Table 5.3 The Learning Experience Canvas – Fuzzy-Vision Version
	The Rational
	The Emotional

	Vision
· What is the key goal for your learners – your expectations for what they will be able to do and with what tools? 
· What are the primary instructional methods and media for accomplishing the goal?
	Access
· How will learners access the instruction?
· What people will facilitate the instruction?
	Nuances
· (We will address this on the mid and lower levels of design.)
	Role
· What kinds of functional, authentic, possessive,[footnoteRef:1] or fantasy roles might enhance your instruction? [1:  Possessive is a type of role in which the learner possesses the mannerisms of a real person (alive or dead). For example, someone role-playing Neal Armstrong, the astronaut. ] 


	Incentive
· How will you motivate the learners to learn?

	Relationship
· What kinds of relationships will your instruction foster (or avoid) between its various learners and facilitators?
· How will your instruction foster (or avoid) those relationships?



Note: The opposite side of this table should have an empty template where designers and stakeholders document answers to the LXC questions. 
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