/ Solutions
[
l Session #1003

| Better Instructional Design
\ through MindMapping

\
Marrapodi, PhD, CPLP, lllumina Interactive

) Learning //



“ illumina

W INTERACTIVE LEARNING

APPLESTAR PRODUCTIONS
Jean Marrapodi, PhD, CPLP

Chief Learning Architect

NEW ENGLAND

COLLEGE «f BUSINESS ministries




OVERVIEW

TODAY'S GOAL
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YOUR' BRAIN~
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Your thoughts
aren’'t random
or linear.
Thoughts are
Interconnected.

Mind Maps
llustrate this.




Definition

“A Mind Map is a powerful
graphic technique which
provides a universal key to
unlock the potential of the
brain. It harnesses the full range
of cortical skills — word, image,
number, logic, rhythm, colour
and spatial awareness —in a
single, uniquely powerful
manner. In so doing, it gives you
the freedom to roam the infinite
expanses of your brain. A Mind
Map can be applied to every
aspect of life where improved
learning and clearer thinking will
enhance human performance.”
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Mindomo MindView

Mindomo

MindMeister
Proprietary s

FreeMind Buzan's
GNU General iMindMap

Coggle MindMapper
Freeware

TheBrain Visual Mind Compendium 3D Topicscape SpicyNodes WiseMapping
Commercial GNU Lesser [

(]
) °
VISUAL
UNDERS
e ENVIRO! ®
MindMup ConceptDraw Lucidchart SmartDraw Mind42 Visual Freeplane
MINDMAP Proprietary s Understandin. GNU General
Proprietary s Educational

= Considerations

Free or Paid?
Online or Offline?
App?

Export and Import?

Draw oruse Mind Mapping Software




LET'S CREATE ONE

1. Draw an oval in the
center of your paper

2. Write your name in the
oval
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Homeowner Christian

Add your key
roles around

your hame o

Friend Creator

Traveler Learner
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Homeowner

Build the S

Instructional Design Christian
Learning Architect
rancnes
= [llumina Interactive
and twigs
Worker Mom
Tweets Marketing Jean
Conferences/Webinars
Teaching
Connect with Students Mew England College of Business
Creator
Instructional Design
Friend
Learner
Traveler
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Expand.
Add Pictures.
Add Color.

Look for
Relationships.
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QUESTIONS
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Get all the stakeholders
together to brainstorm




Ask questions during the kickoff meeting

Job role
Education

Age

How will we know they are doing it well? s
y d ELL/Accessibility 1ssues?

How will they need to perform? o
Manager Training?

Stakeholders

Why do they need to know and do this?

Why?
?
Needs Assessment What do they need to know and do?

What materials do you have for me?
What system will we use?

Where will the learners do this?

Where will they need to be trained? Project rollout

&\1
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WHAT IS THE GOAL?

IN THE END,

WHAT DO YOU WANT
YOUR LEARNER TO

KNOW
AND Do’
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'How Proficient ramiliarization

L
Must They Be?
Gloria cjery 1991 '

Conscious Effort

Conscious Action
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BUSINESS GOAL
WHY you are doing this

{A
Ve

N
2.

COURSE GOAL

What the learner should
know and be able to do

[ E
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INSTRUCTIONAL
DESIGN 101

In the end, the learner will

~ KNOW and be able to

»

(DO)

ESTABLISH TH E GOAL




INSTRUCTIONAL

>

s
O
FI ]
Z
0
L]
a

Outcome 1
Outcome 2

Outcome 3

B\ \ e
ADD OUTCOMES TO THE GOAL



INSTRUCTIONAL
DESIGN 101

OUTCOMES At the end of this

lesson, you should be
c F n the '
OEES O able to use the style Focus on DOING
learner

features of Word to Practical application
» End state results create professional

e WIIFM looking documents. p W /
\g//
| A
)

OBJECTIVES In this lesson, you

e Focus on the will learn how to Focus on LEARNING

teacher/designer use the Format Task based
Painter to copy
Lesson plans

font styles
How we get there /

‘*



INSTRUCTIONAL
DESIGN 101

[ BN

ADD OBJECTIVES TO EACH OUTCOIVIE

" OUTCOMES |

Outcome 1

Outcome 2

Outcome 3

%r

OBJECTIVES




OBJECTIVES
OUTCOMES

&

In the end, the learner will
KNOW and be able to
(DO)

Assemble correct
ingredients and supplies

#
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:
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In the end, the
learner will be able
to select, assemble

and measure
ingredients to bake
blueberry muffins

«

Accurately measure
ingredients and prepare
for baking

~— -

Bake to proper doneness
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LET’S BAKE SOME BLUEBERRY MUFFINS



HOW DO YOU KNOW
THAT THEY KNOW?

ASSESSMENT
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HOW DO THEY KNOW
THAT THEY KNOW?

 Feedback
* Self measures
* Progress checks
* Reviews
and

ASSESSMENT

[y
; b

N
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HOW DO YOU
KNOW THAT
THEY KNOW
THAT THEY
KNOW?

|
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INSTRUCTIONAL
DESIGN 101

N

OUTCOMES | OBJECTIVES

In the end, the learner will
KNOW and be able to

| 4 )
o : ASSESSMENT
Outcome 1 {
ASSESSMENT
/" _ ASSESSMENT E
\ Outcome 2 ’ ASSESSl\J/lENT_ ;
“nssessMENT [\ 5SS ENT ASSESSUENT
Outcome 3 f
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GOAL— OUTCOMES — OBJECTIVES —

ASSESSMENTS

Objective 1a Assessment

Objective 1b Assessment

Outcome 1 Objective 1c Assessment

Objective 1d Assessment

In the end, the learner will KNOW
and be able to
(D0) I

Assessment

Assessment

(Coneme?)



In the end, the learmer will KNOW

and be able to

(e)

Assessment

Outcome 1

Objective 1a

Objective 1b

Objective 1c

Objective 1d

Content

Assessment

Content

Assessment

Content

Activity

Assessment

Content
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SR |t takes 10,000 hours of practice to
become an expert in something. }

Malcolm Gladwell, Outliers
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IS IT ALIGNED?

Content

H

Content

g

Objective 1b Activity
Assessment
Outcome 1
Objective 1c Activity

In the end, the learner will KNOW
and be able to

Assessment

Content

DO___

Objective 1d

H

Assessment




IS IT ALIGNED?

Maybe

Objective 1a

No

Content

Content

Objective 1b
\9 Assessment

Content

QOutcome 1 Content

Objective 1c Activity

In the end, the learner will KNOW
and be able to

(DO ____

Objective 1d




FINAL MIND MAP
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REVIEW

Mind maps defined
Needs Assessment
Course Design

What are your keepers
from today?
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By the end of this
workshop you should
know what a mind map is
and be able to create and
leverage them for
conducting needs
assessment and designing
courses.
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lllumina Interactive, Inc.
990 Washington Street, Suite 105
Dedham, MA 02026

Good elearning. Done well.
Jean Marrapodi, PhD, CPLP

jmarrapodi@illumina-interactive.com
R, 781.467.0150 & www.illumina-interactive.com @jmarrapodi  401-440-6165

lllumina is your comprehensive source for e-learning development services

Thanks for coming, and completing your evaluation.
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