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Abstract 

Constructivist learning is a method that supports learning by engaging the learners and making 

them a participant in their own development of knowledge.  The purpose of this paper is to 

describe the design process used to create a constructivist learning environment for a course 

entitled “Introduction to Photoshop”, which was developed using the nine elements of the Kemp 

Instructional Design Model.  This course applies the principles of the Kemp Instructional Design 

Model to utilize a constructivist theory of learning approach.  
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Applying the Kemp ID Model and Constructivist Learning Theory to Online Instruction 

 
This paper overviews the process of designing and developing one online learning 

module for a lesson using Adobe Photoshop software.  Photoshop is a photo editing software that 

was developed and manufactured by Adobe Systems, Inc.  The software allows the user to edit 

images by cropping, resizing and correcting color (www.businessdictionary.com).  The module 

includes lesson content for two weeks of instruction for an online multimedia course.  Activities 

are incorporated into the modules including the use of a variety of multimedia technologies.  The 

objective of the project was to create two weeks of instructional content within a learning 

management system on a subject of choice, using a learning theory of choice.  The coursework 

was based on the constructivist learning theory approach utilizing the Kemp Instructional Design 

(ID) model. 

Background Research 

Constructivist Learning Theory 

Constructivism is a philosophy based on the principle that knowledge is created from 

experience.  Constructivism has multiple roots within philosophical and psychological 

viewpoints that can be traced back to the works of Montessori, Dewey, von Glasersfeld, Piaget, 

and Vygotsky.  Smith and Ragan (2005) define constructivism as “an educational philosophy 

within a larger category of philosophies that are described as ‘rationalism’” (p. 19).  

Furthermore, Driscoll (2000) suggests that “constructivist theory rests on the assumption that 

knowledge is constructed by learners as they attempt to make sense of their experiences” (p. 

376).  

A key characteristic that distinguishes constructivism from other learning theories is the 

nature of reality.  The constructivist learning paradigm emphasizes that there is no single or 



APPLYING KEMP AND CONSTRUCTIVISM   4 

objective reality which the instructor must transmit to the learner but that reality is constructed 

by the learner during the course of the learning process (Almala, 2005).  

The basic concept of constructivist learning theory is that learning always takes place in a 

context.  The goal of instruction for the constructivist is to accurately portray tasks, not define 

the structure of learning required to achieve a task.  The underlying assumptions for 

constructivism include the following: 1) learning is perceived as an active, not a passive, process, 

where knowledge is constructed, not acquired; 2) knowledge construction is based on personal 

experiences and the continual testing of hypotheses; and 3) each person has a different 

interpretation and construction of knowledge process, based on past experiences and cultural 

factors. 

 Traditional educational paradigms focused on instructional goals, such as recalling facts, 

generalizations, defining concepts, and performing procedures, whereas current learning 

theories, such as constructivism, emphasize reasoning, critical thinking, social negotiation, and 

mindful reflection (Almala, 2005).  Research studies have been done to help determine if using a 

constructivist approach for designing and developing online instruction contributes to the 

satisfaction for distance education.  A majority of the literature indicates that constructivism as a 

learning theory can be translated into practice, and used to design and deliver online learning 

experiences that provide students with a style of learning they prefer, therefore increasing 

satisfaction for the medium (Jordan, 2012; Keast, 2009; Neo, 2005). 

Jordan (2012) conducted a study to evaluate whether open source Moodle e-learning can 

deliver an instructional model using constructivist learning theories in an International 

Baccalaureate chemistry class.  In the study an online learning survey was administered to 

students at the end of a two-year course.  The Wilcoxen signed rank test was used to measure the 
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difference between the students’ actual and preferred experiences with the online activities that 

used constructivist theories.  Findings indicated that the activities provided by Moodle do foster 

a constructivist approach to learning and can provide students with types of learning experiences 

they desire (Jordan, 2012).  Similarly, findings from a study conducted by Ng’ambi and Lombe 

(2012) on the use of podcasting to facilitate student learning suggested that the use of podcasts 

within a constructivist learning environment afforded learners control and flexibility, reflection, 

and self-paced learning.  These factors helped contribute to higher levels of student satisfaction 

for the distance learning course.  These findings support the use of podcasts to facilitate learning 

when tightly coupled to a curriculum and used within a constructivist learning environment. 

Neo (2005) conducted a study on the impact of a web-based constructivist learning 

environment where students were taught to use specific web authoring tools to solve a web-

related problem.  The mode of learning was geared towards a student-centered, constructivist 

learning perspective where students were active learners, worked in a group environment and 

constructed knowledge and understanding in their learning process (Neo, 2005).  Online surveys 

were given to the students to assess their reactions towards the learning environment.  Results 

indicated that students were able to understand the problem, work collaboratively, construct their 

own solutions, and determine their learning outcomes (Neo, 2005).  The results provided further 

support of the students’ positive attitudes towards a constructivist learning environment. 

The constructivist theory involves students developing their own knowledge as they 

create content and understanding.  Student tasks were selected that introduce the student to the 

tools and techniques used in image editing with support from the instructors via email contact, 

discussion boards, peer to peer forums and video tutorials.  Students continue through the 

modules and begin to complete the activities with little to no instructor interaction.  The activities 
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require them to utilize their own understanding and experience to perform the required actions 

for the task.  At the end of the module, students were required to create a final product and 

incorporate all of the techniques and tools that were previously learned in the activities.  The 

product is a culmination of the skills and techniques acquired through the learning process, 

basing the final product on previous experience in a constructivist style of learning. 

Kemp Model of Instructional Design 

The Kemp model of instructional design was first developed in 1985 by Jerrold Kemp 

and was later modified by Kemp, Morrison, and Ross in 1994.  It is referred to as the Kemp ID 

model or the Morrison, Ross, and Kemp model.  This ID model is comprised of nine key 

elements:  instructional problems, learner characteristics, task analysis, instructional objectives, 

content sequencing, instructional strategies, designing the message, instructional delivery, and 

evaluation instruments.  The model is based on the design belief that ID is a continuous cycle 

with revision as an ongoing activity associated with all other elements.  It is intended that all nine 

elements of the model can be developed, revisited, and sequenced in any order that suites the 

designer (Nekvinda, 2011).  This model is considered to be non-linear in nature because 

designers may select which steps are most appropriate for their unique instructional situation 

ensuring that each situation receives an authentic design (Baturay, 2008).  The model is outlined 

below in Figure 1.   
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Figure 1. Morrison, Ross, & Kemp Instructional Design Model (Morrison, Ross, and 

Kemp 2007) 

Kemp’s model of instructional design consists of nine elements arranged in a circular 

manner in a form of an oval shape (see Figure 1).  Each of these nine elements is independent of 

each other as indicated by the ovals.  The steps for each element are:  state the instructional goal, 

analyze learners, select method, media, and materials, state the objective, manage content, select 

strategies of learning, utilize media, evaluations and utilize materials.   

The Kemp Instructional Design Model was chosen because the elements complete each 

process that a learner should experience when mastering a learning objective and because of its 

circular design.  It utilizes media and materials which are an integral part of learning in any type 

of technology course.  The model is formed in a circular fashion where the individual is on a 
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learning path that is continuous, building, developing and revising with each new technique that 

is learned.  It is a continuous cycle; learning never ceases.   

In the constructivist theory of learning, the underlying assumptions are that learning is 

perceived as an active process, where knowledge is constructed; knowledge construction is the 

continual testing of hypotheses; and each person has a different interpretation and construction of 

knowledge process.  The learning of technology is an active process.  In the Photoshop course, 

students were active in the learning of the software and constructing knowledge based upon the 

trial and error of learning the tools.  This theory continued to be developed in which the students 

moved through the modules, developing higher-level thinking skills to create a more advanced 

product each time.  While the instructions were given as a basis for each activity, each individual 

student created his or her own design via personal choices and prior knowledge of the techniques 

that were learned.  The final product, therefore, was an original product designed by the student 

showing the interpretation each individual student had in regards to the instructions and their 

learning of trial and error. 

Design Phase 

This constructivist learning environment was designed for a course entitled “Introduction 

to Photoshop”, which was developed using the nine elements of the Kemp Instructional Design 

Model.  The design phase deals with selecting the learning objectives, assessing strategies and 

content, and selecting the delivery method.  Learning objectives are developed to match the 

theoretical content of the curriculum.  Billings and Halstead (2005) stated that objectives are 

important to provide focus on the necessary course content and as a guide in developing 

evaluation tools.  For this course, the objectives were developed from activities provided by the 

CS5 Photoshop book.  The objectives were then adapted to meet the curriculum content of the 
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course.  Assessment of the activities will consist of formal input from the instructors based on 

criteria within a grading rubric.  Students will have to reflect on their experiences with using 

Photoshop by creating a reflective blog that will be shared with the instructors and classmates.  

Morrison et al. (2007) stated that the primary goal of instructional strategies is to provide 

a method of instruction based on the content.  According to Morrison et al., a powerful 

instructional strategy “motivates the learner to actively make these connections between what the 

learner already knows and the new information” (p. 146).  In multimedia design, some of the 

instructional strategies used for students to problem solve are hands-on activities. 

Target Audience 

 The intended audience for this lesson will be secondary and post-secondary students 

enrolled in a multimedia course.  The course is intended as an introduction to multimedia in the 

educational environment, developing basic skills needed to further the students’ experience with 

the Adobe Photoshop software.  These students will need to be familiar with basic computer 

skills and have a basic understanding of multimedia uses in the educational environment.  

Development Phase 

The researchers developed an outline of the activities, assignments and discussions that 

would be included in the modules for students to complete.  Modifications to the assignments 

were made as the project progressed. 

Subject Matter Selection 

The subject matter for the project was selected based on knowledge that pre-service 

educators would need to utilize in the educational environment in the area of multimedia 

applications.  Adobe Photoshop is a photo editing software that requires an understanding of 

terminology specific to image editing. The activities in the module utilize hands-on techniques 
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using the software to create the desired result. 

Project Learning Resources 

Instructional Material 

The instructional materials that will be used are: Adobe Photoshop Creative Suite 5, 

Canvas Learning Management System, Adobe TV video tutorials, Adobe Photoshop CS5 

Introduction, data files, electronic mail, and blog postings. 

The learning objectives were selected based on the tasks that are required of basic 

Photoshop editing. They include the following areas of skill. 

1.      Students will learn how to open the software, save files in different formats or types, close 

a photo, and exit the software. 

2.      Students will be able to use the Help feature in the software. 

3.      Students will become familiar with the difference in format types used for various industry 

purposes such as print or Web. 

4.      Students will gain an understanding of the Photoshop workspace, how to identify the parts 

of the workspace, and how to make changes to the layout. 

5.      Students will gain experience using the various tools found in the different locations of the 

workspace and their uses. 

6.      Students will gain an understanding of the Rule of Thirds and how to display the rulers on 

the workspace. This will also include the ability to use the Crop tool. 

7.      Students will learn how the use of a blended border is created using the appropriate tools. 

8.      Students will be able to resize a photo, view files using the Mini Bridge tool, and print a 

photo. 

Activities and Technology Tools 
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Students enrolled in the course will be required to have a computer, Internet access and 

the appropriate version of the Adobe Photoshop software.  The full version or the trial version 

can be used for the assignments.  All of the instructional materials will be web-based.  Students 

will be required to log into the network system to retrieve the assignments, complete the tasks 

and then upload the product to the learning management system.  Activities for the course will 

include product creation, discussion forums, and assessments.  Upon entry to the course, the 

student is directed to the welcome page that includes the course introductory information 

including the syllabus and schedule details.  The same page also lists the assignments at the 

bottom for easy reference.  The Modules tab identifies each module and the expectations for the 

course.  Specific tabs on the left of the Canvas page also allow access to individual areas such as 

discussions and assignments. 

The first module of the course is the Welcome and Getting Started information to the 

content.  This includes a Course Overview and Objectives document along with a Technical 

Requirements document and the first of the discussion postings which is an introduction of the 

participants. 

Module one of the course introduces the students to the uses of Photoshop and the tasks 

that will be used for the activities.  The module begins with an overview of the expectations for 

the lessons.  This helps the student and the instructors understand what is included.  Module one 

includes two discussion postings: a discussion about the Photoshop settings and why the student 

finds them useful, and a discussion about the students’ findings regarding the terms resolution 

and image size. 

Also in module one are two assignments that will allow the students to practice skills as 

they are introduced and then create a design independently.  The first assignment directs students 
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through very detailed instructions regarding all of the tools.  The second assignment provides the 

students with the opportunity to create an edited image with less guidance given.  This will allow 

for a knowledge check of their abilities.  At the end of module one there is a test activity where 

they are allowed to use the provided image or one of their choosing. 

 Module two provides students with instructions for a group project where they create a 

tutorial for the use of specific tools.  For this group project the students will be assigned a partner 

by the instructors of the course.  The students will submit a screen recording of the instructions 

for the use of these tools and will be expected to provide peer feedback on others tutorial 

projects. 

Assessments 

Students will be assessed through the use of the multimedia software via projects, 

discussions and group peer reviews. 

Future Design Considerations 

The designers of this course determined that it would be useful to create a template for 

use when developing lessons utilizing the Kemp's ID model.  This will facilitate the inclusion of 

all of the aspects of the model.  Just like the model, the designers will continue to make 

improvements on the lesson as it is used and changes are identified. 
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