Four Learning Design Pillars

Clear, Purposeful
Structure

Organize content from
simple to complex and
break information into bite-
sized chunks to reduce
cognitive load and help
learners process ideas step-
by-step.

Continuous Practice
and Feedback

Build in regular practice with
varied question types and
immediate feedback to
strengthen memory, help
learners spot gaps, and
deepen understanding.

Active, Engaging
Learning Content

Design interactive content
with multimedia elements
and meaningful activities
that require learners to
think, respond, and apply
knowledge rather than
passively reading.

Simple, Intuitive
User Experience

Create clean navigation and
seamless interfaces that
reduce cognitive load,
letting learners focus their
mental energy on learning
rather than figuring out how
things work.
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1.1.1

Small segments

-

Break learning content into
small, manageable
segments that allow
learners to process
information step-by-step
(the segmenting
principle).45.9

1.1.4

Hierarchical page
layouts

Place important information
in prominent positions in
page layouts. Clearly
indicate content hierarchy
through heading styles and
sizes. Use white space
around content.4

1.2.2
Integrated format

Present related instructional
content, assessments,
practice, and resources in
an integrated format within
a single channel to reduce
cognitive load from toggling
between screens (the
contiguity principle).®

1.1.2

Self-contained
segments

o

Design learning units and
modules to be self-
contained. Ensure that each
segment can stand alone
meaningfully, with minimal
dependencies on other
content.?°

1.1.5
Structural cues

Include cues to highlight
content organization and
structure (the signaling
principle). Use headings,
introductions, and clear
labels to signal what
learners should focus on
and why.4:5.9

1.2.3
Program continuity

Dﬁ&

Ensure continuity in
concept and skill
development across
learning stages in a
program.>
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1.1.3
Logical sequencing

Organize information in a
clear hierarchical
framework, presenting
ideas in a logical
progression that builds on
itself. Start with basic
concepts before moving to
advanced ones.45610

1.2.1

Standardized
features

ojojo
2

Develop consistent color
palettes, fonts, and layout
styles. Standardize features
so learners can learn
conventions and follow
industry
conventions.4:510,14,20

1.3.1

Clear, measurable
learning objectives

Make learning objectives
visible to learners, clearly
stated, and measurable."10.20



1.3.2
Openers and closers

-
I

Begin each unit with an
opener that orients learners
and connects to previous
topics. Conclude with a
summary that reinforces
key points and helps
learners consolidate
understanding.5:20

1.3.5
Course introductions

L

Provide a comprehensive
course overview that
includes a brief description,
organizational structure,
and course policies. Clearly
communicate any
prerequisite knowledge or
competencies required.4.5.10

1.3.3
Lesson alignment

o
ol
G

Align instructional
strategies, content,
practice, and assessments
with learning objectives.
Ensure they work together
to support learners in
achieving desired outcomes
effectively.4520

1.4.1

Spaced exposure
over time

B ETE

Design learning that
exposes learners to key
concepts multiple times
over an extended period.
Introduce ideas, then
strategically revisit them
after several weeks or
months have passed.’®
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1.3.4

Expectation setting

Specify how successful
course completion will be
recognized. Ensure learners
understand expectations.48

1.4.2

Learner control

= I

!

Allow learners to decide
what content to access, in
what order, and at what
pace. Provide shortcuts for
experienced users. 14.10.20




211
Streamlined content

Present learning content
that is succinct, uncluttered,
and focused on supporting
learning objectives (the
coherence principle). Write
text blocks in a compact,
minimalist style.?.20

21.4

Closely placed text
and graphics

/M —

Position related text and
graphics, such as a photo
and its corresponding
caption, in close proximity
on the page or screen (the
contiguity principle).®

217

Direct access

C

Provide in-page links or
accordions to allow users to
skip irrelevant sections and
jump directly to content of
interest. This approach

benefits users searching for
specific information.2

2.1.2
Visual content

o—
NN =

Present content using both
visual and verbal mediums,
rather than just text alone
(the multimedia principle).
Ensure included graphics
are relevant and
purposeful.59.13.20

2.1.5
Scannable text

MH=

Optimize lesson text for
scannability by using short
paragraphs, lists, headings,
images, and multimedia to
visually break up
passages.®

2.1.8

Legibility and
audibility

Aac])

Use clear, easy-to-read
fonts and ensure any audio
is audible.420
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213

Minimal decorative
graphics

]
R

Limit purely decorative
images, especially on
mobile devices, focusing on
graphics that are relevant
and purposeful.®.20

2.1.6

Progressive
disclosures

Layer content, initially
showing only essential
information. Allow users to
access additional details
upon request, using
techniques like
accordions.?

2.21

Multimedia-rich
content

> &)

Incorporate videos,
animations, interactives,
and audio to capitalize on
learners' positive
perceptions of multimedia
and its inherent appeal.410



222

Activity-based
content

Incorporate activities and
interactive multimedia that
actively engage learners
through meaningful
interactions. Prioritize
active participation and
"doing" over passive
consumption of long text
sections.4

225

On-screen text in
videos

o) D_—

Use on-screen text
sparingly in videos to
emphasize key points
without verbatim repetition
of audio narration (the
redundancy principle).®

2.3.2
Explaining features

Clarify how specific
features, tools, or
components support
learning objectives. Provide
information that helps
learners understand the
benefits of using these
elements.®

223

Short videos

>

acs DD

@<10m

Keep videos under 10
minutes, adjusting length
based on content
complexity. Break up videos
exceeding five minutes into
shorter segments (the
segmenting principle).4°

226

Audio-visual
synchronization

ol

Present corresponding
audio and visuals
simultaneously in videos
rather than sequentially (the
temporal contiguity
principle).49.13

2.3.3

Activating prior
knowledge

G2

Begin lessons with
questions, scenarios, or
relatable situations that
leverage learners' prior
knowledge and experiences
(the prior knowledge
principle).6:8.13
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Video narration

2N

Use audio narration to
explain related visuals in
videos instead of relying on
on-screen text (the
modality principle).49.13

2.3.1
Social presence

(3e=

Employ a friendly,
conversational style in text
and narration, using lan-
guage that feels authentic
and relatable (the
personalization

principle). 49

2.3.4
Storytelling

(3]
8/7N\8

Use storytelling elements
like characters, conflict, and
narrative arcs to tap into
learners' natural affinity for
stories.46



2.3.5
Concreteness fading

Begin lessons with specific
examples and gradually
introduce abstract
representations, connecting
them to the concrete
examples by highlighting
relevant features.’

2.3.8

Key terms

Highlight and define key
words, concepts, and
glossary terms aligned with
curriculum aims and
objectives.5"

242

Currency and
accuracy

v
]2

Ensure content is current,
accurate, and properly
sourced, with no
inaccuracies.4:5.6.10.20

2.3.6
Appropriate leveling

MW@

T@

Ensure content difficulty
aligns with curriculum
requirements and learners'
knowledge and abilities.
Aim for an intermediate
difficulty that is neither too
simple nor too
challenging.5:8.10,20

2.3.8

Varied examples
and perspectives

QLT

Offer multiple varied
examples, contexts, and
perspectives, pointing out
similarities and
differences.>8

2.4.3

Inclusivity

A

Ensure content is free from
bias, stereotyping, and
discrimination.®
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2.3.7

Interest and
relevance

O
1%

Use examples and
illustrations that are
interesting and relevant to
learners.5810.20

2.41
Additional resources

TImld @
"'\QJ"'

Allow learners to access
supplementary resources
like pronunciation guides
and related content
links.5:20

2.4.4

Conveying
credibility
T h

Y

Clearly communicate the
source and reliability of
information presented.
Include indicators of
credibility such as author
credentials, publication
dates, and references to
reputable sources to build
trust with learners.®
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411

Intuitive navigation

A\
I/

Design navigation systems
that are intuitive and
minimize wasted

efforts. 451920

4.1.4

A "closed" learning
system

M
2]

Present the learning system
as a self-contained, closed
environment. Clearly label
external links or relegate
them to a reference
section.41®

4.2.2

Note-taking and
highlighting

{il

Q
=»

Incorporate tools for
learners to take notes,
highlight, and annotate
lessons.5.19.20

4.1.2

Progress and
location indicators

@&F‘

Include a map or progress
indicator showing the
learner's location within the
lesson to aid motivation,
time management, and the
desire for
completeness.410.16,20

4.1.5

Resume where you
left off

A

v||m)

B

Allow learners to easily find
their place when returning
to the learning system after
time away."19.20

4.2.3

Viewability on
different screen sizes

En
S5k

Optimize viewability across
different screen sizes and
devices, leveraging the
benefits of portability and
instant availability. Use
reflowable text and allow
zooming for graphics.®

IIIIE
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4.1.3

Differentiate static vs.
interactive content

L)

Enable learners to easily
recognize interactive
elements within content to
avoid confusion about what
is clickable.”

4.2.1

Simple and advanced
search

Q.

Provide simple and
advanced search options
for learners to find specific
details within lessons.™

4.2.4

Customizing display
based on preferences

O

@

Enable learners to
customize text display,
including font styles, sizes,
and background colors,
based on individual
preferences.’®

10



4.2.5
Minimalist design

=

as

;

R
RO

Prioritize clarity and
simplicity in the learning
system's UX/UI.n114

4.3.1

Controlling the pace
of videos

o(>®e

_D_
Gosx Gyax

Include video player
controls that allow learners
to play, replay, speed up,
slow down, or skip videos
at their own pace.®
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4.3.2
Time estimates

O

Provide lesson time
estimates and clear time
stamps on video or audio
resources.®

For inquiries contact:

doug@gutenberg-technology.com

gutenberg-technology.com
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