penocs DIPF @

Open Access Erziehungswissenschaften

Obexer, Regina; Giardina, Natasha
What is a learning designer? Support roles and structures for collaborative

E-Learning implementation

Wachtler, Josef [Hrsg.]; Ebner, Martin [Hrsg.]; Groblinger, Ortrun [Hrsg.]; Kopp, Michael [Hrsg.]; Bratengeyer, Erwin
[Hrsg.]; Steinbacher, Hans-Peter [Hrsg.]; Freisleben-Teutscher, Christian [Hrsg.]; Kapper, Christine [Hrsg.]: Digitale
Medien: Zusammenarbeit in der Bildung. Minster; New York : Waxmann 2016, S. 137-146. - (Medien in der
Wissenschaft; 71)

E Quellenangabe/ Reference:
“are  Obexer, Regina; Giardina, Natasha: What is a learning designer? Support roles and structures for
collaborative E-Learning implementation - In: Wachtler, Josef [Hrsg.]; Ebner, Martin [Hrsg.]; Groblinger,
Ortrun [Hrsg.]; Kopp, Michael [Hrsg.]; Bratengeyer, Erwin [Hrsg.]; Steinbacher, Hans-Peter [Hrsg.];
Freisleben-Teutscher, Christian [Hrsg.]; Kapper, Christine [Hrsg.]: Digitale Medien: Zusammenarbeit in
der Bildung. Munster; New York : Waxmann 2016, S. 137-146 - URN: urn:nbn:de:0111-pedocs-157874
- DOI: 10.25656/01:15787

https://nbn-resolving.org/urn:nbn:de:0111-pedocs-157874
https://doi.org/10.25656/01:15787

in Kooperation mit / in cooperation with:

¢ WAXMANN

www.waXmann.com

http://www.waxmann.com

Nutzungsbedingungen

Gewabhrt wird ein nicht exklusives, nicht tbertragbares, persénliches und
beschranktes Recht auf Nutzung dieses Dokuments. Dieses Dokument ist
ausschlieBlich fir den persoénlichen, nicht-kommerziellen Gebrauch
bestimmt. Die Nutzung stellt keine Ubertragung des Eigentumsrechts an
diesem Dokument dar und gilt vorbehaltlich der folgenden Einschrankungen:
Auf  samtlichen  Kopien  dieses Dokuments missen alle
Urheberrechtshinweise und sonstigen Hinweise auf gesetzlichen Schutz
beibehalten werden. Sie durfen dieses Dokument nicht in irgendeiner Weise
abandern, noch dirfen Sie dieses Dokument fiir offentliche oder
kommerzielle Zwecke vervielfaltigen, offentlich ausstellen, auffihren,
vertreiben oder anderweitig nutzen.
Mit der Verwendung dieses
Nutzungsbedingungen an.

Dokuments  erkennen  Sie  die

Kontakt / Contact:
pebocs

DIPF | Leibniz-Institut fir Bildungsforschung und Bildungsinformation

Informationszentrum (1Z) Bildung
E-Mail: pedocs@dipf.de
Internet: www.pedocs.de

Terms of use

We grant a non-exclusive, non-transferable, individual and limited right to
using this document.

This document is solely intended for your personal, non-commercial use. Use
of this document does not include any transfer of property rights and it is
conditional to the following limitations: All of the copies of this documents must
retain all copyright information and other information regarding legal
protection. You are not allowed to alter this document in any way, to copy it for
public or commercial purposes, to exhibit the document in public, to perform,
distribute or otherwise use the document in public.

By using this particular document, you accept the above-stated conditions of
use.

Mitglied der

Leibniz-Gemeinschaft



Medien in der
Wissenschaft




Josef Wachtler, Martin Ebner, Ortrun Groblinger,
Michael Kopp, Erwin Bratengeyer, Hans-Peter Steinbacher,
Christian Freisleben-Teutscher, Christine Kapper

(Hrsg.)

Digitale Medien:
Zusammenarbeit in der Bildung

“
Waxmann 2016

Miinster * New York




Bibliografische Informationen der Deutschen Nationalbibliothek
Die Deutsche Nationalbibliothek verzeichnet diese Publikation in
der Deutschen Nationalbibliografie; detaillierte bibliografische
Daten sind im Internet iiber http://dnb.d-nb.de abrufbar.

Medien in der Wissenschaft, Band 71

ISSN 1434-3436
ISBN 978-3-8309-3490-5
ISBN-A 10.978.38309/34905

Der Volltext ist online unter www.waxmann.com/buch3490 abrufbar.
Die Einzelbeitrdge und zugehorige Dateien sind unter
http://2016.gmw-online.de abrufbar und kommentierbar.

© Waxmann Verlag GmbH, 2016
Www.waxmann.com
info@waxmann.com

Umschlaggestaltung: PleBmann Design, Ascheberg
Umschlagfoto: © rawpixel — Fotolia.com

Satz: Stoddart Satz- und Layoutservice, Miinster
Druck: Hubert & Co., Géttingen

Gedruckt auf alterungsbestdndigem Papier,
saurefrei gemaf ISO 9706

®
MIX
Papier aus verantwor-

tungsvollen Quellen
EW,SE FSC® C016439

Printed in Germany

Alle Rechte vorbehalten. Nachdruck, auch auszugsweise, verboten.
Kein Teil dieses Werkes darf ohne schriftliche Genehmigung des
Verlages in irgendeiner Form reproduziert oder unter Verwendung
elektronischer Systeme verarbeitet, vervielfdltigt oder verbreitet werden.



Inhalt

Josef Wachtler, Martin Ebner, Ortrun Gréblinger, Michael Kopp,

Erwin Bratengeyer, Hans-Peter Steinbacher, Christian Freisleben-Teutscher,
Christine Kapper

EdItorial...c..ooueiiiiiiiiiieie et 11

1. Full Paper

Sabine Hueber
Design-Based-Research als Methode zur Erforschung von innovativen
Szenarien wissenschaftlicher Zusammenarbeit...........cccoeceeveeveniniinienenencncne. 14

Alexandra Totter, Felix M. Schmitz, Dominik Petko

Online-Reflexion mittels Weblogs: Ein diszipliniibergreifender Ansatz

zum Umgang mit Belastung in der berufspraktischen Ausbildung

angehender Lehrpersonen und Mediziner/innen ...........cceeevveveeneneneeniencnenene 24

Sandra Schon, Martin Ebner, Sebastian Horndasch, Hannes Rothe
Booksprints im Hochschulkontext: Drei erfolgreiche
Beispiele fiir das gemeinsame Schreiben in kurzen Zeitrdumen............c..co.c..... 35

Christine Michitsch, Udo Nackenhorst
Transmedia Learning — Digitale Bildungsprozesse mithilfe
journalistischer Konzepte professionaliSieren ..........cecververieeneenieenieenieeneenneenne 46

Martin Ebner, Anja Lorenz, Sandra Schén, Andreas Wittke
Offene Lizenzen als Treiber fiir neuartige Kooperationen
und Innovationen in der Bildung..........ccoceevieniieniienienieieieeieeeee e 55

Anita Holdener, Silke Bellanger, Seraina Mohr
,Digitale Kompetenz™“ als hochschulweiter Bezugsrahmen in einem
StrategieentWiCKIUNGSPIOZESS ...cc.veivvereiereieriieiie ettt sre e seae e 65

Nina Griinberger, Claudia Kuttner, Helge Lamm
Situiert. Partizipativ. Adaptiv.
Kollaboration in pddagogischer Forschung und

Praxis im Projekt ,,MediaMatters!®...........ccccorviiriinrienienie e 75
Tanja Jadin

Community Building unter Lehrpersonen zum kompetenzorientierten

Einsatz neuer Medien im Unterricht ........c.ccocvvvieeiieniiinieiieniecenee e 85

Sandra Schon, Martin Ebner, Kristin Narr, Markus Peif5

Vom Modellprojekt iiber den Online-Kurs bis zum Handbuch —

von gelungenen Projekten und Kooperationen im Bereich des

H»Making® mit Kindern........cccooiviiiiiiiesieeeee e e 96



Michael Heinecke
Digitale Skripte mit Markdown und elearn.js als
Basistechnologie fir OER .......c.cccceoiiiieiiieiicii e 107

Petra Bauer, Fabian Geib, Christian Kogler
Internationale Online-Kooperation: Videowettbewerb EDIT ...........ccccocueeeeee. 117

Hans-Peter Steinbacher, Erwin Bratengeyer
Ergebnisse der Studie zur Erfassung der dsterreichischen
Hochschul-E-Learning-Landschaft...........cccoooiiiiiiiininieeeeee 127

Regina Obexer, Natasha Giardina
What is a Learning Designer?
Support roles and structures for collaborative E-Learning implementation..... 137

Catrina Grella, Christoph Meinel
Einblicke in die Interaktion zwischen Lernenden am Beispiel
eines Massive Open Online Courses — eine empirische Analyse..................... 147

Bernhard Koller, Adina Koller
Gamification: Die bijektive Abbildung zwischen Minecraft und
sozialen Kompetenzen im Schulalltag...........ccoccooeiiiiiieiiniiieeeeeceee 157

Hedy Wagner, Klaus Himpsl-Gutermann, Reinhard Bauer, Angelika Zagler
E-Portfolios aus der Perspektive von Hochschullehrenden

Von der kollegialen Zusammenarbeit zur nachhaltigen Entwicklung

vON LehrKOmMpPetenzZen. ........ccuvevieiieiiiiieieeie ettt 168

Fabian Krapp, Steffen Moser, Stefanie Birtele, Gabriele Groger,

Hermann Schumacher

Entwicklung redaktioneller Prozesse zur Erstellung universitarer
Weiterbildungsangebote auf Grundlage einer persona-inspirierten
ANTOrderungsanalySe .........cccueerueevieriiiiieieeie ettt sttt 179

Sandra Niedermeier, Claudia Miiller
Game-Based-Learning in Aus- und Weiterbildung —
von der Idee zur UmSEIZUNGZ ....cccevviriieieeieiieiie et 190

Peter Baumgartner, Ingrid Bergner
Einige Feedback-Arten fiir Online-Lernen: Taxonomie und Realisierung
von Feedback-Mustern fiir Multiple-Choice-Tests in Moodle............ccecvenneenne 201

2. Short Paper & Educamp Beitriige

Elke Lackner, Michael Raunig )
Gemeinsame webbasierte Textproduktion: konzeptuelle Uberlegungen .......... 211



Hanna Vollmann, Elke Jantscher, Christine Kapper, Corinna Koschmieder,
Jiirgen Pretsch, Aljoscha Neubauer

Das Kooperationsprojekt PadagogInnenbildung NEU — Entwicklung und
Durchfiihrung eines einheitlichen Aufhahmeverfahrens ..........c..ccccooevinencae. 216

Angelika Zagler, Reinhard Bauer, Klaus Himpsl-Gutermann,

Hedy Wagner

Personal Branding in Education: Wie viel (Peer-)Feedback

braucht ein digitales Lehrportfolio? Eine Uberlegung ...........ccccccocovvvveveinennnnns 221

Jorn Topper, Hulusi Bozkurt, Margrit Ebinger, Andreas Griesinger,

Julia Hansch, Andrea Honal, Silke Laubert, Bianka Lichtenberger,

Christopher Paul, Thorsten Sauer, Dietlind Tittelbach-Helmrich,

Markus Vofs, Katja Wengler, Claudia Winkelmann

Das Projekt ,,eCampus® — Standortiibergreifende Kooperationen in

der digitalen Lehre an der Dualen Hochschule Baden-Wiirttemberg............... 227

Marc Egloffstein, Niko Baldus, Melanie Klinger
Kooperative Strategieentwicklung fiir Digitalisierung in der Lehre................. 232

Thomas Narosy, Helga Diendorfer
Ist Unterricht ohne digitale Medien und Werkzeuge nicht mehr gut genug?
Oder: Fachdidaktik digital-inklusiv — eine Einladung zum Diskurs ................ 238

Regula Kunz, Dominik Tschopp, Pilar Gonzalez
Zusammenarbeit in Communities of Practice am Beispiel
des Netzwerks ,,Schliisselsituationen der Sozialen Arbeit™...........cocevvvevrnnnee.. 243

Carola Brunnbauer, Daniel Stainhauser
ILIAS-Lernobjekte als multimediale E-Books in der beook-Plattform:
Ein Erfahrungsbericht...........ccooooiiiiiiieeeeeeeee e 248

Ulrike Maier, Armin Egetenmeier, Axel Loffler
Ist Moodle fiir elektronische Zulassungsverfahren in (fortgeschrittener)
Mathematik einsetzbar? — ein Praxisbericht..........cocoooieiiiriniiinieieeeee, 253

Claudia Bérner, Nadine Schaarschmidt, Thomas Meschzan, Sylvia Frin
Innovation in der Lehre — Sind Videos im Hochschulalltag

ANGEKOMIMENT? ....eiiiiiiieti ettt ettt e et e sttt e st e eesteeseene et e senseeseeneeneas 258
Philipp Marquardt

Bildung, (digitales) Medium, Kollaboration:

Uber die Kompatibilitdt der Begriffe und Theorien ..........c.ccoceeeeevervivnennene. 264

Felix C. Seyfarth, Claudia Bremer, Ines Paland-Riedmiiller
Integrative Bildungsangebote fiir Fliichtlinge online skalieren:
Ein didaktisches Modell zur Kompetenzvermittlung. ...........cccoeoveeenenenenncnne. 270



Thomas Ndarosy, Helga Diendorfer, Thomas Leitgeb
Die NMS-Vernetzungsplattform: ein Raum fiir Schul- und
Professionsentwicklung: Eine Einladung zur Beforschung............cccceeveneen.

Michaela Moser, Christian F. Freisleben-Teutscher
Partizipation bei Erweiterung und Gestaltung
70 B 03511 21010 ) PSR

Peter Schneckenleitner
Reflexionen iiber die Bedeutung des Offline-Bereiches fiir
die Bildung am Beispiel der Informationsentwicklung ...........ccccceeververieennenns

Michael Steiner

Flipped Professional Team Coaching in der prozessorientierten

Begleitung von Schulen im Rahmen des KidZ-Projekts

(Klassenzimmer der Zukunft) ..........ccccoevieiieiieniiniiiiecie e

Sabine Seufert, Christoph Meier
Digitale Transformation: Vom Blended Learning zum digitalisierten
Leistungsprozess ,Lehren und Lernen’ .........ccccoevevienienieneenienienieeneesieeiens

Anna-Sophia Bahl, Peter Hager, Tamara Peljord, Markus Pichler
It’s a Match! Eine online-ethnographische Untersuchung der
App ,,Tinder” aus Sicht der Medienbildung.............ccoocvevierienienienieneeeeens

Nicola Wiirffel
Virtual Mobility fordern und Internationalisierung stirken durch
transnationale, kooperative Blended-Learning-Seminare............ccccoccevenennnne.

Adina Koller, Bernhard Koller
Konzepte von E-Learning in MMORPGs und Perspektiven zur
Ubertragung in den Bildungsbereich..........cccoovuveiiniiniiiiiniiienieieeeeeens

Christian F. Freisleben-Teutscher
Angewandte Improvisation:
Beitrdge zu Kooperation und Peer Learning............cceceeveeneeneeneeneeneenieennens

3. Poster

Sindy Riebeck
Digitale Vernetzung der Lehrerbildung in Schulen und Hochschulen —
€N PIOIPTOJEKE .eeeeiiiiiiieiieieee et

Elske Ammenwerth, Werner Hackl
Interaktionsnetzwerke zur Analyse der Kooperation
in virtuellen LernCoOmMmUNITIES.........cccveeeeriuveeeiiiriieeeiieeeeeereeeeeereeeeeeveeeeeeanreeean



Arne Beckmann, Anna-Maria Kamin, Alain Michel Keller,

Silke Kirberg, Kathrin Pahlke-Kullik, Timon T. Temps, Yvonne Wegner,
Dorothee M. Meister, Gudrun Oevel

,»E-Assessment NRW*: Vernetzungspotenziale,

Good Practices und Praxiserfahrungen. Ausgangslage .........cccoeeeevvvervenceneenne 328

Sabine Witt, Vinzenz Rast
Eine Website als Unterrichtsmedium: Zusammenarbeit
und Sichtbarkeit im hybriden Unterrichtsformat ............ccoocevevencieniennencieneene 330

Franziska Chen, Dominik Klaus, Anna Palienko-Friesinger
From team teaching to shared responsibility — Teaching Labs
zur Forderung der Zusammenarbeit von Lehrenden...........ccoecveviiviinvencieneene 332

Urban Lim, Samuel Witzig
Koordinierte Forderung der akademischen

Medienkompetenz an der Hochschule...........cocoooiieiiiniiiiiiiiiniiniecieeeeeeee 334
Gerhard Brandhofer

Digitale Evangelisten, Apokalyptiker, Diskurssucher, Verweigerer und
Miinchhausens Trilemma........c.ccoceveeieriininininieieneceeeee e 337

Jorg Hafer, Frederic Matthé, Marlen Schumann
E-Teaching-Badgevergabe — Kollegiales Feedback
als QualitatsentwicklungSinStrument ..........ccocceevverierienieneeneeneeneeseeneenieenne 339

Anton Tremetzberger
Einsatz von Technologie in der Lehre —
angereizt, gereizt 0der AUSZETEIZL? .....cccevveviierierierienieeriee e siee e siee e siee e 341

Martina Friesenbichler
Einsatz sozialer Medien zur Stakeholderkommunikation
und -aktivierung im Rahmen interdiszplindrer Praktika........c..ccccocceveninincne. 343

Claudia Bremer, Martin Ebner, Andrea Gumpert, Sandra Hofhues,

Beat Doebeli Honegger, Thomas Kohler, Anja Lorenz,

Heinz Werner Wollersheim

Mediale Megatrends und die Position(-ierung) der Hochschulen

ZUL DIItalISICIUNE «...eeneeiiiieeieiete ettt ettt ee e 345

Claudia Bremer, Sandra Hofhues, Kerstin Mayrberger, Timo van Treeck
Offene Lehr-/Lernszenarien und Open Educational Practices
AN HOChSCRUIEN.......c..iiiiieiee s 348

Katja Wengler, Judith Hiither, Claudia Bremer
Wie lassen sich hochschul- und standortiibergreifende
Lehrveranstaltungen realiSieren? ...........ccoooeeeeiererinieieieese e 350



Marc Egloffstein, Elvira Schulze, Karina Piersig
Didaktische Gestaltung von Massive Open Online Courses:
Rahmung, Rollen, Handlungsfelder ............ccocvviieciiniiiiiiiiecieeie e 352

Martina Mauch, Susanne Lutz, Gina Wiesweg, Tobias Falke,

Alexander Kirchhof

Hochschuliibergreifende technologiebasierte Kollaboration zur

Qualifizierung studentischer E-Tutor/inn/en ...........ccocceevveveeneenienvenieniennenne 354

Thomas Sporer, Claudia Bremer
Offene Bildungsressourcen fiir das Lernen durch Verantwortung in
Schule, Hochschule und Zivilgesellschaft...........ccccoevienienienienienienieieeeenee, 356

Petra Missomelius, Michael Kern

Die visuelle Verbreitung von Wissen:

Zur Reflexion des Visuellen in multimodalen Lernkonfigurationen

(Ein Workshop in Kooperation mit LeOn, einem Anbieter von
Online-Lehr-/Lernmaterialien)..........cccuveeeiiriiiieiiieeiie e 358

Timon Tobias Temps, Alain Michel Keller, Kathrin Pahlke-Kullik,
Anna-Maria Kamin, Dorothee M. Meister, Gudrun Oevel

Rechtliche und didaktische Fragen zu elektronischen Priifungsformen —
Erfahrungen und Handlungsempfehlungen aus dem Projekt

L E-ASSESSMENt NRW e e 360
Josef Buchner

Die umgedrehte Lehrveranstaltung:

Digitale Lernmaterialien produzieren..........c.cccuveeveevieecieerieieeieeie e eveeeeseees 362
Autorinnen Und AULOTEN ........cccuerieriirieienienieniieteretente ettt eaere e eaee 364

Gesellschaft fiir Medien in der Wissenschaft (GMW)........ccoceviivienvenieneenns 392



Regina Obexer, Natasha Giardina

What is a Learning Designer?

Support roles and structures for collaborative E-Learning
implementation

Zusammenfassung

Im Zuge der fortschreitenden Digitalisierung setzen sich Universitidten weltweit
damit auseinander, wie man Online-Studienangebote und Blended-Learning-
Szenarios nachhaltig planen und implementieren kann. Dabei stellt sich die
Frage, welche Supportstrukturen und -rollen notwendig sind, um Lehrende in
diesem Verdnderungsprozess effektiv zu unterstiitzen. Wahrend die Diskussion
iiber die Professionalisierung von universitdren E-Learning-Supportrollen im
deutschsprachigen Raum weniger ausgeprigt scheint, hat sich im angelsich-
sischen Raum die Rolle des ,Learning/Educational Designers* (Australien),
»Instructional Designers (USA) oder ,,Educational Technologist“ (GB) eta-
bliert. Sie fungiert als Schnittstelle zwischen Didaktik und Technik und unter-
stiitzt in enger Zusammenarbeit mit Lehrenden die verschiedenen Facetten der
Implementierung von E-Learning-Angeboten. Der vorliegende Beitrag gibt einen
kurzen Abriss der Literatur zum Thema E-Learning-Support und geht dann
auf die Rolle sowie die verschiedenen Verantwortungsbereiche von Learning
Designern ein. Mogliche Organisationsmodelle ebenso wie Faktoren erfolg-
reicher Zusammenarbeit werden ebenso angesprochen. Abschliefend wer-
den weiterfilhrende Forschungsfragen und Zukunftsperspektiven aufgezeigt.
Der Artikel basiert auf den Ergebnissen eines Reviews des Learning-Design-
Supportmodelles an der Queensland University of Technology (Brisbane,
Australien).

1 Introduction

Higher education (HE) around the world is undergoing fundamental transfor-
mation. The shift from traditional models of education to connected, technol-
ogy enabled, and learner-centered paradigms requires significant changes in cul-
ture, practice, process and policy. The institution wide introduction of blended
or online learning models requires not only collaboration between and coordi-
nation across different institutional stakeholders (cf. ACODE 2012), but also the
establishment of support resources who can provide expertise and support in the
broad spectrum of educational technology use. One of the key questions to be
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addressed then is what types of support roles are required to help institutions
in this shift, and how these should be organised and placed in the institutional
structure to maximize their effect.

In the English speaking HE arena, the position of the Learning Designer' has
long played the role of supporter, change agent, catalyst and provider of exper-
tise in this context, and is seen as critical in supporting sustained change.
Browne & Beetham (2010) contend that “Education technologists find them-
selves at the centre of a redefinition of post-compulsory education, which com-
bines dynamic new environments for learning with significant challenges to
institutions’ traditional purposes.” (p. 9)

Yet even in academic cultures where the role is well established, one of the
issues encountered in effectively providing support for E-Learning is that the
role is not well understood by the very people who should be supported by it
— academic staff. This article aims to contribute to the understanding of profes-
sional roles and models in the implementation of online and blended learning
in Higher Education by providing a snap-shot of the current facets and discuss-
ing future aspects of the role of the Learning Designer. It is based on the out-
comes of a review project carried out by the authors at Queensland University
of Technology in mid-2014, the aims of which were to evaluate the provision of
learning design support, identify existing and emerging needs and drivers, and
finally propose a future model of support for the University. Defining the role
of the Learning Designer was a particular focus of the review, both within the
institution, but also more broadly in the context of Australian HE. Data were
collated from a range of sources, including a literature review of support mod-
els and roles for E-Learning implementation, consultation with a range of inter-
nal stakeholders in the form of semi-structured interviews and focus groups,
and expert interviews with representatives from five other Australian universi-
ties. The results were transcribed and analysed using a deductive data analy-
sis method as proposed by Mayring (2000). This contribution draws on the find-
ings of the review with a particular focus on describing the changing role of the
Learning Designer as a key collaborator, accelerator and connector in a rapidly
changing environment.

1 The label of the role varies considerably. In Australia, the role is also called “Educational
Designer” and several other titles are emerging. In the US context, “Instructional
Designer” is the most common name, and in the UK “Educational/Learning
Technologist” is generally used. This myriad of job titles points to variations in the role,
which depend on institutional, national and sector differences. A discussion of these spe-
cific differences is beyond the scope of this paper.
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2 Support roles for E-Learning implementation — a review of
the literature

2.1 Institutional support for E-Learning

The literature reflects strong agreement that the transition from traditional mod-
els of teaching to online and connected models of learning is complex, and
requires strong institutional vision as well as support and investment at both
strategic and operational levels, spanning technology, pedagogy and adminis-
tration (Arabazs et al. 2003). Both top-down vision and bottom-up support are
required to successfully drive change, and “in between resides a web of centrally
administered resources that must evolve uniquely to reflect each institution’s cul-
ture, academic programs, and characteristics” (ibid. p.18). In a review of 110
papers describing and critiquing approaches taken by tertiary institutions when
implementing E-Learning strategies, Guiney (2013) emphasises the need for a
deliberate and strategic approach and finds that “[w]hile some of the literature
questions the suitability of establishing centralised, dedicated teams to support
e-learning, the majority of papers recommend this approach.” (Guiney 2013,
p- 8) A more in-depth report about the organisation of E-Learning support in the
Canadian context comes to a similar conclusion. Haughey (2007) emphasises the
need for close collaboration and coordination between technology support and
faculty development areas, and argues that “Organisational structures provide a
public mark of the relative importance given to technology within the univer-
sity.” (Haughey 2007, p. 30)

The literature highlights academic development as a principal success factor in
the effective implementation of any E-Learning strategy. Several case studies
point to the importance of deep collaboration between all stakeholders involved
in transformative blended or online learning efforts. Communities of practice,
peer-to-peer support, learning on the job and informal, localized learning are
often referred to as successful ways to share knowledge, build local capabil-
ity, and connect the various stakeholders (cf. Cochrane et al. 2013, Singh &
Hardacker 2013).

2.2 The role of the Learning Designer

Within this wider context of E-Learning support, the importance of the role of
the Learning Designer specifically, seen at the nexus of technology and peda-
gogy, is emphasized in several studies relating to E-Learning implementation.
Bichsel (2013) argues that more mature institutions have an increased number of
support staff for E-Learning initiatives and adds that “instructional designers and
professional development staff are especially critical” (p. 38). Similarly, bench-
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marks such as those developed by the Australasian Council on Open, Distance
and E-Learning (ACODE 2014) and the E-Learning Maturity Model (Marshall
2007) also emphasize the need for adequate support in this space.

In the UK HE arena, the role of the Learning Technologist specifically has
gained significant attention, with a number of reports and investigations seeking
to define its strategic importance, scope, and competency profile (cf. Hopkins
2015, Browne & Beetham 2010, Shurville at al. 2009, Beetham et al. 2001).
The critical literature review by Shurville, Browne and Whitaker (2009) in par-
ticular is seen as a baseline review in this field, drawing on over 200 sources to
define and discuss the various facets of the role as well as the complexities in
establishing it within HE institutions. In the US HE context, the role is typically
called “Instructional Designer”. The themes emerging from the literature how-
ever are similar to those in the UK, with topics such as the variety of the role,
organizational structures, challenges and how to overcome them prominent in
the discussion. (cf. e.g. Moskal 2012, Intentional Futures 2016).

There are several national and international professional associations for
Learning Technologists such as the Association for Learning Technology (ALT)
in the UK, the International Society for Technology in Education (ISTE), or
the Australasian Society for Computers in Learning in Tertiary Education
(ASCILITE) to name only a few. Certification programs for professionals seek-
ing accreditation by these bodies are also available. In addition, there are many
blog posts and other contributions on social media by learning technologists
reflecting on the complexity of their role, and the difficulty in explaining it to
others. A collection of particularly in-depth reflections on the role can be found
in Hopkins (2015).

Building on the strong arguments for the importance of the Learning Designer
as a key factor in helping teaching staff in the transformation towards blended
and online learning approaches, the remainder of this article will focus on defin-
ing the evolving role and the scope of its various areas of responsibility, based
on the outcomes of the QUT review mentioned above.

3  What does a Learning Designer do?

A commonly used definition of the role is that provided by ALT: “Learning
technologists are people who are actively involved in managing, researching,
supporting or enabling learning with the use of learning technology” (cited in
Browne & Beetham 2010, p. 6). This is very broad, and can encompass a range
of different types of activities which often evolve in response to particular needs
within the institution and its organizational sub-elements. Therefore, in explor-
ing comparative models of support, it is essential to contextualize the role within
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the entire range of techno-pedagogical support services. Many universities today
provide such services, although they might be variously articulated. The institu-
tions consulted as part of the review used titles as varied as learning/elearning/
blended learning/educational/instructional designer, blended learning advisor,
and educational technologist to denote the role discussed here. This multitude
of titles is also mentioned in the literature (e.g. Intentional Futures 2016, p. 8)
and indicates both the broad spectrum of tasks carried out by the role as well as
institutional differences and requirements.

The diagram below provides an overview of the key responsibilities emerging
from the review findings, drawing in particular on the internal interviews and
focus groups as well as the interviews with experts from other universities:

" e s - —_— s -
« Environmental scanning « Curricula
« Evaluation of learning technologies and tools Designland « Courses
« Contribution to professional community Rese‘”c,h and d gl « Learning resources and tools
evaluation evelopment « Learning scenarios
« Expert advice and coaching . oles of a « Use of LMS
« Design and deliver training in Academic . « Use of other tools
technology and pedagogy development Le arni ng « Pedagogical support
 Facilitate peer-to-peer learning d .. .
ond communtios of practice and training Designer

— — —
* Contribute to eLearning strategy formation

* Contribute to policy development Strategic advice
* Implementation of eLearning policy d li
and policy

development

o * Act as interface between

Liaison and institutional stakeholders

management « Project management of eLearning projects
(technology, pedagogy, resources)

* Network and bring together efforts of work

Fig. 1: Roles of a Learning Designer

The key responsibility areas and competencies resulting from the review corre-
spond with those presented in the literature. The report by Intentional Futures
(2016) identifies the four responsibility clusters “Design, Train, Manage and
Support” for instructional designers, always with a focus on supporting faculty
in the effective use of educational technology. In a 2001 report on the role and
function of the Learning Technologist, Beetham et al. defined ten key clusters of
activities: “Of these ‘keeping abreast of current developments in learning tech-
nologies’ scored most highly. All of the remaining nine were educational, devel-
opmental, interpersonal/communicative or strategic rather than technical activi-
ties.” (Beetham et al. 2001, p. 5) In an analysis of 400 job announcements for
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educational technology professionals, Kang & Ritzhaupt (2015) found that tradi-
tional instructional design knowledge and skills, project management and tech-
nical skills are of high importance, but that so called “soft skills” (communica-
tion, interpersonal skills, customer service, organizational and leadership skills)
are increasingly essential. This points to the collaborative nature and the increas-
ing complexity of E-Learning implementation within HE institutions.

In addition to the facets of the role noted above, further aspects regarding the
evolving remit of Learning Designers emerged in the course of the review:

Curriculum design and development: This area has traditionally not been a
key responsibility for Learning Designers, who tended to be engaged in course
design and development, (i.e. at the implementation stage) rather than the plan-
ning stage of new programs or those under review. This may point to the fact
that program offerings are increasingly being planned as online or blended pro-
grams and the use of technology has to be considered from the outset. At QUT,
for example, Learning Designers now contribute systematically to curriculum
design and development processes which adds an additional component both to
their competency profile and the set of responsibilities.

Academic staff development: Another trend observed at the institutions con-
sulted is that there is increasing collaboration with traditional Academic devel-
opment units (in some cases the E-Learning department is even merged with
these units). This may point to a broader tendency to view academic capabil-
ities in blended and online teaching as part of overall academic competencies
rather than a separate, specialized skill. Increased collaboration rather than often
observed competition between these areas will certainly benefit the institution as
a whole.

The impact of the LMS: The implementation of institutions wide E-Learning
initiatives has been closely tied to the deployment of a Learning Management
System (LMS), which has also strongly shaped the tasks of the Learning
Designer. Whilst the role before the prevalence of the LMS was very much
about designing and developing online resources (including software) for online
learning, the advent of the LMS has seen a shift towards Learning Designers
focusing on training and supporting academic staff in the use of the system, and
developing and implementing good practice examples, standards and policies.
In what some call a “Post-LMS” era, this focus on LMS support shifts towards
a much broader spectrum of technologies used for learning and teaching, with
social media and other open source and proprietary tools becoming both more
easily available and widespread throughout higher education teaching. The cor-
responding change in the role of the Learning Designer is towards a stronger
focus on evaluating available tools and making recommendations, providing
support and advice to academic staff planning to use tools beyond the LMS, and
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contributing to policies that help maximize the benefits but minimize the risks
associated with this practice.

These findings reflect both the fact that the use of educational technology is
becoming mainstream at least in the Australian HE context, and that the role
of the Learning Designer evolves with the technological affordances available.
Both aspects also emphasize the central importance of the role, the need for
Learning Designers to engage in continuous professional learning, and to be pre-
pared for a constant re-definition of the role’s scope of work and competency
requirements.

4 Organisational structures of Learning Design support

There are variations in the ways universities organise their E-Learning sup-
port. Common models include centralised or faculty-based models, or a hybrid
model where the central and faculty services intersect. An unpublished survey
conducted by Marshall (2014) found that of the total numbers of support staff
across 26 Australian and New Zealand HE institutions around 70% (305) of
support staff were located in a central team whereas around 30% (134) were
embedded in faculties. The size of the organization plays an important role in
the way support services are organized, as does the strategic importance given to
online learning.

Half of the institutions interviewed as part of the review have a hybrid model
with some staff in a central team and other distributed across the organisation.
Central teams are often embedded in divisions or departments responsible for
academic support more generally, whereas there was only one example of an
E-Learning support team being part of IT Services. All of the institutions how-
ever had either recently undergone a restructure, or were under review, or had
new strategic initiative underway that would have an impact on the constellation
of support teams and the roles of staff within them.

In practice, a stronger indicator of successful organisation than the location of
support staff is firstly in how far the structure supports successful collaboration
with faculty staff, and secondly whether the Learning Designers — if dispersed —
have the opportunity to come together and share their knowledge, expertise and
experiences. Browne & Beetham (2010) confirm this finding: “Whatever organ-
izational structure is adopted, it is important for the stakeholders to consider
how appropriate synergies can be facilitated, most particularly between educa-
tional technologists and academics [...] (p. 216). The following chapter high-
lights some indicators of successful collaboration between Learning Designers
and academic staff.
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5 Building effective collaboration

Productive relationships between Learning Designers and faculty staff are the
basis for success in E-Learning projects. Whilst the physical and organizational
location plays a role, it is not the only indicator of success. The review found
the following factors that contribute to successful collaboration between the
stakeholders in online and blended learning implementation.

Communication

It is critical for Learning Designers to conduct effective and sustained commu-
nication with faculty staff about the kinds of services and support they can pro-
vide. Learning Designers also need to have productive relationships with the
other support staff they work with — for example, with academic developers or
IT support staff — to support academic staff effectively and often act as “trans-
lators” between stakeholders in academic, technical and administrative areas of
the organization. The need for excellent communication skills mentioned as key
to the competency of a Learning Designers highlights this role.

Project based approaches to curriculum development

One emerging trend in the organisation of support is the adoption of a pro-
ject-based approach where support staff from different services come together to
work with academic staff on larger scale curriculum development activities. This
approach has recently been adopted by Queensland University of Technology in
a push to digitally transform programs systematically and strategically. Initial
feedback indicates that such approaches are having positive outcomes.

On task academic development

Another factor that improves the likelihood of sustainable impact is associating
staff development activities with practical output, either within an established
staff development program, or within a project-based curriculum development
activity. Having faculties or disciplines set priorities for staff development activ-
ities within their group is a successful approach, improving the likelihood of
buy-in from academic staff, who perceive that the development activities have
discipline relevance and engage them in collaborative activities with a real out-
come.

Research collaboration

The innovative nature of learning design and academic development suggest
productive possibilities for research output. However, in practice, Learning
Designers are often limited in time and appropriate research skills. One strategy
to overcome this problem is in research collaborations between academic staff
and support staff, which can also be an important incentive for academic staff
engagement in E-Learning initiatives.
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6 Conclusion and outlook

The Learning Designer role has a long tradition in Australian Higher Education,
and is increasingly well accepted as critical in supporting and driving the suc-
cessful and sustainable implementation of blended and online learning. In other
settings and different academic cultures and organizational structures, it may be
more difficult to establish central positions to support the collaborative effort to
transform higher education towards more digital teaching and learning models.
The authors argue that such roles are essential as universities are responding to
a set of drivers prompting them to examine and re-conceptualize their learning
and teaching strategies. Areas of further research may include questions such as:
» Are the roles of E-Learning professionals in other national and cultural aca-
demic contexts different from those described here? How and why?
*  What perception do E-Learning professionals have of their own role? What
is the perception of their role amongst others (especially academic staff)?
*  What is the strategic relevance of these roles within their institution? In how
far does this reflect the importance given to digital transformation efforts?
» Is there a common competency profile and a career path for people entering
the profession across the national HE sector?

In conclusion, as the nature of academic teaching is changing, support require-
ments will change with it. Support services and roles will need to continue to be
agile and develop with the emerging needs of the organization, now and into the
future.
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