Why a Design Bash?

The Design4Learning programme includes many exciting but very different projects, with different views on the design process and different kinds of outcome. The aims of the Design Bash on 23rd October are for you to:

· consider how your outcomes contribute to the overall process of ‘Designing for Learning’ (What do we mean by that?? See below…)

· discover how your outcomes might be used by other D4L projects (not necessarily all of them!)

· explore how D4L projects can work together to make outcomes more coherent and useable by the wider community.

What do you mean by ‘the overall project of design for learning’?

A good question and we’re glad you asked. At the start of funding we said that design for learning was ‘a set of practices carried out by learning professionals… defined as designing, planning and orchestrating learning activities which involve the use of technology, as part of a learning session or programme’. Our understanding continues to evolve as projects put their ideas into practice, whether that means developing tools, putting systems to work in real academic contexts, or building and sharing designs. In fact the Design Bash offers an important opportunity to test and further our understanding of this field.
For now we’d like to offer a process or lifecycle model of the practices that D4L projects are working to support. There are four stages of the lifecycle, which may merge into one another in practice. They are:
Design – the ‘thinking’ part of the process: planning, designing or conceiving an outline for a particular learning experience. Design might be supported by special rules, or by guidelines, or by a system such as a pedagogic planner (what kind of design process does your project support or envisage??). The outcome of this process –  the ‘design’ – might be represented in many different ways, including different amounts and kinds of information.
Instantiation – the process of ‘setting up’ a specific context in which to deliver the design, or of making a generic design specific enough to be useful to learners, or of uploading a design to a technical system such as a VLE. The ‘design’ might specify things about this setting up process, such as system requirements, support requirements, teaching skills needed, learner prerequisites. If this process has outputs they are likely to be contextualised versions of the design, e.g. with content added, or with notes about the physical learning space, timings, student numbers, resources to be used etc.
Delivery – the process of making a design available to learners, and any adaptations, inputs, (e.g. support, questions) and responses made during ‘run’ time. The delivery process is likely to have outcomes, though they may not be recorded: for example learners’ work or records of their activity in a learning system.
Review/validation – the process of reflecting on, refining, commenting on, evaluating or otherwise feeding back on a design once it has been delivered. There may be outcomes from this process too e.g. notes and annotations, tips for future users, a ‘score’ for the design, a ‘better’ version, or just a record of what happened for sharing with others. These are all useful inputs to the design process in the future.
We expect most projects to be working mostly at the ‘design’ stage, but some projects have outcomes from other stages such as case studies or tips. Also it’s useful to see how the design process fits with other parts of the lifecycle. Design and delivery are the primary processes here: instantiation and review do not always occur.
How does this work in practice?

The lifecycle also needs to be understood at different levels. Again these levels may merge into one another in practice, but looking across the programme we can see examples of projects working at each of them. There seem to be four levels:

Designing courses/curricula at the highest level

Designing sessions (or lessons, or units of learning, or ‘activity structures’ in IMS LD)

Designing activities (things learners actually do – also ‘tasks’)

Designing learning objects (re-usable chunks of content, usually at a fairly small level of granularity)

We can see that decisions during the design phase at one level may be constrained by outputs at another level. Learning Outcomes are often inherited at session level from the course design, while session designs may be constrained by the Learning Objects (content resources) available to use, or by the kinds of activities possible with that cohort, in that virtual or real environment.
 

The four stages of design, instantiate, deliver, review do not include one vital stage which is the focus for the design bash – that of sharing. Sharing can be seen as an extra loop in the cycle, through which outcomes are exported to be used as inputs in another context of design and delivery.
What kind of outcomes can be shared?

We believe that the outcomes of all the four processes, at all four levels, can in principle be shared, and therefore described and managed so as to allow browsing, searching and selection. However we are interested mainly in outcomes from the design phase, and in two kinds of outcome in particular: 

Runnable designs are instantiated by being imported into another system for delivery (perhaps with some adaptations e.g. adding content). An example would be a LAMS sequence that is downloaded from the LAMS community and adapted for delivery in a new college.
Inspirational or exemplary designs can’t be run as such but can be used to support good design in the future. An example would be a lesson plan in swimlane notation
 that is viewed through Phoebe, or an exemplar downloaded from ALED. It is up to practitioners to decide how to interpret an exemplary design.
What next?

Before the design bash starts we are asking you to classify some of your outcomes according to which stage and level of the lifecycle they support. We will also ask whether this model is useful to you in thinking about your project and its place in the wider programme.

Please note that you are free to describe all or some of your outcomes, and for this exercise we really don’t care if they are the outcomes you anticipated at the start – or the ones you will finally deliver. We expect the unexpected in project funding. What we do ask is that you invest some time to try and make sure your outcomes can be appreciated and used by other projects. Treat this as a well-informed community in which to test your ideas and deliverables. 
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� http://en.wikipedia.org/wiki/BPMN#Swimlanes





�GLOs (what is GLOs?)
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