Index

A

Actions: backward association with, 102; challenge to
familiarize learners with, 102; connecting conse-
quences and, 99-100, 102; context for inviting
alternative, 101. See also Consequences

Activity: antiterrorism training use of, 5, 169; augmented
reality, 41; authenticity/situational fidelity through,
63; as CCAF component, 20; challenge and help
through, 97-98; cognitive, 40—41; connecting
through, 55, 58-59, 63; first responder training, 5,

8, 11, 172, 175-176; humanization/dramatic impact
through, 58-59; input and controls through, 79-81;
interactive learning events, 36—41; performance-based
learning objectives through, 91-92; performance-
relevant input and control through, 103-104;
physical, 39—40; poor versus good, 37—41; relevance/
personalization through, 55; visual clarity through,
74-75. See also CCAF

Activity techniques: allow direct manipulation of ¢on
textual objects, 74; allow users to back up, 7+ avoid
artificial restrictions, 79; differentiate controls from
displays, 74—75; do-overs, 97; don’t handicap learners,
79; don’t underline text unless it’s a hyperlink, 74;
empowering learners with meaningful control, 79;
face up by using photographs, 59; give buttons and
headings distinctive appearances, 75; if you have to
do it, you have to do it, 63; invite action, 75, 79-81;
invite exploration, 103; make control comforting and
convenient, 79; make objectives real, 91-92; making
controls intuitive, 79; match activities to objectives,

92; match behavioral modalities, 103; match controls

to content, 103; match controls to learner readi-
ness, 103-104; match performance modalities, 55;
previewing, 97; providing assistance, 97-98; show it,
63; studying up, 97; think real, not academic, 58-59;
true tasks, 55

Allen Interactions Web site, 145

Allen, M., 21

Anchored navigation design, 129-130

Animation: anchored navigation design alerted through,
129-130; avoiding extraneous, 72; decisions to make
related to, 69; used with purpose, 132-133

Antiterrorism training challenges: comparing T.IDD and
UID approach to, 3-8, 167-169: tut zesponder
role-playing, 9-13; four pririer - principles for first
responders, 3—5; orcer bf actions by first responders,
6-8

Apple Compuiai, 123, 124-125

Apple’s Safori Wb browser, 14

Application design: content-unique requirements and,
114; description of, 113; feature-rich e-learning chal-
lenges for, 121-122; learning time issue of, 113-114;
problems associated with, 114; situation-unique
requirements and, 114. See also Presentation design;
Web design

Appropriateness issue, 117

Artificial restrictions, 79

Attention: connecting as requiring, 47—48; distraction
versus, 48-49. See also Distractions

Audio: anchored navigation design alerted through,
129-130; avoiding extraneous, 72; choose either text
or, 73; conveying information through, 134; display
space and use of, 133—134; learner focus supported
through, 134; tips on how not to use, 134

Augmented reality, 41
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Authenticity/situational fidelity: activity for, 63; challenge
for, 62—63; connecting through, 24, 50, 60-65;
context for, 32-33, 61-62; feedback for, 63-65;
LID tip for creating, 24; low-tech solutions for, 61;
performance-based learning objectives through, 92;
physical activity use to achieve, 40; understanding

importance of, 60

Backward association, 102

Boredom antidote, 36

Boundless control approach, 76-77

Bright Horizons Family Solutions, LLC., 147

Budget issues, 116

Business Banking example: background informatioh on;
155-157; Connect principle applied to, 157-158;
Empower principle applied to, 15&: Orcaestrate
principle applied to, 158

Buttons. See Input and cont:al:

C

Carnegie Meilori University, 41

CCAF: artiterrorism training application of, 4-5,
168-169; challenge and help viewed through, 20,
94-98; connecting through, 48-66; description
of, 20; first responders training application of, 7-8,
171-172, 174-176; goal-oriented learning spaces
through, 88, 100-105; input and controls viewed
through, 77-83; interactive learning events built
from, 29-44; performance-based learning objectives
through, 20, 91-92; performance-relevant input and
control viewed through, 100-105; presentation design
developed using, 110, 111; as providing new lens for

viewing LID, 27; relevance/personalization viewed

through, 54-56; visual clarity viewed through, 71-75.
See also Activity; Challenges; Contexts; Feedback;
Learning experience

Cellular structure, 111

CEO (connect, empower, orchestrate): connect
component of, 23-24, 47-66; empower component
of, 24-25, 67-83; interface design examples which
apply, 145-166; introduction to, 22-23; orchestrate
component of, 25-26, 85-105

Challenge 1 (antiterrorism training): CCAF approach to,
4-5,148-169; comparing LID and UID approach
:.3--13, 167-169; four primary principles for first
responders, 3-5

Challenge 2 (first responders training): CCAF approach
to, 7-8, 171-172; comparing LID and UID approach
to, 6-8,170-172

Challenge 3 (first responders to explosion): CCAF
approach to, 174-176; comparing LID and UID
approach to, 9-12, 173-176

Challenge techniques: apply the domino effect, 62-63;
backward association, 102; be ready with graduated
help, 96; challenge learners to observe conditions, 102;
context visuals to imply challenge, 78; don’t give away
consequences, 102; familiarize learners with actions
to consider, 102; instill sense of confidence, 95-97;
integrating controls and challenges, 78; making chal-
lenges challenging, 55; mix levels, 96; not too easy or
to0o hard, 95; offer control, 96-97; pop the challenge,
94-95; power up, 96; presented in context, 74;
provided worked example, 95; ramp up challenges, 62;
requiring learners to recognize problems, 78-79; role
playing, 91; solve our problem—everyone’s depending
on you, 58; speak to learner through the context, 74;

use images of people, 74; why should they care?, 55



Challenges: antiterrorism training use of, 5, 169;
authenticity/situational fidelity, 62-63; CCAF for
viewing help and, 20, 94-98; connecting through,
55, 58, 62-63; context used to facilitate multiple,
101; first responder training, 5, 7, 10, 171, 174;
getting over fear of presenting, 93-94; humanization/
dramatic impact through, 58; input and controls
through, 78-79; interactive learning events, 33-36;
performance-based learning objectives through, 91;
performance-relevant input and control through, 102;
poor versus good, 34-36; relevance through, 33-34;
relevance/personalization through, 55; visual clarity
through, 74. See also CCAF

Challenging learners, 26

Chemistry 101 (Wilbur College), 47

Child learning experience, 85-86

Click-to-place, 139

Clicking/double-clicking, 137

Cognitive activity, 40-41

Color display: contrast used for, 133; purposeful use of,
126

Commission on Peace Officer Standards and Training,
150, 167,173

Concepts (tangible), 77-78

Conditions: associate consequences and, 102; challenges to
familiarize learners with, 102; “if,” 100

Conflict, 57-58

Connection/connecting: activity for, 55, 58-59, 63;
attention required for, 47—49; authenticity and situ-
ational fidelity for, 24, 50, 60—65; Business Banking
application of, 157-158; challenges for, 55, 58,
62-63; context for, 50, 54, 57-58, 61-62; Corrective
Lenses—Optics application of, 145-146; feedback for,
55-56, 59-60, 63-65; functional, 49-51; human-

ization and dramatic impact for, 24, 50, 56-60;
Infant/Toddler Safety Hazards application of, 149;
introduced as CEO component, 23-24; Police Officer
Training I application of, 151; Police Officer Training
11 application of, 154; relevance and personalization
for, 24, 50, 51-56; Shoe Store Stockroom application
of, 161-162; Travel Agent Training application of,
165

Consequences: associate conditions and, 102; connecting
actions to0, 99-100, 102; delayed judgment or, 104;
don’t always make them obvious, 64, 102; asintrinsic
feedback, 104; providing, 63—64. See zlsa Actions

Content: as key to relevance/personalization, 52-56; learn-
ing events organized around; T;-mnatch controls to,
103; performance-basedl learning objectives through,
91

Content-unique= Jesizn requirements, 114

Context rechniques: avoiding extraneous text, 72; be
feny, 58; build response opportunities into context,
77-78; consistent in use of space, 72; create tension to
communicate objectives, 91; creating “if” conditions,
100; don’t box text unnecessarily, 73; don’t erase
the full screen, 71-72; don’t fight, 71; don’t give
the outcome away, 91; don’t play generic games,
61-62; eliminating distractions, 72-73; facilitating
multiple challenges, 101; hero for a day, 54; hide
what’s hidden, 100-101; invite alternative actions,
101; it’s OK to exaggerate, 61; just (let them) do it,
58; make good first impression, 94; matching media
to real-world sources, 100; meeting of minds, 54;
please identify yourself, 54; prefer direct control over
remote control, 77; put related things together, 72;
separate out-of-context items from in-context items,

72; supply incorrect information, 101; trim the text,
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71; use conflict, 57-58; use theatrical devices, 57; vary
contexts, 61

Contexts: antiterrorism training use of, 4, 168; authentic-
ity/situational fidelity through, 32-33, 61-62; build
response opportunities into, 77—78; as CCAF compo-
nent, 20; challenge and help through, 94; connecting
through, 50, 54, 57-58, 61-62; displaying intrinsic
feedback within, 75; first responder training, 7, 10,
171, 174; humanization/dramatic impact through,
57-58; input and controls through, 77-78; interactive
learning event, 30-33; performance-based learning
objectives through, 91; performance-relevant input
and control through, 100-101; poor challenges due to
no, 34; poor versus good, 30-33; presenting challenge
in, 74; questions answered by, 30; relevance/pe son-
alization through, 54; visual clarity through, 7.-73;
visualizing situations through, 34. Sc= aiso CCAF

Contrast, 133

Control. See Input and cont:al:

Cooliris: description:of, ! 3: using Google with, 13; screen
capture of, 14

Cooliris, Inc.; 14

Corrective Lenses—Optics example: background informa-
tion on, 145; Connect principle applied to, 145-146;
Empower principle applied to, 146-147; Orchestrate
principle applied to, 147

Council on International Educational Exchange, 77

D
DaimlerChrysler’s Quality Institute, 132-133
Designing Successful e-Learning (Allen), 23, 27
Designing Visual Interfaces (Mullet and Sano), 127
Display space: animation, 69, 72, 129-130, 132-133;

audio and sound used in, 133-134; avoid erasing the

screen, 124; avoid glitzy eye candy, 128; click-to-place,
139; clicking/double-clicking, 137; color palette used
in, 126; differentiate active and inactive elements, 123;
don’t crowd the screen, 125; drag-and-drop, 80-81,
137-139; effective presentation of text, 125-126;
fonts and typefaces used, 127; grouping visual ele-
ments, 130-132; invite gestures—dynamic invitations,
135; invite gestures—static invitations, 134-135;
make text legible, 133; navigation, 128-130; rollover
and play alive, 135-136; sticking with small number
of lavcuts; 124; use contrast to communicate clearly,
123: ase interface conventions consistently, 124-125.
See also Learning spaces

Distractions: attention versus, 48—49; authenticity and
situational fidelity to avoid, 50, 60-65; humanization
and dramatic impact to avoid, 50, 56-60; perfor-
mance-based learning objectives by providing, 91-92;
relevance and personalization to avoid, 50, 51-56;
screen eye candy, 128. See also Attention

Do-overs, 97

Domino effect, 62-63

Double-clicking, 137

Drag-and-drop: different examples of, 80-81; learner-
friendly, 138-139; minimizing, 137-138

Dramatic impact. See Humanization/ dramatic impact

E

E-learners: attention required of, 47—49; connecting,
23-24; content-centric learning events and, 56;
empowering, 24—25; importance of not embarrassing,
35; learner-centric learning events and, 56; letting
them be mentors, 91; matching controls to readiness
of, 103-104; orchestrating learning event for, 25-26;

production rules provided to, 98-99. See also Help



E-Learning: CCAF to build interactive learning events
for, 29-44; CEO (connect, empower, orchestrate)
approach to, 22-26; good interface design required
for, 15; learning time issues of designing, 113-114;
as private and safe learning environment, 35; 3 M’s
(meaningful, memorable, motivational) of, 18-19,
123-141. See also Learning experience

Embarrassing challenges, 35

Empower/empowering: Business Banking application
of, 158; Corrective Lenses—Optics application of,
146-147; designing for doers and to, 67-70; Infant/
Toddler Safety Hazards application of, 149; input and
control design for, 25, 70, 74-75, 76-83; introduced
as CEO component, 24-25; Orchestrate applica-
tion of, 166; Police Officer Training I application
of, 151-152; Police Officer Training II application
of, 155; Shoe Store Stockroom application of, 162;
Travel Agent Training application of, 165-166; visual
clarity for, 25, 70-75

Essilor of America, Inc., 39, 145

Expedia, Inc., 163

Expense issues, 116

Eye candy displays, 128

F

Feedback: antiterrorism training use of, 5, 169;
authenticity/situational fidelity through, 63-65; as
CCAF component, 20; connecting through, 55-56,
59-60, 63-65; first responder training, 5, 8, 11, 172,
175-176; humanization/dramatic impact through,
59-60; input and controls through, 82-83; interactive
learning events, 42—44; intrinsic, 104; mislead-
ing, 64-65; performance-based learning objectives

through, 92; performance-relevant input and control

through, 104-105; poor versus good, 42—44; rel-
evance/personalization through, 55-56; visual clarity
through, 75. See also CCAF

Feedback techniques: be consequential, 63—64; chart
progress against proficiency, 92; communicate
progress honestly, 82; contextual elements to compose
feedback, 75; delay judgment or consequences, 104;
display judgmental feedback in distinctive fashion, 75;
don’t always make consequences obvious, 64; don’t
give away too much, 98; intrinsic feedback displayed
within context, 75; let feedback be misleadirg, 64-65;
mentorship, 75, 91, 104-105; power 1p ips, 98;
prefer consequences to judgments. 5%; promoting
exploration and initiative,«157: chow the current state
clearly, 82-83; stay in character, 55-56; stay visual and
authentic, 92; useutrinsic feedback, 104; use media
to make ovrcams memorable, 60

Fidelity. Se: Anthenticity

Firstzesponder training: CCAF approach to, 7-8,
171-172, 174-176; Challenge 1 (antiterrorism
training), 3-5, 167-169; Challenge 2 (antiterrorism
training), 6-8, 170-172; Challenge 3 (explosion
response training), 9-13, 173-176; comparing LID
and UID approach to, 3-13, 167-176; first responder
role-playing, 9-12; four primary principles for first
responders, 3—5; order of actions by first responders,
6-8

Floating navigation panels, 130

Fonts, 127

Functional connection, 49-51

G

Game design: cautions related to use of, 117-118; devel-

opment budgets of, 116; e-learning application of, 115
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Genesco, Inc., 159

Glitzy screens, 128

Goal-oriented learning spaces: CCAF for viewing, 88,
100-105; challenge and help for, 93-98; description
of, 88-89; LID considerations for orchestrating,
89-90; performance-based learning objectives for,
25-26, 90-92; performance-relevant input and
control for, 100-105

Good challenges, 36

Good context, 32-33

Good feedback, 43—44

Grain bin wheels exercise, 69

Graphics (extraneous), 72

Group visual elements, 130-132

H

Hardware issues, 117

Help: activity for challenge and, 97-98; ©CAF for viewing
challenges and, 20, 94-9%: haracteristics of LID,
25, 26; context for, V45 don’t penalize use of, 98;
goal-oriented lea-ning spaces, 93-98; graduated, 96.
See also L-lecrners

Herbert, D., 22

Humanization/dramatic impact: activity for, 58-59;
CCAF for viewing, 57-60; challenge for, 58;
connecting through, 24, 50, 56-60; context for,
57-58; feedback for, 59-60; LID tip for creating, 24;
understanding importance of, 56

Humor, 58

“If” conditions, 100
If-then statements, 98-99

Tllegible text, 133

Images: avoiding extrancous graphics, 72; photographs,
59; presenting challenges using people, 74

Incorrect information, 101

Infant/Toddler Safety Hazards example: background
information on, 147-149; Connect principle
applied to, 149; Empower principle applied to, 149;
Orchestrate principle applied to, 149-150

Input and controls: activity for, 79-81; allow direct
manipulation of contextual objects, 74; boundless
control approach to, 76-77; button as design chal-
lenge; 121:-122; CCAF for viewing, 77-83; challenge
by ofering, 96-97; challenge for, 78-79; click-to-
place, 139; context for, 77-78; differentiating from
displays, 74-75; don’t underline text unless hyperlink,
74; drag-and-drop, 80-81, 137—139; empowering by
designing, 25, 70, 74-75, 76-83; feedback for, 82-83;
give buttons distinctive appearances, 75; invite action,
75; match content to, 103; match learner readi-
ness to, 103-104; navigation, 128-130; no control
approach to, 76; performance-relevant, 26, 98-100;
situation-unique requirements of, 114; understanding
importance of, 76

Input gestures/controls, 25

Interactive learning events: activity for, 36-41; challenge
of, 33-36; content-centric design of, 56; context
of, 30-33; describing, 29-30; feedback for, 42—44;
learner-centric design of; 56. See also Learning
experience

Interactive timelines, 53

Interface design: Apple Computer, 123, 124-125; applica-
tion, 113-114, 121-122; Cooliris, 13—14; for doers,
67-70; efﬁcien(,y, cognitive-nature, context elements
of, 13; examples of guidelines applied to, 145-1665

importance of good, 13; presentation, 109-111;



required for e-learning to work, 15; science versus craft
of, 119-120; two design goals of, 17-19; Web design
and, 112-113. See also Learner interface design

(LID); User interface design (UID)

Interface design examples: Business Banking, 155-158;

Corrective Lenses—Optics, 145-147; Infant/Toddler
Safety Hazards, 147-150; Police Officer Training I,
150-152; Police Officer Training II, 153-155; Shoe
Store Stockroom, 158-163; Travel Agent Training,
163-166

Interface design guidelines: application design, 113-114,

121-122; appropriateness, 117; content-unique
requirements, 114; differentiate active and inactive ele-
ments, 123; examples of applied, 145-166; expense,
116; game design principles, 115; game design versus
e-learning, 117-118; general software applica-

tions, 114; hardware, 117; learning time, 113-114;
presentation design, 109—111; realism, 116-117;
situation-unique requirements, 114; 3 M’s (meaning-

ful, memorable, motivational), 18—19, 123-141; time

viewing, 27; CEO (connect, empower, orchestrate)
of, 21-26; comparing UID antiterrorism training
and, 3-8, 167-169; comparing UID first responder
to explosion training and, 9-13, 173—176; comparing
UID mental involvement and, 16; complicated issues
for consideration, 69; considerations for orchestrating
learning, 89-90; input and control of, 70, 76-83;
language of, 26-27; maximizing the learning experi-
ence challenge of, 17-19; visual clarity of, 70-75. See

also Interface design

Learner interface design (LID) characteristics: buiiding on

performance-based learning objectives.2-25; chal-
lenge and help, 25; mental interactions; 19-20; per-
sonalization, humanization, acihenticity approaches
of, 24; providing pei‘oimanrce-relevant controls, 26;
real-world task thinling as aim, 16, 23; visual clarity/

input and contrcl of, 25

Learner interface design (LID) issues: animation decisions,

€9; length of learning sessions, 69; text/narration

triad, 69

issues, 115-116; Web design, 112-113 Learning events. See Interactive learning events

Invite gestures: dynamic, 135; static, 134-135 Learning experience: connecting for, 23-24; empowering
Irrelevant challenges, 34-35 for, 24-25; goal-oriented learning spaces for, 88-105;
IRS training videos, 40—41 how children learn, 85-86; language of designing
event of, 26-27; orchestrating, 25-26, 85-105;
J performance-based learning objectives for, 25-26,
Jeopardy (TV quiz game), 31, 61 90-92; personalization, humanization, authenticity
approaches of, 24. See also CCAF; E-Learning;
K Interactive learning events
KCTA-TV, 88 Learning experience challenges: Challenge 1 (antiter-
rorism training), 3-13, 167-169; Challenge 2 (first
L responders training), 6-8, 170-172; Challenge 3 (first
responders to explosion), 9—13, 173-176; comparing

Learner interface design (LID): attention versus distrac-

tions in, 48-49; CCAF as providing new lens for LID/UID mental involvement for, 16; maximizing
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the positive, 18—19; minimizing the negative, 17-18;
3 M’s (meaningful, memorable, motivational), 18-19,
123-141

Learning sessions: learning time issues impacting,
113-114; length of, 69

Learning spaces: creating open, 87-88; goal-oriented,
88-105; LID considerations for successful, 89-90;
orchestrating, 87-89. See also Display space

Learning time issues, 113-114

Legible text, 133

Linearity, 110

M

Math “story problems,” 33-34

Meaningful learning, 19

Memorable learning, 19

Mentors: check first steps through, 104 ws feadback
advisors, 75; letting the learner be rhe, 915 prompt
beginning learners throush; 104-105

Misleading feedback, 64-C

Motivational learuiing, 19

Motorola, Tne., /5

Mr. Wizard Studios, Inc., 22. See also Watch Mr. Wizard
(TV show)

Mullet, K., 127

N
Navigation: feature learning activities and not capabilities
of, 128-129; fixed divisions anchoring, 129-130;
floating panels for, 130
Newton’s Apple (TV series), 87
No control approach, 76
The Non-Designer’s Web Book (Williams and Tollet),

127

0]

Objectives. See Performance-based learning objectives

Obscure challenges, 35

Open learning spaces, 87-88

Orchestrating learning spaces: goal-oriented learning
spaces, 88—105; issues for, 87; LID considerations for,
89-90; of open learning spaces, 87—88; performance-
based learning objectives for, 25-26, 90-92

Orchestration: Business Banking application of, 158;
Corrective Lenses—Optics application of, 147; Infant/
Toddicr Sefety Hazards application of, 149-150;
inroduced as CEO component, 25-26; of learning
spaces, 87-89; LID considerations for successful,
89-90; Police Officer Training I application of, 152;
Police Officer Training II application of, 155; Shoe

Store Stockroom application of, 162-163

Papert, S., 33

Performance-based learning objectives: activity for, 91-92;
CCAF for viewing, 91-92; challenge for, 91; context
for, 91; feedback for, 92; orchestrating, 25-26, 90

Performance-relevant input and controls: activity for,
103-104; CCAF for viewing, 100-105; challenge for,
102; context for, 100-101; feedback for, 104—105;
production rules for creating, 98-99; tips for LID, 26

Personalization. See Relevance/personalization

Photographs, 59

Physical activity, 3940

Physician weight management training, 105

PLATO project, 37

Police Officer Training I example: background informa-
tion on, 150-151; Connect principle applied to, 151;

Empower principle applied to, 151-152; Orchestrate



principle applied to, 152

Police Officer Training II example: background informa-
tion on, 153-154; Connect principle applied to,
154; Empower principle applied to, 155; Orchestrate
principle applied to, 155

Poor activity, 37-39

Poor challenges: embarrassing as, 35; irrelevance as, 34-35;
no context crating, 34; obscure as, 35

Poor context, 30-32

Poor feedback, 4243

Powering up, 96, 98

Presentation design: breadth and depth of, 111; CCAF
used to develop, 110, 111; cellular structure of, 111;
issues related to, 110; linearity of, 110; PowerPoint,
109; Tufte’s approach to, 109-110. See also
Application design; Web design

Previewing, 97

Production rules, 98-99

Providing incorrect information, 101

Q

Quality Institute (DaimlerChrysler), 132-133

R

“Ransom note” typography, 127

Realism issue, 116-117

Relevance/personalization: activity for, 55; CCAF lens for,
54-56; challenges for, 55; connecting through, 24,
50, 51-56; content as key to, 52-56; contexts for, 54;
feedback for, 55-56; LID tips for creating, 24; reach-
ing instructional goals through, 52; understanding
importance of, 51-52

Remote control, 77

Role playing: first responder antiterrorism training using,

9-13; performance-based learning objectives through,
91
Rollovers, 135-136

Safari Web browser, 14

Sano, D., 127

Sans serif typeface, 127

Scout bee dance, 88

Screen design. See Display space

Serif typeface, 127

Sexual harassment prevention training, 10

Shoe Store Stockroom example: backerournd information
on, 158-161; Connect prindipieapplied to, 161-162;
Empower principle aof lied <0, 162; Orchestrate
principle applied-¢,.162-163

Situation-uniqr des.gn requirements, 114

Situational ideliy. See Authenticity

Sourds: See Audio

_vering: consistent use of, 72; visual clarity through,
71-72

Star Wars saga, 18, 19

Static invitations, 134—135

Studying up, 97

Tangible concepts, 77-78

Text: avoid underlining unless it’s a hyperlink, 74; avoid
unnecessarily boxing, 73; avoiding extraneous, 72;
choose cither audio or, 73; effective presentation
of, 125-126; give headings distinctive appearances,
75; grouping text headings, 131; if-then statements,
98-99; legible, 133; text/narration triad, 69; use small

number of fonts purposefully, 127; visual clarity by
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trimming the, 71

Text/narration triad, 69

3 M’s guidelines: on audio and sound, 133-134; avoid
erasing the screen, 124; click-to-place, 139; clicking/
double-clicking, 137; differentiate active and inactive
clements, 123; don’t crowd the screen, 125; don’t
start from scratch, 139-140; drag-and-drop, 80-81,

137-139; feature learning activities not navigation,

128-129; go on a eye candy diet, 128; group visual ele-
ments, 130-132; invite gestures—dynamic invitations,
135; invite gestures—static invitations, 134-135; letting
others judge the design, 140-141; maintain focus, 129;

make text legible, 133; present text effectively, 125-126;

reserving space for more refinements to design, 141

rollover and play alive, 135-136; stay put, 124; use

contrast to communicate more clearly, 122, us¢ interface

conventions consistently, 124—125; use 2 small color
palette purposefully, 126; use sinall 1.umber of fonts
purposefully, 127

3 M’s (meaningful, men.oz ble, motivational): introduc-
tion to, 18-19; taiscellaneous guidelines for, 123-139;
procecure! guidelines for, 139-141

Timeline: (interactive), 53

Tollet, J., 127

Travel Agent Training example: background information
on, 163-165; Connect principle applied to, 165;
Empower principle applied to, 165-166; Orchestrate
principle applied to, 166

Tufte, E., 109-110

Typeface, 127

U

User interface design (UID): comparing LID antiterror-

ism training and, 3-8, 167-169; comparing LID first

responder to explosion training and, 9-13, 173-176;
comparing LID mental involvement and, 16; inviting
action using drag and drop, 80-81; minimizing

the attention/effort of learners challenge of, 17-19;
transparency and ease of use aims of, 23. See also

Interface design

\%
Visual clarity: activity for, 74-75; CCAF for view-
ing, 71-75; challenge for, 74; context for, 71-73;
empon veriag by designing, 25, 70; feedback for, 75;

andestanding importance of, 70-71

w

Watch Mr. Wizard (TV show), 21, 22, 24, 25, 57. See
also Mr. Wizard Studios, Inc.

Web design: caution when applied to e-learning, 113;
information access in, 112; issues to consider for,
112; user direction element of, 112—-113. See also
Application design; Presentation design

Weight management training, 105

“What’s the Secret?” (interactive series), 87

Wheel of Fortune (TV quiz game), 31, 61

Wilbur College, 47

Williams, R., 127

Zebra technology, 69





