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Philosophy of Learning Design and Technology 

When I first started this program, I thought that instructional design was mostly about making sure that people could find the information they needed. It took me a while to realize that it is much more than that. It takes careful thought to decide how people should interact, how they should feel supported, and how technology can help or hurt learning. My philosophy of learning design and technology is based on the idea that learning should have a purpose, be active, and involve working together. Technology shouldn't tell teachers what to do. Instead, it should help people learn. 

This program has changed how I make instructional decisions in very practical ways. I no longer begin with tools or activities simply because they seem engaging on the surface. Instead, I slow down and consider whether each choice truly supports learning, participation, and understanding. I pay closer attention to alignment now, especially how learning goals, assessments, and activities connect and build on one another. My philosophy is still evolving, yet I find myself grounding my decisions in the same core values: communication that is straightforward, design that is accessible to all learners, and interactions that are meaningful rather than driven by trends or decorative technology. 

Learning Theories and Design Models That Influence My Work 

A number of learning theories have influenced the way I approach course design, particularly in online environments. The Community of Inquiry model was one that stuck with me. When I first read about teaching presence, social presence, and cognitive presence, it clicked. I could suddenly see why some online courses feel connected and alive while others feel quiet and disconnected (Shea et al., 2022). 
  
Earlier in the program, I honestly thought my job was to explain things clearly and make sure content was organized. That felt like good teaching. Over time, I realized that clarity alone is not enough. Students need to interact, question, and respond to one another. Now when I build a discussion or collaborative task, I ask myself whether it actually invites thinking and conversation or if it simply checks a requirement box. 

Universal Design for Learning also changed how I approach my work. Accessibility used to feel like something I handled at the end, almost like proofreading. I would finish building and then go back to “fix” access issues. I think about it from the beginning. I pay attention to how students move through a course, whether instructions are simple to follow, and whether there are different ways to engage with the material (CAST, 2018). That shift alone has changed how I design. 

The ADDIE model has provided structure to my process. I appreciate its systematic nature, but I have also learned that design is rarely linear. I revise often. I test materials in student view. I make adjustments after reviewing clarity and alignment. In practice, ADDIE feels less like a checklist and more like a cycle of thoughtful refinement. 

Philosophy on Technology Integration 

Over time, I've come to think of technology as something that should help people learn, not make them learn faster. When I pick a digital tool, I only ask myself one thing: Does this make it easier to learn or understand? If I don't know what it's for, I think about using it again. I believe that technology should help students by making things easier to understand, less confusing, and more enjoyable to do. 
  
When I build Canvas modules, I follow the same logic I use in my classroom. I want students to know where they are and where they’re headed. I do not like when learners have to guess what comes next. So I organize each module in a sequence that makes sense. Objectives come first. Activities build gradually. Assessments reflect what has already been practiced. 
I am cautious with multimedia. Just because I can add a video or interactive element does not mean I should. If it does not clarify thinking, I leave it out. I have learned that design decisions can either support understanding or distract from it. Research on multimedia learning reinforces that point (Mayer, 2020). Brame (2016) also reminds us that effective educational videos require intention, not decoration. That idea stuck with me. 

Technology, however, does more than deliver information. It shapes interaction. It influences how students communicate and how they experience a learning space. Openo (2024) argues that instructional design reflects values because every tool selection communicates priorities. I agree with that perspective. For that reason, I do not rush technology decisions. I consider whether the tool genuinely supports the learning goal. 

Patterns in Accessibility, Engagement, and Assessment 

When I look back at the projects I created in this program, I notice a pattern. I return to clarity again and again. If a learner is confused about where to click or what to do, that is not a learner problem. It is a design problem. I try to remove that friction. Clear instructions. Predictable structure. Visible expectations. I want mental energy directed toward learning, not navigation. 

Accessibility is not something I attach at the end. It influences layout choices, headings, spacing, and visual organization from the beginning. I try to provide more than one way to interact with content whenever possible. These choices are practical, but they also reflect what I believe about fairness and inclusion. 

My engagement looks different to me now. I am not interested in quick answers that repeat the reading. I write prompts that require comparison, application, or response to someone else’s thinking. When learners build on each other’s ideas instead of posting once and leaving, the conversation feels real. That shift changed how I see discussion. It is no longer a requirement to complete. It is part of the learning itself. 

Assessment has shifted too. I care less about whether someone can recall a definition and more about whether they can use an idea. Smaller activities allow space to adjust and try again. Larger assessments are designed to mirror something learners might actually do beyond the course. Over time, this approach has become part of how I work. It reflects what matters to me: clarity, fairness, and respect for the effort learners invest. 

Adult Learning and Effective Learning Environments 

My thinking about adult learning has deepened as well. Organization and alignment still matter, but they are not the whole picture. Adults enter learning spaces with responsibilities, prior experiences, and reasons for being there. They are not empty. They are busy. 
Relevance has become central in my design decisions. If learners cannot see why something matters, attention fades quickly. I try to connect ideas to practical situations and provide time for reflection so concepts do not remain abstract. When possible, I build in choice and discussion because adults bring valuable experience with them. Design should leave room for that. 

I have also become more intentional about explaining purpose. When adults understand why a task exists, they approach it differently. Clear expectations and meaningful outcomes increase engagement. I no longer think about simply covering material. I think about whether the experience is worth their time. 

Successful learning experiences need clear organization, purposeful design, and meaningful interaction. A teaching presence comes from careful planning and direction, a social presence comes from working together, and a cognitive presence comes from tasks that make you think and apply what you've learned. 

Conclusion 

My philosophy of learning design is not built around tools. It is built around people. Over time, I have come to value clarity, accessibility, and thoughtful interaction more than adding the newest technology feature. The theories I studied gave me language for ideas I was already beginning to notice in practice, but experience is what shaped them into habits. 
I no longer see design as assembling content. I see it as shaping an environment. The choices I make, structure, pacing, interaction, assessment, reflect what I believe about learners and their time. Technology can strengthen learning, but only when it is used with purpose. 
As the field continues to change, my approach will likely shift as well. What will remain constant is my commitment to designing with intention, questioning my own decisions, and keeping learners at the center of the work. That is the standard I want to hold myself to moving forward. 
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