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Three design metaphors are used to inspire and help educators to make 
epistemological design, all learning activities and their interdependencies: 
Acquisition, Participation (illustrated), and Co-Creation.

Visualisation to show educators how to blend online and 
face-to-face activities helps in making the right connections. 
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from insight to idea from idea to creation

Identify: At the beginning of the cycle it is important to define the goal(s) of the 
blended learning design and to identify challenges.

Combine: The next phase is to further explore what the current situation is. 
Which contextual factors were taken into account? Is a radical new design 
needed? How does the module contribute to the learning outcomes?

1. Goal
Set the goals to be achieved with the educational product as well as the target 
group that needs to be addressed. Online surveys tools, online focus group 
interviews and online group concept mapping systems are useful resources as 
the collected data can be summarised and analysed directly.

3. Inspiration
Get inspiration elsewhere. A literature review can help here, but also design 
metaphors are a possibility to use. 

2. Challenge
Describe preliminary design challenges, preconditions, and requirements. 
Preconditions can be legal frameworks for education, but also internal policy 
agreements or limitations and opportunities within an educational institution to 
which the course/module will contribute.

4. Analysis
After gathering new ideas, all realistic options have to be analysed in the light of 
educational context, design challenge and learning outcomes to which the 
module contributes. The rough design takes shape at the end of this step while 
the specific framing will be worked out in the next phase of the model.

from product to insight from creation to product

Investigate: The first implementation of the module takes place in this phase of 
the cycle; the prototype will run and will then be evaluated.

Realise: In this phase of the cycle, the components of didactic action are filled 
in and elaborated into a specific design. The prototype is implemented and 
shown to stakeholders.

7. Evaluation
Effectiveness, efficiency and satisfaction are the most important criteria that can 
be addressed in evaluation. When what has been learned matches the 
designers intentions, a course/module can be deemed effective. Other 
measures that can also be taken into account are attractiveness and 
sustainability.

5. Development
This step deals with combining content (as set out in overall and intermediate 
goals) with the design choices. Here, it is also decided which tools and 
technologies will be used to support the educational activities.

8. Adaption
Adjustments are made depending on the outcomes of the previous step. Step 8 
of the cycle thus often signifies a new iteration of the cycle, though possibly in 
an accelerated way. In addition, at this point of the cycle reflection happens with 
regard to the entire design process.

6. Prototype
The test version of the course/module is submitted for feedback to fellow 
educators, (educational) experts or already graduated students. Test sessions 
with prototypes provide the data on the basis of which the prototype can be 
assessed for its suitability and adjustments can be made.


