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Certificate in Instructional Design and Technology.

Learning Theories and Pedagogy

Active Learning – A learner‑centered approach where participants engage directly with material through
problem‑solving, discussion, or hands‑on activities.
Related terms: collaborative learning, participatory pedagogy.
Explanation: Instead of passively receiving information, learners manipulate concepts, apply knowledge, and
reflect on outcomes. This promotes deeper encoding and retention.
Example: In a course on instructional design, students might analyze a case study, redesign the instructional
strategy, and present their revised plan to peers.
Practical application: Use clicker questions, think‑pair‑share, or simulation exercises to interrupt lectures and
require active response.
Challenges: Requires class time for interaction; instructors must manage varied learner readiness and ensure
that activities align with learning objectives.

Andragogy – The art and science of adult learning, emphasizing self‑direction, experience, and relevance.
Related terms: adult learning theory, self‑directed learning.
Explanation: Andragogical principles suggest that adult learners bring prior knowledge, prefer
problem‑centered instruction, and need to see immediate applicability.
Example: A professional development module on rapid e‑learning authoring tools allows participants to
create a micro‑learning module that they can use in their workplace.
Practical application: Provide opportunities for learners to set personal goals, choose resources, and reflect
on their own progress.
Challenges: Adults may have competing responsibilities; assumptions about intrinsic motivation may not
hold for all learners.

Bloom’s Taxonomy – A hierarchical classification of cognitive objectives ranging from lower‑order to
higher‑order thinking skills.
Related terms: revised Bloom’s taxonomy, learning outcomes.
Explanation: The original taxonomy includes Remember, Understand, Apply, Analyze, Evaluate, and Create;
the revised version uses Remember, Understand, Apply, Analyze, Evaluate, and Create as verbs. It guides the
design of assessments and activities that target specific cognitive levels.
Example: An instructional design assignment might require students to first list key instructional models
(Remember), then compare their effectiveness (Analyze), and finally develop a hybrid model (Create).
Practical application: Use the taxonomy to write measurable objectives and align them with appropriate
instructional strategies and assessments.
Challenges: Instructors may over‑emphasize higher‑order tasks without adequate scaffolding; learners may
struggle with abstract concepts without concrete examples.
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Constructivism – A theory positing that learners actively construct knowledge by integrating new
information with existing mental models.
Related terms: social constructivism, situated learning.
Explanation: Knowledge is not transmitted but built through experience, reflection, and interaction. Learners
interpret information based on prior experiences, cultural background, and context.
Example: Students collaborate to design a blended learning course, negotiating design decisions and
justifying choices based on theory and practice.
Practical application: Design authentic tasks, encourage peer discussion, and provide opportunities for
learners to test and revise their ideas.
Challenges: Requires careful sequencing; novice learners may lack sufficient prior knowledge to construct
accurate understandings without guidance.

Connectivism – A learning theory for the digital age emphasizing networks, nodes, and the flow of
information across connections.
Related terms: networked learning, digital literacy.
Explanation: Knowledge resides in the connections between people, resources, and technology. Learning
occurs by forming, maintaining, and navigating these connections.
Example: A cohort uses a social bookmarking tool to curate resources on micro‑learning, sharing and
commenting on each other’s selections.
Practical application: Encourage learners to build personal learning networks (PLNs), use RSS feeds, and
practice curating content.
Challenges: Over‑reliance on external sources can lead to shallow understanding; learners may struggle to
evaluate the credibility of online information.

Cognitive Load Theory (CLT) – A framework describing the limits of working memory and the need to
manage instructional load.
Related terms: intrinsic load, extraneous load, germane load.
Explanation: Instruction should minimize unnecessary processing (extraneous load), manage inherent
difficulty (intrinsic load), and promote schema construction (germane load).
Example: An e‑learning module on multimedia principles uses short video clips, clear narration, and
segmented content to avoid overwhelming learners.
Practical application: Apply split‑attention, modality, and redundancy principles when designing
instructional materials.
Challenges: Determining optimal load for diverse learners is complex; overly simplifying content may reduce
depth of learning.

Distributed Learning – Instruction delivered across time and space, often using technology to support
asynchronous or synchronous interaction.
Related terms: remote learning, blended learning.
Explanation: Learners access content, collaborate, and receive feedback regardless of physical location,
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leveraging LMS, video conferencing, and mobile platforms.
Example: A graduate course combines weekly webinars with self‑paced modules, allowing students in
different time zones to complete activities on their own schedule.
Practical application: Design modular content, provide clear timelines, and use discussion forums for peer
interaction.
Challenges: Maintaining engagement, ensuring equitable access to technology, and providing timely
support.

eLearning – The use of electronic technologies to deliver, support, or enhance learning experiences.
Related terms: online learning, digital pedagogy.
Explanation: eLearning can be fully online or part of a blended approach, encompassing multimedia,
interactive simulations, and adaptive pathways.
Example: A self‑paced tutorial on instructional design models incorporates branching scenarios that adapt
based on learner choices.
Practical application: Leverage authoring tools, embed formative quizzes, and incorporate analytics to
monitor progress.
Challenges: Designing for diverse devices, ensuring accessibility, and combating learner isolation.

Experiential Learning – Learning through direct experience, reflection, conceptualization, and
experimentation (Kolb’s cycle).
Related terms: learning by doing, reflection.
Explanation: Learners engage in concrete experiences, reflect on them, develop abstract concepts, and test
those concepts in new situations.
Example: Students conduct a needs analysis for a corporate training program, reflect on findings, develop a
design proposal, and pilot it with a small group.
Practical application: Include fieldwork, simulations, or role‑plays followed by guided reflection activities.
Challenges: Providing authentic experiences within time constraints and ensuring learners critically reflect
rather than merely perform tasks.

Flipped Classroom – A pedagogical model where instructional content is delivered outside class (e.g.,
videos), and class time is devoted to active practice.
Related terms: inverted classroom, blended learning.
Explanation: Learners prepare before class, freeing synchronous time for problem‑solving, discussion, and
feedback.
Example: Prior to a workshop, students watch a video on ADDIE methodology; during class, they work in
groups to apply ADDIE to a case scenario.
Practical application: Create concise pre‑class materials, design in‑class tasks that require higher‑order
thinking, and use clicker polls to gauge preparation.
Challenges: Ensuring compliance with pre‑class work, managing varied preparation levels, and providing
technical support for video delivery.
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Formative Assessment – Ongoing evaluation used to monitor learning progress and inform instruction.
Related terms: diagnostic assessment, feedback.
Explanation: Formative tools provide learners with timely information about their performance, allowing
adjustments before summative evaluation.
Example: An online quiz with immediate feedback and hints helps learners identify misconceptions about
instructional strategies.
Practical application: Use polls, peer reviews, reflective journals, and low‑stakes quizzes throughout a
course.
Challenges: Designing assessments that are both meaningful and low‑stakes, and ensuring feedback is
actionable.

Gamification – The application of game design elements (points, badges, leaderboards) to non‑game
contexts to increase motivation.
Related terms: serious games, intrinsic motivation.
Explanation: By incorporating competition, achievement, and narrative, gamification can boost engagement
and reinforce learning outcomes.
Example: Learners earn badges for completing modules on instructional design principles, and a
leaderboard displays progress, encouraging friendly competition.
Practical application: Align game mechanics with learning objectives, provide clear criteria for rewards, and
ensure the game elements support, not distract from, content.
Challenges: Over‑emphasis on extrinsic rewards may undermine deep learning; design must avoid creating
inequitable competition.

Instructional Design (ID) – The systematic process of analyzing learner needs, designing instructional
solutions, developing materials, implementing delivery, and evaluating effectiveness (ADDIE).
Related terms: systematic design, learning engineering.
Explanation: ID blends theory, pedagogy, and technology to create efficient, effective, and appealing
learning experiences.
Example: A designer conducts a task analysis for a new software onboarding program, creates storyboards,
prototypes e‑learning modules, pilots them, and revises based on learner feedback.
Practical application: Follow the ADDIE phases, use design documents, and incorporate iterative evaluation.
Challenges: Balancing thorough analysis with project timelines, managing stakeholder expectations, and
adapting designs for rapid change.

Instructional Systems Design (ISD) – A broader framework encompassing multiple models (e.g., ADDIE,
SAM, Dick & Carey) for systematic development of instruction.
Related terms: systemic approach, design models.
Explanation: ISD emphasizes alignment of goals, content, activities, and assessment, often using iterative
cycles to refine solutions.
Example: Using the Successive Approximation Model (SAM), a team develops a prototype of a mobile
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learning app, gathers rapid feedback, and iterates.
Practical application: Choose a model that fits project constraints; document decisions to maintain
traceability.
Challenges: Selecting the appropriate model, ensuring stakeholder buy‑in, and managing version control.

Learning Analytics – The measurement, collection, analysis, and reporting of data about learners and their
contexts to improve learning and the environments in which it occurs.
Related terms: educational data mining, dashboard.
Explanation: By tracking interaction patterns, completion rates, and assessment scores, educators can
identify at‑risk learners, optimize content, and personalize pathways.
Example: An LMS reports that learners spend excessive time on a particular module, prompting a redesign
of that content for clarity.
Practical application: Set up dashboards, define key performance indicators (KPIs), and use data to inform
instructional interventions.
Challenges: Ensuring data privacy, interpreting metrics accurately, and avoiding over‑reliance on
quantitative data without qualitative insight.

Learning Management System (LMS) – A software platform that delivers, tracks, and manages learning
activities.
Related terms: course authoring tool, SCORM.
Explanation: An LMS hosts content, administers assessments, records learner progress, and often supports
communication tools such as forums and messaging.
Example: A university uses Canvas to deliver online modules, grade assignments, and provide feedback.
Practical application: Organize courses using clear navigation, embed multimedia, and configure automated
notifications.
Challenges: Maintaining system usability, ensuring accessibility compliance, and integrating with other
institutional tools.

Metacognition – Awareness and regulation of one’s own thinking processes; “thinking about thinking.”
Related terms: self‑regulation, reflection.
Explanation: Metacognitive skills enable learners to plan, monitor, and evaluate their learning strategies,
leading to improved performance.
Example: After completing a design case study, students complete a reflective journal prompting them to
assess the effectiveness of their research methods.
Practical application: Teach learners to set goals, use checklists, and conduct post‑task reflections.
Challenges: Learners may lack innate metacognitive habits; explicit instruction and modeling are required.

Multimodal Learning – Instruction that engages multiple sensory channels (visual, auditory, kinesthetic) to
accommodate diverse learner preferences.
Related terms: dual coding theory, learning styles.
Explanation: By presenting information through varied modalities, learners can construct richer mental
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representations and improve retention.
Example: A module on instructional strategies includes an infographic (visual), a narrated video (auditory),
and an interactive drag‑and‑drop activity (kinesthetic).
Practical application: Combine text, images, audio, and interactive elements; ensure each modality
reinforces the same core message.
Challenges: Development time and resources increase with each additional modality; must avoid cognitive
overload.

Pedagogy – The art and science of teaching; the methods and practices used to facilitate learning.
Related terms: didactics, instructional strategies.
Explanation: Pedagogy encompasses the theoretical foundations, instructional approaches, and classroom
dynamics that guide teacher actions.
Example: A facilitator adopts a problem‑based pedagogy, presenting real‑world scenarios that require
learners to apply instructional design principles.
Practical application: Align pedagogical choices with learner characteristics, content complexity, and desired
outcomes.
Challenges: Translating theory into practice, balancing teacher control with learner autonomy, and adapting
to varied learning environments.

Personalized Learning – Tailoring educational experiences to individual learners’ needs, preferences, pace,
and goals.
Related terms: adaptive learning, differentiated instruction.
Explanation: Using data and technology, instructional pathways can be customized, offering varied content,
assessments, and support mechanisms.
Example: An adaptive e‑learning system adjusts the difficulty of scenario‑based questions based on learner
performance, providing remediation when needed.
Practical application: Implement pre‑assessment to gauge prior knowledge, use branching scenarios, and
provide optional enrichment resources.
Challenges: Requires robust data infrastructure, risk of creating isolated pathways, and potential scalability
issues.

Project‑Based Learning (PBL) – An instructional approach where learners engage in extended investigations
to produce a public artifact or solution.
Related terms: inquiry learning, authentic assessment.
Explanation: PBL promotes deep learning by integrating content knowledge, problem‑solving, collaboration,
and reflection.
Example: Students design a micro‑learning campaign for a nonprofit, documenting research, design
decisions, and evaluation results in a portfolio.
Practical application: Define clear project goals, provide milestones, and incorporate regular feedback loops.
Challenges: Managing scope, ensuring alignment with curriculum standards, and providing sufficient
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scaffolding for novice learners.

Scaffolding – Temporary support structures that enable learners to accomplish tasks beyond their current
capability.
Related terms: zone of proximal development, cueing.
Explanation: Scaffolds may include prompts, hints, models, or collaborative support, gradually withdrawn as
competence increases.
Example: During a design sprint, the instructor provides a template for a lesson plan, then asks learners to
fill in sections independently.
Practical application: Use progressive release of information, provide exemplars, and embed checklists.
Challenges: Determining the optimal level of support, avoiding over‑scaffolding that hinders independence,
and timing the removal of supports.

Situated Learning – Learning that occurs within authentic contexts, emphasizing the social and
environmental factors influencing cognition.
Related terms: community of practice, contextual learning.
Explanation: Knowledge is bound to the situation in which it is learned; therefore, learning experiences
should mirror real‑world application.
Example: Apprenticeship in a corporate learning department allows trainees to design actual training
modules under mentorship.
Practical application: Embed case studies, simulations, and field experiences that replicate professional
practice.
Challenges: Replicating authentic contexts in virtual environments, ensuring transferability of skills, and
managing logistical constraints.

Transfer of Learning – The ability to apply knowledge or skills acquired in one context to new, different
situations.
Related terms: generalization, near and far transfer.
Explanation: Effective instructional design promotes transfer by encouraging deep processing, varied
practice, and reflection on underlying principles.
Example: After mastering ADDIE, learners design a course on a completely different subject, demonstrating
far transfer of instructional design skills.
Practical application: Use analogical reasoning tasks, provide multiple examples, and prompt learners to
abstract core concepts.
Challenges: Learners often over‑generalize or fail to recognize similarities; designers must explicitly
highlight transfer cues.

Universal Design for Learning (UDL) – A framework that guides the development of flexible learning
environments to accommodate diverse learner needs.
Related terms: accessibility, inclusive design.
Explanation: UDL proposes multiple means of representation, action/expression, and engagement, ensuring
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that barriers are minimized from the outset.
Example: A module provides text, audio narration, and captioned video, allowing learners to choose the
modality that best suits them.
Practical application: Conduct accessibility audits, embed alternative text for images, and offer varied
assessment options (e.g., written, oral, portfolio).
Challenges: Requires upfront planning and resources, may increase development time, and demands
awareness of diverse learner profiles.

VARK Model – A classification system describing four primary learning preferences: Visual, Auditory,
Reading/Writing, and Kinesthetic.
Related terms: learning styles, preference inventory.
Explanation: While the model suggests tailoring instruction to preferences, research indicates limited impact
on performance; however, it can raise learner awareness of personal strategies.
Example: An instructor offers a concept map (Visual), a podcast (Auditory), a transcript (Reading/Writing),
and a hands‑on activity (Kinesthetic) for the same content.
Practical application: Provide multimodal resources, encourage learners to experiment with different
formats, and use preference surveys as reflective tools.
Challenges: Avoiding rigid categorization, ensuring content quality across modalities, and preventing
unnecessary complexity.

Learning Theory – Systematic explanations of how people acquire, retain, and apply knowledge.
Related terms: behaviorism, cognitivism, constructivism.
Explanation: Learning theories inform instructional strategies by outlining the mechanisms that drive
learning processes.
Example: Applying behaviorist reinforcement principles, an instructor uses immediate feedback to shape
correct responses in a quiz.
Practical application: Align instructional methods with the dominant theory for a given learning objective
(e.g., use modeling for observational learning).
Challenges: No single theory fits all contexts; designers must blend multiple perspectives.

Behaviorism – A theory focusing on observable behaviors and the environmental stimuli that reinforce or
punish them.
Related terms: operant conditioning, reinforcement.
Explanation: Learning is measured by changes in behavior; reinforcement strengthens desired responses,
while punishment diminishes undesired ones.
Example: A learner receives a digital badge each time they correctly answer a knowledge check, reinforcing
mastery of terminology.
Practical application: Use clear criteria, immediate feedback, and consistent reinforcement schedules.
Challenges: May neglect internal cognitive processes, limit deeper understanding, and rely heavily on
extrinsic motivators.
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Cognitivism – A theory emphasizing mental processes such as memory, perception, and problem‑solving.
Related terms: information processing, schema.
Explanation: Learners actively encode, store, and retrieve information; instructional design should facilitate
meaningful organization and retrieval cues.
Example: Chunking a complex instructional design framework into three manageable sections aids working
memory.
Practical application: Use advance organizers, graphic organizers, and retrieval practice to strengthen
memory pathways.
Challenges: Designing for varied cognitive capacities, preventing overload, and ensuring transfer to new
contexts.

Social Learning Theory – The proposition that learning occurs through observation, imitation, and modeling
within a social context.
Related terms: observational learning, modeling.
Explanation: Learners acquire behaviors by watching others, especially when the model is perceived as
competent and the observed behavior is reinforced.
Example: A novice instructional designer watches a senior designer walk through a storyboard creation,
then replicates the process.
Practical application: Incorporate demonstrations, peer modeling, and collaborative projects.
Challenges: Requires credible models, and learners may misinterpret observed behaviors without explicit
debriefing.

Instructional Strategy – The overarching plan for delivering content, engaging learners, and achieving
objectives.
Related terms: teaching method, learning activity.
Explanation: Strategies include lecture, discussion, case study, simulation, and inquiry, each aligning with
specific cognitive goals.
Example: For a higher‑order objective, a case‑based discussion may be chosen over a simple lecture.
Practical application: Map each objective to an appropriate strategy, consider learner characteristics, and
prepare supporting materials.
Challenges: Balancing variety with coherence, managing time constraints, and ensuring strategies are
feasible with available resources.

Microlearning – Short, focused learning units designed to meet specific objectives in brief time frames.
Related terms: just‑in‑time learning, bite‑sized content.
Explanation: Microlearning leverages spaced repetition and targeted delivery to improve retention and
applicability.
Example: A 5‑minute video explains how to embed a SCORM package in an LMS, followed by a quick
knowledge check.
Practical application: Create modular assets, tag them for easy retrieval, and embed them within workflows.
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Challenges: Maintaining depth while keeping content concise, and ensuring microlearning aligns with
broader curriculum goals.

Adaptive Learning – Technology‑driven personalization that adjusts content, pacing, and pathways based on
learner performance and preferences.
Related terms: algorithmic personalization, learning analytics.
Explanation: Adaptive systems use data to present appropriate challenges, remedial content, or enrichment,
fostering efficient mastery.
Example: An adaptive platform presents easier practice items after a learner answers a question incorrectly,
then escalates difficulty as competence improves.
Practical application: Define decision rules, embed diagnostic items, and monitor system effectiveness
through analytics.
Challenges: Developing accurate models, avoiding over‑automation that reduces learner agency, and
ensuring transparency of adaptive decisions.

Blended Learning – A hybrid instructional approach that combines face‑to‑face instruction with online
components.
Related terms: hybrid learning, flipped classroom.
Explanation: Blended models leverage the strengths of both modalities, offering flexibility while preserving
personal interaction.
Example: Weekly seminars are supplemented with online discussion boards where students continue
debates and share resources.
Practical application: Align in‑person and online activities to avoid redundancy, and provide clear
expectations for each mode.
Challenges: Coordinating schedules, ensuring consistent quality across modalities, and managing
technology access.

Collaborative Learning – An instructional method where learners work together to achieve shared goals,
constructing knowledge through interaction.
Related terms: cooperative learning, team-based learning.
Explanation: Collaboration promotes higher‑order thinking, communication skills, and social presence.
Structured roles and clear interdependence improve effectiveness.
Example: A group of learners jointly develops a competency‑based curriculum, each contributing expertise
in assessment, content, or technology.
Practical application: Use breakout rooms, assign roles (e.g., facilitator, recorder), and employ
peer‑assessment rubrics.
Challenges: Managing group dynamics, ensuring equitable participation, and aligning group output with
individual assessment.

Self‑Regulated Learning (SRL) – The process by which learners set goals, monitor progress, and adjust
strategies to achieve academic outcomes.
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Related terms: metacognition, autonomous learning.
Explanation: SRL involves forethought, performance monitoring, and self‑reflection, fostering lifelong
learning competence.
Example: A learner creates a study schedule for a design theory exam, tracks completion of modules, and
reflects on effectiveness after each session.
Practical application: Teach goal‑setting techniques, provide progress dashboards, and incorporate
reflective prompts.
Challenges: Learners may lack motivation or effective strategies; scaffolding is often needed to develop SRL
skills.

Competency‑Based Education (CBE) – An approach where progression is determined by demonstrated
mastery of defined competencies rather than time spent.
Related terms: mastery learning, performance criteria.
Explanation: CBE emphasizes clear, measurable outcomes, allowing learners to advance at their own pace
once competence is proven.
Example: An instructional design certificate requires learners to submit a portfolio meeting rubrics for each
competency before moving to the next module.
Practical application: Define competencies, develop authentic assessments, and provide remediation
pathways.
Challenges: Designing reliable assessments, ensuring consistency across evaluators, and managing variable
pacing within cohort structures.

Mastery Learning – An instructional strategy where learners achieve a high level of understanding before
proceeding to new material.
Related terms: formative assessment, competency‑based education.
Explanation: The model includes clear objectives, ongoing assessments, corrective feedback, and flexible
timelines to ensure mastery.
Example: Students must score at least 85 % on a quiz about instructional design models before accessing
the next module.
Practical application: Use iterative quizzes, provide targeted remediation resources, and allow retakes
without penalty.
Challenges: Requires robust assessment infrastructure, may extend course duration, and demands instructor
responsiveness.

Design Thinking – A human‑centered, iterative problem‑solving approach that emphasizes empathy,
definition, ideation, prototyping, and testing.
Related terms: innovation process, user‑experience (UX).
Explanation: In instructional design, design thinking encourages designers to deeply understand learner
needs, generate creative solutions, and refine through feedback.
Example: A team conducts learner interviews to discover pain points in onboarding, sketches multiple
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learning pathways, builds a prototype, and pilots it with a focus group.
Practical application: Conduct empathy maps, create storyboards, and iterate prototypes based on learner
feedback.
Challenges: Time‑intensive, may clash with rigid project timelines, and requires facilitation skills to manage
divergent ideas.

Rapid Prototyping – An approach that creates early, functional versions of instructional materials for quick
testing and refinement.
Related terms: agile development, iterative design.
Explanation: By developing low‑fidelity prototypes (e.g., wireframes, mock‑ups), designers gather feedback
early, reducing costly rework later.
Example: An e‑learning module is built in a storyboard tool, shared with stakeholders for comments before
full development.
Practical application: Set short sprint cycles, incorporate stakeholder reviews, and prioritize high‑impact
features.
Challenges: Balancing speed with quality, managing expectations about prototype completeness, and
avoiding scope creep.

Agile Instructional Design – The application of agile project management principles (flexibility,
collaboration, incremental delivery) to instructional development.
Related terms: Scrum, Kanban.
Explanation: Agile emphasizes responding to change, frequent stakeholder feedback, and delivering
functional learning artifacts in short iterations.
Example: A development team uses two‑week sprints to create and test microlearning bites, adjusting
content based on learner analytics after each sprint.
Practical application: Hold daily stand‑ups, maintain a product backlog, and conduct sprint reviews with
end‑users.
Challenges: Requires cultural shift, clear definition of “done,” and coordination among cross‑functional
teams.

Instructional Alignment – The systematic linking of learning objectives, instructional activities, and
assessments to ensure coherence.
Related terms: constructive alignment, backward design.
Explanation: When alignment is strong, each component reinforces the others, leading to more effective
learning experiences.
Example: For an objective to “apply ADDIE phases,” the activity includes a hands‑on simulation, and the
assessment requires learners to draft an ADDIE plan.
Practical application: Use a matrix to map objectives to activities and assessments, and revise any
misaligned elements.
Challenges: In large courses, maintaining alignment across multiple modules can be complex; requires
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diligent documentation.

Constructive Alignment – A design principle where learning outcomes dictate the selection of teaching
methods and assessment tasks.
Related terms: instructional alignment, outcome‑based education.
Explanation: Developed by Biggs, the model ensures that what is taught and what is tested directly support
the intended outcomes.
Example: An outcome to “critique instructional interventions” leads to peer‑review assignments and rubrics
focused on analytical criteria.
Practical application: Write outcomes first, then select activities that elicit the targeted behaviours, and
design assessments that measure those behaviours.
Challenges: Requires careful articulation of outcomes; vague objectives can undermine the alignment
process.

Outcome‑Based Education (OBE) – An educational framework that defines clear, measurable outcomes for
learners and structures curricula to achieve them.
Related terms: competency‑based education, constructive alignment.
Explanation: OBE focuses on the end results, using assessments to verify that learners have attained the
specified competencies.
Example: A certificate program lists outcomes such as “design a learner‑centered curriculum,” with
corresponding rubrics to evaluate each graduate’s portfolio.
Practical application: Align courses, modules, and assessments with the overarching outcomes; use iterative
feedback loops.
Challenges: Over‑emphasis on measurable outcomes may neglect intangible skills like creativity; requires
robust assessment design.

Learning Styles – The concept that individuals prefer certain modes of processing information (e.g., visual,
auditory).
Related terms: VARK, individual differences.
Explanation: While popular, empirical research shows limited impact on learning gains; however, the idea
can raise awareness of varied preferences.
Example: An instructor offers both a diagram and a spoken explanation for a concept, allowing learners to
choose their preferred format.
Practical application: Provide multiple representations of key ideas without assuming a single “right” style
for each learner.
Challenges: Risk of pigeonholing learners, added development workload, and potential distraction from
evidence‑based practices.

Digital Pedagogy – The integration of digital tools and practices into teaching and learning processes.
Related terms: eLearning, technology‑enhanced instruction.
Explanation: Digital pedagogy involves purposeful use of technology to support pedagogical goals, not

Read online: https://certificates.gsbf.co.uk/glossaries/5423655/
learning-theories-and-pedagogy

Greenwich School of Business and Finance · 22 Jun 2026



G LO S S A RY

merely digitizing content.
Example: Using a collaborative whiteboard for real‑time brainstorming during a design critique session.
Practical application: Align tool capabilities with learning objectives, provide training on digital platforms,
and evaluate effectiveness.
Challenges: Technology reliability, digital divide, and ensuring that tools enhance rather than hinder
learning.

Formative Feedback – Specific, actionable information provided to learners during the learning process to
improve performance.
Related terms: assessment for learning, feedback loops.
Explanation: Effective feedback is timely, focused on the task, and includes suggestions for next steps.
Example: After submitting a storyboard, a learner receives comments highlighting strengths, identifying
gaps, and suggesting revisions.
Practical application: Use comment banks, rubrics with descriptors, and peer‑feedback cycles.
Challenges: Balancing depth of feedback with instructor workload, and ensuring learners act on the
feedback.

Summative Assessment – Evaluation administered at the end of an instructional unit to determine mastery
or assign grades.
Related terms: final exam, capstone project.
Explanation: Summative assessments measure cumulative learning and are often high stakes.
Example: A final portfolio demonstrating the application of instructional design principles across multiple
projects.
Practical application: Align assessment criteria with learning outcomes, provide clear rubrics, and schedule
adequate preparation time.
Challenges: May induce anxiety, risk of focusing on rote memorization, and limited opportunity for
remediation.

Learning Object – A reusable, self‑contained digital resource that addresses a specific learning objective.
Related terms: reusability, metadata.
Explanation: Learning objects can be combined to form larger instructional sequences, facilitating modular
design.
Example: A short animation explaining the cognitive theory of multimedia learning.
Practical application: Tag objects with standards‑aligned metadata, store them in a repository, and assemble
them as needed.
Challenges: Ensuring consistent quality, managing version control, and aligning objects with varied
instructional contexts.

SCORM – Sharable Content Object Reference Model; a set of technical standards for web‑based e‑learning
content.
Related terms: xAPI, LMS compatibility.
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Explanation: SCORM defines how content packages communicate with LMSs, ensuring tracking of
completion, scores, and time spent.
Example: An e‑learning module packaged as a SCORM zip file uploads to the LMS, which records learner
progress.
Practical application: Validate packages with testing tools, embed manifest files, and adhere to SCORM 2004
sequencing rules.
Challenges: Limited support for complex interactions, and the need for updates as newer standards emerge.

xAPI (Experience API) – A modern specification for capturing learning experiences across platforms, beyond
LMS boundaries.
Related terms: Tin Can API, learning record store (LRS).
Explanation: xAPI records statements (“actor, verb, object”) to track diverse activities such as simulations,
mobile learning, and real‑world tasks.
Example: A learner completes a job‑shadowing activity, and the system logs “John completed shadowing of
instructional designer.”
Practical application: Implement an LRS, design xAPI statements for key activities, and analyze data for
insights.
Challenges: Requires technical expertise, careful statement design to ensure meaningful data, and
integration with existing systems.

Learning Community – A group of learners who share common goals, interact regularly, and support each
other’s learning.
Related terms: community of practice, peer learning.
Explanation: Communities foster social presence, knowledge sharing, and sustained engagement.
Example: A forum where instructional design students exchange resources, critique each other’s work, and
discuss emerging trends.
Practical application: Facilitate introductions, set community norms, and provide moderation to maintain
focus.
Challenges: Maintaining active participation, preventing dominance by a few voices, and ensuring relevance
to learning objectives.

Authentic Assessment – Evaluation tasks that mirror real‑world applications of knowledge and skills.
Related terms: performance assessment, portfolio.
Explanation: Authentic assessments measure the ability to transfer learning to professional contexts,
enhancing relevance and motivation.
Example: Designing a full training program for a client organization, including needs analysis, design
documents, and evaluation plan.
Practical application: Use rubrics that reflect industry standards, incorporate real‑client scenarios, and allow
for iterative feedback.
Challenges: Higher development effort, need for expert evaluation, and logistical coordination with external
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partners.

Learning Transferability – The degree to which skills or knowledge acquired in one setting can be applied to
another context.
Related terms: generalization, far transfer.
Explanation: Transferability is enhanced by varied practice, abstraction of principles, and reflective discussion
linking concepts.
Example: After mastering instructional design models
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