Guidelines in creating Reusable Learning Objects (RLOs) [1]
Definition:

“A learning object is the minimum, meaningful pedagogical unit required to achieve a learning goal or objective.” 
To create self-contained learning objects the design of the learning object should follow the principles of cohesion and decoupling. These principles affect the selection of the learning object goal and the structuring of the content and activities to achieve that goal. 

The first principle is that of cohesion – each unit should do one thing and one thing only. The principle of 'de-coupling', or more accurately minimized coupling, states that the learning object should have minimal bindings to other units. Thus the content of one learning object should not refer to and use material in another learning object in such a way as to create necessary dependencies. 

The principle of decoupling states:

· The unit should have minimal bindings to other units

· There should be no necessary navigational bindings to other units (e.g. embedded hyperlinks) that are required as part of the learning experience

· Learning object content should not refer to the content in another source so as to cause necessary dependencies 

The design of content and activities within the learning object should be clearly focused on the goal of learning. Reference to other goals, for example to distinguish them from the target goal, should not be included in the learning object.

The vision of this project then is of a group of cohesive and decoupled learning objects that can be selected and ordered to provide different learning experiences, but the real test is whether these are effective with students.  Evaluation thus has to be closely entwined in the design process, and the earlier in the evaluation the better.

The combination of creativity and structural discipline, through cohesion and decoupling, provides the basis for rich, reusable learning objects.  We can thus posit a more precise technical definition.  A learning object is:

“A cohesive and decoupled micro-context for learning designed to enable the achievement of one clear learning goal” 
Projects should start, with an analysis of the learner's needs. The output of this analysis informs the design and development process.  Design and development is an iterative process.  An important feature of the method is that the learning objects are then used with significant groups of students.  There is “use before reuse”. The use with students provides a basis for evaluating the extent to which the learning objects have met the original objectives. Finally, and only at this stage, are the learning objects packaged, with full metadata description, and stored in a repository for wider reuse.
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