
Digital Dabblers Teaching Guide

Thank you for volunteering to support the workshops and educational experiences for Digital
Dabblers! We're an entirely member supported organization and your involvement means the
world to us.

What this document is:

● A set of templates to make it easier to facilitate a workshop or other educational event
● Guidelines to help you manage situations that may come up when teaching
● Some teaching tips for folks new to teaching

What this document isn’t
● A bunch of rules you have to follow - we welcome you to get creative!
● A comprehensive guide to good teaching - this is just a starter pack!

Where can I get help?

For questions about Digital Dabblers, contact Daniel Johnson.

For questions and help with teaching or workshop prep, contact Katya Gorecki.



Backwards Design 101
Backward Design is a way of designing a course that starts with the learning objective -
where you want students to be by the end - and develops a curriculum around it. If you
aren’t sure where to start, this can help pull ideas together.

Step 1: Identify Desired Results

● Learning Objectives: Define what you want the participants to learn by the end of
the workshop. These are the skills or knowledge that you want your participants
to develop.

Example: I want participants to be able to make a short program in Twine.

● Workshop Goals: Determine the broader goals of the workshop. These could be
related to the overall theme or subject matter of the workshop.

Example:

Step 2: Determine Acceptable Evidence

● Assessment Methods/Success Criteria: Decide how you will measure whether
the learning objectives have been met. While in a traditional classroom, this could
look like assignments and quizzes, in a workshop setting this could be
participants applying skills you’ve demonstrated, sharing and discussing work, or
something else relevant to your craft.

Example: participants will have work time to create a short project in Twine and
the opportunity to share it with others, if they would like.

Step 3: Plan Learning Experiences

● Activities: Plan activities that align with the learning objectives and lead to the
achievement of the workshop goals. These could be lectures, skill or program
demos, group activities, hands-on exercises, etc.

● Materials: Identify the materials needed for each activity. This could include
handouts, slides, equipment, etc.



Step 4: Finalize your plan

● Lesson plan: A short list of topics and activities, along with the approximate time
with the time you plan to spend on each, can be very helpful to fall back on during
a workshop. Templates have been provided in this document as a starting point.

● Be flexible: Teaching is an improvisational game - your plan is there to help you
but you don’t have to stick to it rigidly.

Step 5: Implement and Evaluate

● Implementation: Conduct the workshop using the plan you’ve created. Be flexible
and ready to make adjustments as needed.



Basic Workshop Template (2 hours)

Welcome and introduction (15 minutes)
● Introduce yourself
● Go around the room and have everyone share their name.

○ It can also be helpful to ask them to share their experience or interest in the topic
so know how much detail to go into.

Art Demo (20-40 minutes)
● An overview or explanation of the topic for the day. Could include any number of things!

Like…
○ A walkthrough of your process
○ A demo of the cool things you can do in a medium or tool
○ Instructions for an upcoming activity so students are ready to work on their own

● Allow time for questions

Hands-on Work Time (40+ minutes)
● Workshop attendees work on either a workshop project or their own work, implementing

something from the instructor.
● Encourage students to ask questions or get help. You can choose to wander around and

check in with folks too.

Sharing work (20 minutes)
● Ask for volunteers to share their work.
● Students can offer constructive feedback.

Wrap up (5-10 minutes)
● Thank everyone for coming
● Provide any announcements or information on upcoming events (someone from Digital

Dabblers will likely do this!)

Example: Teaching How to Use Twine

Welcome and introduction (15 minutes)
● Introduce yourself
● Go around the room and have everyone share their name.

○ Ask everyone to share why they came to learn about Twine and if they’ve used it
before

https://twinery.org/


Introduction to Twine (20m)
● Explain that Twine is an interactive story-telling tool to create non-linear narratives.

○ Goal: students understand what the tool is
● Provide 2-3 examples of different games made with Twine.

○ Goal: students understand the kinds of things that can be made with Twine, both
simple and complex!

● Provide a deeper explanation of what goes into making a Twine game and a demo of the
back-end.

○ Goal: students have an idea of what the game looks like to build (not yet an
explanation of how to build.)

Follow Along Demo (20m)
● Walk students through…

○ Creating a new story
○ Creating a passage
○ Editing a passage
○ Linking passages
○ Testing the flow of passages

● Students should follow along on their own devices. I’ll pause between each step to make
sure everyone catches up and see if there are questions

○ Goal: everyone has the basic skills to mess around in Twine!

Hands-on Work Time (40 minutes)
● Students work on something in Twine.

○ I’d offer some prompts in case folks are stuck (like try building a story you really
enjoy and know well or something funny that happened to you recently.)

○ After folks are settled I’d walk around and check in with folks to see how things
are progressing

Sharing work (20 minutes)
● Ask for volunteers to share their work on the main projector. You probably won’t get to

everyone but try to get to 2-3.
○ Invite people to share their work on the Discord after class as well.

● Students can offer constructive feedback.

Wrap up (5-10 minutes)
● Thank everyone for coming
● Provide any announcements or information on upcoming events (someone from Digital

Dabblers will likely do this!)



Basic workshop template (4 hours)

Welcome and introduction (15 minutes)
● Introduce yourself
● Go around the room and have everyone share their name.

○ Ask everyone to share why they came to learn about Twine and if they’ve used it
before

Introduction to Twine (20m)
● Explain that Twine is an interactive story-telling tool to create non-linear narratives.

○ Goal: students understand what the tool is
● Provide 2-3 examples of different games made with Twine.

○ Goal: students understand the kinds of things that can be made with Twine, both
simple and complex!

● Provide a deeper explanation of what goes into making a Twine game and a demo of the
back-end.

○ Goal: students have an idea of what the game looks like to build (not yet an
explanation of how to build.)

Follow Along Demo (20m)
● Walk students through…

○ Creating a new story
○ Creating a passage
○ Editing a passage
○ Linking passages
○ Testing the flow of passages

● Students should follow along on their own devices. I’ll pause between each step to make
sure everyone catches up and see if there are questions

○ Goal: everyone has the basic skills to mess around in Twine!

Hands-on Work Time (2 hours- encourage folks to take breaks and socialize!)
● Students work on something in Twine.

○ I’d offer some prompts in case folks are stuck (like try building a story you really
enjoy and know well or something funny that happened to you recently.)

○ After folks are settled I’d walk around and check in with folks to see how things
are progressing

Sharing work (40 minutes)
● For Twine, have folks that want to share set up their machine with their game to allow

others to play, followed by discussion.
○ Invite people to share their work on the Discord after class as well.

● Students can offer constructive feedback- go over loose guidelines for this appropriate to
your kind of work.



Wrap up (5-10 minutes)
● Thank everyone for coming
● Provide any announcements or information on upcoming events (someone from Digital

Dabblers will likely do this!)



A lil bio

Katya is a researcher, podcast host, and caretaker of far too many creative hobbies to count.
Katya has designed and taught courses and digital educational experiences at the University of
Michigan and Duke University, where she completed her PhD in 2020. She’s excited to be
helping Digital Dabblers with their education programming - helping talented artists share their



knowledge with others in the community. You can learn more about her teaching and other
projects at katyagorecki.com.

-

http://katyagorecki.com

