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What is a learning experience? 

A fundamental question for any (aspiring) learning experience designer is: 

What exactly is a learning experience? 

First, what is an experience? 

An experience is any situation you encounter that takes a certain amount 

of time and that leaves some kind of impression. 

See it as anything that happens while you are conscious which is basically 

all you experience while awake. That’s a broad definition which very 

important to learning experience designers, we’ll get back to that in a 

moment. 

Next, what is a learning experience?  

A learning experience is any experience you learn from. Simple as that! 

It can take place in school, on the job, in a museum, at home, in the 

outdoors or anywhere you can imagine. It can be in the real world, a virtual 

environment, or a combination of both of them. Whether it is a fully 

designed learning experience, a completely spontaneous learning 

experience or somewhere in between, they are all learning experiences. 

Rodrigo J. Gallego wrote for our blog on " Four Ingredients for a 

Memorable Learning Experience" with some real life examples to give you 

an idea of what an experience is. 

The point here is to define the term learning experience in a broad way. 

This enables you to think freely about the types of learning experiences 

you can design without limiting yourself. Thinking freely gives you the 

creative freedom you need to design the best possible learning experiences. 

 

 

What is learning experience design? 



Learning experience design (LX design) is the process of creating learning 

experiences that enable the learner to achieve the desired learning outcome 

in a human centered and goal-oriented way. 

Learning experience design is rooted in a combination of several design 

disciplines with the field of learning. Key design principles used in LXD 

come from interaction design, user experience design, experience design, 

graphic design and game design. These design principles are combined 

with elements of education, training and development, instructional design, 

cognitive psychology, experiential learning, educational sciences, and 

neuroscience. 

Watch this video: https://youtu.be/pt1RC-tKjtM  

To gain a deeper understanding of LX design it's easiest to break things 

down into smaller parts: experience, design and learning. These parts are 

quite self-explanatory and together they tell a lot about what LX design 

really is about. 

 Experience 

Everything we learn comes from experience, that’s a fact. As 

mentioned earlier an experience is any situation you encounter that 

takes an amount of time and leaves an impression. These 

experiences don’t necessarily have to take place in an educational 

setting like a school. They can take place at home, outside, in the 

office or anywhere else. 

Not every experience is as educational as the next. Some experiences 

can be straight out boring or annoying. Fortunately, we’ve all had 

experiences that were very educational and that will last a lifetime. 

Being able to design such powerful experiences is the main quality 

of a good LX designer. 

 Design 

LX design is a creative design discipline. In essence, it is an applied 

form of art. Similar to other creative professions the LX design 

process typically includes research, experimentation, ideation, 

https://youtu.be/pt1RC-tKjtM


conceptualization, prototyping, iteration and testing. It is not a step-

by-step systematic process, but a creative process with an outcome 

that’s uncertain at first and crystal clear in the end. LX designers use 

a mix of creative, conceptual, intellectual and analytical qualities to 

come up with elegant solutions that work. The main difference with 

other design disciplines is the fact that your design serves a purpose 

to learn. 

 Learning 

LX design is about learning and not so much about teaching, 

instruction, or training. The focus is where it should be on the learner 

and the process that the learner goes through. You definitely have to 

understand why and how people learn in order to be effective. 

Experiential learning in particular is part of the foundation of LX 

design. As stated in the definition of LXD, you want to design a 

learning experience that enables the learner to reach the desired 

learning outcome. But how do you do that? By making the 

experience human centered and goal oriented. 

 Human centered 

Learning is a human and preferably social process. Putting the 

learner at the center of your design process is called human centered 

design. This is an important part of how and why LX design works. 

This means you have to get to know and understand the people you 

design for. You want to figure out what drives them and how you 

can ignite their intrinsic motivation. That’s why getting in touch with 

your target audience through interviews, observations and co-

creation is indispensable. People are both rational and emotional 

beings. We all have wants, needs, hopes, fears and doubts. So a great 

learning experience has to connect on a personal level. To do so, 

being able to distinguish and act upon differences between groups 

of learners and even individual learners is key. 

 Goal oriented 

A learning experience will make no sense if you don’t reach your 

goals. Choosing and formulating the right goals is an important part 



of designing a learning experience. This can be quite a challenge, 

depending on the scale and complexity of the experience that you 

are designing. Coming up with activities that enable the learner to 

actually reach specific goals is vital to a great design. That’s where 

a thorough and innovative approach, like working with the Learning 

Experience Canvas, can really make a difference. 

One very important aspect of LX design is what form, medium or 

technology you choose for a learning experience which is primarily 

based on the goals of the learner. This means you start with 

formulating the desired learning outcome and every next step in the 

design process, including the choice of your medium or technology, 

is geared towards the desired learning outcome. 

 

The origin of learning experience design 

Learning experience design (LX design) is an interdisciplinary design 

discipline. It incorporates elements of several disciplines from the field of 

design, like interaction design, user experience design and graphic design 

with disciplines from the field of learning, like cognitive psychology, 

neuroscience and Instructional design. 

The primary roots of LX design lie in the field of design. Design methods, 

skills and tools have been adapted to focus on creating learning 

experiences. It has been enriched by methodologies from the field of 

learning and merged into a new creative design discipline. 

To give you an overview of what disciplines are foundational for LX 

design take a look at this graphic: 



 

In essence, LX design is a combination of two domains: design and 

learning. However, leaving it at that would be oversimplified as both 

design and learning are broad and diverse domains. That’s why each 

domain is divided in two parts. This way you end up with four quadrants. 

Examining these quadrants will offer some valuable insights in the origin 

and definition of LX Design. 

1. Human centered design 

The upper right quadrant includes design disciplines that are about human 

experience. It’s common practice for designers, like user experience 

designers, to put people at the heart of their designs. This human centered 

approach enables you to offer an experience that people can relate to and 

that really works for them. What you design is the actual process people go 

through. With the options they have, the choices they make, the things that 

they do and the goals they reach, this is strongly related to what an 

interaction designer does. 

Human centered design is an approach to problem solving, commonly used 

in design that develops solutions to problems by involving the human 

perspective in all steps of the problem-solving process. By focusing on the 

human perspective in learning it allows learning experience designers to 



create learning experiences that connect with the learner on a personal, 

cognitive and emotional level.  

2. Goal oriented design 

The lower right quadrant is about design disciplines that are focused on 

creating products that serve a clear purpose. The products we use to 

facilitate or enhance a learning experience should have both practical and 

appealing features. Just like an industrial designer designs products that are 

both functional and beautiful. And like a graphic designer finds creative 

ways to get a message across in a sophisticated way. Finding the right 

shape or form for a learning experience is a vital part of designing an 

effective learning experience. 

Goal-oriented design is an interaction design methodology that, according 

to Alan Cooper "is concerned with satisfying the needs and desires of the 

users of a product or service." When this methodology is applied to LXD 

it relates to how products or services used during a learning experience can 

satisfy the needs and desires of the learner. These needs and desires are 

primarily, but not exclusively, related to reaching the desired learning 

outcome.  

3. Theory of learning 

In the upper left quadrant, you can see more scientific disciplines that are 

about how people learn. It’s obvious that a LX designer needs to 

comprehend how human cognition works and how we learn from 

experience. Combining experiential learning with neuroscientific- and 

psychological insights is part of the foundation of any good learning 

experience. There is an interesting link between certain design disciplines, 

like interaction design, and (cognitive) psychology. As designers they use 

psychological expertise to understand the people they design for. 

4. Learning put into practice 

The lower left quadrant is where the actual learning takes place. This is 

where educational professionals, like teachers and trainers, put the theory 

of learning into practice. Having both a theoretical and practical 

understanding of learning is essential. It helps you in designing goal 



oriented learning experiences that work in a real life situations. Having a 

clear understanding of what works and what doesn’t work in a specific 

situation is what educational experts and instructional designers 

understand. 

When designs are created they are often tested. Similar to user testing in 

user experience design, a learning experience is put to the test with learners 

going through (parts of) the actual experience. This significantly enhances 

the chance of your design being successful when put into practice.  

Finally 

When you put these four pieces of the puzzle together you start to see the 

whole picture. LX design takes elements from all of these different 

disciplines and merges them. This list of disciplines is not necessarily all 

encompassing. It does illustrate the different domains that are elemental to 

LX design 

Learning experience design process 

Designing a learning experience can be an unpredictable and adventurous 

process. This is in a way inherent to the creative, agile and innovative 

approach LX designers use. Then what does a typical LX design process 

look like? These are the six most common steps: 

To give you an idea of what disciplines form the foundation of LX design 

take a look at this graphic: 



 

1. Question 

You start with a question you need answered or a problem you want to 

solve. For example: “How can we teach teens, who struggle with obesity, 

to live a healthier lifestyle?” or “How can entrepreneurs learn to use their 

time more effectively?”. Often the question isn’t completely clear at first. 

There can be underlying questions or related questions that are more 

relevant or important. Formulating the most relevant question will give you 

a head start. 

2. Research 

There are at least two things you need to research before you can design a 

learning experience: 

The learner 

Researching the people who will actually learn from the experience that 

you’re designing is a vital part of the design process. There are multiple 

ways to connect with the learner. The easiest and most effective way is by 

simply getting in touch with them through conversation or by doing an 

observation or interview. 



The learning outcome 

The learning outcome describes how the learning experience will impact 

the learners life in a positive way. It talks about what the learner gains from 

this experience and how this is relevant a valuable to the learner. Once you 

know the desired learning outcome, you can figure out the different 

learning objectives. 

3. Design 

Time to get creative with the design of your learning experience. 

Ideas 

Generating good ideas is the fuel for your creative process. The easiest way 

to come up with ideas is through brainstorming. Think about the people 

you invite to take part in the brainstorm. Having people with different 

perspectives can be really helpful. 

Concept 

Taking a good idea and turning it into a concept design is the next step. 

How you do this depends on the type of experience you are working on. 

For example, a web based experience will probably ask for a functional 

design while a game based experience requires a game design. 

4. Develop 

In the development phase you take your concept design and turn it into a 

prototype. There’s a range of possible levels of complexity and scale when 

it comes to developing a prototype. The simplest, quickest and easiest form 

is a paper prototype. On the other end of the spectrum is a fully functional 

high tech prototype. The kind of prototype you develop depends on the 

type of experience that you’re designing.   

5. Test 

Does your prototype actually work? Let’s put your prototype to the test to 

figure out what learning objectives are reached by the learner and if the 

actual learning outcome is achieved. Also, does your design appeal to the 

learner? There are different ways to test your prototype. You definitely 

want to prepare the test so you know what you’re testing when the learners 



participate in the experience. Having a list of tasks and questions for the 

learner can really help to get the most out of your test session. 

6. Launch 

It’s not very often that your first design is perfect. The results you get from 

your test will almost certainly lead to revisiting some or all of the previous 

steps. Maybe you need to do a bit more research, change your design or 

upgrade your prototype. It’s also possible that you have to ask a different 

question which could lead to a completely new design cycle. Basically you 

need to repeat this cycle until you (and the learner) are satisfied with the 

results. 

 

Qualities of a LX designer 

A learning experience designer is a creative professional who uses design 

skills, methods and tools to design experiences that enable people to learn. 

What exactly do you have to be able to do to be successful at that? Here 

are eight things a LX designer should be able to do: 

1. Use creativity as a driving force. 

LXD is a design discipline. As a designer, you use your creative talent to 

come up with original ideas, conceptualise these ideas and find the right 

shape or form for your design. Creativity is not only the spark that ignites 

a design session, it’s also the fuel for the complete design process. 

2. Have a creative and analytical mindset. 

The design process of a learning experience requires different mindsets. 

You are switching between analytical and creative as you do your research, 

create, test and improve your design. The ability to adapt your mindset 

allows you to be effective throughout the design process and get the best 

of both worlds. 



3. Let go of what you know. 

We all have preconceived notions of what learning should be like. These 

notions are based on our own experiences in school and at work. It’s easy 

to fall into the trap of designing similar experiences and not benefit from 

the endless opportunities to shape the way we learn. Try and let go of what 

you know and use your creative freedom to create unique learning 

experiences that haven't been made before. 

4. Focus on the learner. 

Human centered design is a big part of creating effective and engaging 

learning experiences. Being able to empathize with the learner enables you 

to design a more personal learning experience that really works. Never 

forget that the learner is always the most important person in your work. 

5. Incorporate (neuro)scientific insights. 

Understanding how our brain works and how we learn enables you to 

create designs that are effective in helping the learner reach their goals. 

You have to be able to learn from and work with (neuro)scientists to 

incorporate their precious insights and knowledge into your designs. 

6. Be both practical and imaginative. 

LX designers push boundaries and try to find innovative and elegant 

solutions for complex problems. At the same time, you want to keep things 

as simple and as practical as possible for your design to work in a real-life 

situation. Try to balance your craziest ideas with a healthy dose of realism. 

7. Choose the right technology. 

Learning is not about technology, it’s about people and their goals. The 

technology you choose is based on what will enable the learner to reach 

their desired learning outcome. Choosing the technology that serves this 

purpose is a vital part of designing a great learning experience. Using 

technology is always a means to an end and not a goal in itself. 



8. Align perspectives. 

A LXD project can involve a variety of stakeholders, like learners, clients, 

experts, scientists, software developers. They all have different needs and 

desires. It is your responsibility to unite these people by aligning their 

perspectives and creating a learning experience that works for all of them. 

 

  



Four Ingredients for a Memorable Learning Experience 

 

Working as an experience learning designer is like being a chef. In order 

to design your experience, you need to carefully select your ingredients, 

spices, and carefully blend them to obtain an original powerful learning 

experience. But which are the key ingredients every professional should 

take into account to “cook” a learning experience?  

In this article, I will share my recipe to design memorable learning 

experiences with you.  

Not all experiences “print” memories in our memory. Therefore, it is 

reasonable to ask ourselves: what do we need to take into account to create 

them? Let’s dive in. 

Note: I enjoy having playback music while I read so 

with ten songs that will “walk” you through reading and reflecting on this 

article 😀 

Please, before you start reading, I want you to remember an important 

moment in your life, whatever comes to your mind first (there is no right 

nor wrong answer). Write that memory on a little piece of paper and save 

it in your pocket. We are going to use it later 😉 



 

Memory is unfair. 

That is the maxim of this article: memory is unfair. Our brain tends 

to¨cherry-pick¨. Every time we remember an important experience in our 

life, our brain usually only selects the most intense moment(s) of the 

experience and the ending. This phenomenon is called the “Peak-end 

Rule”. We tend to remember peaks, intense moments (good or bad, happy 

or sad it does not matter as long as they are peak moments) and the ending. 

As experience learning designers we need to build peaks and endings to 

increase the chances of creating a strong memory in our students. In this 

article, I want to focus on how to build peaks. 

 

  



Challenge: It’s all about the peaks 

When we design an experience, we usually tend to take into account how 

to make the participants or students feel comfortable instead of designing 

a peak moment. For example, if you are preparing a class, you will make 

sure you have enough chairs, the right PPT presentation, your personal 

notes, etc but, if all of those things go great, are we still creating a memory? 

No, we are not. Unfortunately, great is not enough. To create a memorable 

learning experience you need intense moments, not just great moments. 

So, which are the key ingredients for building peaks? 

There are (at least) 4 important ingredients. You should use and blend them 

according to the learning outcome you want to achieve. It is a tricky task, 

so choose your ingredients wisely. It is important to realize you do not need 

to use all of them every time. Each ingredient is explained with projects we 

did at Eidos Global (a learning experience foundation). If you want to 

deepen your knowledge on these ideas, I suggest reading the books “The 

Power of Moments” by Chip Heath & Dan Heat and, “Designing 

Experiences” by J. Robert Rossman and Mathew D. Duerden.  

Let’s jump into the kitchen and start cooking! 

1st Ingredient: Breaking the Script 

Our lives come with scripts. Every time we go to a certain place (from a 

Lollapalooza concert, school or a supermarket) we have an expectation of 

what is about to happen. We call this a script. What could happen if we 

break it? What could happen if we change (sometimes even dramatically) 

the expectation on what is (supposedly) about to happen? Breaking the 

script with a powerful disruptive idea increases the possibility of creating 

a peak and therefore, a memory. 

At Eidos Global, we are working on the learning experience design of an 

interactive museum in Mumbai, India. Participants, young minds of 8 to 13 

years old, will have to go through different stages to come up with solutions 

for the environmental problems Mumbai has. Part of our job consists of 

designing how the participants will interact with the different exhibitions 

at the museum in order to learn more about sustainability and the SDGs 

https://eidosglobal.org/
https://sdgs.un.org/goals


 

The script we are all used to “reading” in museums is that they are solemn 

places where you need to remain quiet: talking to a stranger about how we 

feel about a certain piece of art is unusual. We want to break that. We want 

to design an interactive museum where people who don’t know each other 

can connect and share their feelings. Therefore, we created a different set 

of rules that can trigger these human connections. Each room will have 

different moods and the rules for each room will vary according to the 

interaction we want to encourage. In some of them, we will even ask 

participants to speak loudly, in order to break the ice between strangers. 

We will encourage people to have stickers on their chest that say “I’m 

ready to talk”. With these, “little” changes we are breaking the script and 

creating a peak in the experience. 

If you want to know more about how to add radical changes to museums I 

suggest reading the book “Participatory Museum” by Nina Simon. 

2nd Ingredient: Revelations 

These are insightful moments where the truth reveals upon the students. 

It’s the “Aha!”, “Eureka” moment. The “status quo” of a deep personal 

belief changes dramatically. Through this peak, we help them to rewire a 



certain belief they had from the world. These revelations cannot be 

explained to students; they need to go through an experience to understand 

it. It is a personal experience. The concept of “experiential learning” is the 

core of this ingredient. We need to create an experience that induces 

participants into an epiphany moment. 

Last year, we designed a workshop about diversity for a global tech 

company. The idea was that each participant could explain how to make 

the company more inclusive and diverse. The first challenge we had was 

communication: even an important concept like “diversity” has different 

interpretations on what it really means among different people. But, how 

can we make participants understand this gap they have in the same 

concept? By creating an intentional space where revelations flourish.  

In this case, the activity we prepared was called “The Sun”. Participants 

wrote the word “diversity” on a piece of paper and drew a circle around it. 

They have to write 5 words they believe were linked to the concept of 

“diversity”. When they finished writing, we asked all the participants how 

many people in the group they expected to have written down the same 

words. The 80 participants were really confident and affirmed to have at 

least four coincidences. They only had one. The crowd was shocked and 

the “revelation moment” appeared: how were they going to start working 

on improving the  “diversity” of the company if they were not even talking 

about the same concept?  

 

We managed to create a learning peak moment based on this revelation. 

 



3rd Ingredient: Playing with senses 

We have to play with our 5 senses. Empowering or blocking them to create 

a new tool to generate a peak. Usually, when we are in the classroom we 

tend to forget we have more senses than just eyes and ears.  

 

For 3 years, Eidos Global worked together with Minerva University in 

designing experiences for students from all over the world to immerse them 

into the history, idiosyncrasy, challenges, and culture of Buenos Aires, 

Argentina. Argentina has the highest ranking of physical proximity: 

Argentineans hug a lot, share straws when they drink mate, talk really close 

to each other… In 2019, Eidos and Minerva co-designed together a 

Blindfolded Tango class for students to understand this aspect of the 

Argentinean cultural DNA. The experience consisted of having a Tango 

class in a dark room and through the dance, students experienced the 

Argentinean physical proximity. By blocking one sense (vision) we 

empower another one (touch). Students from different cultures reflected on 

how they felt, what it meant and how shocking (or not) could be for them 

according to their culture. 

4th Ingredient: Moments of exposure 

These are moments where we add a little bit of productive pressure. The 

idea is to design a moment in which students need to present or pitch their 

project, idea, etc. before an audience (large or small, it does not matter). 

Also, you can have “micro exposure moments”. For example, if you are 

creating an icebreak dynamic and you ask participants to introduce 

themselves, this is also a way to create peaks. 

The first project we designed at Eidos, 13 years ago, was related to the UN 

Models: an educational simulation in which students embodied a 

country  to defend it and try to convince others of their country’s point of 



view. Usually, students must stand before an audience, wear a suit and 

there is also an UN scenography. These moments are important because it 

gives  students an intentional space designed for them to showcase their 

knowledge. 

 

Imagine if you were a basketball player and never had the game day and 

you will be practicing forever… that does not sound so appealing, right? 

That is why we need to have more moments of exposure. 

  

 

 



Finale 

At the beginning of the article, I asked you to write an important memory 

you had and save it in your pocket. Now, I would like you to take it out, 

read it, and analyze:  

1. Why was it important? 

2. Did it have any of the elements we mentioned in the article?  

3. Do you think it could have been a more powerful memory if you 

would have used any of the tools we talked about?  

 


