
Lesson Design: Planning for learning in Immersive Learning Environments 

Background 
 

In order to exploit the advantage of pedagogical opportunities afforded 
by emerging technologies, teachers must plan appropriately designed 
lessons (Pierce and Stacey,2009).  ‘Lesson Design’ is a key skill required 
by all educators and, as with so many pedagogical practices, it can be 
improved with practice and experience. The product of lesson design 
typically results in the formation of individual lesson plans. Lesson plans 
are generally linear in nature and can be produced for single lessons or 
for a series of lessons. 
  
To be effective, the lesson plan does not need to be an exhaustive 
document that prescribes every possible classroom activity, nor does it 
have to anticipate each and every student’s response to the learning 
experience (Milkova, 2005). Instead, it should provide the educator with 
a general outline of the learning objectives and the means to 
accomplish them. More specifically, the plan should address the 
following questions: What is the theme or topic of the lesson? What do 
I want students to learn? What do I want students to understand and be 
able to do? and finally, what do I want them to take away from this 
particular lesson? (Milkova, 2005). 
 

What is the research interest? Where does it stem 
from? 
 
As a teacher, lesson design has been a key and ongoing challenge from 
the outset of my career which started in high school [11-18] settings 
before I moved into higher education. My practice was significantly 
informed and influenced by statutory instruments (e.g. The National 
Curriculum), by examination boards and by schemes of work adopted 
at a local level. I was, and continue to be, enthusiastic to take 
advantage of emerging and developing technologies to support 
learning experiences for my students. In my current role, in the School 
of Education at Staffordshire University, I design and lead Level 7 study 
modules which form part of the MA Education Award. Lesson design is 
an important part of my responsibilities as an educator and it is a topic 
that is explored by MA students when they are engaged with the 
‘Learning and Assessment’ MA Education module. 

Theoretical and conceptual frameworks 
 

I intend to address the overarching research question in relation to 
existing theoretical and conceptual frameworks to aid a greater 
understanding of the field. Specifically, I will draw upon Instructional 
Design Theory as a framework on which to analyse my research 
findings. A sub-framework, the ‘ADDIE’ model, which was developed by 
Florida State University in 1975 for the United States Army by Branson 
and Rayner, et al. (1975) will be employed to measure specific processes 
that teachers might employ to support lesson design. 
 

What does the literature identify as important 
 
What is Instructional Design? 
 
Instructional Design is defined as “a systematic process that is employed 
to develop education and training programs in a consistent and reliable 
fashion” (Reiser & Dempsey, 2007, 6). It can also be conceptualised as a 
framework for developing lessons, or a series of lessons, that enhance 
learning opportunities and increase student engagement. (Merrill and 
Drake, et al., 1996). 
 
According to Gagné there are nine steps that provide a framework for 
an effective learning process (Gagné, 1985). He highlights a number of 
general considerations that should be taken into account when 
designing instruction. These steps can be rearranged to facilitate certain 
types of lessons, but they do provide a good checklist of key design 
steps (Good and Brophy, 1977).   
 
Gagné’s theoretical framework was further developed by Merrill (1983). 
Merrill’s ‘Component Display Theory’ (CDT) describes the micro 
elements of instruction which includes single ideas and the approaches 
for teaching them. ‘Component Display Theory’ is designed to work in 
conjunction with Reigeluth's (1979) theory which states that instruction 
consists of layers with each layer elaborating on earlier ideas. Thus, the 
processes are sequential in nature and run from the general to specific 
with increasing complexity. 
 

Overarching Research Question 
  
I am seeking to investigate how teachers design lessons when they are 
planning to utilize an immersive learning environment with their 
students. 

Contact details:   
 
Russell Spink - School of Education, Staffordshire University 
r.spink@staffs.ac.uk 
Twitter:  @russell_spink 
Student N : 12029686 
 

References 
 

Branson, R. and Rayner, G. et al. (1975) Interservice procedures for instructional systems development. Ft. Monroe, VA: U.S. A 
[Online] Available from http://www.nwlink.com/~Donclark/history_isd/addie.html  [Accessed 21st May 2014] 
Gagné, R. (1985) The Conditions of Learning and the Theory of Instruction, (4th ed.). New York: Holt, Rinehart, and Winston. 
Good, T., Brophy, J. (1990) Educational Psychology: A realistic approach. p.200. New York: Holt, Rinehart, & Winston. 
Merrill, D. (1983) Component Display Theory. In C. M. Reigeluth (ed), Instructional Design Theories and Models: An Overview of 
their Current States. Hillsdale, NJ: Lawrence Erlbaum. 
Merrill, M. and  Drake, L. et al. (1996) Reclaiming instructional design. Educational Technology, 36(5), 5-7. 
Milkova, (2005) Centre for Research on Learning and Teaching [Online] Available from: http://www.crlt.umich.edu/gsis/p2_5 
[Accessed 5th May 2014] 
Pagano, K. (2013) Immersive learning: Designing for Authentic Practice USA: ATSD Press 
Pierce, R. and Stacey, K. (2009) Teaching Mathematics and Its Applications. 28 (4). P.228-233. OUP 
Reigeluth, C. M. and Stein, F. S. (1983) The Elaboration Theory of Instruction. In C. M. Reigeluth (ed), Instructional Design 
Theories and Models: An Overview of their Current States. Hillsdale, NJ: Lawrence Erlbaum 
Reiser, R. and Dempsey, J. (2007) Trends and Issues in Instructional Design (2nd ed.) NJ: Pearson Education 
4dCreative (2014) [Online] Available from: http://4dcreative.co.uk [Accessed 21st May 2014] 

1. Gaining attention (reception)  

2. Informing learners of the objective (expectancy)  

3. Stimulating recall of prior learning (retrieval) 

4. Presenting the stimulus (selective perception)  

5. Providing learning guidance (semantic encoding)  

6. Eliciting performance (responding)  

7. Providing feedback (reinforcement)  

8. Assessing performance (retrieval)  

9. Enhancing retention and transfer (generalization) 

Immersive Learning Environments 
 

This is a relatively recent development, in terms of environments being 
situated in high school settings, with increasing numbers of schools 
acquiring installations (4dCreative, 2014). Stimulating learning 
environments are created through the deployment of multi-media 
projection, LED lighting and surround-sound. These elements can be 
changed at the press of a button and teachers have the option to create 
bespoke immersive settings and personalise them to enhance learning 
experiences across all curriculum areas. Immersive learning 
environments can encompass many different mediums, including 3-D 
environments, augmented reality games and simulations (Pagano, 
2013). 

Gagné’s ‘Nine Steps’ Framework (1985) 


