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Chapter 4

Orientation, Functions,
Navigation, and Experiences:

User Interface Designs and Wireframes

ABSTRACT
The design of learning resources is both enabled and constrained based on
the available technologies. To save on costly and effortful development, the
design planning involves drafting user interface designs (orientation) and
wireframes (which suggest how users would navigate the learning space
and engage various functions). These early designs are enabled by drafting
tools, wireframing tools, authoring tools, and hosted learning and content
management systems. Ultimately, the designs are to serve the users and the
ultimate designed learning purposes. To these ends, user interfaces/user
experiences (UI/UX) are both considered important. This chapter explores
design approaches to designing user interfaces and navigation in digital
learning resources.

INTRODUCTION
This chapter explores design approaches to designing user interfaces and
navigation in digital learning resources. It explores the following:
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Orientation, Functions, Navigation, and Experiences

•

In designing user interfaces to various learning objects, how should
learners be informed about their “location” in the space, their options for
next steps, their potential sequences / paths / options (and wayfinding),
their decision points and available functions and choices, and other
orienteering?
◦◦ How can learners be empowered in this user interface design?
◦◦ How can learners be empowered in wireframing (user navigation
and enablements)?
◦◦ How can the user interface designs (UIDs) be as accessible as
possible?
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85

30 more pages are available in the full version of this
document, which may be purchased using the "Add to Cart"
button on the publisher's webpage: www.igiglobal.com/chapter/orientation-functions-navigation-andexperiences/255992

Related Content
Bridging Game Development and Instructional Design
James Belanich, Karin B. Orvis, Daniel B. Horn and Jennifer L. Solberg (2011).
Instructional Design: Concepts, Methodologies, Tools and Applications (pp. 464479).
www.irma-international.org/chapter/bridging-game-development-instructional-design/51834

The Relationship between Student Learning Styles and Motivation during
Educational Video Game Play
Michael R. Findley (2011). International Journal of Online Pedagogy and Course
Design (pp. 63-73).
www.irma-international.org/article/relationship-between-student-learning-styles/55548

The Role of Situational Context in High School Teachers Use of Graphing
Calculator in Mathematics Instruction
Francis Nzuki (2016). International Journal of Online Pedagogy and Course Design
(pp. 29-45).
www.irma-international.org/article/the-role-of-situational-context-in-high-school-teachers-use-ofgraphing-calculator-in-mathematics-instruction/147744

Blended Learning for Learners in SMEs
Sabine Moebs (2015). Curriculum Design and Classroom Management: Concepts,
Methodologies, Tools, and Applications (pp. 565-587).
www.irma-international.org/chapter/blended-learning-for-learners-in-smes/126718

Using Social Media to Improve Peer Dialogue in an Online Course About
Regional Climate Modeling
Morgan B. Yarker and Michel D.S. Mesquita (2018). International Journal of Online
Pedagogy and Course Design (pp. 1-21).
www.irma-international.org/article/using-social-media-to-improve-peer-dialogue-in-an-onlinecourse-about-regional-climate-modeling/211152

