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EDIT 4210 Learning Environment Design (3 Credit Hours) 
Department of Educational Psychology & Instructional Technology 
Instructional Psychology, Training & Technology Program (IPTT) 
The University of Georgia at Gwinnett 
Spring 2006 
 
 Instructor 

information 
Instructor: Douglas Holschuh 
Office: 621 Aderhold Hall 
 Athens GA 30602 
E-mail: dholschu@uga.edu 
AOL IM: dougray820 
Web Sites: WebCT: webct.uga.edu (EDIT 4210 [Holschuh]) 
 BaseCamp Site: editdh.grouphub.com 
Phone: (706) 254-5733 (Personal Cell) 
Office Hours: Thursday, 1:00PM–4:00PM 
 and by appointment 
 

 Location Room: Gwinnett University Center 
 Building A 
 Room 1910 
Day: Friday 
Time: 5:00PM–7:45PM 
 

 Course 
description 

EDIT 4210 covers contemporary learning theories of the design of interactive environments for 
information retrieval, learning, and performance support. Students and faculty work in teams to 
produce hypertext, hypermedia, microworlds, simulations, games, virtual learning environments, 
and other examples of interactive environments. 
 

 Course 
format 

This course is taught in a non-traditional format in which students work in small design and 
development groups on a “real” instructional design project. This course relies on the following 
learning activities/teaching methods: 

! Hands-on workshops with demonstrations and examples; 
! Project-based learning; 
! Peer tutoring and collaborative learning; 
! Case-based learning and in-class discussions. 

 
 Course 

purpose 
The purpose of this course is to design, develop, and evaluate an educational multimedia project in 
a team-based approach. This course gives students the opportunity to use their skills and 
experiences developed during previous coursework to design a high-quality educational 
multimedia project. 
 

 Course 
objectives 

At the end of the course, participants will be able to: 
! make a significant contribution as a team leader or team member by assuming the roles of 

project manager, instructional designer, programmer, graphic designer, videographer, 
and/or evaluator to a team-based interactive multimedia (IMM) development project; 

! prepare clear, useful documentation for IMM development projects; 
! use design strategies such as storyboarding, flowcharting, and rapid prototyping; 
! identify the pros and cons of various delivery and authoring systems for IMM; 
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! identify pedagogical dimensions appropriate for IMM for education and training; 
! conduct formative evaluations of IMM products under development; 
! design effective, aesthetically pleasing user interfaces for IMM; and 
! within the context of real projects, apply advanced design perspectives such as: 

o scaffolding within a learning environment; 
o interactive learning environments encouraging exploration and “play”; 
o open-ended learning environments that allow discovery learning; 
o learning by designing/building; 
o hypertext and hypermedia; 
o microworlds, simulations, and games; 
o just-in-time learning resources or electronic performance support systems; 
o virtual learning environments. 

 
 Course 

prerequisites 
EDIT 4160 
EDIT 4170 
 

 Attendance 
policy 

Because of the interactive nature of this course and the emphasis on team-based projects, class 
attendance will be directly factored into your grade for the semester. Attendance will be taken at 
the beginning of each class session. Participation and attendance are worth 10% of your overall 
grade. However, 100% of your grade is affected when you do not attend class and participate. If 
you have extenuating circumstances (extended illness, university obligations), you will need to 
provide documentation in advance to avoid penalty. 
 

 Required 
texts 

Participants are expected to consult the instructional design, development, evaluation and project 
management literature as needed. The following is the required textbook. 

! Alessi, S., & Trollip, S. (2001). Multimedia for learning: Methods and development (3rd 
ed.). Boston: Allyn & Bacon. 

In addition, the following is a list of suggested references. 
! User-Friendly Handbook for Project Evaluation 

(http://www.ehr.nsf.gov/rec/programs/evaluation/handbook/) 
! Gustafson, K., & Branch, R. (1997). Survey of instructional development models. 

Syracuse, NY: ERIC Clearinghouse on Information & Technology. 
! Reigeluth, C. (Ed.). (1999). Instructional-design theories and models: A new paradigm 

of instructional theory. Mahwah, NJ: Erlbaum.  
! Reigeluth, C. (1999). Instructional Design Theories Home Page 

(http://www.indiana.edu/~idtheory/home.html)  
! Additional resources will be introduced in class. 

 
 Required 

supplies 
! A USB flash drive (256MB or greater) 
! Macromedia Studio 8 (Education version: $199, Mac and PC Versions) 

To order, visit the Macromedia Education Store 
(www.macromedia.com/resources/education/store) or an online educational reseller such as 
www.academicsuperstore.com or www.journeyed.com. If you have a more recent older version 
of Macromedia Studio (either MX 2004 or MX), you can get by with those, but anything older 
than the MX version is probably too old. Note that all my demonstrations will be in the latest 
version. 

!  
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 Assignments ! Class Participation (10% of course grade) 

Attend all class meetings, interact with peers in ways that enhance learning (constructive 
critiques for peers’ projects), turn in all assignments in a timely manner, manage your project 
web site, etc. 

! Reading Summary and Reflection (10%) 
Read the Alessi and Trollip book (see the calendar for due dates for chapters) and submit brief 
chapter summaries (200–300 words). Each summary should address the following points: 

o What are the key ideas? 
o How do they relate to your project? 
o What questions do you have after reading? 

! Interactive Multimedia Development Project (30%, team project) 
Develop a high-quality interactive multimedia software that provides learners at least 30 
minutes of learning experience. Your role needs to be described clearly in the project 
documentation. 

! Individual Weekly 15/5 Project Reports (10%) 
15/5s are reports that take 15 minutes to write and 5 minutes to read. Post weekly reports on 
your individual project web site by 8PM on every Tuesday beginning on January 24. The 15/5s 
should address the following: 

o What progress did you make this week? 
o What do you need to do in the coming week? 
o What assistance/resources would be helpful to reach your goals? 
o And other additional information that you think important. 

! Formative Evaluation Report and Presentation (20%, team project) 
Conduct a preliminary formative evaluation (alpha and beta test) of your team project with at 
least a small group of design and content experts (3–5 for alpha test) and actual users (3–5 for 
beta test). While you should certainly seek feedback from your peers, these “actual users” may 
not include people enrolled in this course. You are required to write a brief formative evaluation 
report (about 800 words) that describes the following: 

o A profile of the learners; 
o Assessment criteria; 
o Procedures that were followed; 
o Results; 
o Recommendations for revisions. 

! Project documentation (20%, team project) 
Develop project documentation describing the process of design, development, and 
evaluation of the interactive multimedia development project. The project documentation will 
include the following:  

o Title of the project and members; 
o Project abstract (25–50 words, including the URL of the web lesson); 
o Instructional goals and objectives; 
o Instructional content analysis (task analysis); 
o Learner profile; 
o Summary of the lesson (250–500 words); 
o Rationale of computer- and web-based formats as an appropriate instructional 

medium (100–200 words); 
o Storyboards (including screen design specifications and prototype) and flowchart; 
o Formative evaluation report; 
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o Cost estimation of personnel, temporal, and other resources used to produce your 
interactive module; 

o Self-reflection on the project and your contributions (individual assignment, 
submit this separately from the project documentation). 

 
 Grading Throughout the semester we will periodically discuss your progress in the class. This may be 

accomplished using email, at office appointments, and during class times. You are welcome to turn 
in assignments ahead of time for formative feedback. All assignments are considered on time if they 
are submitted by the due date. 5% of the possible points may be deducted if an assignment is late. 
You may have a chance to revise particular assignments and resubmit them within a week after 
receiving the instructor’s initial grades/feedback. This will be explained in detail during the course. 
You may not be given sufficient class time to work on your assignments. Rather, you may find it 
necessary to complete your work in a campus computer lab or at home before or after class, or on 
weekends. You need to make sure that you budget your time wisely in order to complete all of the 
assignments and turn them in on time. Assignments are due at the beginning of class unless 
otherwise indicated. 
 
Your final grade will be determined according to the following, university-standard, scale: 
100%–90% A 
89%–80% B 
79%–70% C 
69%–60% D 
59%–0% F 
 

 Academic honesty 
policy 

All students are responsible for maintaining the highest standards of honesty and integrity in 
every phase of their academic careers. The penalties for academic dishonesty are severe and 
ignorance is not an acceptable defense. A full discussion of the university’s policies toward 
academic honesty can be found on the Internet at 
www.uga.edu/ovpi/academic_honesty/academic_honesty.htm. 
 

 Accommodations If you have any special needs because of a physical or learning disability, please let me know. I will 
be happy to accommodate you in any way that I can. 
 
All individuals receiving accommodation in the classroom must be registered with Disability 
Services. Please visit their website at www.dissvcs.uga.edu for further information. 
 

 Labs Participants will be expected to comply with all computer lab procedures and policies established 
and maintained by the Gwinnett University Center while working in any of the available labs. 
 

 Miscellaneous Please check the WebCT site and the BaseCamp site, especially the calendar, on a regular, if not 
daily, basis. 
 
This syllabus is a “living” document and will probably evolve throughout the course of the 
semester. I reserve the right to make changes to the calendar and to adjust assignments if 
necessary. 
 

 



EDIT 4210 Spring 2006 Holschuh Page 5 of 6 

 

Course Topics and Schedule 
 
Class:  Da te Topi cs/Ac tiv i t ies Assignmen ts D ue Rea di n gs 

1:  Jan  13 Course introduction 

Product showcase 

Forming a group 

Brainstorming potential topics 

 

Form a group  

2:  Jan  20 Project topic presentation and Q&A 

Project team meeting (Prepare project abstract) 

Worksh op  1 :  Team b ui l d i n g 

 

Identify project topic 

Assign roles 

Ch. 1 

Ch. 2 

3:  Jan  27 Project management website creation 

Project team meeting 

Worksh op  2 :  P r oje c t  ma na gement  websi te c rea ti on  

 

Post project abstract (Topic, scope, 

audience, learning goal, 

members) 

Individual course website 

 

Ch. 3. 

4:  Feb  3 Project team meeting 

Worksh op  3 :  I ns truc t i on a l  m odels  & meth ods  f or  

e- learn i n g 

 

Learner profile and goals 

Objectives 

Task/content analysis 

Ch. 12 

5:  Feb  10 Project team meeting 

Worksh op  4 :  Wha t  is  p ro t o ty pi n g? 

 

  Ch. 13 

6:  Feb  17 Prototype presentation 

Project team meeting 

Worksh op  5 :  Sto ry b oa rds & f l owc ha rts  

 

Prototype (Sample screen design) Ch. 14 

7:  Feb  24 Project Team Meeting 

Worksh op  6 :  G ra p h i c  design 

Flowchart 

Screen design specification 

 

Ch. 15 

8:  Ma r  3 Project team meeting 

Worksh op  6 :  F orma t ive eval ua t i on  p l a n 

Storyboards 

Development plan 

Student 

Choice 

(Ch. 4–11) 

 

9:  Ma r  10 Open lab 

Project team meeting (Product development, formative 

evaluation plan) 

 

  

Ma r  17 Spring break (NO CLASS) 

 

  

10:  Ma r  24 Open lab 

Project team meeting (Product development, formative 

evaluation plan) 
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11:  Ma r  31 Open lab 

Project team meeting (Product development, formative 

evaluation plan) 

  

12:  Ap r  7 Open lab 

Project team meeting (Product development, formative 

evaluation plan) 

AERA meeti n g  ( D o ug  o u t  of  t own) 

 

  

13:  Ap r  14 Formative evaluation plan presentation 

Product demo presentation 

Worksh op  8 :  F orma t ive eval ua t i on  re p or t  

 

Formative evaluation plan 

Product demo 

 

14:  Ap r  21 Conduct formative evaluation (Alpha test) in class 

Conduct formative evaluation (Beta test) 

 

  

15:  Ap r  28 Project Team Meeting (Develop project documentation and 

evaluation report) 

  

16:  May  5 Fina l  p resen ta t i on  Final product & project documentation 

All other requirements 

 

 


