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Web Sites Reviewed:

Understanding by Design:  An Introduction  
http://pdonline.ascd.org/pd_online/intro.cfm?SID=43
Start Something

http://startsomething.target.com/info/index.asp
Site Objectives:
Understanding by Design:  An Introduction:  This site is a part of the Association for Supervision and Curriculum Development’s (ASCD) Professional Development On-line series.  The site’s primary objective is to present an introduction to the essential elements of the Understanding by Design (UbD) framework, taking participants through an investigation of UbD learning theory, alignment with district standards, and a brief overview of the three stages of the backwards-design process.  To access this professional development (PD) site, participants must pay a fee of $89.99 to ASCD.
Start Something:  The program is set up as a series of ten 2-hour sessions. Each session has several activities to do—such as reading, thinking about goals and dreams, reflecting and writing about ideas, and doing an outside project—that are designed to elicit the likes/dislikes, ambitions, and career goals of the participant.  The program is designed to be completed over 10 weeks, but it can be done in a few weeks or several months – the schedule is entirely up to the participant.
Audience:
Understanding by Design:  An Introduction: This site is designed for pre-K—post secondary educators.  Experience in the education field is a must and a basic knowledge of teaching methods and curriculum design are a plus.

Start Something:  Start Something is a program for kids ages 8 to 17.  There are two ways to participate in the program:  1) Students may work in groups with a teacher or group leader. The group leader will coordinate sessions and activities and provide supervision for students in their group.  2) Students can work independently, following the curriculum online. Younger students may find it helpful to have a parent or another adult guide them through activities.
Web Site Comparison:
	Start Something
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Figure 1
	Understanding by Design:

An Introduction
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Figure 2


	Design:  Design is highly graphic oriented.  Many geometric designs found throughout the site from homepage to final lesson.  Pictures of celebrities (Tiger Woods) and some adolescents grace the 
(Start Something Cont.)

homepage.  Primary color scheme is red, brown, 
and egg shell white.  Text colors also range from red to brown to white, and are contrasted with specific background (See Figure 1).
Multimedia Content: 
· Hyperlinked pages

· Radio button survey forms

· Forum/bulletin board for students and facilitators

· HTML resources

· Student log/journal forms
Organization:  Web site is very well organized.  Homepage requires log-in and facilitates the monitoring of user progress.  Lesson pages are well developed and require orderly progression through activities within site. No table of contents or navigation bar exists, however, pages that need to be accessed for lessons (materials, forum, journal, etc…) are easily found.
Navigation/Usability:  The design of the hyperlinks allows two distinct forms of navigation within the site.  The first type of navigation is between lessons, materials, forums, and student logs.  Very visible links increase the user’s ability to access these items quickly.  The second form of navigation comes with the lessons themselves.  The links in this case help the user to follow each lesson’s activities in an orderly and progressive manner.  All hypermedia content open within the active website.
Interactivity:  Students are required to interact many ways within the Start Something program.  The first form of interaction is between other users of the program, including both other students and facilitators.  The second form of interaction is with the various hypermedia content in the program.  Students are required to read and respond, role play, log experiences, engage in discussions, and even create a career based project by following prompts within the web site’s lessons.
Instructional design Indicators:

It is the opinion of this evaluator that the Start Something program was either designed using engaged learning theory or the Understanding by Design method of instructional design.  Students are given a wide variety of activities and projects to complete that are primarily focused on generating interest, create self-awareness/knowledge, and interact with others in the group.  The learner is responsible for taking charge of the learning process, the tasks and activities are authentic and performance based, and a collaborative or social element is highly encouraged throughout the program.
	Design:  Primarily text oriented.  Headings are highlighted and are set off by size.  Background is plain white.  Some tables exist within various 
pages and some pictures are interspersed (UbD…Cont.)

throughout the site (See Figure 2).
Multimedia Content:
· Hyperlinked pages

· Survey forms

· Student forum/discussion board

· Student log/journal

· Streaming video accompaniment

Organization:  Site is very well organized.  Text is usually laid out in a narrative form and supplies information on how to proceed within the given page.  Table of contents acts as a navigation bar and allows user a visual to determine progress within the site as a whole.
Navigation/Usability:  Navigation through this site is more traditional.  A table of contents can be found on each page of the site and allows the user a quick point of reference for their location within the site.  Some hypermedia elements need to be accessed at times in the lessons, and the links to these elements open up a separate window for the user to view or interact with the hypermedia content This setup could cause some confusion for less computer savvy users since the separate windows have no navigation capabilities back to the previous web page.
Interactivity:  Interaction in the UbD program consists primarily of the user interacting with the hypermedia content of the program.  Users watch videos, read text, and peruse case studies with the expectation of responding to analytical prompts.  Journals are also used to log thoughts or ideas that may arise through out the course.  A discussion board is provided so participants can read and respond to comments of others enrolled in the course, but never work directly with those other participants.
Instructional Design Indicators:
It would be very surprising indeed if the Understanding by Design:  An Introduction program was designed using anything other than the Understanding by Design instructional design framework.  Participants in this program are presented with essential questions designed to engage and direct the user, understanding is the ultimate goal of all activities, and all activity is geared toward acquiring real-world knowledge and skills.  Elements of engaged learning are present as well.  The participant is responsible for progression in learning, some social interaction exists, and the participant is an explorer in the learning process.
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