themselves can provide
you with valuable insights and good ideas.
But hey, if your participants are not particularly inspired don’t get limited by their suggestions
either, like our good old friend Henry Ford once said: “If there is any one secret of success, it lies
in the ability to get the other person’s point of view and see things from that person’s angle as
well as from your own”

Step 3 - Brainstorm and make choices
After you’ve done your research and before you start thinking of activities, you might want to
define your strategies. A strategy is a set of general guidelines that will help you pick up or
create activities that are suitable for your goals and target group. It may include aspects such
as pace, where to focus on, things to avoid and assumptions you are basing your learning
experience on.
Example of a strategy
if... then" formulated sentences.
- If the young people like to make tiktoks then we could integrate that in
one of the stages of the learning process.
- If young people spend time on the mobile phone then we could make
some activities where it's needed to use the mobile phone
Once strategies are decided the ideation can start. To ideate means to collect ideas. In this case
ideas for specific activities and for the learning process in general. The trap here is that you
simply end up choosing the same activities you always use. To avoid this, it's critical that you
produce many ideas before you start actually making choices.
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Producing many ideas is a valuable process in itself as it forces your brain to leave the
memories of past experiences and search for new ways of doing things. Creating an innovative
and engaging learning experience requires that you do a bit of that out-of-the-box thinking.
Most ideation techniques consist of exercises that invite you to play around with the
assumptions you have and list as many ideas as you can. More ideas mean more possible
solutions, so quantity is key. Here are a few suggestions to produce ideas for your learning
experience:

Brainstorm: You can brainstorm alone or with your team (or even with participants if you are
going for a participatory approach). Everyone proposes ideas and each idea is written down. No
one should comment on the ideas at this point, neither positively nor negatively, so as not to
influence the direction of the brainstorm. Proposals should keep flowing until an agreed-upon
time has passed or you reached an ambitious, yet realistic, number of ideas. Afterwards, ideas
can be grouped into categories and discussed. Only after this conversation should ideas be
chosen and refined.

S.C.A.M.P.E.R. - This is an advanced form of brainstorming that encourages combining concepts
and ideas in seven steps: Substitute, Combine, Adapt, Modify, Put to another use, Eliminate and
Reverse. In each step, you are invited to think in a specific way. The 1st step prompts you to
substitute parts of the process for other things, the 2nd urges you to combine different aspects,
and so on.
You can learn more details about this method here:
https://www.mindtools.com/pages/article/newCT_02.htm

Sketch: Sketching ideas can help you get into a great flow. Use visual brainstorming by using
simple drawings, stick figures, connections and doodles to organise different scenarios and
share your thoughts in a visual way with others.

Mind maps: Mind mapping allows you to create radial shapes with interconnections that call
you to leave linear logic and tap into a more organic way of thinking. Mind-mapping favours
associative thinking and stimulates memory which are essential aspects of ideation processes.
TIPS
Whatever method you decide to use to produce ideas, at one
point you should decide what ideas to take forward and recheck
if they are aligned with your strategy, with your learners’ needs
and interests and with the resources you have available.
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Step 4 - Develop, Prototype, Test, Repeat

Develop: After you select which ideas will have a place in the learning experience you need to
create the sequence of activities for the whole learning process. Once you’ve done this, we
invite you to check some crucial aspects of your design:
Is it aligned with learners’ needs? Will participants
actually get what they want and need from this design?
Are they ready to embark on this journey?
Is it aligned with your goal? Are you actually meeting
your learning objectives?
Is it incremental? Do you go from simpler steps and
tasks to more complex ones?
Will it be safe? Will there be challenges to overcome?
Can participants try and fail?
Does it allow for stocktaking and reflection? Do your
participants have pit stops to look at their learning journey
and assess where they are at?
Is it balanced? Will your learners be able to do different
activities along the way? Is it enjoyable?

Will learners be actively involved? Are there activities
where they can be active? Are there moments where
they can concentrate?

Sometimes you might want to skip one or more of the principles above to intentionally create
an effect on your participants. Still, in general, your learning process should answer ’yes’ to
most of the questions above.
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Prototype: Now that you have your learning process drafted you can prototype it. Prototyping
means creating a simpler, cheaper, faster form of your experience that enables you to share it
with others and get feedback. Gather feedback from your learners or a sample of them, your
colleagues and other relevant stakeholders. You might want to prototype the whole process or
just parts of it, it's up to you to decide what is relevant for you to prototype. There are many
ways you can do this, here’s a few:
Mock-ups: A mock-up is a small model of how an experience will look
like. You can make it with cardboard, legos or within an online platform
like Miro, if you are prototyping online learning experiences. Having a
mock-up can help learners and other stakeholders to better visualise
your ideas and let you know how they would work in the real world,
showing you the potentials and limitations of your design.
Sketches: Sketching your learning experience can be done by
designing a storyboard of your learners’ process or learning scenarios.

Small implementation: When possible you can implement the learning
experience or essential parts of it with a small group of learners and
guide a feedback conversation afterwards to collect more information
that allows you to iterate your design.

Test: Once you have your prototype ready, it’s time to put it to the test. During your test session,
you will be looking to answer questions such as:
What parts are more appealing to learners?
What are parts that are not fully clear?
Does the experience reach the learning goals?
What are the limitations and challenges of my design?
The test will allow you to identify areas of improvement and fix any issues with the learning
experience that need fixing. But testing can go even further. Sometimes there are issues related
to the learning outcomes and objectives, testing gives you an extra opportunity to refine these
in order to better fit your learners' profiles.

24

Step 5 - Make it happen
Here you are, a new learning experience is now born and you can share it with the world! Well…
at least with your learners. Of course, you will need to constantly reevaluate and finetune your
choices, sometimes by revisiting some of the previous steps. Keep asking for feedback.
Improving small details can really make a difference.
Also, for each different learner or group, you might need to make adjustments to the process in
order to accommodate specific needs or unforeseen circumstances. Finally, if you repeat your
learning experience several times over a long period of time, be aware that your learners’
interests might also be different now. New technologies might be on the rise, new trends or
new needs to be attended to.

8 - Tips and tricks
Hey! :( Ok, we know what you are thinking! You are already listing all the reasons in your head
for why this might not work for you, right? Well, come here… sit down and let’s talk about those
fears of yours:
“This requires too much time and I don’t have it”
When learning something new you don’t need to forget everything you know and start over!
You can use a few minutes every day and start with small steps such as listing more ideas
before making your choices, asking a few learners for their thoughts and thinking about a new
perspective on that subject that you have been delivering for the past years or simply getting
to know what type of music your learners like to listen to and take the chance to incorporate
that on your next learning experience. Challenge yourself and take small mindset shifts in your
everyday life.
“I am not a creative person, so the ‘designer mindset’ is not for me.”
We are sure that, as an educator, you think about and solve problems every day. That's
creativity at work! The best way to do it consciously is to stay open-minded during creative
processes, embrace the unexpected and trust yourself throughout it. The ideation tools above
can help you with that, but choose only one at a time, don’t overload yourself.
“I want to try something new, but everything is complicated and I don’t know how to start”.
As educators, you already design every single day! The “designer mindset” just adds new
perspectives and layers to your work. Understand what changes you want to implement, take
the risk and go forward.
“I have the tools but I am not sure how to use them without it being a total failure”.
We just want to let you know that nothing can be great before you start! You already want to do
it, so start by trying it out at home, with your friends, family and small groups. Test it, ask for
feedback, reframe it and keep on improving it until you feel ready to go and… just go for it!
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9 - LXD in Action
We thought you might want some inspiration so here are a few cases of learning experiences
and how they were designed. In each case, we can see different elements of LxD in Action:
Case Study 1 - The Manipulator by Nexes
Manipulator is an educational board game designed to question your understanding of the
world. By stimulating critical thinking and teamwork skills, the game challenges its players to
find which of the presented news are fake and which are not. Every player or team embodies a
character during each round and the available roles are based on stereotypical family
members, such as the retired grandfather who believes all the news he hears while shopping,
the teenager always connected to social networks, the typical brother-in-law who spreads
every piece of “news” he receives through the thousand WhatsApp groups he joined…
Collaboration is key, but maybe not all family members have the same agenda!
The game allows players to make several rounds on different topics, like immigration,
environment, gender and the Covid-19 pandemic.

LXD in Action
Co-creation
Manipulator is a game to reflect on fake news, misinformation and media manipulation and to
promote critical thinking. It was designed using a co-creation approach with a group of eight
young adults between 20 and 35 years old with diverse profiles including an architecture
student, a non-formal educator, a journalist, a graphic designer, an international trainer, among
others.
Clear Learning Goals
The idea behind this learning experience came from the clearly identified need of educators
and youth workers to have resources to tackle a global issue - fake news and disinformation with an innovative approach. To design a board game, as a learning experience, was an
opportunity to have the “best of both worlds” - meaning that learners were not only more
engaged during the learning moment, but they were also able to have fun and enjoy it in a
positive and profound way.
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Customization
The learning experience created is flexible and customizable. Players and facilitators can
transform the learning experience using a learner-centred approach while fitting in the desired
learning outcomes, just by adding (real and/or fake) news adapted to their local contexts,
interests and needs. In this way, the “Manipulator” becomes a tailored experience each time it's
played.

Case Study 2 - Narvik War Museum by Narviksenteret
Linking timeless causes and consequences of War of the past to the present, Narviksenteret is
a museum that is designed for learning about, and for, peace. Narvik War Museum opened in
2016, replacing an outdated inventory of objects (from the Second World War) displayed in a
somewhat systematic way. Although the initial goal remained the same - making sure young
people who had been born after the war learned about the recent past in their home region the museum team understood that new methodologies and approaches were required to still
keep this war history relevant to young people today.
Nowadays, the Narvik War Museum is not a museum that tells “the story of the general”
(although there are some of those too, of course). It brings to the centre of the discussion more
recent cases of war, conflict, tensions, and human rights abuse. By creating a positive learning
experience, learners are challenged to observe, think and connect with the exhibition in a
transformative journey. The design team did their best to create a learning experience that
stands on its own feet. An experience that can guide visitors/learners towards reflecting with or
without a facilitated museum tour.

LXD in Action
Multi-disciplinary team
Several consultants, design professionals, academics, educators, and others have been
involved in the initial pilot design, as well as subsequent modifications.
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Personalising the experience
Throughout the design, the team wanted to make sure that whoever the visitors are, they will
probably find someone quite like them whose personal story, possession, or touch, is part of
the exhibitions. In the end, the exhibitions are for and about the visitor, not in a strictly literal
sense, but in a broader sense that invites empathy and a consciousness about the human
condition. Story-telling was one of the strategies chosen to ensure a personal experience for
every learner.
Creativity
One of the areas of the museum is called ‘Zona’. The idea for this area came from Andrei
Tarkovsky’s sci-fi film “Stalker”, in which the ‘Zone’ - sealed off by the Government - is an area in
which regular laws of physics do not apply, and nobody really knows what is going on.
Our ‘Zona’ is designed to look post-apocalyptic, perhaps as per the effects of a total war. The
space is loosely divided into separate themes that problematise one or more aspects of war,
conflict, tensions, or human rights abuse. The artistic installations are meant to provoke,
perhaps even shock, the visitor to ask what the meaning of this is, as well as to ponder with
new perspectives on why the themes of the exhibition are timeless and how they perhaps even
connect to one’s own life.
Continuous iteration
The iterations to this learning experience are continuous and include tightening up the
introduction, to make sure visitors know what they are entering into, thereby clarifying
expectations, as well as putting up a kind of debriefing questions for visitors to consider for
themselves.
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Case study 3 - The Heart of Reflection by Ha Moment
The Heart of Reflection - T.H.O.R - is a collection of tools created to support reflection
processes, as an essential part of the learning cycle.
- Set for self-reflection
- Set for peer and small groups reflection
- Set for debriefing and big groups reflection
- Video-tutorials for the 3 sets
- Facilitator manual for the 3 sets
- Digital tool for self-reflection
- Website
These tools are aimed to be used by youth workers, educators, parents and other target groups
that intend to practice reflection. (And they are free online, just follow the link above :)
The combination of the materials with a facilitated journey was crucial to create a positive and
profound learning experience. The tools were created to fit the specific needs of different
target groups, allowing freedom for the user/learner. Not only can each person find the best
approach for themselves, using it in a personal way, but also the peer reflection tool is an
interactive map enabling engagement from 2 to 6 people that can support each other into
reflections. Lastly, the debriefing tool integrates an innovative approach by creating a “house”
as a metaphor for reflection, in which the group can move together and use available objects.

LXD in Action
Research
Upon research, the design team behind it found out that there was a lack of materials and tools
to support reflection at different levels. In order to answer the existing needs, they decided to,
not only create the sets but also learning experiences to go with them.
Prototyping and Testing
Feedback and continuous testing were key elements in the design process of these tools.
Every single one of them was tested in different countries and with different audiences, the
feedback gathered from those testing sessions was then gathered and used to improve the
tools.
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Learner-centred approach
All tools were designed to be used as a part of a learning experience or as a learning
experience in itself. They are fully transferable and adaptable for different situations and
purposes, enabling them for creative uses in a learner-centric way. T.H.O.R challenges
educators by introducing new physical and digital elements to one of the most important steps
for a fruitful learning cycle.

Case study 4 - E.A.C.H by Team Mais
EACH stands for Active Aging and Human growth (in Portuguese). This was a project that
toured several secondary schools with very innovative activities to change young people's
perception of old age. There were concert screenings by senior bands (such as the Rolling
Stones or U2); a chill-out area in the playground with rocking chairs, bean bags, educational
games and quizzes. Elderly marathon runners, fashion models and artisans came to talk to
young people about her still active professional life and an artist who created design objects
with elderly women organised working sessions in the school playground. There were talks
about sexuality in later life, sports classes together and intergenerational photo shoots. The
evaluation of the project was very positive and all stakeholders considered this was an
impactful learning experience.
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LXD in Action
Research, creativity and experimentation
A year before the project, in an informal conversation about intergenerational issues between
an educational consultant of Team MAIS and a client (a representant of a Municipality), the
consultant shared an insight: that there were many intergenerational initiatives between young
children and seniors, but no projects between teenagers and elderly people and that this could
be an area interesting to explore, as there are mutual prejudices between these two age
groups. The client saw potential in that insight and they started a project between a high school
class and a local daycare centre, that year.
The project included several separate sessions with the youngsters and the elderly people
about active ageing and ended with two meetings between both groups, one in the school and
one in the daycare centre. This experiment came to prove that there were many prejudices,
especially on the part of young people, who often associated the concept of old age with
words such as “disgust”, “disease”, “bad smell” and “death”.
This pilot enabled the team to explore and deepen their knowledge of the various causes and
consequences of this problem, the profile of the two target groups, their needs and interests. It
also allowed Team MAIS to design and test various activities that would later be applied in the
EACH project. This space for research, creativity and experimentation was fundamental to the
LXD process and to the success of the project. The team also gradually developed the skills
needed to implement it and the Team MAIS created partnerships with other entities to make
EACH an even more innovative and impactful project.
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10 - Glossary
Learning Experience - According to UNESCO (2013), a learning experience is an event or
process that transforms the perceptions of the learner and facilitates acquiring new
knowledge, skills, attitudes and emotional awareness. Ideally learning experiences should be
challenging, interesting, engaging, meaningful and appropriate to learners’ needs.The settings
in which the learning experience takes place can vary from a simple interaction to a museum
visit or training program. The Glossary of Education Reform (2013) underlines that a learning
experience can take place in traditional academic settings or in out-of-school contexts and
include traditional educational interactions (involving teachers and students) or nontraditional
interactions (learning through games and other digital applications). Adding to that, Niels Floors
- the founder of the concept learning experience design - suggests that an ideal learning
experience should be positive, personal and profound in order to be appealing, engaging and
have a lasting effect on the learner.
Learner Centred Approach - The learner-centred approach is a practice used in the design of
education programmes. As Pillay (2002) highlights, the most central attribute is that learners’
needs are at the centre of the approach. McCombs (2001) adds that a learner-centred approach
can be seen as an interaction between the learning context, the learners’ availability to learn,
and the abilities of the educator to implement the approach.
Furthermore, learning, whether for students or teachers, must be accessible to diverse
learners. It must offer time and space for reflection, as well as promote the co-creation of the
actual practices, which will enhance learning, motivation and achievement (McCombs, 2001). A
learner-centred approach also means that learners must take responsibility for their own
learning, by being themselves the deciders of content, methods and assessment. This aids in
taking into consideration the individual learners’ unique background, interests, abilities and
experience. The outcomes of applying a learner-centred approach in the design of learning
experiences can have a very positive and deep impact, but its results can vary depending on
learners’ perspectives and intrinsic motivation to learn, the goals of the learning process, the
environmental, cultural and technological contexts of learning, and the individual learning
factors (McCombs, 2001).
Learning outcomes - By learning outcomes, we understand the actual results or achievements
a learner has gained from a learning experience. Floor (2017) adds that this is what gives a
learning experience purpose and direction. Desired learning outcomes should be formulated
as part of the design of a learning experience, and also serves as a motivating factor for the
learner to get onboard.
Experiential learning - Experiential Learning (EL) is a complex concept filled with multiple
definitions, theories and questions. It can happen in formal and non-formal learning settings
and can be applied to every subject or topic that is being studied or learned. EL, in general, is
learning through experience.
For Keeton and Tate (1978, in Beard, 2013), experiential learning is when the learner gets
directly in contact with the realities he/she is learning about. It is therefore different from only
reading, hearing, talking, or writing about the reality he/she is studying.
EL defines the learning process as something dynamic, that involves an active behaviour from
the learner, where he/she, through actively engaging in the learning process, has an
experience, processes that experience with her/his own perspectives and acknowledges its
interpretations and responses according to previous or following knowledge.
In the EL Theory, Kolb (1984) explained that “‘learning is the process whereby knowledge is
created through the transformation of experience” and that “experiential learning is the sensemaking process of active engagement between the inner world of the person and the outer
world of the environment.
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Non-formal learning - Non-formal learning is a semi-structured form of education requiring
the learner’s conscious desire to improve competencies. As such, activities have learning
objectives, which are defined by the learner and subsequently assessed by the learner. Nonformal learning activities tend to be guided, for example by a trainer and stress that all
participants are both learners and teachers at the same time.
Learning environments (physical and virtual) - Learning environment refers to the diverse
physical or virtual locations, contexts, and cultures in which learning takes place. With a
learning environment, we also understand the culture, characteristics, and code of conduct of a
given group of learners. The surroundings, views, decoration, technologies, and various
external factors – such as demographic composition, educational policies, and funding – may
also be considered elements of the learning environment (Edglossary, 2013)

Design - A design is a plan or a sketch of something that exists or is going to be created later. It
specifies the construction of the output to which the design is subject. To design refers to the
process of developing a design. To design something usually means that we are doing it
consciously and with a specific purpose, often to satisfy certain goals and constraints.

Design Thinking - There is no precise definition of design thinking. The concept can be defined
in the context in which you are applying it. Design Thinking can be seen as a methodology or a
process for solving problems that “transcend conventional or obvious solutions, dynamic,
creative and messy” (Pressman, 2019). This process brings about new understandings or
perspectives of problems and possible solutions in many work sectors, both within physical
and social areas. Pressman (2019) holds that design thinking sparks one’s imagination, inspires,
and leads to innovation in ideas, which answers the needs of the stakeholders of a problem.
Design thinking can be understood as a 5 stage cycle: Information gathering regarding the
problem you are trying to solve, its characteristics, its context and relevant influences that are
shaping it; Problem analysis and definition; Idea generation; Synthesis through modelling to
test one’s idea in practice through prototyping; And the feedback and critical evaluation
(Pressman, 2019). This process can be repeated as many times as needed until one reaches a
satisfactory solution and we move on to implementation.

Instructional design - According to Skowron (2006), Instructional Design is the process of
planning instruction, delivering instruction and assessing student learning. Since the 1950’s
different authors have tried to define and systematise the concept, firstly through cognitive and
behaviourist learning theories and later through a more constructivist perspective.
The concept has evolved through time to include not only the design of verbal or written
instructions but also the design of the physical or digital environments where the learning
experience takes place; the ways to determine the state and needs of the learners; the levels of
participation and interactivity; and the feedback received. This led to the creation of several
Instructional System Design (ISD) models, as practical guides presenting step-by-step design
procedures, the most well-known being the ADDIE model whose 5 stages are analysis, design,
development, implementation and evaluation.
ISD models provide guidelines to organise appropriate pedagogical resources and
environments to achieve the instructional goals.These models vary from more linear to more
nonlinear dynamic systems that assist educators in the design process.
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11 - Another letter to our reader
Dear reader,
If you got this far, well… congratulations. You are a curious little monster, aren't you?
We hope this manual shed some light on the topic of Learning Experience Design for you.
Designing experiences for others to learn is mainly an exercise of empathy and generosity. It
makes you a creator of learning maps, a guide to exploration journeys and a safety net for
those who are not afraid to jump into the unknown.
But you are a learner as well. Remind yourself that great educators, like great explorers, were
once unskilled, lost on their way, unsure at times, and discouraged countless others. So don’t
let the lack of time or resources lessen your creativity. Enjoy being a learner yourself. Transform
the process of preparing your next class, training session or exhibition, into a fun, creative and
interactive process.
Or as Dr. Seuss once said:
“The more that you read, the more things you will know. The more that you learn, the more
places you’ll go.”
And enjoy the ride of Life Long Learning.

12 - To keep learning
If you want to read more about Learning Experience Design here are some interesting
resources to dig into.
Firstly, the Design2Learn page, here you will find our research, our pool of trainers, this Manual
and useful articles about LXD applied to the field of Education.
https://www.design2learn.info
We also recommend the work done by the company Shapers, which develops Learning
Experiences but also offers courses and has a bunch of very good resources and tools
available for free.
https://shapers.nl
Lastly we leave you other websites that we found valuable and that also inspired this Manual.
https://www.interaction-design.org/literature/article/learning-experience-design-themost-valuable-lessons
https://www.designingdigitally.com/blog/what-is-learning-experience-design-impactemployee-training
https://elearningindustry.com/learning-experience-design-what-need-know
https://principlesoflearning.wordpress.com/dissertation/
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