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Curriculum Design Framework in the Digital Age

Dr. Xiaopeng (David) Ni

International Institute for Innovative Instruction

Introduction

Constant technological changes, especially the adoption of
learning management systems, have been significantly altering
higher education curriculum environment and practice.
Research on effective design frameworks and principles for
technology-based instructional environments 1s crucial to meet
the growing needs of online curriculum and to maximize
corresponding investment. The purpose of this poster is to
propose a design framework to help curriculum designers and
developers plan their curriculum 1n ways that embrace new
technologies and cope with the design complexity.

N

Education is a process of changing the
behavior patterns of people. This is
using behavior in the broad sense to
include thinking and feeling as well as
overt action. When education is
perceived in this way, it is clear that
educational objectives, then, represent
the kinds of changes in behavior
patterns of the students which the
educational institution should seek to

produce. — PRalph Tyler

Traditional View of
Curriculum Design

Several curriculum design models have been proposed in the last
century. Among these models, Ralph Tyler’s model represents as
the most classic one for curriculum design and plan of
instruction. As described in his well-known book, Basic
Principles of Curriculum and Instruction, Tyler (1949)
summarized four principles of curriculum design:

The Tyler model has provided administrators, instructors, and
designers a scientific tool to examine the problems of curriculum
and nstruction for more than half century. In our conventional
practice, educators typically view the selection and organization
of educational experience as a united component (e.g. experience
or content). The traditional view of curriculum design 1s usually
presented as the following curriculum triangle.
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Figure 1. Traditional Curriculum Design Triangle
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1. What curriculum objectives need to be attained?

2. What learning experiences should be selected to achieve
those objectives?

3. How can these experiences be effectively organized
(sequenced)?

4. How do we determine if the objectives are being reached?

-

Conceptual Framework

While the essential focus of curriculum design and instruction
remains on the three key components and their alignment:
objectives, experiences, and assessment (e.g. English, 2000;
Fink, 2003), educational contexts and specifications across the
globe have changed rapidly. The following factors are worth
our consideration when we plan curriculum and instruction:

/

A Digital-age

Wide adoption of learning management system
The integration of technology into the curriculum
Social division of curriculum development

The pursuit of accessibility and usability
Attention to student attrition and retention
Emphasis on student self-directed learning
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In order to be responsive to changing educational contexts,
values, and expectations in the field, the following framework
1s proposed:
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Figure 2. Digital-age Curriculum Design Framework

This new framework includes six steps of curriculum design:

» Step 1: Determine the learning objectives as required by
curriculum standards, program specifications, and/or
societal needs.

» Step 2: Determine learning experiences (materials,
activities, tools, etc.) that help students to achieve the
learning objectives desired, and organize those experiences

into a logical, holistic, and development-appropriate format.

» Step 3: Determine the evidences which can be used for the
evaluation of the objectives and create evaluation
instruments accordingly.

» Step 4: Determine guidance and support that might facilitate
student learning and promote learning independence,
including a welcome letter, course orientation, tutoring
process, study strategies, etc.

» Step 5: Determine guidance and support that might prepare
and facilitate instructor teaching, including preparation
guide, lecture notes, enrichment materials, etc.

» Step 6: Apply and integrate usability practice to promote the

ease of use, satisfaction, and learnability of designed
learning process and objects.

Application: Design
Rubric as an Example

The framework provided in this poster can be applied in a
variety of curriculum development and instructional planning
1ssues. A year ago, the author was asked to lead a task force in
creating a course design evaluation rubric. Instead of simply
compiling all kinds of criteria we can find in the literature and
put them together, the author thought about establishing a
comprehensive quality assurance plan and using a more

universal framework as described in the previous section to
address course design and evaluation 1ssues 1n the current
higher education.

Based on the new framework, the task force created a design
rubric to reflect our understanding about essential course
quality components. This design rubric 1s developed based on
the conventional curriculum development triangle as well as
increased use of technology to deliver learning. The emphasis
of this rubric 1s outcome-based learning, student-centered
learning, and affordance of digital learning environment. The
rubric consists of 6 key areas (general standards) and 28
specific review standards of course quality that define quality
expectations. This rubric could serve not only as an evaluation
tool to appraise the course under review, but also as a planning
tool for a new course. And more importantly, the rubric could
serve as a communication or collaboration tool for instructors,
designers, and subject matter experts to discuss course design
1ssues or course quality 1ssues.

Franklin Design Rubric

Instructions: The purpose of this design rubric is to provide foundational sreas and the related standards for guality sssurance during curriculum design. The
rubric can be used for three purpases: 1) as 2 planning tool to guide curriculum development process; 2) as an evaluation tool to evaluate the specific course;
3) a= a recognition tool to identify best practices in course desipn. Uzing 2 soale of 1w 4, rate how often and how well you see the following standards are
represented in the course. Choose NA if the item is not appropriate or not applicable.
1 -inodeguate 2 - Needs improvement 3 - Meets Expectations 4 - Exemplary NA - Not applicabie
Ratin

Standards Notes
NA 1 2 3 4

I. Course Dutcomes
1.1 Course putoomes are aligned ot all kevels (i.e. program, cowrse, modulefweek].

, Course outcomes are academically rigorous and are specifically related to the approgrinte degree leve
" and/or socal nasd (& x Dazres Cuaifications Profile]

1.3, Course outosmas sre achisyable whils [aarnars s appropniately challenged

1.4. Course gutoames are messurable with 3 clear ﬂt.’xl‘_ﬁ'.in of expected performance upon C-J'T‘_Eﬂtiﬂﬂ

Il. Course Activities
. . Course activities (inchuding assignments, materials, tasks, procedures, technology, o1c] ars aligned with
1. .
isarning outcomes.

2.2. Descriptions for course activities sre clearty sxpiained rezarcing the purposs, procedure, sxpectations, etc

45 Course activitias are sequenced or structured in a logical and developmantal mannrer to promote effective
=" wearning.

2.4. Course activities integrate scaffolding and modelling appropristely 85 students progress.

Course acthvities provice opportunites for relevant and meaningful interactions |e.5. student-to-student,
=
" student-to-instructor, student-to-content].

2.6. Course activities promote holistic and various ways of studying the ssdjsct

Course sctieities imvodve students phy rs kﬂﬂw‘!ﬂg&&l’j.’-‘i“: to the tﬂl’;\!t oontext

Course sctii stimulate students' intarest, apprecistion, and confidencs in the subjact (e.z. moal setting,
ropriste rewards and fesdback)

I.E

1. Course Assessment

3.1. Assessmenks are aligned with leaming cutcomes

3.2, Assascmepts ars welkchoser, reliadie, anc maannziul.

Aszessmerts are sequenced and varied, addressing course progress, student strengths, performance
contesds, ebc

Aszessmert procedurs, requirements, prading criteria frubric, and point distribution are described clesrdy
" and logically.

3.

ER

IV. Student Preparation

The course Erﬂ‘.’ﬂ!! 8 cl=ar road map to students .re;an:irg what, wher, and how stucents will l=arn =g

a1 b .
course purpase, descripbion, text, course SCﬁEUI.HC,

: . . . ——
- "‘): course commumnicates clearly to shudents about course expectations and policies (e.g. disosssion A‘ / Q :\
etiquette, attendance pokicy]. > ” b O‘Q“
. The course provides sufficent campus serices snd rescurces: thet support student sucoess (e.z. ibrary $¢ B Ty
43 support, technoiogy support, special software ec. / @, . - .
a4 The tone for the |E!Tﬂiﬂ5 arvironment is invit rE anc T"v:\t\lﬂtra (= welcome letter, mobvabonal A !r"' ,o “
messaze, stc ). ! | (: % «
i -
V. Instructor Preparation “ \ cj o« ‘9/'
oy 'TiStrctor notes and resources are suff cient to faciiitate effective teaching (£, how to lead a discuszion 4 (;"\ % ¥‘_ \90
now 10 teach 8 e, st \ .7 . $
u 5 = COUrSE prov vides the instructor uficent grading pudeines and practices (e.5. access to answers, \ < S »
™ explanations, rubrics, etc.) \ ITY
5. e course orov ides Miexdibill I':- the instr ustor ta adact of parsons ize learning activities based on w ‘ y
™ instructor strengtns and stude eds |2z integrating a recent news rt:mrtt. \,;—nﬂ"'

The course articulates how the instructor My g=te xtra support ang services |e.g. pr rofessional

54, s R 3
deveiooment, T.D‘le?]'!l'!i"I; excalsted instructional and sdministrative issues, l!{:...

V1. Universal Usability
£.1. The course clearly explains how to cbiain required aceessibiity technologies and assistance.

g p ‘Course content and functionality contains alternative options for students requiring accommodation (=
 peat miternatives for any non-test content)

£.3. The user interface iz understandabie, pleasant and easy to use (a2 layout, navigation, readability, etc.).

6.4. User interface technologies ame curment and represent industrial standands and practices

Figure 3. Franklin Design Rubric

Conclusions

In this poster, the author proposed an enhanced conceptual
framework and use of a Franklin design rubric as an example to
1llustrate the proposed framework. The new design framework
1s intended to respond to the current and emerging educational
situations and expectations.

The authors resonates with Duderstadt (1999)’s statement that
“faculty members of the twenty-first century college or
university will find 1t necessary to set aside their roles as
teachers and instead become designers of learning experiences,
processes, and environments” (p7). By using this design
framework, we hope that the curriculum planning and design
process 1s enhanced in the digital learning environment. We
also hope the framework can inspire foundational areas and
standards for quality assurance in higher education and other
organizations.

This I1s a LIVE poster!

You may download, watch, and participate.
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