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Timing:
Responsive to
emergency remote
instruction but will
last beyond
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MITx platform
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A B
1] Design Decision for Lightboard Learning Experience Related Learning Design Principle/Heuristic

Inclination to use existing videos featuring faculty in favor of recreating videos, because

it is more authentic and the experience will be more effective from a sustained

engagement and motivational perspective if the faculty "see themselves" in a variety of

video examples. Make learning activities personally meaningful, authentic, and
2 connected to prior knowledge. Learners are more likely to be

. " rem e s . motivated if they feel capable, know when and whao in the
Promoting the "culture shift" in Lightboard use - need to promote moving away from

feeling like videos have to be perfect. Want to promote heing authentic over being
super polished because the tool is about to be used in a different way - for the time
being, due to the pandemic, faculty are going to record entire course sessions to replace
in-person class sessions (but, still in short snippets, not full-length class videos). We
want students to feel like the videos were made for them, and it's "part of the charm"
to get all the "foibles” of their professor in a video.

world carries out such tasks, have resources that someone in
the real world engaging in that task would have, and if
activities and assessments fit into the flow of what they are
trying to achieve (Goodell & Kessler, 2020)
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to get all the "foibles” of their professor in a video.

A B

Design Decisions Based on Constraints
Decision Reason
It's challenging to weave content, as MITx is naturally set up to
The organization/flow of the training content will be linear:  have a linear approach to content delivery. Weaving can mean
intro — technical specs & process — best practices & making links/jumps to other sections, which should be avoided for
pedagogies — use cases — additional resources a course like this as long term maintenance of such links will
become impossible.
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other tech resources
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Entry point: Prior decision about using video clips
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A B

1 Design Decisions Based on Constraints
2 Decision Reason

It's challenging to weave content, as MITx is naturally set up to
The organization/flow of the training content will be linear: I ave a linear approach to content delivery. Weaving can mean

intro — technical specs & process — best practices & " 1aking links/jumps to other sections, which should be avoided for
nedagogies — use cases —» additional resources a course like this as long term maintenance of such links will
3 become impossible.

Entry point: Prior decision about linear organization

Revisit resulted in: Taking advantage of Canvas’s more flexible
modular structure to facilitate just-in-time access to resources
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