Portfolio Sample 1: Inclusive Remote Onboarding – Project Overview

[bookmark: inclusive_remote_onboarding_micro_d2d65e]Inclusive Remote Onboarding Microlearning
[bookmark: project_overview]Project overview
This independent instructional design portfolio sample presents a short self-paced onboarding module for new remote or hybrid employees. The learning experience focuses on first-week priorities, communication-channel choice, support routing, and practical collaboration habits that reduce confusion early in employment.
The project was intentionally designed as an original, employer-neutral sample suitable for public portfolio use. It demonstrates performance-based instructional design, scenario-based assessment, accessibility-aware design choices, and concise workplace communication.
[bookmark: learning_need]Learning need
Remote onboarding often disperses essential information across meetings, emails, chat tools, policy pages, and informal team messages. That fragmentation can make it harder for new hires to identify urgent tasks, ask questions in the right place, and understand what “good” remote collaboration looks like in practice.
This module narrows the focus to a realistic first-week problem space: what a new employee needs to do, how to communicate efficiently, and where to go for help. The design choice reflects a performance need rather than a content-coverage goal.
[bookmark: audience]Audience
Primary audience: New employees in remote or hybrid roles during their first two weeks.
Likely learner characteristics
· Mixed levels of comfort with digital workplace tools.
· High cognitive load during onboarding.
· Need for practical guidance rather than policy-heavy explanation.
· Likely need to revisit onboarding information as performance support.
[bookmark: learning_goal]Learning goal
Enable new employees to make effective first-week decisions about priorities, communication, and support in a remote or hybrid workplace.
[bookmark: learning_objectives]Learning objectives
By the end of the module, learners should be able to:
· Identify the top priorities for their first week.
· Select the appropriate communication channel for common workplace situations.
· Locate the correct support resource for HR, IT, and team-related questions.
· Apply basic expectations for remote collaboration, response etiquette, and meeting readiness.
[bookmark: proposed_performance_and_behaviou_29e645]Proposed performance and behavioural metrics
Because the underlying problem is behavioural rather than informational, the project uses plausible performance measures that go beyond completion or quiz score.
	Success measure
	Proposed target
	Why it matters

	New hires route common questions to the correct support channel
	85% or higher within two weeks
	Reduces delay and repeated hand-offs

	New hires choose the appropriate communication channel in common scenarios
	80% or higher within the module and early follow-up
	Improves response quality and timeliness

	Managers report repeated orientation questions decrease
	20–30% reduction in the first month
	Suggests better early self-sufficiency

	New hires complete key startup tasks on time
	10–15% improvement over baseline or prior cohort
	Connects learning to work readiness

	New hires report confidence in knowing where to get help
	85% or higher in a brief pulse check
	Indicates transfer and support awareness



These are framed as proposed metrics for the concept project rather than claimed live results.
[bookmark: assessment_strategy]Assessment strategy
The assessment is designed as applied decision-making rather than a multiple-choice-only knowledge check. This better aligns the evaluation approach with the intended workplace behaviours.
[bookmark: assessment_components]Assessment components
· Scenario-based communication decisions.
· Support-routing tasks.
· A branching first-week challenge with consequence-based feedback.
· A short action-planning prompt tied to transfer.
[bookmark: why_this_approach_fits]Why this approach fits
The module is meant to improve what learners do in common first-week situations. Scenario-based assessment allows the design to test judgment, routing decisions, and practical workplace choices more credibly than recognition-only items.
[bookmark: accessibility_considerations]Accessibility considerations
The project was designed to reflect WCAG 2.2-aware practices that support usability across desktops, laptops, kiosks, and mobile devices. Interactive pointer targets should generally be at least 24 by 24 CSS pixels, unless exceptions such as spacing apply.
The design therefore incorporates:
· Clear heading structure and plain-language instructions.
· Keyboard-operable interactions with visible focus states
· Focus visibility that is not hidden by author-created interface layers.
· Large, clearly labelled controls with adequate spacing.
· High-contrast text and controls suitable for reading and navigation.
[bookmark: storyboard_summary]Storyboard summary
	Screen
	Title
	Instructional purpose
	Key interaction

	1
	Welcome to Your First Week
	Orient the learner and set expectations
	Start button

	2
	What New Hires Need Most
	Frame common first-week friction points
	Expandable cards

	3
	Focus on the Essentials
	Clarify first-week priorities
	Click-to-reveal checklist

	4
	Which Channel Fits the Situation?
	Teach communication-channel choice
	Scenario sorting or card selection

	5
	Where to Go for Help
	Teach support routing
	Matching task

	6
	Working Well with Others
	Reinforce collaboration habits
	Behaviour-choice scenario

	7
	Your First-Week Challenge
	Assess applied decision-making
	Branching scenario

	8
	What Would You Do Next?
	Consolidate learning across mini-scenarios
	Decision cards

	9
	Your First-Week Support Guide
	Reinforce transfer and provide job aid
	Review guide and action prompt



[bookmark: full_screen_by_screen_script]Full screen-by-screen script
[bookmark: screen_1_welcome_to_your_first_week]Screen 1: Welcome to Your First Week
Purpose: Orient the learner and explain the value of the module.
On-screen text: Starting a new job remotely can feel like a lot at once. This short module focuses on three things that make the biggest difference early on: knowing what matters most, choosing the right communication channel, and finding help quickly when needed.
Interaction: Start button.
[bookmark: screen_2_what_new_hires_need_most]Screen 2: What New Hires Need Most
Purpose: Introduce the most common first-week friction points.
On-screen text: Most first-week problems are not caused by lack of effort. They usually happen because people are sorting through too much information at once.
Key points:
· Priorities: It can be hard to tell what matters now versus later.
· Communication: Different questions belong in different places.
· Support: Getting help quickly depends on knowing where to go.
Interaction: Expandable cards.
[bookmark: screen_3_focus_on_the_essentials]Screen 3: Focus on the Essentials
Purpose: Clarify the most important actions in week one.
On-screen text: In the first week, a new employee does not need to know everything. They do need to get the basics in place.
Key points:
· Set up essential tools and confirm access.
· Review team communication norms.
· Check the calendar and prepare for key meetings.
· Identify HR, IT, and team support contacts.
· Track first-week priorities and deadlines.
Interaction: Click-to-reveal checklist.
[bookmark: screen_4_which_channel_fits_the_s_8b9149]Screen 4: Which Channel Fits the Situation?
Purpose: Build skill in selecting the most efficient communication tool.
On-screen text: Different communication tools are useful for different kinds of work. Picking the right one helps people get faster, clearer responses.
Guide:
· Chat: Quick questions, short updates, time-sensitive requests.
· Email: Formal requests, summaries, non-urgent communication.
· Meeting: Discussion, decisions, issues requiring back-and-forth.
· Shared document comment: Feedback tied to a specific file or draft.
· Manager check-in: Priorities, expectations, or team norms.
Interaction: Scenario sorting or card selection.
[bookmark: screen_5_where_to_go_for_help]Screen 5: Where to Go for Help
Purpose: Help learners route common problems to the right source.
On-screen text: Asking in the right place saves time for everyone.
Guide:
· HR: Benefits, payroll, leave, employment policies.
· IT: Logins, devices, software access, technical issues.
· Manager: Priorities, role expectations, team decisions.
· Teammate: Informal team practices or current-work context.
· Knowledge base: Common processes and self-serve answers.
Interaction: Matching task.
[bookmark: screen_6_working_well_with_others]Screen 6: Working Well with Others
Purpose: Reinforce effective remote collaboration behaviours.
On-screen text: Remote work runs more smoothly when communication is clear, timely, and respectful of other people’s time.
Key guidance:
· Read meeting invites before joining.
· Ask questions with enough context to get a useful answer.
· Notice norms around response times and status updates.
· Ask early when unsure.
Interaction: Behaviour-choice scenario.
[bookmark: screen_7_your_first_week_challenge]Screen 7: Your First-Week Challenge
Purpose: Assess applied judgment in a realistic first-week situation.
Scenario text: A project meeting starts in 20 minutes. A linked tool cannot be accessed, and preparation depends on that tool. The learner must decide whether to contact IT, message the team, or wait until the meeting.
Best path: Contact IT through the support channel and notify the manager if the issue will affect the meeting.
Interaction: Branching scenario with feedback.
[bookmark: screen_8_what_would_you_do_next]Screen 8: What Would You Do Next?
Purpose: Consolidate learning through short practical decisions.
Mini-scenarios:
· A benefits question.
· Unclear task priority.
· Need for feedback on a shared draft.
Interaction: Decision cards with immediate rationale.
[bookmark: screen_9_your_first_week_support_guide]Screen 9: Your First-Week Support Guide
Purpose: Reinforce transfer and provide quick-reference support.
On-screen text: In the first week, focus on essentials, use the right communication channel, and go to the right source for help. The learner does not need to figure everything out alone.
Included in guide:
· Week-one priorities
· Best channel for common situations
· Where to go for help
Interaction: Review guide and select one action to take in week one.
[bookmark: case_study_summary_for_website_use]Case study summary 
Text for inclusion on Inclusive Remote Onboarding Microlearning mockup page on personal portfolio site.
[bookmark: the_challenge]The challenge
New remote employees often receive fragmented onboarding information and must sort out priorities, communication norms, and help pathways while still trying to become productive. That creates avoidable friction in the first week.
[bookmark: the_solution]The solution
The project solution is a short microlearning module focused on practical first-week decisions rather than broad policy coverage. It uses scenario-based interaction to help learners choose the right communication channel, route support requests efficiently, and apply basic collaboration expectations.
[bookmark: design_choices]Design choices
The design keeps cognitive load low through short screens, plain language, and one clear action per step. It uses applied decision-making rather than relying only on multiple-choice questions, because the goal is to improve workplace behaviour rather than simple recognition.
[bookmark: accessibility_approach]Accessibility approach
The concept integrates accessibility from the beginning rather than treating it as post-production remediation. It reflects WCAG 2.2-aware decisions such as clearly labelled controls, visible focus states, and interactive targets designed to meet or exceed the 24 by 24 CSS pixel minimum where appropriate.
[bookmark: deliverables_included]Deliverables included
· Project brief
· Learning objectives
· Behavioural success metrics
· Storyboard
· Screen script
· Assessment strategy
· Accessibility rationale
· Case study summary
Document accessibility note
This document has been written for straightforward screen-reader and keyboard use by relying on real heading levels, descriptive section titles, simple bullet lists, and markdown tables with clear headers. WCAG 2.2 is designed to improve accessibility across device types and user needs, and these structural choices support that broader usability goal.
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