
World Class Learning and 
Design



Learning
The Considerations
• Adults engage with content, and are motivated, differently to 

children. 
• Young learners are less likely to return to the App experience from a 

position of ‘worthy purpose’ looking instead for other forms of 
gratification. 

• The desirable difficulty necessary for learning is in tension with a 
‘fun’ experience. 

• Cognitive bandwidth varies by individual and by development stage.



Learning
The Principles
1. Prior Knowledge
2. Unique Schema
3. Desirable Difficulty
4. Connections and Patterns, Chunks of Information
5. Spaced rehearsal with Frequent Informal Testing 
6. Speculation and Prediction
7. Quality Questioning
8. Specific and Granular Feedback
9. Comparative Judgement 
10. Target Setting and Performance Affirmations
11. Dual Coding with Associative Sounds
12. Explanatory Self-Talk



Learning
1. Prior Knowledge
What is it?
Prior knowledge is one of the most influential factors in learning. In children 
securing new knowledge requires successive prompting for it to be linked to 
existing knowledge.
Why is it important?
Progress in learning is inhibited by failure to connect to existing bodies of 
knowledge.
What does it mean for the App?
Revisiting previous learning through introductory review activities



Learning
2. Unique Schema
What is it?
This is how we each store and secure knowledge. They guide how we value, 
interpret and assimilate new information.
Why is it important?
Each of us has a unique schema and so will access and benefit from new 
experiences in different ways.
What does it mean for the App?
Learning must be iterative and personalised.



Learning
3. Desirable Difficulty
What is it?
Incrementally demanding levels of Cognitive Challenge 
Why is it important?
Changes occur in long–term memory as a consequence of learning. Cognitive 
challenge secures this process. 
What does it mean for the App?
Challenges and tasks must be be progressively more demanding. Difficulty 
must be celebrated. 



Learning
4. Connecting and Chunking
What is it?
Learning is about recognising patterns and securing connections.  We each 
have limitations on short-term memory. 
Why is it important?
Chunking information down into smaller units and recognisable patterns 
makes it easier to retain in long-term memory.
What does it mean for the App?
Limit the amount of new information and chunk drills and activities using the 
rule of threes.



Learning
5. Spaced Rehearsals and Tests
What is it?
Spacing Rehearsals are revisiting existing learning after a gap of time. 
Frequent informal tests are part of this process.
Why is it important?
Spacing aids recall. Low-stakes testing also aids recall.
What does it mean for the App?
Build in revisits and tests.



Learning
6. Speculation and Prediction
What is it?
Encouraging a learner to think ahead by anticipating the outcome of an 
activity a behaviour or a process of thought
Why is it important?
Speculation and prediction can both improve engagement with the learning 
experience.
What does it mean for the App?
Create opportunities for learners to anticipate scenarios. For example, ‘your 
team is travelling to play an away match by aeroplane: what will you need?’



Learning
7. Quality Questioning
What is it?
Questions are often binary – yes or no. Quality Questioning invites more 
complex decision-making and higher order thought.
Why is it important?
Progression in language learning can be enhanced through increasingly 
sophisticated questions. 
What does it mean for the App?
In design, plan for progression in the types of questions the App poses.



Learning
8. Specific, granular feedback
What is it?
Small digestible gobbets of guidance leading to improvements on a given task
Why is it important?
Task related feedback is effective where ego related feedback is not. Raw 
scores and grades diminish performance 
What does it mean for the App?
Specific, actionable prompts related to the learning intention behind an 
activity. 



Learning
9. Comparative Judgement 
What is it?
Comparisons between two pieces of work to judge which is better
Why is it important?
We are better at distinguishing between two stimuli - sounds, images, test 
attempts – than to establish the quality of a single stimulus.
What does it mean for the App?
Include opportunities to compare own attempts or an offered choice: which is 
better? Why? 



Learning
10. Performance affirmations
What is it?
Recognition of reaching a success landmark in learning
Why is it important?
Motivation is enhanced by attachment to a specific success
What does it mean for the App?
Avoid generic ‘scattergun’ praise. Attach rewards to a bank of achievements. 
Build in ‘break-through’ moments.



Learning
11. Dual Coding
What is it?
Simple visuals connected to related text
Why is it important?
Learning is enhanced and short-term memory engaged with associative 
visuals and text
What does it mean for the App?
Dual Coding offers designers guidance on how to manage on-screen 
information 



Head up to scan the 
space

Body in balance

Ball out of feet and in 
control



Learning
12. Explanatory Self-Talk
What is it?
Learner ‘describing’ a process or an experience aloud
Why is it important?
Explanatory Self-Talk requires active engagement and encodes the experience 
from short to long-term memory
What does it mean for the App?
Offer the learner guided opportunities to talk



Connect

ActivateConsolidate

Demonstrate

OutcomesThe AL 
Cycle



1. Connect
Prior knowledge is activated by connecting to previous 
learning and speculating about the learning to come.

Outcomes
• Content. This is what we will learn
• Process. Here’s how we will learn
• Benefits. Here’s why we will learn

2. Activate
Engagement is secured by posing a problem to be solved or a 
challenge to be met. Key information is released to allow this 
to occur. Cognitive load increases in progressions.

3. Demonstrate
The learner responds with solutions and receives iterations of 
improvement feedback. 

4. Consolidate
Learning is secured through a combination of testing and 
review.



Gamification
The Principles

• blissful productivity with small progress steps
• urgent optimism nurtured by challenges
• different layering and levelling of challenge and achievement
• granular feedback to aid progression
• personalised  and ‘owned’
• communities of collaboration



Product
The Experience

• Highly Personalised 
• Age appropriate ownership both in ‘look’ and ‘feel’
• Dynamic content release
• Underpinned by proven learning principles
• Iterative feedback
• Strong sense of progress visually reinforced
• Rewards



“When a brand, product, service or talent is 
accepted as the benchmark for excellence, is 
immediately recognised and adds value which 
is significant and enduring it has Class. When it 
is also transformative, shifts thinking or 
expectation,  inviting affiliation and loyalty at 
the same time, it becomes World Class  …”


