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An acronym for a learner development model.
Consists of 5 stages for lesson or course design.
Flexible for circular or linear design.
Method of approach is learner centred. 
Design goal is to revise the lesson or course to near
perfection. 
Intention is to save cost prior to role out through learning
pilots.
Sectors that use ADDIE include: Education, Corporate
Sector, IT, Health Care, the Military etc. 



Flexible - adjust to your organizations needs. 
Predictable - what you create is what you get.
Organized.
Emphasis is on evaluation (PBLA). 
Forgiving when incorporating revisions.
Teacher friendly - can be easily transferred to other
classroom topics.

Cons

Pros

Time consuming.
Resource intensive (PBLA Companions, CLB PDF, Can do’s.......)
Lots of written / digital paperwork. 
Easy to become overwhelmed when choosing relevant
information.
Complex design can get out of control - choose your topics
wisely.



A learner centred model is 1 of 7 foundational principles of PBLA.

A “learner centred model” means it is ”outcome driven ” (Penn State U,
2000, 1.) - measurable and predictable - it can be assessed. 

In order to discover “learning outcomes” you must identify the “learner’s
needs” first (Penn State U, 2000, 1.), which is the 2nd principle of PBLA.

The Learner’s Needs Assessments and Learners Goals identify the CLB -
alignment (CLB Language Benchmark Levels), Competency Bases (CLB
Statements), and Communicative Competence (Grammar and
Vocabulary lists), another 3 of the 7 principles of PBLA. 



General Term

The incorporation of game - like features/ mechanics into nontraditional
environments such as the workplace, social networks and/ or education. Its
purpose is to engage / motivate participants through collaboration and/or
competition. As a result, some benefits of gamification may include, increased
information retention, increased employee performance, increased student
assignment completion rates, customer loyalty etc.

LINC Term

The incorporation of game - like features / mechanics into real or near real live
settings as human interaction in the forms of listening, reading, speaking and/ or
writing. Its purpose is to engage / motivate  ESL learners via collaboration and/or
competition. As a result some benefits of gamification may include, increased
information retention, increased student participation, increased student
assignment completion rates, etc. 



Can act as a bridge to real-world tasks, a PBLA
principle.
Can be designed to include task-based
elements, another PBLA principle. 
Are open to all ages.
Are fun.
Are more forgiving when making mistakes.
Are adaptable to suit our learning needs.
Have digital and physical options.
Endless selection - Check Meeplemart.
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Which CLB level am I teaching?
Which language skills are the learners
struggling with? 

      (ex: speaking - interacting with others).
What does the Needs Assessment say? 

      (ex. topic, question statements, vocabulary).
What are the learner’s language goals?
(PBLA).
What resources have we used throughout
the class? 

      (ex: workbooks, online CLB, can do...)

How will I transform this design into a lesson
plan? 

      (ex: template, page limit - initial draft).
What  teaching methodology will I use? 

      (task-based approach).
How will I connect objectives to outcomes?
(Can do statements / measurable ).
Are the objectives and outcomes connected
to the learner’s goals?
What learning activity will I create? 

      (ex: a game).
How will I measure achievement? 

      (ex: assessment/ during the game).
Do I need Management’s initial approval? 

      (materials, compliance).

What information will I include from my draft
lesson plan? 

      (method, objectives, outcomes etc).
What resources will we review? 

      (previous topics from the needs assessment).
What instruction will be included in the
lesson plan? (prep, sub - instructor).
Do I require a peer edit / review? (Did I miss
anything? Could another instructor review
this to use with their materials?).
Do I need to beta test any digital artifacts?
(Do I need digital artifacts?)
Do I need to finalize the final design by
management? (material requirements,
compliance etc).



Which CLB level am I teaching?
Which language skills are the learners
struggling with? 

      (ex: speaking - interacting with others).
What does the Needs Assessment say? 

      (ex. topic, question statements, vocabulary).
What are the learner’s language goals?
(PBLA).
What resources have we used throughout the
class? 

      (ex: workbooks, online CLB, can do...)



How will I transform this design into a lesson plan? 
      (ex: template, page limit - initial draft).

What  teaching methodology will I use? 
      (task-based approach).

How will I connect objectives to outcomes? (Can do
statements / measurable ).
Are the objectives and outcomes connected to the
learner’s goals?
What learning activity will I create? 

      (ex: a game).
How will I measure achievement? 

      (ex: assessment/ during the game).
Do I need Management’s initial approval? 

      (materials, compliance).



What information will I include from my draft lesson
plan? 

      (method, objectives, outcomes etc).
What resources will we review? 

      (previous topics from the needs assessment).
What instruction will be included in the lesson plan?
(prep, sub - instructor).
Do I require a peer edit / review? (Did I miss
anything? Could another instructor review this to
use with their materials?).
Do I need to beta test any digital artifacts? (Do I
need digital artifacts?)
Do I need to finalize the final design by
management? (material requirements, compliance
etc).



What classroom preparation will be
required?
Will I need to make changes to the class
environment? ex: seating arrangements?
Will any instruction or training be required?
ex: substitute instructor, student involvement.
How will students participate? ex: passive or
active.
How with the instructor survey the activity?
ex: during the activity - paper pen, after the
activity - assessment, student reflection.
Will I as the teacher write a brief reflection on
the experience? ex: Does this influence/
change my beliefs in how I teach? 

What was observed during the activity? 
     ex: student engagement, instruction trouble
      spots, motivation.

What was identified in the student 
       assessments? ex: objectives, outcomes,  
       student goals.

Have I reported this information to 
       management? ex: what do I tell them - good  
       and the bad. 

What feedback do I review and 
       revise, including my own, in improving the   
       activity?

Do I need new or revised materials?
Do I need to improve or change the
objectives and or outcomes statements?
Do I need to revisit the learning goals?
Do I need to  revamp the methodology?
Do I need to change the assessment
parameters?
Do I need to fix my digital artifacts?
Do I need to clarify the lesson plan
instructions?
Do I need to reconsider the changes I may
have made to the classroom environment?
Have I met the recommendation criteria
provided to me by management?



What classroom preparation will be required?
Will I need to make changes to the class
environment? ex: seating arrangements?
Will any instruction or training be required?  ex:
substitute instructor, student involvement.
How will students participate? ex: passive or
active.
How with the instructor survey the activity? ex:
during the activity - paper pen, after the activity
- assessment, student reflection.
Will I as the teacher write a brief reflection on
the experience? ex: Does this influence/ change
my beliefs in how I teach? 



What was observed during the activity? 
     ex: student engagement, instruction trouble
      spots, motivation.

What was identified in the student 
       assessments? ex: objectives, outcomes,  
       student goals.

Have I reported this information to 
       management? ex: what do I tell them - good  
       and the bad. 

What feedback do I review and 
       revise, including my own, in improving the   
       activity?



Do I need new or revised materials?
Do I need to improve or change the
objectives and or outcomes statements?
Do I need to revisit the learning goals?
Do I need to  revamp the methodology?
Do I need to change the assessment
parameters?
Do I need to fix my digital artifacts?
Do I need to clarify the lesson plan
instructions?
Do I need to reconsider the changes I may
have made to the classroom environment?
Have I met the recommendation criteria
provided to me by management?
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I have created a word document that has recorded the
process of using ADDIE with gaming elements for LINC.
Some sections have been kept in their corrective state
to demonstrate changes that have been made
throughout the process. This document is designed as a
sample for your teaching practice, in the event you
would like to incorporate gaming elements into your
practice. You make copy and alter it as you feel fit. 

We will look at key highlights from a CLB 1 and
CLB 5 classroom.  This information is not from an
actual LINC classroom, but is designed to be
realistic of one.
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