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Of course, if I’m going to talk 
about a second screen 
experience, I should have one! 
You can download a PDF 
participant guide that contains a 
lot of the methodology and 
approaches we will be discussing 
in this session. The guide includes 
related links and other 
information that you might find 
helpful to reference later or if 
you’d like to take notes along the 
way. 

User Guide 

This participant guide 
was designed to be 
used with an app that 
allows you to highlight 
text, make notes, and 
leave comments. 
 
It’s best viewed as a 
single page that takes 
up your entire screen. 
 
If you’re taking notes 
on a tablet, a keyboard 
is recommended. 

Andrew Vecchiarelli
Sticky Note
Hi, I'm Andrew. Thank you for downloading this participant guide.I just wanted to leave you a few quick notes about using this eBook.This guide works on laptops and tablets, although it's recommended that you use a program that will let you search, add notes, and highlight rather than something that will just preview the document.Feel free to use margins as a place to store your comment bubbles.You can click on pictures to go to link where the image was sourced. Blue text is a link I thought might be interesting.I hope you find this information helpful!-Andrew



User Guide 

BOOKMARKS 

Quickly jump to a chapter 

in this guide. 

ATTACHMENTS 

Access files, handouts, or 

additional documents. 

COMMENTS 

Press and hold a blank 

space on the page, then 

select Note. 

TYPE 

Enter text in the box below. 

DRAW 

Use “Mark Ups” to connect 

the two dots. 

HIGHLIGHT 

Highlight this sentence; 

press and hold on a word. 



What is the second screen experience? 
 
Our audiences’ expectations about 
learning has evolved and we need to 
think about the technology we use in 
the classroom in new ways. Their 
expectations have shifted by the world 
around them. Expectations are 
changing. The second screen 
experience is about information. 
 
 
These examples are the current 
expectation of our audience. 
Information is available to them all the 
time; it’s convenient and simple to get 
to. But a true second screen experience 
also needs to be intuitive. 

CHANGING 
EXPECTATIONS 

1 
Since tablets and phones have made information immediate 

and intuitive, the expectations of our learners has changed. 

We need to think about the technology we use in the 

classroom in new ways to meet these evolving expectations. 



http://memory-beta.wikia.com/wiki/Star_Trek_Nemesis 
 
It’s made information immediate. How many of you 
have watched a movie and thought – who is that? What 
do I know them from? So what do you do – wait for the 
credits at the end of the movie? – no! You take out your 
tablet or phone and go to IMDB. 
 
Who is this? I’m sure you’ve heard of him… but it’s 1AM 
and you’re watching a bad movie, and you think “I know 
him. What else has he been in?” 
 
It’s Tom Hardy! Bane from The Dark Knight Rises! Or 
Eames from Inception!  

Current Experiences 1 

If you’re watching a movie and you see an actor that 

you recognize but don’t remember from where, the 

first thing you do is look them up online. 

 

This isn’t going to make the movie you’re watching any 

more interesting. It won’t fix any plot holes or any bad 

acting, but it might inspire what to watch next. IMDB.com 

http://www.imdb.com/


How many of you will be reading or sharing notes and 
ideas on twitter via hashtags? 
 
These examples are the current expectation of our 
audience. Information is available to them all the time; 
it’s convenient and simple to get to. But a true second 
screen experience also needs to be intuitive. 
 

Current Experiences 1 

Twitter has become a primary news source. Whether 

you’re following the reactions to award shows and 

sporting events, live-tweeting with actors or directors 

as they comment on a recent TV show or movie, or 

you’re sharing ideas in a conference backchannel, 

Twitter has changed the way we share and get 

information. Twitter.com 

#LSCon 

https://twitter.com/
https://twitter.com/
https://twitter.com/hashtag/LSCon?src=hash


https://twitter.com/GameOfThrones/status/46852896022229
4017 
 
How many Game of Thrones fans in the audience? Do any of 
you remember her name? She’s Caitlin Stark’s sister. Who was 
she married to again? 
 
If you don’t know, what do you do – Look it up on Wikipedia! 
 

Current Experiences 1 

Wikipedia is a fantastic 

resource for finding 

information, and how 

many people have it 

open to a family tree 

when watching Game of 

Thrones to figure out 

who is related to who 

and where they are in 

Westeros? 

Sansa Stark and Lysa Arryn from Game of Thrones (via twitter)  

https://twitter.com/GameOfThrones/status/468528960222294017


Xbox SmartGlass 
http://www.xbox.com/en-US/smartglass 
 
But… can’t we take that one step further? 
 
For example, if you’re watching Game of Thrones on the 
Xbox 360 or Xbox One, you see where you are on a map 
of Westeros and who you’re following. 
 
Microsoft’s SmartGlass app for the Xbox 360 and Xbox 
One allows users streaming episodes of Game of 
Thrones to see where they are on the map of Westeros 
and who they’re following. 

Current Experiences 1 

However, the second screen experience is becoming 

more intuitive too. Instead of relying on the viewer to 

look up information on Wikipedia only to spoil 

something by reading too far ahead, Microsoft has 

integrated the information viewers need with Xbox 

SmartGlass. 

 

When you watch Game of Thrones on your Xbox, your 

tablet shows you where you are and the characters in 

the scene automatically. 

Xbox.com 

http://www.xbox.com/en-US/smartglass
http://www.xbox.com/en-US/smartglass
http://www.xbox.com/en-US/smartglass


 

When they’re not playing on their TV, the controller shows important information, 

gives them the chance to manage their inventory, consult a map, or interact with the 

touch of a finger. 

Wii U 
http://www.nintendo.com/wiiu 
 
The Wii U gamepad gives users the ability to play on the 
big screen or in the palm of their hand. When they’re 
playing on screen, the second screen in their hands 
helps them manage inventory, consult a map, or interact 
with the touch of a finger. 
 
 

Current Experiences 1 

Rather than use a separate tablet, 

Nintendo built a second screen directly 

into their controller in the Wii U. 

 

The gamepad gives users the ability to 

play on a big screen or in the palm of 

their hand. Nintendo.com 

http://www.nintendo.com/wiiu
http://www.nintendo.com/wiiu


Applicastor.com 

Applicaster 
http://applicaster.com/ 
 
Applicaster creates a synced user experience – so the 
user sees adds, social feeds, or other information in the 
right sequence. This has the potential to avoid spoilers. 
 
This is a back-end content management system that can 
show up in broadcast feeds, sporting events, or 
anything! 

Current Experiences 1 

Applicastor is a company that specializes 

in creating a synchronous second screen 

experience. That way a user can follow a 

time-shifted, relevant experience that is 

intentional. 

 

This might be a curated social feed that 

avoids spoilers, a real-time voting system 

with results that update on screen, or 

second screen advertisements timed 

with in-use products.  

http://applicaster.com/
http://applicaster.com/


But when it comes to our classroom material, why is it 
that the takeaway we give our learners is just a print out 
of our slide deck? 
 
How many times have you walk away from a conference 
or a classroom with something that looks like this? 
 
Especially when learners are – at most – going to 
remember 5-10% of the material. We live in a world of 
Wikipedia and Google, when you need to know 
something, we’ve been trained to just look it up! 
 
This means we need to spend just as much time 
designing our participant guide as we do our classroom 
material. A paperless experience needs to be 
intentionally designed. 
 
It’s not because it’s environmentally responsible (even 
though it is); it’s not because it increases speed to 
delivery (even though it does); we need to do this 
because we have to meet the evolving expectations of 
our learners. Information should be searchable, easy to 
understand, and quick to access. 
 

Current Experiences 1 

But, why is it that after we spend so much time 

creating our classroom material, all our learners 

walk away with is a print out of the slides? 

 

We leave it up to them to take notes after we 

spent days curating the right content and 

message. 

 

Plus, the information they have is static. Any 

relevant links need to be typed in manually, 

nothing can be easily searched, and in most cases, 

this handout will be forgotten in a drawer. 



This means we need to spend just as much time designing our 
participant guide as we do our classroom material. A paperless 
experience needs to be intentionally designed. 
 
It’s not because it’s environmentally responsible (even though it is); it’s 
not because it increases speed to delivery (even though it does); we 
need to do this because we have to meet the evolving expectations of 
our learners. Information should be searchable, easy to understand, 
and quick to access. 
 
 

Meeting Expectations 1 
A paperless classroom needs to be intentionally designed. 

In order to create an intuitive, 

thought-out second screen content in 

our classrooms, we need to consider 

what our learners do in the class 

now, anticipate their needs, and find 

the right tools that will create an 

immersive experience. 



The Right functionality 

PAPERLESS 
EXPERIENCE 

2 
To create a paperless experience, we need to look at what our 

learners use their current material for while they’re in the 

class. But with a digital medium, we can move beyond the 

static limitations of paper. 



Let’s start with a few early questions you need to ask: 
 
 
Where do they get the device? 
Are you supplying it, or are they bringing it? 
 
What device is everyone going to bring? Laptop? iPad? 
Windows Surface? 
 
Where do they get their material? 
Is it pre-loaded for them? Are they downloading it from 
somewhere? 
If you’re pre-loading it, do you have the infrastructure to 
do it? (e.g., Apple Configurator? WebServer? LMS?) 
https://itunes.apple.com/ca/app/apple-
configurator/id434433123?mt=12  
 
Do you have WiFi? 
The Second screen experience is a connected one – I 
think this “internet thing” is kinda catching on…  

Assumptions 2 
A few things before you begin. 

Device 

Will everyone have a tablet, laptop 

or phone? Are they the same 

brand? Will you need to supply 

them?  

Content 

Where do learners get their 

material? Is it preloaded for them 

or will they have to download it 

themselves? 

Access 

What kind of functionality are you 

including? Will learners need to 

access certain websites, webpages, 

or online videos?  

Anything else I 

need to consider? 



Now, in order for this to work, we need to look at what 
kind of interactions and possibilities we should be 
adding, as well as the functionality we need to 
reproduce. 
 
We can just as easily eliminate participant material or 
workbooks from the class altogether – they’re not going 
to look at it when they get back to their desk anyway – 
right? So what’s the point? Save the trees and not print 
anything. Send them the slide deck when you’re done. 
 
And, yes, that would make the class paperless… but it’s a 
disservice to your learners. The ability to have a self-
contained workbook of their content and notes that they 
can reference, add to, and reflect on is key. 
 
So, what do people do with their notes now? 
Well, they: 
Take notes 
Highlight the important stuff 
Reflect (and think about what they will do when they get 
back on the job) 
Collect handouts 
 

Current Learner Experience 2 

In order for this to work you need to carefully look at 

what kind of interactions and possibilities you can add, 

but also what functionality you need to reproduce in a 

paperless environment. 

 

How do learners 

use their current 

material? 



So, if we can match THAT, we have the exact same paper experience in digital 
form. But remember, a second screen experience is intuitive. We’re no longer 
limited to the static white pages of a printer. 
 
So what can we add? That’s going to depend on your content. 
 
We already looked at what Game of Thrones is doing with their second screen 
experience – the map of Westeros that follows characters as the show progresses. 
Do you have a panel of experts from across the organization? You can map out 
where they come from as well as contact information for them. 
 
Here’s an obvious one – I’m sure a lot of you are following the twitter 
backchannel – why not include a feed of tweets with a specific hashtag to the 
page? 
 
How many of you recommend books or other additional resources? You can 
include direct links to iBooks, Amazon, Chapters… do you have Chapters in the 
US? So people can quickly find a book with one click. How many learners ask for a 
link to that video you just showed from YouTube? Again – anticipate the need or 
the ask – and include it in their notes! But including a link is easy – that’s 
expected. What else should we include? Similar videos! A link to the speaker’s 
twitter page. Books they’ve written! 
 
How about a live photo feed for an event! One of the programs I support includes 
an optional night of karaoke after dinner. How great would it be for everyone to 
post pictures that appear in a photo feed the next day? – or it might not – your 
mileage on that may vary, haha! 
 
And, the easiest one – definitions. Based on your audience, you might be 
comparing the 6 second “Vine” as the new 30 second commercial… and your 
audience might not know what Vine means. You can have direct links for things so 
they don’t have to waste time googling it themselves – especially if they don’t 
know the correct spelling. 
 
This is true – The “E” in Tumblr vs. Tumbler is the difference between a social 
blogging site and the batmobile. 
 
 

Second Screen Experience 2 

Maps 

Locations or offices with contact 

information of your key speakers. 

Backchannels 

Twitter feeds or curated hashtags 

with quick links learners can access. 

Videos 

Direct links to videos that are 

played in class. 

Anticipate their needs. 

Photos 

Live feeds to any after-class social 

networking events. 

Books 

Direct links to interesting books or 

recommended reading. 

Definitions 

Links to definitions or terms that 

your audience might not know. 

Blogs 

Direct links to an author’s website 

or an important article/blog. 

Links 

Direct links to any relevant internal 

websites or company resources. 

Bookmarks 

Bookmarks to relevant pages or 

pre-work documents. 



The other thing is that this is a textbook… which means your 
text shouldn’t be all over the slide. It should be in your 
TEXTbook. 
 
Your slides are visual aids. They help elaborate on a point or 
idea. Keep your text for your participant’s TEXTbook. 
This isn’t just for visual aesthetic, either. It keeps your 
facilitator from reading points off of a slide,  
It forces you to think about the essence of the point, and now 
your supplementary material is really supplementary – and 
then, your text makes sense in context if your learner needs to 
refer to it later. (don’t be afraid to give them information). 
 
Moving content down from a messy slide and into the notes 
section makes content searchable too! That means it’s easy for 
learners to find what they’re looking for after the class is done 
and they need to reference it later. 
 
Not everything needs to be directly copied from the slide, 
either. Do you have table group instructions? Isn’t it easier to 
highlight the main points on the slide and all of the detailed 
instructions in their book? A place they can easily refer to it 
later part-way through the activity?  
 
Also, your participant guide doesn’t need page numbers 
(they’re tracked automatically in your app or via software) – 
BUT – your slides need a sign post. That can be a visual cue 
(like the table groups activity) or page numbers can be called 
out on the slide. 
 
Also note, when we give learners information, they’re not 
spending all of their time writing down notes. If they’re just 
typing out what a facilitator says verbatum, they’re not 
learning. When they take notes, they should be thoughtful – in 
ways they’re going to apply a concept – not the basics of the 
concept itself. 

Paperless Textbook 2 

Creating an intuitive and meaningful participant guide 

also gives us the opportunity to create a polished and 

clean presentation. 

Your slides don’t have to be the only source of 

important text anymore. In fact, you can remove or 

simplify on-screen text and be confident that the same 

information is captured somewhere for reference 

later. 

This also prevents facilitators from reading their 

material instead of actually facilitating it. At the same 

time, it prevents learners from typing everything 

verbatim.  



Now, not everything is going to exist just in your 
participant material. The ability to link out to something 
is just as valuable since the second screen is “connected”. 
 
Your material gets to extend beyond the static and now 
you can get the input from everyone. Here’s one of my 
favourite questions in a digital course: “What do you 
hope to get out of this program?” 
 
So what do people do in a paper course? Well, they go 
around the room and ask people an answer and they 
write it on a flipchart. Maybe you do 6 or 7… maybe you 
ask everyone in the room. I don’t know. That’s boring. 
 
But in a digital class, we can ask learners as they’re first 
getting settled. So now, these responses aren’t just time-
savers that scroll up at the front of the class as everyone 
sits down… it serves as tech support. Because, to 
contribute, you need to be on WiFi, you need to have 
access to the participant guide to click on the link. 
Everyone has a voice, even if they’re a bit shy and aren’t 
comfortable speaking up right away, it gives them 
something to talk about at their tables… “oh, which one 
was yours?” – “Oh, I said that too!” 
 
Your facilitator can acknowledge the points they need to, 
and then segue onto the next topic. 

Give Everyone A Voice 2 

Everything doesn’t have to exclusively exist in your 

participant material. There are great websites that can 

survey and poll participants in real-time and integrate 

into your presentation. 

 

For example, PollEverywhere allows learners to vote, 

comment, or answer questions using text messages, 

Twitter, or a direct link. 

 

You can use this to set up games, challenges, or get 

feedback! 

PollEverywhere.com 

http://www.polleverywhere.com/
http://www.polleverywhere.com/


There are a number of tools or programs we can use to 
create a paperless participant guide. However each 
format has its own strengths and limitations. 
 
The important thing to remember is that the technology 
can’t get in the way of learning.  It has to become 
invisible. DESIGN 

TOOLS 

3 
There are a number of tools or programs we can use to create 

a paperless participant guide. However each format has its 

own strengths and limitations. 

 

Remember: Technology can’t get in the way of learning.  



Let’s start with the obvious one – iBooks Author 
https://itunes.apple.com/ca/app/ibooks-author/id490152466?mt=12 
 
Apple offers this program free on its Mac App Store. It has an easy to use interface (if you’re familiar 
with using a Mac) and you create interactive, high-touch, fluid experiences. 
 
You can add notes, build a robust glossary, highlight important points, embed videos or full 
presentations (make sure you consider copyright and Creative Commons licences). There are some 
really cool interactions too. 
 
You can add links to pages in OTHER BOOKS! Which is a great way to build continuous learning 
experiences. 
 
Widgets can add live-feeds from twitter, instagram, Google maps, RSS feeds (Bookry is a resources 
that lets you add free widgets to your iBooks)  
 
OR, if you know how to code, you can use iAd Producer to create your own, for example, using it to 
make a panorama of a workspace. 
https://www.bookry.com/ 
 
Side note: iAd producer has an annual cost for advanced functions, but it’s free to sign up to create 
widgets. 
https://developer.apple.com/iad/iad-producer/ 
 
Depending on your content, you might even host it on the iBookstore, so that way learners can get it 
whenever they want – and when the material is updated, it will be synced to their device. 
Side note: you will want to check Apple’s policies on hosting before uploading your iBook. Users can 
download an iBook from any site and open it on their device in the iBook app. 
 
Tip! You can use the “Save as Image” option in PowerPoint to quickly export your slides as images to 
use as a reference point. 
 
The downside to iBooks Author is that it can only work on an iPad or a Mac. And if you save the 
book as a PDF, you lose a lot of the interactive elements. 
Note: Amazon has a Kindle Textbook app that’s a competitor to iBooks Author. 

iBooks Author 3 

Apple offers iBooks Author as a free download on the 

Mac App Store. It has an easy to use interface and you 

can create interactive, high-touch, fluid experiences. 

 

By default you can add notes, consult a glossary, 

highlight points, embed videos or include interactive 

images. 

 

You can even link to pages in other books, which is a 

great way to build continuous learning experiences. 

iBooks Author 

The Basics. 

https://itunes.apple.com/ca/app/ibooks-author/id490152466?mt=12
https://itunes.apple.com/ca/app/ibooks-author/id490152466?mt=12


Let’s start with the obvious one – iBooks Author 
https://itunes.apple.com/ca/app/ibooks-author/id490152466?mt=12 
 
Apple offers this program free on its Mac App Store. It has an easy to use interface (if you’re familiar 
with using a Mac) and you create interactive, high-touch, fluid experiences. 
 
You can add notes, build a robust glossary, highlight important points, embed videos or full 
presentations (make sure you consider copyright and Creative Commons licences). There are some 
really cool interactions too. 
 
You can add links to pages in OTHER BOOKS! Which is a great way to build continuous learning 
experiences. 
 
Widgets can add live-feeds from twitter, instagram, Google maps, RSS feeds (Bookry is a resources 
that lets you add free widgets to your iBooks)  
 
OR, if you know how to code, you can use iAd Producer to create your own, for example, using it to 
make a panorama of a workspace. 
https://www.bookry.com/ 
 
Side note: iAd producer has an annual cost for advanced functions, but it’s free to sign up to create 
widgets. 
https://developer.apple.com/iad/iad-producer/ 
 
Depending on your content, you might even host it on the iBookstore, so that way learners can get it 
whenever they want – and when the material is updated, it will be synced to their device. 
Side note: you will want to check Apple’s policies on hosting before uploading your iBook. Users can 
download an iBook from any site and open it on their device in the iBook app. 
 
Tip! You can use the “Save as Image” option in PowerPoint to quickly export your slides as images to 
use as a reference point. 
 
The downside to iBooks Author is that it can only work on an iPad or a Mac. And if you save the 
book as a PDF, you lose a lot of the interactive elements. 
Note: Amazon has a Kindle Textbook app that’s a competitor to iBooks Author. 

iBooks Author 3 

Widgets also allows you to add your own html code. You 

can build your own with iAd Producer (Widgets are free, 

but more advanced functions require an annual fee). It’s 

really easy to create your own 360 panorama of your 

offices. 

 

 

There are a number of pre-created widgets you can add 

just as easily. Bookry lets you input live feeds to Instagram 

or Twitter right into the body of your content. 

iAd Producer 

Widgets. 

Bookry 

https://developer.apple.com/iad/iad-producer/
https://www.bookry.com/
https://developer.apple.com/iad/iad-producer/
https://www.bookry.com/


Let’s start with the obvious one – iBooks Author 
https://itunes.apple.com/ca/app/ibooks-author/id490152466?mt=12 
 
Apple offers this program free on its Mac App Store. It has an easy to use interface (if you’re familiar 
with using a Mac) and you create interactive, high-touch, fluid experiences. 
 
You can add notes, build a robust glossary, highlight important points, embed videos or full 
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widgets. 
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Depending on your content, you might even host it on the iBookstore, so that way learners can get it 
whenever they want – and when the material is updated, it will be synced to their device. 
Side note: you will want to check Apple’s policies on hosting before uploading your iBook. Users can 
download an iBook from any site and open it on their device in the iBook app. 
 
Tip! You can use the “Save as Image” option in PowerPoint to quickly export your slides as images to 
use as a reference point. 
 
The downside to iBooks Author is that it can only work on an iPad or a Mac. And if you save the 
book as a PDF, you lose a lot of the interactive elements. 
Note: Amazon has a Kindle Textbook app that’s a competitor to iBooks Author. 

iBooks Author 3 

Depending on your content you can host your material on the 

iBookstore so that learners can download it whenever they 

want. If material is updated it will update their book 

automatically and sync back to their device too. 

 

However, you’re not limited to just the iBookstore. Any iBook 

file can be downloaded from any file. 

Delivery. 

However, it means your material can only be accessed on a Mac or iPad. You can 

save the book as a PDF, but you lose a lot of the interactive elements. Embedded 

videos won’t play and interactive pictures will revert to simply images. 



InDesign is an Adobe program that can be used to create 
PDFs or interactive ePub files. For a monthly fee you have 
access to all adobe products in the cloud. Not to mention 
that it’s an industry standard for magazines, books, and 
other print publications. 
 
Personally, I find that the InDesign program isn’t intuitive 
to use – I’d even go as far as to say it’s unnecessarily 
complex for what it does. It is, however, an industry 
standard for creating interactive PDFs – and in theory 
PDFs are device agnostic… it should be accessible on any 
device. But that’s not always the case. Some of their 
interactions rely on Flash, so fun interactive elements 
may not work on an iPad or other tablet devices. 

InDesign 3 

InDesign is an Adobe program that can be used to 

create PDFs or interactive ePub files. For a monthly fee 

you have access to all adobe products in the cloud. 

Not to mention that it’s an industry standard for 

magazines, books, and other print publications. 

 

However, InDesign doesn’t have a user-friendly 

interface, especially for beginners. Also, the types of 

interactions added need to be tested as they won’t 

always work on all devices. 

InDesign 

http://www.adobe.com/ca/products/indesign.html
http://www.adobe.com/ca/products/indesign.html


PowerPoint…  
 
At first, this might sound really weird… why would you 
use PowerPoint to create participant documents? 
 
In a way, we’re merging a PPT driven experience with a 
Nancy Duarte SlideDoc > and we’re building it in one 
cohesive file to cut down on maintenance! 
 
Note: Link to SlideDocs as a resource 
http://www.duarte.com/slidedocs/ 

PowerPoint 3 
+ Adobe Acrobat. 

PowerPoint can be a fantastic, unified development tool. Since 

all of your slides have already been created in PowerPoint, you 

can use the Notes View as a place to host your participant 

material. 

 

This approach also reduces maintenance work since updates to 

slides will automatically update the slide image in your 

participant material. 

 

When you save your document as a PDF, you can use Adobe 

Acrobat to enhance your file with writable fields, bookmarks, 

and attachments. 

http://www.adobe.com/ca/products/acrobatpro.html
http://www.adobe.com/ca/products/acrobatpro.html


Let’s take a look at what we did! 

IN 
PRACTICE 

4 
Here are a few examples of the ways that we transformed a 

paper-based classroom into a paperless one.  



For that, we created a digital bookshelf. Learners accessed this in the 
LMS, so they could download it to any device, whenever they wanted. 
 
But, because learners could bring a lot of different devices, we knew 
we couldn’t make an iBook. It had to be device agnostic. That meant 
the best format to use would be a PDF. 
 
We could have built it in InDesign, but instead we went with 
PowerPoint. We could easily update our slides and participant guide. 
And when people needed to make future updates, they didn’t need to 
know how to use InDesign (which has a steeper learning curve) 
 
 

Digital Bookshelf 4 

The digital bookshelf 

learners used to access 

their participant 

material in the LMS so 

they could download it 

to any device, whenever 

they wanted. 



Slides were simplified. A margin was created for learner comments. 
And the layout and fonts were simplified. 
 
Choice was made to go with portrait instead of landscape because this 
template can also be used for paper-based programs – and this way 
we’re just using one layout and format for all learning programs. THIS 
also means that any paper-based programs are one step closer to being 
paperless too. 

Design 4 

Built in PowerPoint, slides could easily be updated and the notes section was 

used to reinforce the learning with additional context or information. 

Slides were simplified 

and the majority of text 

was pulled into the notes 

view. 

 

A margin was added for 

participant comments. 

 

Fonts were standardized. 



And a few interesting things were included that weren’t there before. 
We added direct links to videos and websites. Here, we have 
definitions for a video because we knew that some people didn’t know 
what a “Vine” was. Meaningful Content 4 

Additional content was included that wasn’t 

there before. 

 

Direct links to videos and websites were added 

so learners could access information and reward 

them for coming back to read more. 

Check the attachments for 
another eBook example 



For the first few classes, when we ran the pilot, we included 
a “Digital Drop In” session – a place for learners to show up 
and ask questions since they wouldn’t have a paper binder. 
 
This was updated as a video introduction in their bookshelf 
later – once we knew the common questions and 
challenges. 
 
Generally, we would get 4 or 5 people out of 30 who 
showed up. That’s why we switched to videos.  

Digital Drop-In 4 

For the first few classes we 

included a Digital Drop-In session. 

It was a place for learners to show 

up before class and ask questions 

since they wouldn’t have a paper 

binder and needed to download 

their own material. 

In later updates, this was updated 

as a video overview launched from 

their digital bookshelf as we would 

generally only get 4 to 5 people 

out of 30. 



On the first day, about half were using the guide and half 
were writing notes on paper. Those who wrote on paper 
wrote everything on it. 
 
By the second day, those who were using paper were 
writing half of their notes on paper, and the rest in their 
guide. 
 
By the start of the third day, everyone was using their 
guides, 100% 
 
The best part was the book was invisible. It was as 
ubiquitous as a pen on the table. Just there. It didn’t get in 
the way of the learning. It didn’t overshadow the content. It 
just was. 

Results 4 

On the first day, half used 

their paperless guide. 

By the start of the third 

day, everyone used their 

guide and stopped relying 

on paper notes. 

Best of all, the eBooks 

didn’t get in the way of 

the learning and didn’t 

overshadow the content. 

It was just there. 



Q&A 

MORE 
RESOURCES 

5 
Looking for additional resources? Here are a few links that 

might help if you’re not sure where to start or to get more 

inspiration. 



Andrew 
VECCHIARELLI 

http://ca.linkedin.com/pub/andrew-vecchiarelli/6a/689/791
https://twitter.com/andydroow
https://awesomivity.wordpress.com/
mailto:andy.drew@outlook.com


221-105-9 255-1-128 122-188-50 47-190-187 0-158-214 
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THESE COLOURS 

THIS FONT 
Grumpy wizards make toxic brew for the evil Queen and Jack. Open Sans 

Resources 5 

http://www.google.com/fonts/specimen/Open+Sans


Resources 5 

THESE LINKS 

Apple Configurator 
https://itunes.apple.com/ca/app/apple-
configurator/id434433123?mt=12  
 
Slide Docs 
http://www.duarte.com/slidedocs/ 
 
Adobe Forms 
http://blogs.adobe.com/loridefurio/files/loridefurio/DesigningForms-
UE.pdf 
 
Social Second Screen 
http://techcrunch.com/2015/02/17/second-screen-tv-apps-startup-
applicaster-pulls-in-10-5m-series-b-funding 
 
Microsoft’s Second Screen Strategy 
http://www.engadget.com/2015/02/05/microsoft-xbox-leaks 
 
Showbie 
http://www.showbie.com/ 
 
 
 
 

Apple Configurator 
Manage iPad Content across 
multiple devices 

Adobe Forms 
Best practices for auto-detecting 
forms 

SlideDocs 
Duarte’s approach to PowerPoint 
slide-document design 

Showbie 
App for collecting documents 
from learners 

Social Second Screen 
Techcrunch article about 
Applicastor 

Microsoft’s Strategy 
Engadget article about Microsoft’s 
second screen strategy 

https://itunes.apple.com/ca/app/apple-configurator/id434433123?mt=12
http://blogs.adobe.com/loridefurio/files/loridefurio/DesigningForms-UE.pdf
http://www.duarte.com/slidedocs/
http://www.engadget.com/2015/02/05/microsoft-xbox-leaks
http://www.showbie.com/
http://techcrunch.com/2015/02/17/second-screen-tv-apps-startup-applicaster-pulls-in-10-5m-series-b-funding
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Choice & Personalization 
in eLearning 


REDEFINING ENGAGEMENT 


VAMP 
Welcome 
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What you do > Leadership + 
meet the evolving expectations 
of learners 
 


Designing Learning for Engagement (Session 302) 







“We can each define ambition and progress 


for ourselves. The goal is to work toward a 


world where expectations are not set by 


stereotypes that hold us back, but by our 


personal passion, talents and interests.” 


-Sheryl Sandberg 


Introduction 


Our learner’s expectations about engagement has 


evolved and we need to think about learning in new 


ways. Their expectations have shifted by the world 


around them.  


 


Services like Netflix have created an on-demand 


binge-consumption culture driven by engaging 


stories and smart recommendations. 


 


Video games are more interactive as players are 


given choices in how they want to play and their 


actions have visible consequences throughout their 


story. 


 


Our online social world is immediate. We count on 


the feedback of our peers, and we also expect that 


our feedback will have an impact. We want our 


voices to be heard. 


 


So how can we make eLearning feel more 


personalized to our learners in a way that will 


engage them in the content? 


Changing Expectations 


We know that expectations are 
changing. 
 
Services like Netflix have created an on-
demand, binge-consumption culture. 
You’ll notice that Netflix original 
programming is not a reality-type show, 
they’re commissioning scripted dramas 
because they want their audience to 
keep watching, and good storytelling 
keeps the audience engaged. And 
Netflix keeps us around because it 
recommends shows based on what we 
liked before, making my viewing 
experience different from someone 
else… which is why it’s so important 
that you create separate user profiles. 
 
Our games are more interactive; the 
characters we make can be true avatars 
of ourselves. Choices have 
consequences and those actions have 
moral weight. And branch to different 
endings. 
 
In our online-social-world, everything is 
immediate. We count on feedback from 
our social network and people with 
similar likes, but we also expect that 
our feedback will have an impact. We 
want our voices to be heard. 



Andrew Vecchiarelli

Sticky Note

Hi, I'm Andrew. Thank you for downloading this participant guide.I just wanted to leave you a few quick notes about using this eBook.This guide works on laptops and tablets, although it's recommended that you use a program that will let you search, add notes, and highlight rather than something that will just preview the document.Feel free to use margins like this as a place to store your notes.You can click on pictures to go to link where the image was sourced. Blue text is a link to articles or YouTube videos I thought might be interesting.I hope you find this information helpful!-Andrew







To make learning personal we need to make learning relevant and meaningful. But, we have to do it in 


a way that feels like this program is tailored to our audience. This is especially important in 


development programs, since learners will have different skillsets they need to work on, and others 


they are already proficient in. 


Let’s start with making learning personal. 
Ladies and gentlemen, how many of us truly 
know our learners? Do we take the time to 
create meaningful learning that is relevant to 
them?  


PERSONALIZED 







Personalized 


How often are you creating empathy maps or 
learner profiles for your audience? 
 
All the time / Sometimes / Rarely / Never 
 
 
------ 
Now, answers will vary to that question. If 
you’re on-boarding a new employee, yeah, 
you have a pretty good idea what they need 
to know to get started and do their job. Or 
regulatory training where there are certain 
requirements that need to be met.  However, 
we came across a very interesting problem as 
we were developing our leadership course for 
individual contributors…  we didn’t have just 
one learner. 
 
We had people who were on a stepping stone 
path toward management, we had people 
who wanted to contribute as an individual 
contributor, just at higher levels and with 
more responsibility. And then there were 
those who were new to the organization who 
didn’t know how to take the lead or where 
they wanted to go next.  
 
That’s what’s great about Empathy Maps. It 
helped us identify that there was no single 
career path for all of these employees. We 
had tens-of-thousands of employees with 
different roles and skills and we needed to 
tailor this program to all of them in a way 
that felt like it was made FOR them.  


Empathy Maps 


You can use tools like empathy 


maps to help structure what’s 


important for your learner. You 


look at what your learners see, 


think, and hear as well as what 


helps and hinders them. 


 


To make an empathy map you 


just need time and a sheet of 


paper, however, there are also 


programs and tools you can 


use online to help. 







Personalized 


Because the traditional way that we look at 
career progression has changed.   
That old ladder – where you start in one area 
or department and work your way up – is 
outdated! The ladder has turned into a 
lattice. 
 
[Click to reveal] 
 
Career paths are no longer driven by a simple 
process: first you perform well, then you 
manage a team, and then you manage a team 
of team leads. 
 
With development programs, there are 
multiple career tracks and skills we need to 
take into account. So how do we tailor this 
program for people so they’re competent in 
their current role, but in a way that gives 
them the skills they need for future 
positions? 
 


We found that our development program needed to acknowledge that the career ladder has 


changed to a career lattice. It’s no longer an industry driven by performing well, managing a 


team, and then managing a team of team leads. Now, the contributions of individuals drive 


the future of a company forward as well. How do you meet the career goals of employees who 


may not be on a linear development track? 







Personalized 


Especially because the way we were design 
training hadn’t changed. We’re still 
developing a linear progression of modules in 
the order that we dictate is important for the 
learner.  
 
Well, what are the other ways our audience is 
engaged? Can we find other mediums to 
inspire something innovative? 
 
How about RPGs? Role playing games have 
been around for ages. Dungeons and Dragons 
is in its fifth edition, people play for hundreds 
of hours in games like Skyrim and Dragon 
Age, and at its peak, World of Warcraft had 
over 11 million users. 
 
So what makes these games so engaging that 
people play it for so long? 
 
The character you build is completely 
different from any other character. They are 
personalized from the beginning. 


Linear Modules 


The first thing that needs to 


change is the way we structure 


modules. Previously we 


developed learning as a linear 


progression of modules that 


must be completed in the order 


we dictated. 


 


But is there something more 


innovative we can borrow from 


other mediums to keep our 


audience engaged? 







Dragon Age II via bioware.com 


Personalized 


Here’s a character ability screen from Dragon 
Age 2. The basic premise is that you get 
experience from doing things, and as you 
develop (e.g., level up) you gain new abilities. 
Now, if I want to be a super awesome fire 
wizard, I can focus specifically on those skills 
and ignore the frost ones. Or I can do both. 
Or I might focus on a different skill 
completely. 
 
[Click to Reveal] 
 
Maybe I want to be a warrior. But a warrior 
who uses two handed weapons instead of a 
sword and shield. What skills I select and 
when I select them will be unique to me and 
how I want to play. 
 


Role Playing Games 


Role playing games (like 


Dungeons and Dragons or 


Dragon Age) give players the 


opportunity to build a character 


unique to them; they are 


personalized from the 


beginning. 


 


As they progress, players pick 


which abilities they’d like based 


on how they want to play. A 


wizard might want to focus on 


fire magic instead of ice. But 


they could just as easily 


specialize in both or pick a 


different skillset altogether. 



http://dragonage.bioware.com/da2/world/classes/mage/





Learners can complete modules in any 
order and at any time. They’re also able to 
complete additional modules if they’d like. 
 


Personalized 


Using skill trees as inspiration, we can shift the 


linear progression of eLearning modules to a 


series of elective modules that satisfies 


completion.  


 


This means learners can complete modules in 


any order based on what they need to satisfy 


their career goals. 


 


Modules are also recommended based on a 


manager assessment which creates a report that 


offers guidance of what topics they would get 


the most out of so they’re not lost in a list of 


choices. It’s a learning equivalent of a Netflix 


viewing recommendation. 


 


The modular approach also gives us the chance 


to expand the program in the same way game 


developers will add expansion packs or add 


downloadable content (DLC). 


An eLearning Skill Tree 


And effectively that means our development 
modules are flat instead of vertical – creating 
the eLearning equivalent of a skill tree. 
 
[Click to Reveal] 
 
With multiple modules to choose from to 
satisfy the completion requirements. 
 
In the context of our RPG example, this might 
mean that our “Wizard” has focused on fire 
magic. Starting with skill number 2, fire bolt – 
in orange - and moving up to the 4th pink 
module, followed by 5, 8, and finally skill 
number 1. 
 







Now, having a selection of modules to choose 
from is great, but, we can’t make this feel like 
a hodgepodge of things thrown together – it 
should still feel like one program. To our 
learners, this should feel like they’re just 
selecting the things they need for their career 
development. So how do we unify the 
experience AND add something that keeps 
bringing them back? 
 
Well, before we answer that question, let’s 
look at what drives our learners to keep going 
back to something. Let’s look at Netflix… 
 
 


Giving learners a selection of modules to choose from drives engagement since it’s tailored to them 


and their decisions, however, we still need something to bring them back so this development 


program isn’t forgotten or drifts to the back of their mind. 


 


But what drives learner engagement in other forms of media now? 


IMMERSION 







So why is it that 670,000 people finished 
watching Season 2 of House of Cards in the 
first weekend it was available? 
 
http://www.sonypictures.com/tv/houseofcar
dsseason01/# 
 
 


People who finished 
House of Cards Season 2 


in the first weekend: 


670,000 


House of Cards via sonypictures.com 



http://www.businessinsider.com/house-of-cards-binge-watching-stats-2014-2

http://www.sonypictures.com/tv/houseofcardsseason01/





Why did 14.4 million viewers tune into Game 
of Thrones in 2014? 
 
 
 
https://twitter.com/GameOfThrones/status/5
47210030705946625/photo/1 


Viewers who watched 
Game of Thrones in 2014: 


Game of Thrones via Twitter 


19 
million 



http://winteriscoming.net/2014/08/06/game-thrones-season-4-watched-19-million/

https://twitter.com/GameOfThrones/status/547210030705946625/photo/1





… And an additional 8 million “viewers” who 
pirated the series (more then 3 million 
viewers more than the next most 
downloaded show, AMC’s The Walking Dead) 
 
 
https://twitter.com/GameOfThrones/status/5
46364423850315777/photo/1 


viewers who downloaded 
the series online 


8 
million 
+ 


Game of Thrones via Twitter 



https://torrentfreak.com/most-pirated-tv-show-of-2014-141225/

https://twitter.com/GameOfThrones/status/546364423850315777/photo/1





Immersion 


How many of you watch Netflix. Think of one 
of their series: How long did it take you to 
finish it? 
 
A Weekend, A Week, Two Weeks, a Month, 
Longer, I don’t have Netflix. 
 
 


Great storytelling drives engagement. When 670,000 viewers finished Season 2 of House of Cards 


in the first weekend it was available, it’s because people wanted to know what would happen next. 


Game of Thrones had similar success with 19 million people watching season 4 with another eight 


million downloading episodes after they aired. 


House of Cards via sonypictures.com Game of Thrones via twitter.com Game of Thrones via twitter.com 



http://www.businessinsider.com/house-of-cards-binge-watching-stats-2014-2

http://winteriscoming.net/2014/08/06/game-thrones-season-4-watched-19-million/

https://torrentfreak.com/most-pirated-tv-show-of-2014-141225/

https://twitter.com/GameOfThrones/status/547210030705946625/photo/1

http://www.sonypictures.com/tv/houseofcardsseason01/

https://twitter.com/GameOfThrones/status/546364423850315777/photo/1





Our audiences’ immersion – the suspension of 


disbelief they need to be totally engaged and 


involved – needs to be centred around good 


storytelling and realistic characters. That is what will 


bring the audience back each week (or what forces 


them to watch an entire series in one sitting). 


 


Realistic characters need to feel human. Characters 


aren’t perfect. They should have flaws and they need 


to grow. It’s what we’re asking our Learners to do! 


 


In a development program, we want them to build 


their skills and learn new techniques. If the character 


they’re following is already perfect, what are they 


really teaching our audience? But if they make 


mistakes, we create teachable moments in a safe 


environment. 


 


Here are a few things to keep in mind when creating 


a character. 


Creating Immersion 


Their Immersion, the suspension of disbelief they need 
to be totally engaged and involved, needs to be 
centred around good storytelling and realistic 
characters. That is what will bring the audience back 
each week – or forces them to watch an entire series 
in one sitting. 
 
Realistic characters need to feel human. Characters 
aren’t perfect. They should have flaws. They need to 
grow! It’s what we’re asking our Learners to do! In a 
development program, we want them to build their 
skills and learn new techniques. If the character 
they’re following is already perfect, what are they 
really teaching our audience? But if they make 
mistakes, we create teachable moments in a safe 
environment. 
 
I mentioned that in our LIC program we had three 
different characters – they were designed to be in 
situations – dealing with issues – that were typical for 
learners, but that would drive the learner to want to 
know more. The crux of this engagement, this 
obsessive “binge” to watch “the next episode” was 
built around characters who felt realistic. 
 
 
 
 


Immersion 







Characters should have 
emotions. 


If you want your stories to have impact, 


make sure your learners find these situations 


relatable. They should feel the same 


emotion, or be able to remember a time 


when they had to do something similar. 


 


Don’t be afraid of emotions either – people 


aren’t robots and emotions are neither good 


nor bad – they just are. Emotions can cloud 


our judgement or drive us to perform better. 


Adding emotion doesn’t mean everything 


needs to end in a screaming match, and it 


doesn’t mean characters need to break down 


and cry. 


Emotion 


Immersion 







If every character sounded the same, made 


the same decisions, and had the same 


relationships with everyone else, what makes 


them different from anyone else in the story? 


 


If you’re telling a story about someone who 


has been with the company for over 20 


years, their professional network might be 


bigger than someone who is new to the 


organization. 


 


Not only should characters have different 


career goals, they feel, act, and speak in a 


radically different way. 


Personality 


Immersion 


Characters should have 
clear personality traits. 







Why do these characters wake up in the 


morning? What are their ideals? 


 


Ideals are the things that the character 


strongly believes in the most – their 


fundamental moral and ethical principles. 


 


These don’t need to be overtly stated in your 


simulations either, but it should be what you 


keep in mind when writing out their scenario. 


It’s how you know what they will do next, but 


it also helps drive conflict when they are 


forced to make a decision that may go 


against their ideal. 


Ideals 


 
Characters should have a “why” 
What are their ideals? These are the things 
that the character believes in most strongly – 
it’s their fundamental moral and ethical 
principles. And these don’t need to be overtly 
stated – but it should be what you keep in 
mind when writing out their scenario. It’s 
how you know what they will do next, but it 
also helps drive conflict when they are forced 
to make a decision that may go against their 
ideal. 
 
Characters should have a flaw 
Flaw might sound misleading; this isn’t a 
negative personality trait – it’s a weakness or 
compulsion. It might even make your 
characters act outside of their best interests 
in order to avoid it. Victor, for example, is the 
type of person to always offer to help even 
when he doesn’t have capacity to. Being 
helpful isn’t a negative trait, but it can work 
to his detriment. 
 
And once again, the answer to all of these 
traits, ideals and flaws are driven by your 
learner profiles. These scenarios need to be 
relatable situations – so your empathy map 
helps you to make sure you’re hitting the 
right marks. 
 


Immersion 


Characters should have a 
Why. 







Flaw might sound misleading; this isn’t a 


negative personality trait – it’s a weakness or 


compulsion. It might even make your 


characters act outside of their best interests 


in order to avoid it. 


 


For example, you might have a character 


who is the type of person to always offer to 


help even when they doesn’t have capacity 


to. Being helpful isn’t a negative trait, but it 


can work to their detriment. 


Flaws 


Immersion 


Characters should have a 
character flaw. 







These traits don’t have to be complex, but 
they should feel different. These three 
characters are the crux of what tailors the 
program for different learners. However, we 
also had to find a smart way to introduce 
them so that learners had an idea of which 
storyline would be in their best interest. 
 
Using Keynote and iMovie we had short 
introductions that gave a sense of who these 
people were and the challenges they’re 
constantly faced with. 
 


Immersion 


Character traits and motivations don’t need to be complex, but they should feel different. If you 


have multiple characters to tailor the program to your learners, they should feel unique. It’s also a 


good idea to find a way to introduce them. Creating a short video that describes each character 


and their storyline helps. It gives learners an idea of which storyline would be in their best interest 


to follow. 


 


If you have a subscription to the eLearning Brothers, these characters will look familiar. Having 


multiple angles and positions for a character helps to create multiple simulations that feel fresh. 







These videos are almost like mini commercial get-to-know a character things. But let’s look at how 
these characters are presented in eLearning. 
 
You’ll notice that we have a character select screen. This was inspired by the Mass Effect series for those 
who played it – also a great resource if you’re looking for ways to develop branching conversations and 
how you can provide an audience with the feeling of agency. 
 
Upon selecting your character, in this demo I’m picking Anna, we’re given a short recap of her backstory. 
And we have a visual representation of her skills. 
The simulation progresses – here we have Anna demonstrating just how far her network extends 
because she knows everyone at the table, and we also acknowledge something really important: we 
know that people like Anna get dragged into dozens of meetings and sometimes they don’t see the 
value of being there. However, even though she’s bored, we quickly learn that it’s important she’s there. 
 
Anna hears something from Charles and notices no one agrees with him. 
 
 
As the simulation progresses, Anna will have a coaching conversation with her manager and she’ll have 
a chance to influence this project. Regardless of the decisions she makes, her interest in leadership 
changes. Now, she’s more engaged in her work, and she wants to have a positive impact on the 
organization’s future. 
 
And a few other notes: 
This scenario – this episode if you’d like to think of it as one – is self-contained. I’ll explain why in a 
moment. 
 
 
 
 
Now our learners have a choice. Anna can speak up, or she can stay quiet. In fact, if she thinks about it 
too long, she misses the opportunity to say anything at all. And her manager will remember what choice 
she makes too. 
 
 


The character select screen was inspired by the Mass Effect series. 


 


After selecting a character, learners are presented with a visual representation of their 


character’s skills and a brief overview of their backstory. 


Immersion 


Mass Effect 2 







And, if you really want to exceed the learner’s 
expectations, think about the world you’re 
building. How do you make it feel lived in and 
real to your learner? 
 
Look at the Marvel movies as an example:  
 
Each story follows a character, but they’re 
part of a larger whole! These are not “easter 
eggs” that only hardcore fans get because 
they’ve been following the comics for 20 
years… each story is a piece to a larger puzzle. 
All of these events happen as part of a larger 
universe that contains all of these characters. 
So when you get to The Avengers, you have 
Loki, (the villain in Thor) who uses the 
Tesseract (the mcguffin from Captain 
America), powered by an arc reactor (the 
clean energy thingy from Iron Man) that can 
only be found by its gamma radiation (Hulk).  
 
Does it have to be that complex? No, 
obviously not. 
 
 
 
Avengers 
https://twitter.com/Avengers/status/4430285
87147321345/photo/1 


Immersion 


The Avengers via twitter.com 


Realistic Worlds 


If you really want to exceed the learner’s 


expectations, think about the world 


you’re building. How do you make it feel 


lived in? 


 


The Marvel movies is a good example: 


each story follows a character but 


they’re part of a larger interconnected 


universe. Then, with The Avengers, you 


have Loki (the villain from Thor) who 


uses the Tesseract (the cube from 


Captain America), that can only be 


found using gamma radiation (from the 


Hulk) which opens a portal powered by 


an arc reactor (the energy source from 


Iron Man). 


 


Does it have to be that complex? No, 


obviously not. But each character is 


connected to each other. 



https://twitter.com/Avengers/status/443028587147321345/photo/1





There’s nothing stopping you from creating 


similar connections in your scenarios though. 


 


For example, our manager uses similar coaching 


techniques and examples that appears in our 


people-manager leadership program. These 


scenarios even show up, just from her point of 


view. 


 


Certain characters appear in multiple stories as 


well, making it feel like there’s continuity 


between each story. 


 


The world feels familiar because the locations 


are actual places too. You can use conference 


rooms and break rooms as background 


locations. 


Your Realistic Worlds 


But all of our characters have a manager, and the coaching techniques she uses can be 
referred to, and even expanded on, in our Leadership program for Managers. So now 
there’s a consistent link that makes this world feel lived in.  
 
We have a cast of recurring characters. Charles, the guy with the idea no one listened 
to – he shows up in another one of our modules.  
 
Even simplifying it further, you can make this world feel familiar by just using known 
locations. Is there a place everyone always goes when they’re on break to chat? 
Maybe that should be in your background during an informal conversation. This 
boardroom – that’s ours! At the office. It’s recognizable!  
 
Overall, to create immersion, we need either need to let them make their own 
character so they feel invested in their future and choices, or we need to create 
relatable characters who they care about and want to see succeed. 
 
Mention how to build: eLearning Brothers is a great resources for characters – and if 
you have an account with them you’ll find these characters familiar. 
Take pictures of your own building for backgrounds; adds familiarity 
Other things? 
 
You can use actual employees, but as a word of caution, your learners might find it 
hard to separate the employee-actor from the actual-employee; you don’t want them 
to look dumb in front of the whole company… 
 
 


Immersion 







Fiasco by Bully Pulpit Games 
 


Learn how to play. 


Most of your scenarios might be actual events or 


based off of pervious real-life meetings and 


interactions… but in the event you need to make 


something up, this might sound a bit 


overwhelming. 


 


But that’s okay, because there are a number of 


ways you can practice telling interesting stories! 


 


Fiasco is a really clever tabletop game you can 


play with a handful of friends. It’s a game about 


powerful ambition and poor impulse control. 


You and your friends engineer and play out 


disastrous storylines using a combination of pre-


established relationships and wants followed by 


a series of short interactions that you make up 


along the way.  


 


It’s like making your own Coen Brothers movie. 


Creating Immersion 


Some of your scenarios might be actual 
events or based off of pervious real-life 
meetings and interactions… but in the event 
you need to make something up, this might 
sound a bit overwhelming. 
 
But that’s okay, because there are a number 
of ways you can practice telling interesting 
stories! 
 
Fiasco is a really clever tabletop game you 
can play with a handful of friends. It’s a game 
about powerful ambition and poor impulse 
control. You and your friends engineer and 
play out disastrous storylines using a 
combination of pre-established relationships 
and wants followed by a series of short 
interactions that you make up along the way. 
 
 
Image: 
http://www.amazon.com/dp/1934859397/ 
 
 
Learn more about the game and how to play:  
http://www.bullypulpitgames.com/games/fia
sco/ 
 
 
 
Alt resources 
Gloom 
http://www.amazon.com/dp/158978068X/ 
 


Immersion 



http://www.bullypulpitgames.com/games/fiasco/

http://www.amazon.com/dp/1934859397/





Build Your Own You 


Alternatively, rather than following a 


character we created, we can also give 


learners the option to pick who their 


avatar will be. 


 


In games like Skyrim, players can create 


their own them. Not only do they pick 


name and gender, but they can adjust 


superficial things like clothing, or 


complex things like the character’s 


features, including height, hair style, 


shape of their nose, and the size of their 


ears. 


 


Giving the learner an option to decide 


who represents them is another way to 


create immersion, but the scenario still 


needs to tell a compelling story. 


 


Learn more: Controlling vs “Being” Your 


Video Game Avatar – Idea Channel 


We’ve looked at how we can personalize a learning 


experience from the program level, so is there a way to 


personalize their experience in each module? Well, we can 


start with what their expectations are now in other forms 


of media!  


 


 


In more current games like Skyrim, players can 


create their own character. Not only do they pick 


name and gender, but they can adjust superficial 


things like clothing, or complex things like the 


character’s features, including height, hair style, 


shape of their nose, and the size of their ears. 


 


Not only is this an expectation in role playing 


games, it has become the norm in many adventure 


games and in online multiplayer… especially so 


players can tell each other apart.  


 


We’re creating immersion… As much as possible we’re 


merging the learner with their simulation. This is them. It’s 


done on purpose to make them care: This is my story. We 


want them develop a sense of emotion and belonging 


with these avatars.  


 


http://youtu.be/dLkyNzFmlHA 


 


 


Immersion 


The Elder Scrolls V: Skyrim 



http://youtu.be/dLkyNzFmlHA

http://www.elderscrolls.com/skyrim/media

http://youtu.be/dLkyNzFmlHA





Immersion 


Other Examples 


If you’re looking for more 


inspiration about how to create a 


persistent world you might want to 


look at the Dragon Age or Mass 


Effect series. 


 


In both examples the player makes 


decisions that are imported across 


the following sequels. 


 


Did one of your team members die 


in a suicide mission in Mass Effect 


2? If so, they won’t be around to 


help you in Mass Effect 3. It 


provides an interesting dynamic in 


the gameplay and it makes players 


feel like their choices matter – an 


important factor when creating 


agency. 


Dragon Age II Mass Effect 3 







You just had a choice about whether you 
should go into this cave that may or may not 
contain treasure or if you should hide from 
whatever inside the cave is eating people. 
Here’s a follow up question; if this was a 
choose your own adventure book, how many 
of you would keep your finger in place as you 
skipped to page 29 because it might lead you 
down the wrong path toward the “bad 
ending”? 
 
Is that really fair? I made a choice, and 
choices should have consequences – 
definitely – but why do we punish people 
with “the wrong end” because it’s not the 
choice we wanted them to make. 
 
Agency is the feeling that your choices 
matter. It makes you emotionally connected 
with the situation. If you did something else, 
if wouldn’t be about you. Choice needs to be 
meaningful. Our learners need to be 
challenged: they might not know the 
outcome, but they have an idea of the 
impact. There’s not a right answer, there’s 
only a different answer. 
 
 
 


Agency is a feeling that your choices matter. It makes you emotionally connected with the situation. If 


you did something else, it wouldn’t be about you. 


 


Choice needs to be meaningful too. Our learners need to feel challenged. They might not know the 


outcome, but they have an idea of the impact. There’s not a right answer – there’s only a different 


answer. 


AGENCY 







But, that doesn’t mean we need a complex 
system of branches. In reality, something like 
this is time consuming to build. Instead, we 
need to do something clever. 
 
http://www.youtube.com/watch?v=45P
dtGDGhac  
 


Agency 


Giving our learners choice doesn’t mean we need to create a complex system of branches. In reality, something with 


multiple branching paths is time consuming to build. Instead, we have to give the illusion of choice. 


 


We tell one single cohesive story, but we include slight detours along the way. We bring the narrative back to a single 


thread, but there are momentary branches – or bumps in the road that allows the learner a chance to make an 


impactful decision. You can then use variables to make characters reference those decisions later in a way that makes it 


seem like they remember certain events. 


 


Learn more: Extra Credits – The Illusion of Choice – How Games Balance Freedom and Scope 


Complex, time-consuming branching paths A single cohesive story with detours along the way 



http://www.youtube.com/watch?v=45PdtGDGhac

http://www.youtube.com/watch?v=45PdtGDGhac

http://www.youtube.com/watch?v=45PdtGDGhac

http://youtu.be/45PdtGDGhac





Learners can select the order they want to 
review information. It gives them the 
chance to read what interests them the 
most. 


A Neutral choice might branch to different 


layers or screens with information that can 


be read in any order. 


 


This will only be as engaging as the content 


itself, but at least the learner feels they can 


review the content in the order they feel is 


most important to them. 


Neutral Choice 


The reason why choice is so important is 
because we make so many of them without 
realizing it. How we present choice can either 
engage learners or disconnect from them. 
 
Here’s a few examples: 
 
Neutral Choice: 
Here are some of the benefits for customers, 
the organization, and you. Click on each to 
find out. So, yeah, the learner has choice to 
read about things and it’s only going to be as 
engaging as the content. 
 
 
 


Agency 







Learners are presented with two choices, 
but they’re unlikely to select “choice 2” as 
it’s not acceptable behaviour.  


A bad choice might present options in such a 


way that no one ever selects option 2. For our 


choices to give learners the feeling of agency, 


they need to be realistic. 


 


If we’re giving learners a choice “just 


because” but really we plan to funnel them 


down a single path, we’re not adding more 


engagement. 


 


As an alternative, it also means that certain 


branches shouldn’t just end because the 


learner didn’t read your mind and pick the 


“right” choice.  


 


Bad Choice 


A Bad choice might also present your options 
in such a way that no one ever picks option 
“2” 
 
If our learner is presented with these two 
options in an emotional intelligence module, 
are we really giving them a choice with 
weight? 
 
Of course, maybe people would pick the 
second option just to see what would 
happen… but obviously… this is not 
acceptable behaviour… 
 
And while this is an extreme example, this is 
no less relevant than giving someone the 
option of helping someone or ignoring them 
because they’re late for a meeting. Adding a 
choice “just because” does not equate to 
more engagement. 
 
So what about this? 
 
 
 
 
 
 
 
 
 
 
 
 


Agency 







Learners are presented with the choice to 
tell their coworkers they can’t make the 
project’s updated timelines or tell their 
partner they can’t celebrate their 
anniversary this weekend. 


A tough choice should speak to a learner’s 


beliefs and values. If we want them to really 


consider the consequences of their actions, 


their choices need to feel real. 


 


This is why it’s so important that an empathy 


map is created at the beginning. If we don’t 


know what kinds of trade offs learners need 


to make on a daily basis, we don’t know what 


motivates them or holds them back. 


 


To link this back to the immersion of the 


world, you can also add: 


- A time limit to make their choice 


- Consequences to their decisions 


- Other characters reference decisions 


they’ve made 


 


Tough Choice 


You’re way behind on a project and the 
launch date is quickly approaching. You’re 
blindsided when you see an email come in 
from your key stakeholder who has pushed 
the delivery date up to remain competitive in 
a unpredictable and fluctuating market. In 
order to meet this new timeline, you’ll have 
to work all weekend. 
 
Just then you feel your phone buzz. It’s your 
partner. “Happy Anniversary, Love! I booked 
us a hotel downtown because you’ve been 
working so hard and you deserve a break <3” 
 
-Call your project Manager to say you can’t 
have this work done by Monday 
-Call your partner and say you have to cancel 
your plans this weekend 
 
 
 
In this case, we’re giving learners a tough 
choice – a choice that speaks to a learner’s 
beliefs and values. This example is one 
created for an emotional intelligence module 
and the subsequent conversation is going to 
be very difficult. The strategies someone 
needs to address to have a successful 
conversation in either case is the same – all 
we’re doing is giving the learners choice in 
who they have it with. 
 
 
 


Agency 







The Walking Dead via thewalkingdead.com 


If you’re looking for inspiration, I would 


highly suggest looking into a few titles 


created by Telltale Games. You can find them 


on almost any platform from an iPad to a 


PlayStation, and the focus is less on action 


and more on the decisions you make. 


 


Their series focuses on relatable characters 


and realistic worlds and giving players the 


agency they need to influence the world 


around them.  


 


Some of their games are better than others. 


The Walking Dead, The Wolf Among Us, and 


Game of Thrones are exceptionally good, but 


your taste may vary depending on your 


preferences for horror, fairy tales, and 


fantasy. 


Telltale Games 


If you’re looking for inspiration, I would highly 
suggest looking into a few titles created by 
Telltale Games. You can find most of their 
games on almost any platform from an iPad 
to a PlayStation, and the focus is less on the 
action and more on the decisions you make. 
 
And its games like these that evolve our 
learner’s expectations further. Relatable 
characters and realistic worlds work in 
tandem to make our learners care. And when 
they have agency – the choice – to impact 
the lives of these characters, so that they are 
just as responsible for their successes as they 
are for their consequences, you will engage 
them. 
 
Some of their games are better than others. 
The Walking Dead, The Wolf Among Us, and 
Game of Thrones are exceptionally good – 
but your taste may vary depending on your 
preferences for horror, fairy tales, and 
fantasy. 
 
 
http://www.thewalkingdead.com/telltales-
the-walking-dead-hits-uk-retailers/ 
 
 


Agency 



http://www.thewalkingdead.com/telltales-the-walking-dead-hits-uk-retailers/





We’ve had learners personalize their career 
path with the modules that are relevant to 
them, each module was personalized by the 
choices they’ve made – both in the way they 
pick a character to follow and the decisions 
they influence in their simulations. However, 
we also need to give these learners a voice. 
 
 


We’ve had learners personalize their career path with the modules that are relevant to them and each 


module was personalized by the choices they’ve made – both in the way they pick a character to 


follow and the decisions they influence in their simulations. 


 


However, we also need to give these learners a voice. 


INPUT 







In conjunction with character stories, learners 


are presented with scenarios, situations, or 


concepts and instructed to reflect on them. 


Depending on the topic, these reflections might 


be discussed in manager one-on-ones, or posted 


to our internal social networking site for other 


learners to read and comment on. 


 


Think of this as MOOC-light. It’s our workaround 


to address the fact that not all of our learners 


will be taking the program in a linear manner at 


the same time – people can still learn and 


connect with others regardless of when they 


take topic two or topic eight. 


 


It also means their ideas and reflections are 


there if peers are taking the program in tandem, 


or a year from now. 


Their Reflections 


In conjunction with character stories, learners 
are presented with scenarios, situations, or 
concepts and instructed to reflect on them. 
Depending on the topic, these reflections 
might be discussed in manager one-on-ones, 
or posted to our internal social networking 
site for other learners to read and comment 
on. 
 
Think of this as MOOC-light. It’s our 
workaround to address the fact that not all of 
our learners will be taking the program in a 
linear manner at the same time – people can 
still learn and connect with others regardless 
of when they take topic 2 or topic 8. 
 
It also means their ideas and reflections are 
there if peers are taking the program in 
tandem, or a year from now. 
 
 


Input 







Their contributions also feed back into our 


content! 


 


Those reflections that can inspire others and 


spark discussions gives us more material for 


our modules. If someone has a particularly 


great example, we’ll reach out to them and 


ask if they’d like to contribute that story in 


the form of a short video. 


 


As part of our development, we already had 


interviews with employees, but these 


reflection activities our learners share with 


their peers helps us further build on our 


modules, and even build new ones. 


 


Their Stories 


 
Their contributions also feed back into our 
content! 
 
Those reflections that can inspire others and 
spark discussions gives us more material for 
our modules. If someone has a particularly 
great example of a time they informally lead, 
we’ll reach out to them and ask if they’d like 
to contribute that story in the form of a short 
video. As part of our development, we 
already had interviews with employees we 
identified as thought leaders that shaped our 
company, but these reflection activities our 
learners share with their peers helps us 
further build on our modules, and even build 
new ones. 
 


Input 







When we initially released the pilot program we 


told learners it was in Early Access. They 


completed the course with the understanding 


that things were going to change along the way 


based on their feedback.  


 


We wanted a collective to tell us what else they 


needed to meet their career goals that aligned 


with their development path. It was through this 


that we pushed back one of our planned 


modules to start work on a module about 


innovation. 


 


We wanted our learners to feel like they helped 


build and shape this program because they 


would also be the ones to help recommend it to 


others in the organization.  


Early Access 


It wasn’t just about making this program a 
light-version of a MOOC – When we started, 
instead of considering this a pilot, we took 
the approach of calling this “Early Access” 
 
This meant we initially released the program 
with the understanding that things were 
going to change along the way, based on our 
participant’s feedback. We wanted a 
collective to tell us what else they needed to 
meet their career goals that aligned with 
their development path. It was through this 
that we pushed back one of our planned 
modules to start work on a module about 
innovation. 
 
We wanted our learners to feel like they 
helped build and shape this program because 
they would also be the ones to help 
recommend this program to others in the 
organization.  
 


Input 


Early Access is a term used by Steam, a 
video game service, that allows developers 
to post an early version of their game for 
feedback from the community to make it 
better. 







So what’s next? 
 
Remember, we want to meet the evolving 
expectations of learners, which implies that 
their expectations will continue to change as 
the world around them does. 
 
 


So what’s next? 


 


Remember, we want to meet the evolving expectations of learners, which implies that their 


expectations will continue to change as the world around them does. 


LEVEL UP! 







xAPI and CMI-5 are an obvious next step. 
Right now we’re relying on self-reports for 
learners to give us feedback – to tell us how 
relatable certain characters are and things 
like that. How great would it be to see all of 
their decisions within the simulation. See 
how many people play through one 
character’s story first, and then go back to 
play through a different one. See what 
choices they make along the way.  
 
 


xAPI and CMI-5 


xAPI (also called Tin Can) and CMI-


5 are an obvious next step. Right 


now we’re relying on self-reports 


for learners to give us feedback 


(e.g., to tell us how relatable 


certain characters are). 


 


How great would it be to see all of 


their decisions within the 


simulation. Or to see how many 


people play through one 


character’s story first, and then go 


back to play through a different 


one. Or to see what choices they 


make along the way.  


Level Up! 







Please excuse the quality of this image – the picture was taken of a television. 
Choices have been blurred to avoid spoilers. 


Level Up! 


It’s not just helpful for us, either. 
 
I mentioned the Walking Dead game series 
earlier – each episode shows you what other 
players did along the way! 
 
Are you curious how many people chose to 
break their anniversary plans with their 
partner rather than tell a project they won’t 
have their work done for Monday? 
 
 


Compare Your Decisions 


The results of their simulation 


aren’t just interesting to us. In The 


Walking Dead, players can see 


how their choices compare to 


everyone else who played the 


game. 


 


Your learners will also be curious 


to know who else decided to 


break their anniversary plans with 


their partner rather than tell the 


project they won’t have their work 


done for Monday. 







Level Up! 


You can also extend the story of your 
simulations into other media. Transmedia 
Storytelling can take the form of your 
characters having their own page on your 
company social networking site; writing blogs 
about projects they’re working on that relate 
to certain modules.  
 
How great would it be if learners received 
emails from characters thanking them for the 
“advice”? 
 
So your realistic world is now one where 
these characters are phantom employees in 
the organization. 
 
And Transmedia storytelling is just that – it’s a 
single story that spans different types of 
media: from video, to blogs, to twitter 
accounts, to podcasts. 
 
 
Carter 
https://twitter.com/Marvel/status/54535275
7197012992/photo/1 
 
 


Agent Carter via twitter.com 


Your simulations can also be extended into different mediums. Transmedia Storytelling can take the 


form of your characters having their own blog on your company social networking site, or a twitter 


account that details how things are going with their current projects. Just like Marvel has extended 


their movies into a weekly TV series, a world persists even when the learner isn’t in their module. 



https://twitter.com/Marvel/status/545352757197012992/photo/1





Andrew 
VECCHIARELLI 



http://ca.linkedin.com/pub/andrew-vecchiarelli/6a/689/791

https://twitter.com/andydroow

https://awesomivity.wordpress.com/

mailto:andy.drew@outlook.com





Resources 


221-105-9 255-1-128 122-188-50 47-190-187 0-158-214 


73-73-73 


THESE COLOURS 


THIS FONT 
Grumpy wizards make toxic brew for the evil Queen and Jack. Open Sans 



http://www.google.com/fonts/specimen/Open+Sans





Resources 


THESE GAMES 


Mass Effect 3 Elder Scrolls V 
Skyrim 


The Walking 
Dead 


Dragon Age II Fiasco 







Resources 


THESE MOVIES & SHOWS 


House of Cards Game of Thrones The Avengers Agent Carter 
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