

The MAPS Learning Framework: 
A Nine-Step Instructional Model for Interactive Media




R.J. Morgan
National University
ID-8930: Interactive Media Design
Dr. Dunn
January 11, 2026






Introduction
This paper presents a nine-step instructional design model for interactive media, supported by the MAPS Learning Framework. The instructional model provides a clear, lesson-level sequence that guides learners from initial exposure to independent application and transfer. The MAPS framework (Mastery, Application, Practice, and Scaffolding) was developed to support the implementation of this model by organizing instructional decisions and ensuring learner-centered flexibility.
Grounded in established instructional design theory, including Gagné’s Nine Events of Instruction, the ADDIE model, and the Gradual Release of Responsibility, this model emphasizes clarity, guided practice, assessment, and instructional continuity (Branch, 2009; Fisher & Frey, 2014; Gagné et al., 2005). The purpose of this paper is to (1) describe the nine-step instructional design model, (2) explain how the MAPS framework supports the model’s implementation, and (3) demonstrate how the model is suited for interactive media and blended learning environments.
This nine-step instructional design model is intended for use in interactive media contexts. The steps are: Clarify → Connect → Introduce → Model → Collaborate → Apply → Assess → Review → Extend
Step 1: Clarify
Purpose: Establish learning objectives, success criteria, and expectations.
Clarify; ensures that learners understand what they are expected to learn, why it matters, and how success will be measured. This step aligns with Gagné’s emphasis on informing learners of objectives and preparing them cognitively for instruction (Gagné et al., 2005). In interactive media environments, clarification may be supported through visible objectives, learning dashboards, or interactive goal statements that learners can revisit throughout the lesson.
Step 2: Connect
Purpose: Activate prior knowledge and establish relevance.
Connect; links new learning to the learners’ existing knowledge, experiences, or real-world contexts. Establishing relevance supports comprehension and engagement by helping learners integrate new information into existing cognitive structures. In digital environments, this may occur through scenario-based prompts, multimedia examples, or short reflective activities.
Step 3: Introduce
Purpose: Present new content in an organized and manageable way.
Introduce; focuses on delivering new information, concepts, or skills while minimizing cognitive overload. Instructional materials should be structured to support meaningful processing and avoid unnecessary complexity (Sweller, 1988). Interactive media enhances this step through multimodal presentations, learner-controlled pacing, and embedded comprehension checks.
Step 4: Model
Purpose: Demonstrate skills, strategies, or thinking processes.
Model; provides learners with concrete examples of how to apply new knowledge. By making expert thinking visible, instructors reduce ambiguity and provide a reference point for learner performance (Gagné et al., 2005). In interactive contexts, modeling may include screen recordings, interactive walkthroughs, and annotated examples that learners can access and replay as needed.
Step 5: Collaborate
Purpose: Engage learners in guided practice with support.
Collaborate; represents the transition from instructor-led demonstration to shared responsibility. Learners apply new learning with peer and instructor support, aligning with the “we do” phase of the Gradual Release of Responsibility (Fisher & Frey, 2014). Interactive media supports collaboration through discussion boards, shared documents, and synchronous or asynchronous group activities.
Step 6: Apply
Purpose: Provide opportunities for independent practice and authentic application.
Apply; requires learners to use their knowledge independently, without direct instructor guidance. This step supports fluency and transfer. In interactive media environments, application may take the form of simulations, projects, problem-based tasks, or digital artifacts that mirror real-world contexts.
Step 7: Assess
Purpose: Measure learning and provide actionable feedback.
Assess; provides evidence of learner understanding and informs instructional decisions. Formative assessment supports learning when feedback is timely and used to adjust instruction (Black & Wiliam, 1998). Interactive media enables diverse assessment methods, including automated quizzes, performance-based tasks, and analytics-informed feedback.
Step 8: Review
Purpose: Reinforce learning and address misconceptions.
Review; allows learners to revisit content, clarify misunderstandings, and consolidate understanding. Structured review supports retention and prepares learners for extension or future learning. Interactive tools such as targeted review activities or self-checks can personalize this process.
Step 9: Extend
Purpose: Promote transfer and inform subsequent instruction.
Extend; challenges learners to apply learning in new contexts and serves as a bridge to the next instructional cycle. Extension activities can be differentiated and will generate evidence of learning that informs how subsequent lessons begin, ensuring accountability rather than just isolated instruction.
The MAPS Learning Framework was developed to support the implementation of the nine-step instructional model. MAPS does not replace the model; rather, it provides a conceptual structure that helps instructors organize instructional decisions and respond to learner needs.
Within MAPS:
· Mastery supports Clarify, Connect, Introduce, and Model.
· Application supports Collaborate and Apply.
· Practice supports Assess and Review.
· Scaffolding operates across all steps, providing adaptive support.
Scaffolding refers to the intentional supports that help learners progress from assisted performance to independence. These supports are gradually removed as competence increases, ensuring instruction remains responsive while maintaining high expectations.
The nine-step instructional model aligns closely with Gagné’s Nine Events of Instruction, which identify instructional actions that support effective cognitive processing (Gagné et al., 2005). Both models emphasize objectives, prior knowledge activation, content presentation, guidance, practice, feedback, assessment, and transfer.
However, the MAPS model differs from Gagné’s framework in several important ways. First, the nine-step model is embedded within a learner-centered framework that allows instructional emphasis to shift based on learner readiness and instructional context. Second, scaffolding is treated as a continuous principle, rather than a single instructional event. Third, Review and Extend are intentionally separated, emphasizing reflection before transfer and positioning extension as instructional input for future lessons. Finally, the model is explicitly designed for interactive media environments, where pacing, modality, and learner pathways may vary. 
Conclusion
This paper presents a nine-step instructional design model for interactive media, supported by the MAPS Learning Framework that I have created. Grounded in established instructional design theory and adapted for modern digital learning environments, the model supports learner-centered instruction. The MAPS model offers educators and instructional designers a practical approach to designing effective interactive learning experiences.
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