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THE ASSIGNMENT

Your boss wants you to create a short microlearning on 

copyright to replace four PowerPoint slides in a lesson.





WHAT IS 
MICROLEARNING?

Microlearning delivers short bursts of content for learners 

to study at their convenience. Content can take many 

forms, from text to full-blown interactive multimedia, but 

should always be short.

• Text (phrases, short paragraphs)

• Images (photos, illustrations)

• Videos (of the short variety)

• Audio (short snippets of speech or music)

• Tests and quizzes

• Games (e.g. Simple single-screen challenges)

eLearningindustry.com

https://elearningindustry.com/what-is-microlearning-benefits-best-practices


ENGAGEMENT IN LEARNING

Learner engagement refers to the level of attention, 

participation, and motivation a learner demonstrates during 

training. Engaged learners actively interact with content, 

retain information better, and apply their knowledge 

effectively. 

Research shows engagement leads to enhanced learning 

outcomes and increased motivation.

elmlearning.com

https://elmlearning.com/blog/learner-engagement/


STRATEGIES FOR INCREASING 
LEARNER ENGAGEMENT
• Interactive learning methods

oScenario-based training

oGamification

• Microlearning

• Embrace Multimedia

• Nurture a learner-centered environment

oEmpower learner autonomy

oRecognize Learner Achievements



CHOOSING MEDIA

Animations | Gamification | Create a Story 

Create Navigation Buttons
How can we make PowerPoint engaging?

It’s available to everyoneWhy use PowerPoint?

Microsoft ProductsWhat do we have?

NoDo we have Camtasia?

NoDo we have Adobe products?

NoDo we have Articulate?



STORYBOARDING

A storyboard is a visual representation of a story, often in the form of 

illustrations or images, arranged in a specific order to show the 

sequence of events in a film, animation, video, or multimedia project. 

Storyboarding originated in the animation industry and has since 

become an essential tool for visual storytelling in various media.

Teachfloor.com

https://www.teachfloor.com/elearning-glossary/what-is-a-storyboard


Slide Branching



STORYBOARDING



Added 

additional 

slides to 

the intro

Added the copyright 

definition before entering 

the office and added office 

navigation instructions

Changed some of the 

items to click on.

One additional question was 

added and this changed to 

be a branching scenario. 

Where the students earned 

points for correct answers. 

At the end, PPT adds their 

points. Discussed in later 

slide.



Q1 Q2 Q3

C C C

C C I

C I C

C I I

I C C

I C I

I I C

I I I

Copyright Challenge 

Branching Scenario

C=Correct

IC=Incorrect



CAPTURING 
INTEREST

• Use a compelling statistic to grab 

attention.

• Introduce a relatable character.

• Create a dilemma for the character.



CREATING AN 
INTERACTIVE 
EXPERIENCEUse clickable objects for 

the learners to explore 
content.

Designing the copyright 
challenge as a game show.















ADVANCED POWERPOINT TECHNIQUES

Illustrations and 
character creation

Animations and 
sound effects

Navigation and 
Branching Scenarios



CUSTOM 
ILLUSTRATIONS



POWERPOINT STOCK 
CHARACTER



ANIMATIONS & SOUND EFFECTS

ANIMATIONS

• Opening statistic

• Selecting the photo

• Game show lights

• Rolling credits

SOUND EFFECTS

• Opening & closing music

• Game show music

• Mouse click

• Alarm sound

• Correct & incorrect answer

• Clapping at the end of game show





AI USE

• Outline topics for copyright training

• Create the opening to set the scene

• Text in the “meet Vanessa” scene 



USABILITY TESTING

Usability assesses how easy the user interface is to use. It also refers to methods for 

improving ease-of-use during the process.



WHY TEST WITH ONLY 5 USERS?
• Takes less time

• Costs less

• A single user discovers 31% of the problems, subsequent users will discover the same 

problems, and a few additional problems. As you add more users, you learn less.

• Iterative Design (Instead of one test with 15, conduct three small tests with 5.)

• Only testing with 1 user won’t give much insight.

• There are certain circumstances when you would test with more users.

Jakob Nielson 

March 18, 2000

Why You Only Need to Test with 5 USERS

https://www.nngroup.com/articles/why-you-only-need-to-test-with-5-users/


COPYRIGHT USABILITY TESTING
Experience in PPT-beginner, intermediate, expert

Level of agreement with questions

Strongly Disagree Disagree

Somewhat 

Disagree

Neither Agree or 

Disagree Somewhat Agree Agree Strongly Agree

1 2 3 4 5 6 7

1. This product allowed me to achieve the goals of the task.

2. I was able to achieve these goals quickly.

3. The product behaves in a way I expected.

4. Use of the product was satisfying.

5. I was able to quickly learn how to use the product.

6. All of the materials in the product were accessible to me.



TASKS FOR USABILITY
TASK 1

1. GO TO THE OFFICE SECTION.

2. CLICK ALL THE CLICKABLE OBJECTS IN THE OFFICE AND LOOK AT THEIR PAGES.

3. TAKE THE COPYRIGHT CHALLENGE AND SCORE 100%. (CORRECT ANSWERS ARE YES, YES, AND NO)

HOW MANY CLICKABLE OBJECTS DID YOU FIND IN THE OFFICE?_________

TASK 2

1. GO TO THE OFFICE SECTION.

2. CLICK ALL THE CLICKABLE OBJECTS IN THE OFFICE AND LOOK AT THEIR PAGES.

3. ON THE REGULATIONS PAGE, OPEN THE EXCERPTS WORD DOCUMENT.

4. LEAVE THE TRAINING.

HOW MANY CLICKABLE OBJECTS DID YOU FIND IN THE OFFICE?_________



USABILITY RESULTS





LESSONS LEARNED

Just because it 
makes sense to 

you, doesn’t mean 
it makes sense.

Design for 
accessibility from 

the beginning.

Not all changes 
need to be made.

Prioritize the 
changes that do 

need to be made.
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QUESTIONS


	Slide 1: Transforming static slides into an interactive power point experience
	Slide 2: Agenda
	Slide 3: The assignment
	Slide 4: Before
	Slide 5: What is microlearning?
	Slide 6: Engagement in learning
	Slide 7: Strategies for increasing learner engagement
	Slide 8: Choosing Media
	Slide 9: Storyboarding 
	Slide 10
	Slide 11: Storyboarding 
	Slide 12
	Slide 13
	Slide 14: Capturing Interest
	Slide 15: Creating an interactive experience
	Slide 16
	Slide 17
	Slide 18
	Slide 19
	Slide 20
	Slide 21
	Slide 22: Advanced PowerPoint TECHNIQUES
	Slide 23: Custom Illustrations
	Slide 24: PowerPoint Stock Character
	Slide 25: Animations & Sound Effects
	Slide 26
	Slide 27: AI USE
	Slide 28: USABILITY TESTING
	Slide 29: Why test with only 5 users?
	Slide 30: Copyright usability testing
	Slide 31: TASKS for USABILITY
	Slide 32: USABILITY RESULTS
	Slide 33
	Slide 34: Lessons learned
	Slide 35: RECAP
	Slide 36: questions



