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Learning Ba�le Cards Canvas
7 Windows of Instruc�onal Design
The Learning Ba�le Cards ecosystem of instruc�onal Designing Thinking tools introduces 
7 Windows of Instruc�onal Design, a new approach to developing an instruc�onal strategy.

The LBC Canvas provides an end-to-end instruc�onal 
design framework of the 7 Windows which focus on:
1.  [Needs] analysis 
2.  [Building] awareness
3.  [Transfer of] knowledge
4.  Skills [building]
5.  [Influencing] a�tudes
6.  Implementa�on [of new behaviors]
7.  Measurement [of results] All Learning Ba�le Cards tools (including a ready-to-use, printed out B1-size LBC Canvas) are available for purchase in our store. 

Explore www.learningba�lecards.com for more informa�on.

How to use the Learning Ba�le Cards Canvas

The 7 Windows of Instruc�onal Design canvas consists of two main sec�ons:
      Header: Used to discuss and define the context of the learning process (purple boxes at the top).
      7 Windows: Used to brainstorm, ideate and visualize the concept of the learning process (orange boxes below).
The 7 Windows of Instruc�onal Design is intended to be used with the Learning Ba�le Cards deck and/or Learning Ba�le Cards 
Tokens. The way a card or token is used depends only on the instruc�onal designer’s crea�vity. Our recommenda�ons on matching 
any given card to any of the windows can be found on the reverse of each card in the right top corner. 
 
Step 1: Define and write down all informa�on in the header: describe the client, define the learning objec�ves, elaborate on the 
poten�al audience, and discuss cri�cal needs and factors which could influence the instruc�onal design process.

Step 2: Ideate the learning process following the sequence of 7 Windows, star�ng from the le� and going to the right:
      Read and discuss the situated ques�ons.
      Use the Learning Ba�le Cards or LBC Tokens to brainstorm learning tools and approaches which could be used in that window.
      Discuss and select the best solu�on to meet the stated learning objec�ves. 
      Place chosen cards or tokens or represent selected methods in the window using post-its or other ar�facts,
      Add arrows, lines, circles, other graphical elements to show sequence, dependencies or other rela�onships between objects.
      Repeat these steps for each of the windows

When you are done with the last window, review the idea�on alongside the header sec�on and reflect on the learning process you 
have created. Be sure to:
      Remove redundancies and unnecessary ac�vi�es.
      Review (remove, add) rela�onships between cards or tokens.
      Add comments to help guide the flow of the learning process.
      Redraw your learning process into a new LBC Canvas to make it clean and clear. You can also use the Learning Ba�le Cards   
      Development Kit, which allows you to play in the instruc�onal design space using removable tokens on a magne�c whiteboard.

How do we encourage 
par�cipants to engage in this 
learning interven�on?

How aware are par�cipants 
of the need to develop the 
given competence?

How do we make 
par�cipants aware of the 
need for development?

What mo�va�onal 
mechanisms would be most 
effec�ve in the given 
development context?

What is the awareness level 
about the process among 
par�cipants (managers, top 
management, internal 
customers?

How do we shape the 
project percep�on within 
the organiza�on?
 

AWARNESS

ATTITUDES
What a�tudes need to be shaped as part of the given development process?

What approach or a�tude to carrying out professional tasks do we expect learners to adapt a�er the 
project has been completed?

How do make learners adopt a posi�ve a�tude towards learning during the development process?

KNOWLEDGE
What range of knowledge should par�cipants acquire to achieve the set goals?

What are the most op�mal mechanisms for the given development context (project scale, the specific 
character of the target group, budget, schedule, organiza�onal culture, etc.) to ensure effec�ve knowled-
ge transfer?

How can knowledge acquired at this stage support the process of building skills or shaping a�tudes?

SKILLS
What skills (so�? hard?) are to be developed as part of the development process?

What stage of skill development are par�cipants at? Are we teaching novices or improving the skills of 
competent people? What is the goal (the skill level that the process is leading to)?

Which mechanisms of skill development are op�mal, taking into account the context of the given deve-
lopment process?

What barriers associated 
with a desirable change of 
behaviors will be 
encountered by 
par�cipants?

What changes need to be 
made in the working 
environment and 
procedures so that 
employees become able to 
change their behaviors as a 
result of the development 
process?

How do we prepare 
supervisors to support their 
team members throughout 
the change process?

IMPLEMENTATION
How do we build tools that 
will make it possible to 
evaluate the project by using 
hard data and by disclosing 
opinions, case studies and 
employee ques�ons?

How do we want to collect 
evalua�on data?

Who will analyze the data, 
when will analysis take 
place, and what procedures 
will be followed?

What will we do with the 
results of our analyses?

What ac�ons can we 
implement to achieve the 
effect of con�nuous 
evalua�on?

EVALUATION
What methods do I need to 
use to iden�fy and 
understand (or improve the 
understanding of) 
development needs?

What level of competency 
has the given en�ty – 
organiza�on, team, person – 
reached (what is the current 
state of development) and 
what level should be 
achieved as a result of 
undergoing the 
development process (what 
is the desirable state)?

How homogeneous is the 
par�cipant’s community?

What is the learning 
environment - constraints 
and dependencies in 
organiza�on culture, target 
audience, technologies, 
infrastructure?

ANALYSIS

This self-prin�ng version of LBC Canvas could be used free of charge for non-commercial 
purposes under the following Crea�ve Common license. Please, refer to: 

www.crea�vecommons.org/licenses/by-nc-nd/4.0/deed.enfor more details.

The ecosystem offers the following solu�ons:
LBC Cards – 108 playing cards that showcase 
various learning forms and modali�es,
LBC Maps – discovery maps to explore various 
areas of specific L&D approaches,
LBC Tokens – 200 magne�c whiteboard tokens to 
help brainstorm ID ideas,
LBC Development Kit – an immersive set of tools 
to guide the instruc�onal Design Thinking process,
LBC Canvas – this tool.


