
Mind Click offers a complete range of development and consultancy services to help organisations 
exploit the best that rapid e-learning has to offer.
Our team includes three ex-Directors of Atlantic Link who have a wealth of industry and development 
experience.
Our key offering is rapid e-learning development with a creative edge.
We have defined a new approach to rapid e-learning, focusing on creative and instructional design.
We are also a reseller of the Atlantic Link product suite.
We deliver 10 minute rapid modules through to large e-learning projects for some of the world’s 
largest companies.
We are flexible about development and passionate about learning.
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Our services fall into these areas.

Custom development
Course development – our core offering.
Legacy conversion – from extinct or defunct authoring systems.

Add-on services
Audio, video and Flash design – high quality work to add sparkle to a course you have 
produced.
Instructional design – specialist input to help produce a high quality course.
Project management – management of an internal team on a large project.

Training & support
Product training – in Atlantic products or other third party systems.
Creative workshops – instructional design and creative design.
Creative enhancement – adding sparkle to a course produced by yourselves.

Consultancy
LMS consultancy – analysis of your needs, recommendation of a system, installation 
& configuration of a solution.
Academic services – white papers, research, awards to add academic value to your e-
learning venture.
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It’s sometimes hard to make people appreciate the importance of ID, so I’ve 
positioned myself as leader of the ID party, promoting how the landscape of the UK 
would change if we were in government.
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For a start, Haynes manuals would be rewritten.  I’m not against them as such, just 
the part that says ‘reassembly is the reversal of disassembly’.  Having followed that 
advice many times, I always end up holding 3 bolts and an odd bit of plastic at the 
end of the process.

4



Pointless signage would be removed from the countryside.
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Ikea instruction sheets would include text, not just indecipherable diagrams.
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Finally, examination questions would be rewritten to avoid obvious ambiguity.

I hope that reinforces how important ID would be for the election.  We need to apply 
the same to rapid e-learning.
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So, how can we teach instructional design in a presentation like this? Truth be told, 
we can’t.
But we can look at the high level design principles (the high level volcanic dust 
clouds) of ID to see how they should be re-engineered to cater for the demands of 
rapid e-learning.
We can also look at the underlying nuts and bolts of creative design that you can use 
to make an immediate improvement to the quality of your courses.
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We’ll begin by standing back and looking at the biggest problem with rapid e-learning.
This is the fact that ID seems to have been shoved into a back seat, as it is a 
bottleneck in rapid authoring.

The problem we are seeing is that ID has been sidelined as rapid e-learning has 
introduced efficient authoring solutions that reduce development timelines.  Authors 
are under pressure to deliver courses even quicker as management seek to get more 
and more efficiency out of training development.
So ID becomes the bottleneck in production, and the stage that is often shortened or 
even skipped.

This leads stressed developers, who possibly haven’t got great design skills, with less 
time to think creatively.

The only option they are left with is to deliver converted PowerPoint, with little 
attention to the depth of the ID.

And so the cycle continues.
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So, let’s see some of the results of this vicious circle of rapid development.
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Interaction is often limited and has been dropped into content that doesn’t really 
need interaction.
Not only does this waste the learner’s time, it also focussed their attention on the 
non-critical content.
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Games are fun but can also distract the learner if they are used inappropriately.
If interactions are not in context then learners will wonder why they are wasting their 
time.
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The consequence of a shortage of ID time is a tendency to create huge courses of 
100s of pages.
You’ll be pleased to know that this presentation is at the higher end of the scale.
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When rushed, we all pay less attention to appearance and more to delivery.
As demonstrated by two of my favourite album covers.
In rapid e-learning, this results in less attention to quality of design when deadlines 
are tight.
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Finally, in overly rapid e-learning the assessment can often be questionable.
A basic multiple choice is tagged on the end that if often not completely linked to the 
core objectives of the course.
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Some other issues that creep into rapid e-learning are listed here.
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So, now let’s move on to our first high level ID area; a refined design process.
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So how does your time break down during the development of an e-learning course?
Can you name each of these sectors from the top?
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This is the traditional ADDIE model of e-learning design.  It’s a great model but it is 
more suited to project management, not creative design.
The Analysis stage is too long and leads to an over-engineered result for a rapid e-
learning solution.
The Design stage is more suitable for delivery of classroom training.
The Development stage is also too long.
The Implementation stage is the stage that seems to work as planned.
The Evaluation stage will reveal predictable, template-based courses that lack the 
creativity that is being demanded by today’s learners.
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This is a rapid design process that does not stifle creativity.
It shares similarities with the ADDIE model but it is more streamlined and pragmatic.
It is focuses reducing development time, minimising learning time and changing learner 
behaviour.

The first stage is Empathise and is based on empathic design.  This simply involves meeting 
with the potential learners.  Watching them, finding out their needs, worries, likes, dislikes, 
and current problems.  It is fast and goes a long way to determining the direction for an e-
learning course.

The next stage involves defining SMART objectives.  These target behavioural change in the 
learner, i.e. objectives that will have a real impact on the bottom line of performance.

The Categorise content stage involves pulling apart the content, and deciding on treatment 
depending on the level of the content.  This stage is critical to reducing over-treatment of 
trivial content.  We’ll look at this process in more detail shortly.

The course development stage is carried across from the ADDIE process, but hopefully in this 
rapid process, reusable templates and interactions are employed to further reduce 
development time and collaboration makes the QA process more efficient.

Hopefully, the outcome is a more polished course, possibly developed in the same time 
frame but because of a more efficient process, benefits from more creativity and 
instructional quality.
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Now let’s look in detail at the process of categorising content for rapid e-learning.
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The biggest problem we face with content is the pure quantity of it.
The Pareto principle can be used as a effective starting point when breaking down 
content for a course.
The principle states that 20% of activities can give 80% of the results.
For example, 20% of salesmen will produce 80% of the sales, and 20% of curries 
result in 80% of the intestinal problems.

So we can begin looking at content with this in mind, i.e. by thinking that 20% of the 
content can be focused on to achieve the required outcome.
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We can take this categorisation a step further by acknowledging that content is split 
into Application, Understanding and Knowledge.

In a well designed course, the application component is typically 20% of the content.  
By applying the Pareto principle, we can presume that this content will equip learners 
with the skills to handle 80% of the situations they come across.

The application content contains the performance outcomes and key ideas.  It 
therefore needs a higher level of treatment than understanding and knowledge.

The Understanding and Knowledge can be further categorised into the following: 
Processes, tasks, steps & procedures, Tools, references & forms, People, relationships 
and coordination.  This further categorisation allows Understanding and Knowledge 
based content to be treated according to its type.

This approach is critical to the development of rapid e-learning.  It ensures that 
appropriate levels of treatment are given to the different categories of content and 
time is not wasted adding value where it is not required.
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Now let’s go through a worked example of categorising content.
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Here are the objectives for the course.
Categorise each of these into the 4 categories identified earlier.
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Now let’s look at how and when to create interaction in a course.
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The first thing to understand is the components of an effective interaction.

Context provides the framework and conditions which make the interaction 
meaningful.
Challenge is a stimulus to exhibit effective behaviour.
Activity is the physical gesture in the learner’s response to the context and challenge.
Feedback acknowledges learner activity and provides information about the 
effectiveness of learner outcomes.

If one of these components is omitted, the learner will lose focus and not gain the 
required objective.
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To make a decision as to whether you need to include an interaction, you will have 
already pulled out the application points.

Of these, some will be suitable for high quality interactions.  Others will be more 
suitable for presentation.

This decision is based on these questions.  That is the next stage.

I’ll give you a few moments to absorb these, then we’ll see some examples of 
potential interactions.
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Are fire procedures suitable for an interaction?
Probably yes.
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Is the labour manifesto suitable for an interaction?
Also, probably yes.
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Run this video on YouTube: http://www.youtube.com/watch?v=Ahg6qcgoay4

The video is an excellent illustration of some key points concerning instructional 
design. Imagine the video was the content of an e-learning course. There’s a lot of 
information and a lot going. If you sat the learner down in front of the video and 
offered no guidance, who knows what they’d focus on?

A formal course intrudes on the learner’s natural learning path. This intrusion is 
neither good nor bad. Essentially, we’re just circumventing the natural learning 
process by not waiting for the learner to stumble upon what we need them to know 
or do. So we manufacture a learning experience. And in that sense, the role of the 
instructional designer is to help the learners make sense of the new information they 
get.

There something for us to learn here: good design engages us. When we’re mentally 
engaged, we’re more apt to remember and learn. And as you can see from the video, 
it’s not interactive. Yet it is effective. 
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CRAP is an acronym for a very simple set of graphic design principles.
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This is a poorly laid out screen.
It is quite stressful for a learner to view this.
The eye automatically tries to line things up and the brain is confused.
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Contrast is the state of being strikingly different between two objects, colours or textures. In 
design, contrasting elements is how to make things stand out. You use opposite colours such 
as a dark coloured background with a light coloured text. By using opposite or contrasted 
colours, you will be able to compare these elements in such a way to emphasize their 
differences. An example would be the chapter heading in the table of contents, the font may 
be larger and it is usually emphasized with bold lettering.

Repetition is to repeat elements consistently. An example would be the navigation menu 
items for a website or table of contents in a book. If the navigation menu items came in 
assorted sizes and colours, a user will have difficulty using the website because of 
inconsistencies. In the case of the table of contents, if chapters or subjects were not 
distributed evenly, you would have a hard time finding exactly what you are looking for in a 
book.

Alignment is to arrange elements in correct or relative positions. By using alignment you can 
line up text or images so that it is evenly distributed and easier to read. Without alignment, 
every paragraph would be indented differently or placed in random locations throughout a 
page in a book or magazine article. This principle goes with images as well. Imagine an 
image gallery with images placed without order on a page and how difficult that would be. A 
good example is when you are using forms, the information fields are typically aligned so it 
makes it easier for you to follow the form to fill it out.

Proximity is placing similar elements in relationship or space. An example is like the contact 
information on a business card. Typically, the address, telephone, fax and email information 
are in proximity to each other. They are all components that make up the contact 
information area. It would be difficult to read if the address is separated from telephone 
number and if each item were typed out with a different font and size.
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Words as text are effective.
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An image is far more effective.
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In a business context, always think ‘image’ when you are presented with a complex 
process or large quantity of content.

41



Clip art is often dismissed, and quite rightly so.
However, clip art can be ungrouped and reused in many ways.
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Use enough colour
Using too little colour risks looking boring or inert. Colour is a good way of identifying, 
grouping or differentiating elements. It's cheap (especially when applied through Cascading 
Style Sheets) If you use too little colour, you have to use other means to draw the eye, to 
differentiate and give meaning to elements.
Leave white space
White is the best shade for reading text against. It is conventional to place content areas 
against a white (or very light-coloured) background. White areas quickly stand out to the 
scanning eye as likely content areas.
Use your lightest background for main content
I'm going to stick my head out here and say it outright: white is the best colour/tone to put 
your central content on. The lightest tonal area on your page should be your content area, 
because that's conventional and what the brain expects.
Keep intense colours for attracting the eye
Intense colour attracts the eye, and the greater the area, the stronger the attraction. Too 
many intense colours attract the eye in too many directions, and the technique loses its 
potential effectiveness.
Avoid using too many different colours
Lots of colour can look hyperactive or garish.
Some colours naturally go well together, some naturally clash, particularly when adjacent, 
which can create nasty effects on some screens.
Limitations of colour: Colour-blindness
Some people (mainly males) have impaired ability to tell certain colours apart. There are 
several types of colour-blindness, the most common affecting red & green (they appear very 
much the same).
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A classic colour test to highlight.
Read out the colour of the text.
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And again.
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Now we will move on to look at story writing for e-learning.
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Stories has many, many benefits to e-learning.  Some of them are listed here.
It’s not only the learner that benefits from stories... The author will enjoy the 
experience more and the process of creating courses can be easier if a story theme is 
used.

It’s important to be aware of the stories around us and how they’re used far beyond 
books and drama.
Scenarios, which are essentially projected stories or stories that occurred in the 
future, are used in policy and organisational planning. 
Storytelling is fast becoming the holy grail of both internal and external 
communications.
Advertising has a strong history of storytelling. 
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Why the picture of Britt Ekland in a Scottish croft?
This is the story of a true story.
Reading Thomas the Tank Engine to my kids became a laborious experience after 2 
months of reading the same book.
So I extended the story to include a story about the author, who’s name was Britt 
Allcroft.
I made up a story of Britt Ekland always living in a Scottish croft... i.e. that is how she 
got her name.
The power of the story is that I still remember this now.
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A good instructional designer will always approach content with stories in their mind.
Stories are the life blood of passing on knowledge.
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Stories come in many forms, from anecdotes to simple illustrations.
The type of story you create will depend on the content, the time you have available, 
the audience and the culture of the organisation.
Have this list in your mind when you are working through content.
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A scenario is essentially a story that has yet to happen.
They present a learner with a situation that they may come across and it shows them 
how to handle it.
Scenarios are comprised of a challenge, choices and consequences.
Scenarios are the most common type of story used in e-learning as they are easy to 
create and can easily be mapped to required behavioural outcomes.
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We now have a selection of stories presented as scenarios on the subject of 
managing conflict.
The reason for the film ratings?
Writing stories is similar to writing a screen play for a film.
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This is an example of a metaphor being used to explain how to manage conflict in the 
workplace.
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This is an example of a story being used to set the scene on how to manage conflict in 
the workplace.
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This is an example of a case study being used to set the scene before more detailed 
content is presented.
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Sorry, but Mary Whitehouse would not allow this level of story.
The message is be cautious of different cultures and backgrounds to avoid offending 
people.
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Finally, we’ll have a quick look at some basics of multiple choice quiz design.
Spot the mistakes in the following questions.
They will get more difficult as we go through.
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A clue is in the answer.

62



A negative question stem.
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The use of An means that only B can be correct.
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The relative length of the options should not provide a clue to the answer.
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Alternatives that overlap create undesirable situations. Some of the overlapping 
alternatives may
be easily identified as distracters. On the other hand, if the overlap includes the 
intended answer,
there may be more than one alternative that can be successfully defended as being 
the answer.

How long does an annual plant generally live?
*a. Only one year.
b. Only two years.
c. Several years.

In the poor example above, alternatives a and d overlap, as do alternatives b and c. In 
the better
example, the alternatives have been rewritten to be mutually exclusive.
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Stem
Use clear, straight forward language
Avoid use of unnecessary content
Avoid the use of negatives. If you must use them embolden them to make them stand out
Avoid repeating the same content in the options – move it to the stem if possible
Avoid giving clues in the question
Options
Ensure there is only one correct response
Each distracter should be similar to the correct answer in length and use of grammar 
Ensure that your distracters are all plausible, sensible options
Avoid use of “all of above / none of above” – use only if absolutely necessary
Try to base your distracters on common student errors and mistakes
Avoid unnecessary additional distracters. Two is usually sufficient
Content 
Create questions that are directly related to your learning outcomes
Decide on the cognitive level you wish to test 
Focus on common errors as areas for questions and/or distracters
Feedback 
Write your feedback as you write the questions
Identify the mistakes students are likely to make and write appropriate feedback
Give feedback which is as detailed as possible to help nothing to help the student identify the 
reason for their mistake
Consider asking the student to try again
Where appropriate direct them to suitable resources for further study
Give feedback for correct options as well as incorrect ones – the student may have guessed 
the answer
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In summary, I’d like to think that what I’ve presented is not completely new to you.
I just hope that it’s given you renewed confidence and fresh ideas on how to apply ID 
and creative design to rapid e-learning.
Most of what I’ve said does not require high levels of skill and knowledge.
But it does require imagination and adherence to some basic principles.
I would hope that with the high level strategies, together with the low level nuts and 
bolts, you have renewed your vigour for creating great rapid e-learning solutions.
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