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1. Introduction
This guide is prepared within the scope of the Digitalisation of Vocational Education and
Training: Flipped Work-Based Learning Project No. 2021-1-LV01-KA220-VET-000025117
that aims to support VET institutions and VET providers in order to improve and shift
work experience courses via using a flipped work-based learning model.

The target audience of this guide is the employers of industrial enterprises with
operational work-based learning (WBL) processes, managers of the training/human
resources units of the enterprises, and managers of the relevant units of higher
education institutions serving in the field of and vocational and technical education. The
guide also serves as a useful resource for policy makers, technical educators, researchers
in vocational and technical education, instructional technologists, and employers
interested in WBL.

This guide aims to provide a roadmap on how developments in information and
communication technologies as well as various forms of online and blended learning
and teaching can be applied to the design of traditional WBL processes. It is an
informative source for organisations wishing to digitalise their WBL processes. A detailed
version of this guide for educators and trainers working in enterprises and vocational
education institutions will be presented as a separate output within the scope of the
project.

2. Work-Based Learning (WBL) in the Digital Age
Work-based learning (WBL) is an educational model that provides individuals with
real-life experiences to improve their professional competence and employability. The
dizzying speed of technological changes requires a change in the skills of employees in all
sectors. The 4th Industrial Revolution not only changes the functioning of traditional
sectors, but also changes the way of employees to learn these new skills.

Schröder and Dehnbostel (2021) argue that the workplace is unique with its potential to
be a learning 'place' to develop an individual's skills and competencies. The European
Training Foundation (ETF) defines WBL as “learning that takes place when people do real
jobs for the production of real goods and services” (ETF, 2014) . WBL is used for different
purposes such as developing professional skills for acknowledged professional
qualifications, developing and improving work habits, raising awareness for students to
understand 'work' in order to make better career choices or as a professional
development opportunity for teachers to stay up to date with technological development
and how real-world companies use these tools to develop their work. It also has a critical
role in terms of increasing the quality of vocational and technical education (VTE)
programs and systems.
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WBL emerges as a model where institutional and formal education processes are
enriched with informal and practical learning that takes place in the workplace with direct
relation to the needs of the labour market, or where structured learning is combined with
practical experiences (Schröder & Dehnbostel, 2021). It is possible for the work done in
the workplace to lead to learning, with the WBL model that contributes to the
development of skills and competence rather than performing any 'job' or 'task' in the
workplace.

Workplace learning is one of the oldest and most common forms of vocational training.
Technology’s power to transform learning environments is an important opportunity for
vocational training, one of the most disrupted areas in unexpected emergencies such as
the recent COVID-19 epidemic. Educational technologies have the capacity to prevent
the interruption of education by replacing traditional vocational training in emergency
situations; hence it can contribute to supporting and improving the traditional model with
low-cost, skill-focused, scalable, and effective training opportunities also under
normal conditions.

Beyond providing access to educational content through digital platforms, innovative and
interactive learning opportunities such as simulation-based learning, adaptive learning,
gamification, robotics and mobile learning through virtual reality and augmented reality,
are highly effective in the development of profession-specific skill sets if presented
within correct instructional design. For example, the personnel working in the Emergency
Management Unit of a government institution in Canada are trained by using
simulation-based software where, in a possible scenario, a warning is sent to the new
emergency officers from their mobile devices in the case of a large fire in a warehouse
where hazardous chemical substances are kept, and they are supposed to respond to the
scenario in real time (Bates, 2019). Another example is Namseoul University’s partnership
with Cotopaxi Technical Institute in South Korea enabling use of a virtual reality
simulation where young workers can improve their repair and maintenance skills on a
virtual car engine and then practise in the real world (IFC, 2023).

Similarly, employees may also use certain digital learning forms intensively and
effectively such as online learning and practice communities, webinars, open educational
resources or blended learning, and especially inverted or flipped classrooms for seeking
solutions to the occupational problems they encounter in the workplace by sharing their
knowledge and experiences, and where they learn from each other.

3. Blended Learning and Flipped Classrooms
In this section, blended learning will be defined, and blended learning models will be
discussed with an emphasis on flipped classrooms.
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Blended Learning

As a sub-area of e-learning, blended learning is defined variously as conducting teaching
activities in electronic environments, transferring knowledge and skills through electronic
technologies or using web and Internet technologies to create learning experiences
(Horton & Horton, 2003). In the simplest terms, blended learning is the combination of
face-to-face teaching with computer-mediated or web-based learning (Graham, 2006). In
blended learning, approaches used in the classroom environment and web-based
approaches are brought together. The course content can be transferred using both
approaches, the teaching process can take place in the real or virtual classroom, and the
instructor and students can communicate both face-to-face and online.

The main purpose of blended learning is to use the best features of traditional and
technology-supported educational environments to create active, self-directed and
flexible learning opportunities. Learning is not limited by class hours (time), classroom
walls (place), pedagogy of the instructor (method) or the learning speed of others (speed).
Interactive and adaptable tools enable learners to learn in a way customised to their
needs (Staker & Horn, 2012).

The blended learning approach is an effective and low-risk strategy that aims to
overcome the challenges brought by disruptive technological developments (Hancock &
Wong, 2012, cited in Kaur, 2013). Blended learning is also an important and effective
alternative in adult education and vocational and technical education since it can be
applied to different contents, fields, situations and students.

Figure 1. Different levels on which blending can occur (Graham, 2009:376)

Blending can take place at different levels (Figure 1) and naturally the stakeholders at
each level will be different. The stakeholders of a blending at institutional and program
levels are the management staff, because at this level the cost-effectiveness of the
training and whether the training reaches the target audience is important. The
stakeholders of blending at lesson and activity level will be the educators who are
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concerned with the effectiveness and efficiency of learning and learning-teaching
strategies (Bosch, 2016).

There are different classifications and models of blended learning. Basically, blended
learning can be classified into three main models (Cleveland-Innes & Wilson, 2018).

Table 1. Blended learning models
(Adapted from Hannon & Macken, 2014 by Cleveland-Innes & Wilson, 2018)

MODEL 1 MODEL 2 MODEL 3

Blended presentation and
interaction

Activity-focused face-to-face
sessions blended with online
resources.

For example, the flipped
curriculum model combines:

● short lecture podcasts,
online resources with

● face-to-face
tutorial/seminars for
interaction and
presentation of group
work.

Blended block

Combination of:

● intensive face-to-face
sessions as one day or
half days

● weekly online
tutorial/seminars for
activities and interaction

● online content and
resources

Fully online (remote)

Combination of:

● short lecture podcasts
with online resources and
learning activities

● online tutorials
(synchronous)

● interaction via online
collaboration, discussion
forums and/or group
work

While designing and developing blended learning environments, the path to be followed
must be carefully determined and fulfilled. Because every component that is brought
together does not mean a correct blending. Each part must serve the whole.
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Figure 2. Components of blended learning (Bath & Bourke, 2010)

Technology integration into a course or a training module does not mean that course or
module is blended. In other words, if the online tool you add to a course does not give the
student independence, freedom, comfort and interaction of being online, that course is
not a blended course. It's just a technology-integrated course.

To create effective blended learning environments, the right choices should be made
according to the target audience and the content of the training, as well as possible
threats should be considered in advance. Research shows that the following points
should be considered in blended learning design carefully (Cleveland-Innes & Wilson,
2018):

1. Technology access: It is critical to know which technologies or sources are
available to your learners. Their attendance and participation may be hindered by
lack of or limited computer or mobile devices, Internet connection speed, etc.

2. Design: Training should be designed according to the pedagogical principles of
face-to-face and online learning.

3. Security: Awareness should be raised on academic ethics, plagiarism, unethical
behaviours such as identity theft, bullying, and cyber security.

4. Skills development, support and training: Both learners and trainers need digital
literacy and competences.
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5. Motivation: Learners must be motivated to learn actively in different face-to-face
and online learning environments. For this, they may need guidance by the
instructor.

So why blended learning? Research shows that blended learning improves learning skills,
increases access to information, improves learner satisfaction and learning outcomes,
and provides opportunities for both learning together and teaching others.
Cleveland-Innes and Wilton (2018) list the benefits of blended learning as follows:

1. Remote collaboration and interaction possibility: Learners can work
collaboratively in virtual environments.

2. Flexibility: Technology-assisted learning allows learning anytime, anywhere by
removing boundaries of time and space.

3. Interaction: Blended learning can take the interaction between the learners and
between the learner and the instructor outside the classroom.

4. Learning: Different types of learning activities increase learners' interest in
education and enable meaningful learning.

5. Digital citizenship: Learners learn to take an active part in online learning and
practice communities, learn together, develop their skills in using different
technologies, and become lifelong learners.

In the next section, we will talk about one of the blended learning models: flipped
learning.

Flipped Learning

Flipped learning or flipped classrooms has been the focus of attention for more than ten
years as an alternative pedagogical method since they allow for “better use of classroom
time, increased interaction, student empowerment and participation, active learning
opportunities, flexibility to review materials at one's own pace, more practice time and
improve group work, collaboration and social learning” (Adnan, 2017).

Flipped learning model is based on two chemistry teachers' concerns about some
students missing their end-of-day classes in 2007 (Bergmann & Sams, 2012). The model
focuses on students' learning the content before coming to class through
technology-based materials such as videos, narrated presentations, audio files, and/or
lecture notes, and allocate their classroom time to active learning through in-class
activities by interacting and cooperating with peers and instructors.

Flipped learning model is an innovative learning system with potential to create active,
participatory and learning-centred classrooms. Learners use online videos, web
resources, or other instructor-provided material to learn about course content, and then
spend class time practising, analysing, and solving problems. This model also lets learners
choose where and when to review the online course content as well as to control their
speed (Staker and Horn, 2012).
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As seen in Figure 3 (Horneffer, 2020), the flipped learning model consists of three stages
carried in and outside the classroom.

Figure 3. The Flipped Classroom Model (Horneffer, 2020)

Pre-Class - Preparation: It is the first stage that takes place
outside the classroom, before in-person teaching. At this
stage, learners become familiar with new concepts and
terminology through digital media and materials. The
basic idea here is that, instead of explaining the course
content using the limited course time, the instructor
creates a video, podcast, etc. and delivers the content
through materials. Thus, it is possible to spend more time
with learners in the classroom actively by allocating that
time for more interesting and effective practices, in-class
discussions, and collaborative activities. In the preparation

phase, learners are held responsible for their own learning by completing a learning task
at lower cognition levels (remembering facts and basic concepts) before coming to the
classroom. Tools used at this stage include interactive instructional videos, lecture notes,
articles, audio files, websites, blogs, and other additional resources. Among these, the
most used are video lessons prepared by the instructors since they best simulate the
classroom lesson. The instructor-student communication in the flipped classroom begins
with this video lesson and continues with in-class activities. Therefore, the preparation of
the video lessons by the instructor of the course will start the student-instructor
communication at this stage and will ensure that the model is more accepted among the
learners.
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In-Class - Practice: The second stage of the flipped learning
model is the hands-on session in a physical learning
environment where instructors and learners are
face-to-face. It provides the learners, who already
completed a learning task before coming to the classroom,
with the opportunity to apply, analyse, evaluate, and
create. This approach brings tasks previously considered as
“homework” into the classroom. More importantly, it allows
learners to receive direct guidance from their instructors
and also learn from each other. Different methods can be

used at this stage, but the focus will be on inquiry-based learning, where students solve a
specific problem or find the answer to a fundamental question. Instructors can use
concept maps, Socratic discussions, thinking aloud to encourage reflection, analysis, and
inquiry. Instructors should provide meaningful, immediate feedback to students at this
stage. Learning academic content happens as a natural part of the process, as students
take an active role in the learning process by working collaboratively and trying to find
solutions.

Post-Class - Processing: This stage is where students will
use new concepts, terminology, knowledge and/or
real-world skills to keep the acquired knowledge and skills
in mind and to ensure meaningful learning. At this stage,
students continue to check their understanding of the
concept through high-level practice and assessment
using self-assessment or peer assessment strategies or
letting learners assess examples of high-quality and
less-than-quality works. Therefore, we can say that
traditional and flipped learning models differ from each
other in terms of learners' learning experiences. Flipped

learning is the transition from the group learning space (i.e. where learners work in a
group as part of the classroom and learn with the whole class in the classroom, field trip,
laboratory, virtual sessions or similar learning environments) to the individual learning
space. However, the group learning space is eventually transformed into a dynamic and
interactive learning environment in which the instructor guides the students.

Traditional classroom and flipped classrooms also differ considerably from each other in
terms of time distribution in the classroom. While in the traditional classroom instructors
spend most of their time teaching, time in the flipped classroom is mostly spent on
discussion, activities, and practices between learners and instructors.
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Table 2. Comparison of Time Spent in Class in Traditional and Flipped Classes

Traditional Class Flipped Class

Activity Time Activity Time

Warm-up activities Five min Warm-up activities Five min

Homework check of the
previous evening

20 Q&A about the video 10

Teaching the new subject 30-45 Teacher-accompanied and
independent practice or

laboratory activity

75

Independent practice or
laboratory activity and guidance

20-35

(Bergmann and Sams, 2012, p.15)

The distinction between traditional and flipped learning models can also be seen in what
students do in group and individual spaces. This requires working in flexible learning
environments guided by professional educators within a certain learning culture and
with content designed in accordance with the needs of the target audience. These are
also key components of the flipped learning model.

Table 3. Key Components of the Flipped Learning Model

Flexible Environment Flipped learning can create flexible spaces for learners to
choose where and when to learn, and support their different
learning preferences. Instructors are also flexible in their
self-assessment processes, with learners' expectations for
their own learning time.

Learning Culture In the flipped learning model, teaching shifts to a
learner-centred approach where classroom time is spent
exploring topics more deeply and creating rich learning
opportunities. Learners are consciously involved in their own
learning processes. While using their time in the classroom for
effective and creative learning processes, they also actively
participate in the construction of knowledge by evaluating
their own learning in the classroom.
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Designed Content Instructors determine what and how to teach and what
materials learners should explore on their own. While
designing their content, educators aim to maximise classroom
time by adopting student-centred, active learning strategies,
depending on the class level and subject.

Professional Educator A professional instructor constantly observes his students,
provides them with instant feedback and evaluates their work.
A professional instructor is reflective in their practice,
connects with each other to improve their teaching
experience, accepts constructive criticism, and tolerates
controlled complexity in their classrooms.

It would be a mistake to reduce flipped classrooms to video lectures only, or to
conceptualise them based on the availability (or absence) of technology. Indeed, as in
face-to-face education, pedagogical theories used to design classroom experience can be
the ultimate determining factor in the success or failure of flipped classrooms (Bishop &
Verleger, 2013).

4. A Model for Transforming Work-Based Learning - FlippedVET

This section is taken from the first output of the FlippedVET Project No
2021-1-LV01-KA220-VET-000025117. Please visit The Flipped Work-based Learning
Curriculum: Digitalization of the Work-Based Learning for more details.

CEDEFOP (European Centre for the Development of Vocational Training) defines VET as
“the education and training which aims to equip people with knowledge, know-how, skills
and/or competences required in particular occupations or more broadly on the labour
market” (CEDEFOP, 2014). Vocational education is characterised by learning by doing, and
this is where flipped learning may contribute by taking the theoretical part outside the
classroom and using classroom time for practical, hands-on activities focusing on
work-oriented scenarios to develop students’ real-world skills. Being an active,
student-centred approach, flipped classroom encourages students to inquire and to
interact with instructors, peers, employers and instructional materials. 

The proposed model aims to serve to VET and TVET providers and SMEs in (re)designing
their instructional practices by blending the online and offline learning
environments in flipped classroom model where learners and instructors will make a
more efficient use of the classroom time by enhancing the learning experience outside
the classroom through preparatory activities and mentoring before and after. The model
follows the conventional three stages of flipped classroom model, yet each stage is
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designed to provide a student-centred learning experience through the use of
acknowledged instructional strategies (Figure 4).   

Figure 4. Suggested Flipped Classroom Model for WBL

Stage 1 - PREPARATION

Stage 1 is the preparation stage that occurs out of the classroom before face-to-face
instruction. This is the stage where learners become familiar with new concepts and
terminology via digital media and materials. The most common medium used at this
stage is interactive instructional videos; yet delivery tools may also include course
notes, articles, podcasts, and other additional resources. Learners may take notes, write
down questions or use other techniques to get ready for further discussion and/or
practice in the classroom. 

Different methods may be used including lecture, direct instruction or scenario-based
learning practices to allow learners see and understand concepts in 'simulated'
real-world situations.

Stage 2 - PRACTICE

Stage 2 is the hands-on, practical session occurring in the classroom or another learning
environment with the presence of instructor(s) and learners. At this stage, learners
explore new concepts through various learning activities including peer discussions and
1:1 interaction with the instructor. 

Different methods may be used at this stage, but the focus will be on inquiry-based
learning where learners solve a particular problem or find the answer to a central
question. Instructors may use concepts maps, Socratic discussions, think-alouds to
promote thinking, analysing and querying. Instructors should provide meaningful,
immediate feedback to learners at this stage.   Learning the academic content occurs as a
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natural part of the process as learners work towards finding solutions, where they
assume an active role in the learning process working collaboratively.

Stage 3 - PROCESSING

Stage 3 is the stage where learners will make use of the new concepts, terminology,
knowledge and/or skills in the real world for retention and meaningful learning. At this
stage, learners continue checking for understanding the concept through higher order
application and evaluation.
Instructors help learners retain more information by providing them opportunities to
connect course concepts to potential real-world applications. Learners are asked to
create work-based solutions to enhance retention and transfer newly learned concepts
and skills to real life situations. Learner engagement is sought through online/blended
mentoring from instructors as well as between peers.  
Peer mentoring surrounds all three stages in this model and occurs at all stages at
various forms depending on the discipline and learners’ profile since all instructional
strategies and methods at these stages advocate collaboration and cooperation between
and among peers and instructors.   

Figure 5. Proposed Final Model for Flipped WBL for VET and TVET

This is the core instructional system that lies at the centre of the proposed flipped WBL
model under the project. This core system will not work efficiently unless all stakeholders
actively participate and take responsibility in the process. As mentioned above, since WBL
is different from a formal training practice, various involved parties (schools, VET
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institutions, social partners, industry sectors, individual enterprises, etc.) should work
together in harmony to make this complete package operate successfully. Hence, this
core system is surrounded by an intertwined network of agents as seen in Figure 5
above.  

5. Implementation Process for VETs and TVETs

This section is based on the first output of the FlippedVET Project No
2021-1-LV01-KA220-VET-000025117. Please visit The Flipped Work-based Learning
Curriculum: Digitalization of the Work-Based Learning for more details.

All three stages of the FlippedVET model use real-life scenarios and provide work-based
solutions to all learners in any sector. The main point is to provide work-based solutions
to all learners regardless of the sector. In this regard, to apply this model thoroughly,
each VET/TVET is supposed to build an open communication between the SMEs and
sectoral stakeholders in order to meet the sectoral needs. This open communication
mechanism can be a useful tool to cooperate and interact efficiently with the partners in
a real business environment.

VETs/TVETs should be aware that the flipped work-based learning model includes three
main stages (See Figures 4 and 5).

At Stage 1, the VET/TVET providers will provide the concepts and terminology about the
related sector and work-based needs via using different methods such as real-life
scenarios and simulated real-world situations. These tools will be mainly interactive
instructional videos and additional digital resources. Hence, learners will have theoretical
information before coming to the workplace, and have more time for demonstration and
hands-on practice at the workplace.

Stage 2 will happen at the workplace, and the VET/TVET providers will provide real-life
problems regarding sector needs and implementations via using inquiry-based learning
methods and tools with a central question. Learners will be able to explore the new
concepts with the peer discussions and answer the particular real-life questions. At the
workplace, the learners will know the academic content as a natural part of the practical
business environment related sector and the learners will have an active role in the
learning process working collaboratively both with peers and SMEs.

At Stage 3, VET/TVET providers will support and encourage learners in gathering more
information connected with the potential real-life implementations. This will help them to
transfer new concepts to real-world situations. Learners will create and design
work-based solutions regarding sectoral needs, and transfer their new competence and
skills to real life situations. This process will proceed with the continuous checking for
improving the gathered information and its implementation for professional life. This
stage is characterised by online and /or blended mentoring by instructors and peers.
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6. A Roadmap for Instructional Design and Implementation
In this section, we will try to provide a roadmap emphasising fundamental dimensions of
instructional design and implementation for flipping a classroom.

Instructional Design

A system is composed of elements that are in mutual interaction and communication for
a specific goal. Each element is equally important for the fulfilment of that goal.

The most important elements of the education system are:

● learners
● instructors
● teaching materials, and
● a teaching-learning environment.

All these elements come together to achieve teaching and learning purposes. In other
words, a system is obtained. Considering the teaching-learning process as a system
requires that all the elements in the process be organised to work together, effectively
and harmoniously in order to achieve the goals.

Instructional design is the process of solving instructional problems determined as a
result of the systematic analysis of instructional conditions. It seeks to answer the
question: “How to learn better?”. The purpose of instructional design is to analyse the
learners' conditions and, based on these analyses, to organise a satisfactory learning
environment for the learner.

Different researchers have created different instructional design models by combining
these elements in different ways in order to visually present the operations or steps to be
followed while systematically designing the instruction. Although structured within
different design models, an instructional design process basically includes the following
stages:

● analysis of learners' needs and objectives
● development of appropriate systems matching these needs
● development of teaching materials and activities
● evaluation of learners and the teaching (Berger & Kam, 1996) .
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Merrill (2002) examined major instructional design theories and models, and identified
five basic principles for instructional design (Figure 6):

1. Principle 1—Problem-centred: Learning is promoted when learners are engaged in
solving real-world problems.

2. Principle 2—Activation: Learning is promoted when relevant previous experience is
activated.

3. Principle 3—Demonstration (Show me): Learning is promoted when the instruction
demonstrates what is to be learned rather than merely telling information about
what is to be learned.

4. Principle 4—Application (Let me): Learning is promoted when learners are required
to use their new knowledge or skill to solve problems.

5. Principle 5—Integration: Learning is promoted when learners are encouraged to
integrate (transfer) the new knowledge or skill into their everyday life.

INTEGRATION ACTIVATION

APPLICATION DEMONSTRATION

Figure 6. Stages of Effective Teaching (Merrill, 2002, p.45)

Different learning philosophies and learning-teaching theories cause the approach
followed in an instructional design to be different. In a flipped work-based learning
model, there is a more flexible and adaptable structure based on certain principles that
make learners active and responsible for their own learning, support cooperative
learning, and try to structure the learning environment with contextual and
problem-solving activities.

In the light of these principles, the basic concepts in the design of flipped learning
environments will be explained in more detail in the following sections.

Instructor and Learner Roles

In the process of transitioning to a learner-centred approach, it is important to change
the idea of an instructor as the only authority in the classroom in traditional teaching,
and to establish a "balance of power" (Weimer, 2002, cited in Özdemir, 2016). With such
change, learners must take the “responsibility for learning”.
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The importance of the role of instructor and learner in flipped learning will be better
understood by comparing traditional and flipped classrooms. In both traditional and
flipped classrooms, instructors are there to teach and guide the learners. However, in
flipped learning, this understanding of the instructor as the main source of information
delivering content shifts to the instructor as a guide on the side. Bergmann and Sams
(2012) pointed out that the role of the trainer has changed from a presenter of
information to a learning coach.

Figure 7.  Roles of Instructor and Learners in Flipped Learning (Çakıroğlu & Öztürk, 2017)

In the flipped classroom, learners actively participate in knowledge building and discuss
problems in the learning process with their instructors and peers. Learners are expected
to be able to support themselves in the learning processes and to work in collaboration
with their peers. Instructors teach learners how to learn, instead of being the authority
and owner of knowledge.

In terms of time distribution, in the traditional classroom instructors spend most of their
time teaching, whereas in the flipped classroom, most of the time is spent in discussion
between learners and instructor.

In traditional classrooms, the instructor is responsible for presenting teaching material to
a classroom full of students with different learning abilities and preferences. During the
allotted lesson time, the instructor answers questions and works on examples to ensure
students understand the material. Students are given homework on the presented topic.
Upon completion, learners turn in their assignments and move on to the next day's
lesson. Immediate feedback and correction will not occur until the assignment has been
corrected, unless purposefully planned.

In the flipped classrooms, instructors prepare course content either recorded by
themselves or taken from another professional source (for example, a 10-20-minute
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video), and upload to a digital platform. The prepared content is watched by the learners
before coming to the class. Before implementing this model, the instructor teaches the
learners how to watch course videos, encouraging them to pause and replay the video as
needed, take notes, and write down any questions they have. Learners will have access
to the course content as long as they have Internet access. At this stage, the instructor
may also require the completion of a short but comprehensive task (quiz, writing
assignment, worksheet, etc.) prior to coming to class to ensure that learners come to
class prepared.

When learners return to the classroom, the instructor reviews the questions, handles
misconceptions, and other topics that the learners have raised from their notes, and then
introduces the learning activities created for the class. Learners receive the necessary
instructions and start working on the assigned tasks. The instructor assists learners,
provides feedback, and guides them through their critical thinking-based activities.
The instructor may use homework activities to enhance learners' learning, channelling
them to create new meanings and think at a higher level.

After the class, learners continue to check their understanding of the concept through
high-level practice and assessment. Instructors assist learners’ retention by relating
lesson concepts to potential real-world applications. Another important role of the
instructor is to be responsible for selecting content, original materials and creating
content for students. Additionally, the instructor creates an alternative assessment for
students to reveal and display their knowledge according to the predicted learning
outcomes (Brown, 2016; Horneffer, 2020; Sakulprasertsri, 2017).

Target Audience and Learner Profile

Bates (2019: 218) argues that, in an age where economic development is closely linked to
educational attainment and “one size fits all approach” is no longer valid, the goal should
be to bring as many students as possible to the desired standards, rather than just
focusing on the needs of the most `skilful' students. This means to try to find ways to help
all students with different abilities, characteristics and prior knowledge levels.
Accordingly, determining the learner characteristics and designing the teaching
according to these characteristics will be important in terms of efficiency.

When the learner characteristics are examined, we see that individual differences
among students significantly affect the instructional design process. Students' work and
home conditions, personal goals, prior knowledge and skills, digital competencies,
learning preferences, gender differences or cultural elements are among the important
factors affecting the design of instruction. Regardless of the circumstances, in order for
instruction to be well designed, it is necessary to have accurate and sufficient information
about students and a good design should be able to respond to the increasing diversity of
students. Understanding students' motivations and expectations for a lesson is also
important for the design of the lesson (Bates, 2019; Bland, 2006; Kolb, 1981).
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Figure 8. Learner characteristics (Bates, 2019, p.275)

Instructional Purpose and Learning Goals

‍A curriculum consists of goals, objectives, content, learning-teaching, and measurement
and evaluation elements. Objectives express course expectations from the students. They
guide the design of teaching and assessment-evaluation processes. Determining the
learning objectives of the course is an important and vital step not only for flipped
classrooms but also for all teaching processes.

It is very important to be clear about what skills a course is trying to develop, and to
define these goals in a practical and evaluable way (Bates, 2019). Skills should be
measurable, defined in such a way that they can be assessed, and students should know
what criteria are used to evaluate these skills.

Special classification approaches are used to identify objectives efficiently. These
classification approaches or taxonomies determine what the learning objective is, and
how it should be. In flipped learning, Bloom's revised classification is commonly used to
determine the learning objectives of the course (Brame, 2013; Sams & Bergman, 2013).
Widely used all over the world, Bloom's taxonomy is a classification that hierarchically
orders the thinking processes. The aim is to organise what learners want to know, from
simple to complex. One step should be completed in order to move onto the next step in
the learning process.
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Figure 9. Bloom's Classification in Traditional and Flipped Learning Model
(Hayırsever and Orhan, 2018, p.580)

In flipped learning, the use of educational videos in the pre-classroom process is very
useful in teaching the lower levels of Bloom's taxonomy whereas the in-class process is
important to develop the high-level skills. In terms of Bloom's revised taxonomy, this
means that students do lower levels of cognitive work (remembering and understanding)
before coming to the classroom, and focus on higher forms of cognitive processes
(application, analysis, evaluation, and creation) in the classroom with the support of their
peers and instructors (Figure 8).

Content

For most instructors, content is one of the main points of course design (Bates, 2019).
Facts, ideas, principles, evidence, and descriptions of processes or procedures constitute
the content. A great deal of time is devoted to discussing such issues as what topics a
course or program will cover, and what resources (textbooks, etc.) students can access.
Especially in the digital age where information and access to information are increasing
rapidly, it is of great importance to clarify the role of content. In this regard, trainers
should ask the following questions:

● What content will add value to the overall objectives of the course?
● What content is required to meet the learning outcomes of the course, and

which is desirable, but not mandatory?
● Will students need to memorise this content, or will they know how to

access the content when they need to use it?
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The answer to all these questions is about clearly defining the objectives of the lesson.
Moreover, instructors need to develop strategies that will enable learners to handle the
ever-increasing knowledge accessible. An effective design can be ensured by focusing on
the development of certain skills such as knowledge management, problem solving and
decision making, by determining which content is important and why, how it can be
accessed and how it can be evaluated.

Teaching Methods

In terms of teaching methods, the traditional classroom process is teaching in the
classroom and homework after the lesson. In this process, students become “vessels” of
knowledge by listening to their teachers in the classroom, and finishing their homework
after class. This generally results in little interaction in the classroom.

In the flipped classroom, students watch and review what they will cover in the classroom
in advance, and thus have basic knowledge about it. During the lesson, they discuss the
topics related to the previously delivered course content as well as unresolved problems
they encountered pre-class. Most research on the flipped classroom uses group-based
interactive learning activities in the classroom, based on learner-centred learning
theories of Piaget and Vygotsky. Both Piaget and Vygotsky are constructivists, believing in
learning as construction. Piaget emphasised the child as an individual, building their
knowledge and understanding in a unique personal way, and encouraged hands-on
learning. Vygotsky believed that learners constructed their own knowledge by
interacting with other individuals. Their development was rooted in social relationships
serving as a framework for learning through dialogue and instruction.

The flipped learning model enables the transition from a lecture-based classroom model
to a student-centred, problem-based, inquiry-based, flexible learning centre that can
produce different options. The classroom becomes a place where teachers spend their
time working on learning problems, developing concepts, and engaging in collaborative
learning. Most importantly, all aspects of teaching can be rethought to best maximise
time, the scarcest learning resource. Students are given choices about how they prefer to
learn the content. Teachers essentially delegate the responsibility of learning to learners
which is the essence of a flipped classroom (Altemueller and Lindquist, 2017; Erdem,
2021).

A ’good’ design is associated with 'good' teaching, clearly defined learning objectives,
associated assessment and evaluation, strong learner support, timely and individualised
feedback, active learning, collaborative learning, and a learning environment enriched
with continuous improvement based on learner feedback (Bates, 2019).
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Digital Content Development: Media and Technology Selection

Bates (2019) considers technology in education as tools or objects used to support
learning and teaching processes. From this perspective, computers, software such as
learning management systems or communication networks are all technologies. The
printed book is also a technology. But technology or technological systems do not create
meaning on their own until a human interacts with the technology. This is where the
media comes in. Media refers to an active action to create content and/or
communication. What matters is how the technology is applied. So, when deciding on
the value of a technology, we need to take a closer look at how it is used or can be used.

From the point of view of representation of knowledge, we can think of the following
media to use for educational purposes. Each of these media has its own subsystems:

Table 4. Educational Media and Its Subsystems

Text textbooks, novels, poems

Image graphics, photographs, drawings, posters, graffiti

Sound sounds, speeches

Video television shows, YouTube videos, 'talking heads'

Multimedia animations, simulations, online discussion forums, virtual
worlds

In the selection of suitable technologies that we can use for learning and teaching, it is
necessary to look at the technical characteristics of the technology, the educational
benefits that we believe it will provide as educators, and the conveniences or advantages
of different media or technologies in terms of learning-teaching.

Bates mentions three main features of educational media.
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● One-way (broadcast) / two-way (communicative) media

Figure 10. Broadcast vs. Communicative Media (Bates, 2015)

Television, radio, and print media are examples of broadcast media; that is
one-way media. One advantage of one-way media is that they have a common
standard of learning materials for all students. Audio-video conferencing, e-mail,
online discussion forums, the Internet, and many social media are examples of
two-way media. In all of these, users communicate and interact with each other.
The importance of communicative media in terms of education is that the learner
and the trainer can communicate and interact without the need for them to be in
the same place.

● Synchronous / asynchronous & live / recorded
Live media include lectures, seminars, or other face-to-face activities such as lab
work and private lessons. At a live event, everyone needs to be in the same place
at the same time. On the other hand, videotapes, audiotapes, books, and printed
materials are all considered as recorded media. The most important educational
feature of recorded media is that students have unlimited access to the same
material at any time.
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Table 5. Separation by time and space (Bates, 2015)

Place

Same Different

Time

Same

Live (face-to-face)
media: lectures,
seminars, tutorial,
labs, workshops

Webinars
Video-conferencing
Virtual worlds
Remote labs

Synchronous

Different

Self-managed labs/
workshops/ studios
Library/ learning
centres

Recorded media:
books, cassettes,
LMSs, online
discussion forums,
lecture capture/
streamed video,
blogs, wikis

Asynchronous

Synchronous technologies require the joint and simultaneous participation of all
parties involved in the communication process. However, they do not need to be
in the same venue. Virtual classrooms are an example of synchronous
technologies. Technology makes it possible that there is no need for everyone to
be in the same place in synchronous learning. Asynchronous technologies, on the
other hand, allow participants to access and communicate at different times. All
types of recorded media (such as books, DVDs, YouTube videos, lecture videos,
online discussion forums) are examples of asynchronous technologies. Learners
can access these technologies whenever and wherever they want.

● Simple / rich media
The development of different types of media in the field of education has brought
about an increase in the richness of the media. Richness is linked to how many
senses and abilities are required to process the presented information. For
example, texts include not only words but also images and illustrations. Television
or video, on the other hand, includes both sound and pictures, still and moving.
Today, multimedia can bring together text, audio, video, animations, simulations
and more via the Internet.

So how rich does the media need to be for learning and teaching? Rich media, of
course, allows the instructor to do more. For example, experiments or experiences
that are very expensive or difficult to have in the classroom can be demonstrated
through animations, simulations, videos or virtual reality. However, if we can
achieve the same learning goal with simpler media, then what should we do?
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Selection of media and technology is not an easy process. While making this choice, we
should consider our learners, and other factors such as goals we expect them to achieve,
content of the course, methods and techniques used in the course, motivation and
attention levels of the learners, cost of the desired media and technology, and ease of
use.

Media has become more communicative, more asynchronous and ‘richer’ over time.
Hence, it offers much more powerful tools to teachers and students in terms of learning
and teaching. These features or dimensions of the media need to be evaluated according
to the desired learning objectives and outcomes.

Open Education Resources (OER)

In the flipped learning model, the preparation or selection of appropriate learning
resources for learners is a difficult and laborious process. If the instructor has required
technological and pedagogical competence or experience in creating lecture videos,
electronic materials or digital content, this process can be completed relatively smoothly.
Sometimes, however, instructors may prefer to use existing ready-made content instead
of developing new content for flipped classes, or they may just want to use ready-made
content to supplement their original content. Open Educational Resources (OER) is one
of the best options in this regard.

The fact that there are many sources of information on the Internet does not mean that
they can be used without permission. Downloading, copying, and using e-books,
magazines, multimedia applications, etc. on the Internet may mean copyright
infringement. Yet, since the production of educational materials is difficult and time
consuming, using ready-made materials seems like a reasonable solution. Of course,
provided that the rights of content providers are also protected…

OER are openly licensed or public domain text, media, and other digital resources that
are freely available for purposes of learning, teaching, and research. OER encompasses a
wide variety of online material formats: ​online textbooks, recorded lecture videos,
YouTube videos, web-based texts designed for independent study, animations,
simulations, digital diagrams and graphs, PowerPoint slides, etc. To be considered as an
open educational resource, a material should be freely available, at least for educational
purposes.

Figure 11. Different OER Forms (UNESCO, 2023a)
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There are many platforms that allow us to collectively access open educational resources.
On the website of UNESCO-UNEVOC, the vocational and technical education centre of
UNESCO (UNESCO, 2023b), it is possible to access the up-to-date list of open-licensed
OER platforms that are freely accessible for vocational and technical education. However,
it is important to be careful when searching the Internet for possible open educational
resources since open educational resources do have an open licence (Creative Commons)
or a written statement for reuse. While it is common practice to freely use free resources,
there may be a risk to reuse the resource if there is no clear licence or statement.

Creative Commons (CC, 2023) is a non-profit organisation that provides free, open
licences and public domain tools, which allow anyone and any organisation in the world
to grant copyright permissions for their creative and academic works, ensure proper
attribution, and allow others to copy, distribute, and use those works for free. One can
use CC-licensed materials as long as they follow the licence conditions. 

Assessment, Evaluation and Feedback

The purpose of assessment and the form it takes are closely related to the philosophical
stances of teachers or evaluators: what they believe reveals knowledge, and therefore
how students should present their knowledge. Planning of the elements of assessment
and evaluation should include not only the level of students and evaluation of the
course, but also whether the assessment encourages meaningful learning. For example,
an assessment process merely consisting of a few simple multiple-choice exams cannot
be considered as an appropriate feedback and assessment method. If it is a
comprehensive measurement, it can tell a lot to the system (Bates, 2019; Erdem, 2021;
Talbert, 2017).

Each lesson includes both formative and summative assessment. Summative
assessment is done at the end of a learning process to measure learning. Formative
assessment, on the other hand, is a type of assessment performed to collect data for the
student during the process and make changes in teaching and learning activities before
the end of the instruction.

Flipped learning environments place a special emphasis on formative assessment.
Formative assessment enables teachers and students to evaluate themselves and each
other, and to collect the necessary data to organise their teaching-learning activities. It is
aimed to evaluate this process, which prepares students for productive work in a group
environment, and to transform it into feedback for both the student and the instructor.
Therefore, formative assessment must be carefully considered when designing
assessment and feedback methods for flipped classrooms.

The knowledge and skills students need in the digital age also affect the form of
assessment. The most important factor affecting student success is the student himself,
and the biggest impact factor is feedback (Hattie, 2003). Although feedback is seen as a
subcategory of guiding support, it also encompasses the role of providing feedback on
the performance of student activities such as assignments, project work, and creative
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activities. The teacher's role here is to provide individual feedback, which should be given
regularly so that learners can learn skills quickly and effectively. It should not be
forgotten that immediate feedback is often much more helpful than late feedback.

Taking responsibility for learning is often emphasised in flipped learning. Self and peer
assessment are considered important approaches for responsibility of learning, and it is
recommended to encourage students to participate in the teaching process itself in this
way (Bushell, 2006, cited by Aslanoğlu, 2017). While self-evaluation improves internal
motivation, effort and meaning for learners, it also increases the responsibility for their
own learning (Boud, 1995; Liu & Carless, 2006; McMillan & Hearn, 2008; Topping, 2009,
cited in: Erdem, 2021).

On the other hand, every learning environment is a learning community. Hence, we can
say that peer assessment is also important besides self-assessment. Peer assessment is
the determination of students' products or performance levels by other students at
similar level (peers). There is a remarkable relationship between peer feedback and
self-assessment in terms of students' ability to improve their benchmarking and
self-assessment performance.

In the measurement and evaluation process, we can mention simulators, student
portfolios, open book exams, classical tests, projects and presentations, rubrics, and
cooperative exams among measurement tools and methods used within the scope of
self-assessment, peer assessment and educator evaluation in the flipped learning model.

Designing feedback and evaluation methods in a transformed learning environment,
planning and practices focused on the process and product, and data obtained can create
important clues in the evaluation of teaching. At this stage of design, self-assessment can
create an important opportunity for students and educators who focus on self-regulation.

7. Implementation of the Instruction
In this section, characteristics of learners, basic principles of adult education, learning
communities, mentoring activities, and accessibility issues will be discussed.

Getting to Know Learners and Learner-Centred Adult Education

One of the four basic elements of the teaching process is learners. In the design of
contemporary learning environments, it is extremely important to make observations,
conduct individual/focus group interviews, apply questionnaires, and gather information
with the help of assessment tools in order to determine the interests and needs of
learners, their level of prior knowledge, and their level of readiness. Based on this
information obtained, it will be possible to shape the goals of the instruction as well as
content, teaching activities and measurement-evaluation studies.
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Derived from 'andr' (adult) and 'agogos' (guidance) in Greek, andragogy means the
science and art of guiding or helping adults learn. Andragogy, that is, adult education,
draws attention to the following principles (Speck, 1996):

● In adults, self-perception is at the forefront. Learning environments should be
structured to provide peer support and reduce anxiety during learning.

● Adults in learning environments are with a wide variety of experiences, knowledge,
interests and competencies. This diversity should be taken into account in the
design of learning environments.

● Adults want to be at the centre of the learning environment. Therefore,
participants should be informed about what, who, how, why, when and where
their learning takes place.

● Adults want to know that the activities performed in the learning environments
are related to each other, in this way they establish a link between the activities
and the learning objectives.

● Adults need to participate in small group activities in learning environments with
higher-order thinking skills at the levels of practice, analysis, synthesis and
assessment. These activities provide an opportunity to share, reflect and
generalise learning experiences.

● Adults learn through direct, concrete experience, by practising on real-life
problems and in work settings.

● In adult education, practice should be kept in the foreground. Ease and
permanence of learning can be achieved in practical studies designed in real-life
environments and designed for learner needs.

● Adults need to receive feedback on the results of their learning activities. Design of
the learning environments should include and be guided by feedback design.

● Adults should be guided to transfer the advances they have gained in learning
environments to daily life. For this purpose, support should be provided such as
coaching or mentoring.

Learning experiences are one of the main sources of inspiration that should be
considered in adult education. Accordingly, adult training should take into consideration
the previous experiences of adults. It may be possible for adults to be more motivated to
learn since the setting of learning goals within the framework of their previous learning
experiences will also address their learning needs.

Adults are primarily willing to participate in an education/learning activity on the subjects
they need to master. Knowles (1996) refers to this situation as “learning need” in his
andragogic learning model. Adults want to know why they should learn something before
they learn it, and they focus on the possible positive and negative consequences of the
subject they need to learn. Since the learning orientation of adults is life- or
problem-oriented, the fact that the education/learning activity they participate in is
aimed at solving a problem in their life makes them ready to learn.
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Learning Communities and Mentoring

Mentoring practices have an important place in vocational education. Level of learning
can be achieved at an advanced level if the mentor-guided practices in work-based
learning are supported by learning by doing, social learning, peer-supported learning
activities and teaching techniques such as observation, demonstration, group work, and
active practice.

Mullen (1994) suggests the following definition of the process of mentoring: A mentoring
relationship is a one-to-one relationship between a more experienced member (mentor)
and a less experienced member (protégé or mentee) of the organisation or profession.
The relationship is developed to promote the professional and personal growth of the
protégé through coaching, support, and guidance. Through individualised attention, the
mentor transfers needed information, feedback, and encouragement to the protégé as
well as providing emotional support and putting in a good word when possible (p. 259, as
cited in Thompson, 2007).

The beneficiary of the process is often referred to as the mentee. The first aim of the
mentors is to get the mentees to an independence point; that’s why mentors should take
the mentees’ strengths, needs and learning preferences into consideration. (Gehrke,
1988).

Having the opportunity to closely examine and observe all stages of work performed by
working closely with the mentor in a work-based learning environment, learners can
transfer the knowledge and experience gained to the practice environment. With
interventions such as observation, feedback and reinforcement by the mentor, the
outcomes to be achieved in the applied sessions are achieved at a higher level.

Figure 12. Mentor-Learner-Learning Objective Framework
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In work-based learning environments, the mentoring role does not always belong to the
instructor. Other students participating in the learning activity can also mentor their
peers, who have not yet achieved the outcomes. Students with different levels of
readiness, prior learning, knowledge and experience can mentor each other, especially in
work-based vocational education. Learners participating in the practical activities carried
out in learning environments can complete their practices with mentoring from the group
leader within the group work. They can correct each other's deficiencies and mistakes,
reinforce good practices, and contribute to each other's learning significantly. For this,
the concept of mentoring should be well understood and shared with the learners before
the practice that this role does not only belong to the trainers in the practice
environment but is an important part of peer-supported learning (Figure 12).

The use of technology in the mentoring process is increasing since it is available widely
and mentors and mentees can meet each other whenever the time is or wherever they
are. There are numerous benefits of technology-mediated mentoring especially in terms
of time and location (Wong and Premkumar, 2007). Mesch and Talmud (2006) also stated
that individuals created and maintained online social relationships where they can
exchange information and support each other socially even though these relationships
are unlikely to be as close as face-to-face relationships. Hence, blended communication,
or blended mentoring in this study’s context, combining email or social networking with
phone conversations and face-to-face meetings could be an effective way for those
individuals to maintain developmental networks in the 21st-century world.

Accessibility

Accessibility is to have designs in accordance with the use of accessibility tools, aiming to
minimise the difficulties experienced by people with disabilities. For example, the most
useful construction of a disabled ramp should be considered in a staircase design, or
audio versions of educational resources should be created for visually impaired people.

Inclusiveness, on the other hand, is that designs provide various accessibility
opportunities with the aim of overcoming different barriers. For example, it may be
necessary to provide different accessibility facilities for a visually impaired adult and a
visually impaired young child.

Digital accessibility means to offer solutions for individuals with different abilities that
can be used with technological tools and equipment. Content may be made accessible
through a web page, or it may be converted into an accessible format in the form of
hardware or adaptive software. Adaptive digital solutions allow for learning
environments designed by providing adapted services for hardware and software
developed for the handicapped individuals. Examples include screen reading software
and mobile-computer systems with screen readers, screen magnification solutions, voice
information and guidance solutions, sound detection systems, hardware with TTS (Text
To Speech), devices with Braille embossed interface, digital solutions offered with
assistive technologies.
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All preparations for designing work-based learning in flipped classrooms must be carried
out by considering the principles of accessibility and inclusiveness. At this stage, not only
individuals with special needs, but also students in a disadvantaged position
(socio-cultural, socio-economic differences, language, and nationality differences, etc.)
should also be considered. Accessible materials should be formatted according to the
needs of individuals. For example, materials prepared in Braille alphabet for visually
impaired students, audio files, screen reader applications can be adapted or due to
language differences, translation applications, expert person and hardware support can
be prepared. Necessary arrangements can be made in workshops and workbenches for
physically handicapped students. Within the scope of flipped classroom activities, the
studies carried out by considering the Web Content Accessibility Guide will provide
significant efficiency for the design of the learning management system used to perform
individual learning activities.

8. Summary and Main Takeaways
This guide aims to provide a roadmap on how developments in information and
communication technologies as well as various forms of online and blended learning
and teaching can be applied to the design of traditional WBL processes. It is an
informative source for organisations wishing to digitalise their WBL processes. Main
takeaways from this Guide are as follows:

● Technology’s power to transform learning environments is an important
opportunity for vocational training, one of the most disrupted areas in unexpected
emergencies such as the recent COVID-19 epidemic.

● Educational technologies have the capacity to prevent the interruption of
education by replacing traditional vocational training in emergency situations;
hence it can contribute to supporting and improving the traditional model with
low-cost, skill-focused, scalable, and effective training opportunities also under
normal conditions.

● Blended learning uses the best features of traditional and technology-supported
educational environments to create active, self-directed and flexible learning
opportunities. It is an effective alternative in adult education and vocational and
technical education since it can be applied to different contents, fields, situations
and students.

● Flipped learning model is an innovative learning system with potential to create
active, participatory and learning-centred classrooms. It focuses on students'
learning the content before coming to class through technology-based materials
and allocate their classroom time to active learning through in-class activities by
interacting and cooperating with peers and instructors.
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● The proposed Flipped Work-Based Learning Model assists VET and TVET providers
and SMEs in (re)designing their instructional practices by blending the online and
offline learning environments where learners and instructors will make a more
efficient use of the classroom time by enhancing the learning experience outside
the classroom through preparatory activities and mentoring before and after. 

● Innovative and interactive learning opportunities such as simulation-based
learning, adaptive learning, gamification, robotics and mobile learning through
virtual reality and augmented reality, are highly effective in the development of
profession-specific skill sets if presented within correct instructional design.

● Instructional design is a systematic process that transforms learning-teaching
principles into instructional materials and activities. Different learning
philosophies and learning-teaching theories cause the approach followed in an
instructional design to be different.

● The proposed Flipped Work-Based Learning Model, there is a more flexible and
adaptable structure based on certain principles that make learners active and
responsible for their own learning, support cooperative learning, and try to
structure the learning environment with contextual and problem-solving activities.
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9. Checklist
These are the main curricular issues you need to decide and plan. You can use this table
as a checklist when you are planning to flip a work-based learning activity in your
organisation.

Key questions to check: Does your design have
answers to the following questions? If “yes”, then your
design has minimum requirements.

Yes No N/A

1 Who is the target audience (learners)?
(personal attributes)

2 What knowledge and skills will learners develop?

(learning outcomes, general skills and competences)

3 What is the content of the programme?
(general and specific topics to be conveyed, order and
sequencing)

4 What is the teaching/learning methodology?
(teaching methods, techniques, media & technology,
delivery modes)

5 Are learners provided with the opportunity to combine
theory and practice?
(real-world tasks, collaborative work with peers, examples
& non-examples)

6 Does the course design encourage learners’ interest and
motivation?
(activities built upon or relate to previous knowledge &
skills, activities demanding transfer of knowledge in new
contexts)

7 Does the course design encourage learners to be active in
the learning process?

8 What is the assessment strategy?
(formative, summative, peer, self, authentic, similar to
performance assessment at workplace)
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Key questions to check: Does your design have
answers to the following questions? If “yes”, then your
design has minimum requirements.

Yes No N/A

9 Does design accommodate cultural diversity and
accessibility?
(national and international learning opportunities, learner
preferences, different materials types)

10 How will the students be supported?
(instructors, mentors, peers)

11 How will the instructors be supported?
(training, networking)

12 How will the programme be managed?
(recruitment, funding, technological infrastructure)

13 How will the programme be evaluated?

14 Have you considered the coherence between learning
outcomes, teaching activities and assessment?
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