CURRICULUM DESIGN
WORKSHOP

WHITNEY ELDRIDGE



OVERVIEW

Objective: This presentation lays out a curriculum design workshop methodology
and some of the activities and outcomes that are possible.

Audience: 5-20 people, stakeholders, executive sponsors, SME’s

Duration: 1-5 days



ADDIE - DESIGN PHASE
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e Determine
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e Deploy to
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e Storyboards,
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e Training
needs &
training plan
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graphics

prototypes effectiveness
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The Workshop Process

* Introductions

* Shared Vision

* Review the Objectives

* Learning Objectives Card Sort
* Learner’s Timeline

* Visual Recording

* Pitch the Program

* Program Development
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AGENDA POSTER

Create a flipchart or butcher block paper poster of the workshop agenda. Its
better to draw out your agenda, then fill it in with details and notes as you go.

The project becomes a co-creation.




INTRODUCTIONS

Rather than your standard introductions where
everyone states their name and their role, try
something more fun and engaging:

The Lo-Fi Social Network

Everyone writes their name and draws a symbol
for themselves on an index card. Then everyone
posts their card on the wall and describe what
they drew. Finally have everyone draw lines to
people they know.

[Check out more about the Low-Tech Social
Networking Activity in the Gamestorming
website here]




INSPIRING VIDEO OR PERSONAL STORY

Set the tone for workshop with a video or story.
Use various media to create keep things interesting
and convey information in different ways.




GUIDED VISUALIZATION

Lead the group on a guided visualization.

This can really help non-creative people tap into
ideas and inspiration they didn’t know they were
capable of.




SHARED VISION

Conduct group storyboarding exercise where
participants work together on a vision board.
Collective Vision and Opening exercise can also be a
good start to bouncing ideas off one another.

[Check out more about the On The Cover in the
Gamestorming website here]
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REVIEW BUSINESS & LEARNING OBJECTIVES

Executive Summary

Have group go through business and learning objectives
line by line to ensure everyone is aligned and the topics
are crafted as measurable learning objectives.
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LEARNING OBJECTIVES CARD SORT

Write out all the topics/ high level objectives on large index cards. Then they all

do an affinity mapping where they arrange the topics into natural groupings.
Major learning objectives?

Take the high level goals and objectives and let the group organically reorganize
the material



.
LEARNER’S TIMELINE

Write out all the topics/ high level objectives on large index cards. Then they all

do an affinity mapping where they arrange the topics into natural groupings.
Major learning objectives?

Take the high level goals and objectives and let the group organically reorganize
the material
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VISUAL RECORDING

Capture all meeting notes in visual language on large butcher block
paper.

Its good to capture notes visually as you go. Ensures everyone feels heard, and
inspiring visuals can be easily digitized and turned into rich engaging media in
development.



PITCH THE PROGRAM

Finally present the entire program to the program sponsor or
stakeholders & record the pitch video or audio.

Assign a spokesperson, or section leads to present the program in its
entirety back to the group, or to the executive sponsor.



ADDIE - Develop Phase
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PROGRAM DEVELOPMENT

Storyboards and final pitch are used as blueprints for the
development of the program.



ADDIE - Develop Phase

Program Development

Posters and card sort boards can be digitized and turned into engaging
multimedia or diagrams.



| have launched numerous successful training programs with this workshop model. It’s collaborative, fun, and leads to
training that’s engaging and digestible.

Thanks for watching.

Whitney Eldridge



