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Creating a near-perfect online course  
 

Introduction 

The passion I have for education was instilled in me at a young age by my mother. There 

was no question on whether or not any of us kids would go to college because there was no 

other option. Due to this passion I decided to become a teacher and instill that same passion for 

learning in my students. I took my first online course during my undergraduate degree and 

realized the potential this medium had to reach learners in all areas of the world; urban or rural, 

rich or poor. This, combined with my dedication to the spread of American Sign Language 

(ASL), encouraged me to pursue a degree in Educational Technology. I hoped to create ASL 

courses that would reach deaf children and their families in areas that do not have easy access 

to educational materials. The Educational Technology program at Boise State University not 

only taught me how  to create effective online courses but also opened my eyes to why  we 

create them and what  to include in them. This paper will reflect on each of the five lessons, 

listed with a correlating AECT Standard, that I learned in the Educational Technology program 

at Boise State University. 

 

Lesson One: Research - Create online learning materials based in theory and best 

practices 

There is one class I took in this program, EdTech 505 Theoretical Foundations of 

Educational Technolog y, that really made me take a closer look at why I was creating the 

materials I was. This course showed me that by approaching the design of instruction from a 



certain theoretical lens not only will the fluidity of my materials increase but creating materials 

from a theoretical standpoint also provides a structure for building content. I learned that one 

theory of learning does not necessarily apply to all content and one must investigate the topic to 

be taught and choose a theory, or principles, that will best support the material. Knowing why I 

was making the design decisions I was helped me understand the creation of learning materials, 

and learning in general, on a deeper level.  

The idea of building educational materials and environments rooted in theory is not a 

new idea. Peschel (2014) demonstrated the importance of theory based course design in his 

article Learning How to Innovate as a Socio-epistemological Process of Co-creation. In this 

article he analyzes the learning theory of constructivism and designs a concrete college level 

course rooted in the theory. It has also been found that grounding the creation of learning 

environments in modern learning theories and research based best practices will ensure a 

course closer to “ideal” (Chellman & Duchastel, 2000).  

In my professional life, I now apply this idea to the creation of learning materials for 

internal use in my company as I have been tasked with creating training materials for the 

position of technology support. Before beginning the creation of these materials I researched 

adult learning theories and chose to create a short training from a constructivist standpoint. This 

allowed me to create a training that was grounded in theory and therefore ensured a higher 

success rate of learner outcomes.  

 

Lesson Two: Pedagogy - Create learning materials using a backwards design 

We are all aware that in order to succeed in our 21st century, students, teachers, 

administrators, and workers alike must be able to navigate the online world. Teachers, 

accepting that it is their responsibility to prepare their students with life skills and knowledge, are 



becoming aware of this accelerating thought and are frantically trying to use technology in their 

classrooms. Before I joined this program I, like many other teachers, was adding technology to 

lessons just to add technology. The tools I would use did not serve a larger purpose, I only 

wanted the newest technology tool in my lessons. The George Lucas Educational Foundation 

states “Properly used, technology will help students acquire the skills they need to survive in a 

complex, highly technological knowledge-based economy.” The key phrase in this quote is 

“properly used”. I was not using technology tools correctly and therefore, my students learning 

was not enhanced by the use of the tools, merely changed.  

This program taught me that the use of backwards design helps avoid this type of 

technology use. It requires instructors to first develop measurable objectives and then choose a 

technology tool that will help students reach that objective instead of adding a new technology 

tool to an existing lesson. This type of curriculum design has been adopted by many 

researchers and practitioners (Scott. C, 2015; Linder. E et al., 2014; Childre. A, Sands. J, & 

Pope. S, 2009; Britton. K & Johannes. J, 2003) due to the creation of more purposeful learning 

materials using this approach.  

Ever since I learned about backwards design I use it for everything that includes the 

need for learners to meet a desired objective. For example, I was presenting a software at a 

conference and wanted the viewers to leave with certain knowledge. Instead of trying to wow 

them with a Prezi or a Powtoon I started at the desired end results and worked backwards. I 

ended up choosing a screencast as that technology lent itself better to helping the learners 

reach my objectives.  

 

 

 



Lesson Three: Knowledge - Evaluation and use of online resources 

Once you have chosen a theoretical approach and worked backwards to design 

curriculum, you must choose the online resources and various content to use. The third lesson I 

learned in this program is how to choose existing content that will be effective in improving 

student outcomes. The ability to select appropriate resources to support student learning is an 

incredibly valuable trait in a world bombarded with online content. This program has prepared 

me with the knowledge necessary to choose materials that will best support a variety of 

learners.  

Using models I learned about in the program such as the ADDIE model (Magliaro, S. G., 

& Shambaugh, N., 2006) and TPACK (Koehler, M. J., Mishra, P., & Cain, W., 2013)  I make sure 

to choose resources that are designed with the learner in mind. I make sure to apply these 

models not only when choosing materials but also while creating them. The course EdTech  513 

Multimedia  used the textbook  E-Learning and the science of instruction: Proven guidelines for 

consumers and designers of multimedia learning (3rd Edition), (Clark, R. C., & Mayer, R. 

E.,2011) to introduce me to many multimedia principles that have changed the way I look at 

creating and selecting educational resources. Comparing an educational video I made when I 

first began the program to videos I make now, it is clear how important and effective these 

models and principles are.  

During my professional career I now find myself turning to these models and principles to 

help me design and create learning materials for our users. I was creating a tutorial video when 

my boss requested that we add text and voice that say the same thing. Due to my knowledge on 

the Modality Principle I gained in this program I was able to support my use of only voice (sign) 

and not both text and voice.  

 



Lesson Four: Environment - Design, Structure, and Interaction 

Once the curriculum has been designed and the materials have been chosen the next 

step is to create the learning environment. The fourth lesson I learned in this program is the 

importance of creating, structuring, and managing a learning environment to support student 

progress towards outcomes. The effect a learning environment has on learner engagement, 

motivation and collaboration is not a new idea and can be seen in multiple studies (Mishra, S., 

2002; Johnson, S. D., & Aragon, S. R., 2004; Kim, M., & Hannafin, M., 2004; Oncu, S., & Cakir, 

H., 2011). After learning about the effect learning environments could have on students I have 

made sure to pay attention to the design and structure of every learning environment I visit or 

create.  

When designing a learning environment I have learned to use CARP principles as they 

increase the fluidity and visual appeal of the materials making it easier for students to navigate 

(Lohr, L., 2008). This program has taught me that “chunking” is the optimal way to present 

structure information provided to students. This allows students to access information in bite 

size pieces that build on each other while simultaneously preventing students from becoming 

overwhelmed (Farrington, J., 2011). Lastly, and in my opinion the most important, is providing 

clear and open avenues for communication, collaboration, and interaction. Bernard et. al (2009) 

found that including all three types of interaction (student-content, student-student, and 

student-instructor) increases student achievement of outcomes. Therefore, I want to include 

multiple opportunities for all three types of interaction in every environment I create.  

 

Lesson Five: Collaboration - PLN creation and maintenance 

Technology is always changing. New ways of teaching are constantly studied and ideas 

of best practices change along with them. The fifth lesson I learned in this program is related to 



the necessity of teachers to be lifelong learners in order to stay current on best practices and 

emerging technologies. Teachers can do this by regularly attending professional development 

workshops but this program has shown me a more flexible and on demand professional 

development method: Personal Learning Networks (PLNs) (Bauer, W., 2010).  

By utilizing this idea of a PLN I have created a Twitter account and regularly attend 

Twitter chats. On one of those chats I met an ASL teacher from Maryland who introduced me to 

her Google Group. This group includes ASL teachers from all over the country that are 

passionate about research based methods to teaching a visual language. I have learned so 

much from this group and whenever I have questions regarding a lesson or concept, I post it to 

the group and receive great resources from it’s members.  

The EdTech program has also introduced me to the use of RSS feeds. These are an 

effective way for me to have access to the newest information from my favorite sites and 

journals. Using RSS feeds, Twitter chats, and Google Groups I have created my own, on 

demand, PLN.  

 

Ending Thoughts 

Is there such a thing as the perfect online course? Due to the dynamic nature of 

teaching and learning I would think the idea of a perfect course is unreachable, but with the 

knowledge I have gained in this program I am now able to create a course that is grounded in 

learning theories, structured around learning objectives, designed using best practices, and 

maintained through collaboration with a personal learning network. The edtech program has 

given me the knowledge and abilities to create a near-perfect online course that I am proud of.  
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