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• Standard learning objectives consider the following: 

• Audience “learner” 

• Behavior (verb)

• Condition (situation) 

• Degree of mastery (measure) 

• Problems:

• Not learner-focused, instructionally focused 

• One size fits all

• Don’t consider the learner experience

Learning Objectives (LO)



LXOs consider the following: 

Learning Experience Objectives (LXO)

Learner Behavior Condition Level of Achievement ILXD State

Example: 

Tier A (novice):
I, a learner new to microbiology, will immerse myself in observing slides in a virtual reality environment 
to identify the structure of three microorganisms. 

Tier B (intermediate):
I, a learner familiar with microbiology, will feel motivated to compare and contrast the structure and 
function of three microorganisms by observing slides in a virtual reality microscope.

Tier C (expert): 
I, an expert in microbiology, will construct an analysis of three microorganisms to provide content for 
future learners by observing slides in a virtual reality microscope.



Intend
“Empathize” questions that guide our design (about their knowledge, skills, confidence, 

motivation, resources and tools, and learning preferences):

1. What drives our learners? What are their motivations and how can we access that? Why do they care?

2. How can we connect to our learners on a personal level?

3. How can we connect to our learner’s previous experience? 

4. What do they want to see in how they experience the learning?

5. What prevents our learners from engaging with the information? What would they change?

6. How can we connect our learners to the big ideas so they are able to construct experiences that bring the learning 
outcomes within their zone of proximal development?









Element Resource Coins Additional Impact Gems

LX 2 1

GB 3 1

LS 1

DT 1

IN 1

AI 3 1

AN 1

FL 1

EM 1

SA 2 1

PF 1

PS 1

PC 1

ES 1

EN 2 1

CV 2 1

CO 2 1

CR 2 1
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Our Solution

Learner = Higher Ed

Type = Sim

Mode = VR/AI

= 9

= 18 

18 / 9 = 2





Lobby



Lab View



Specimen View



AI Tutor – Dr Beaker
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