Chapter 13
Summary/Conclusion

As the title of this brief implies, there is a process of optimizing a learning object’s
reusability. That is, there are rules and procedures that can be applied in a structured
yet flexible way. This approach, as with most approaches, provides a structure to the
process along with procedural steps that can be looked upon as rules that give the
developer a roadmap to follow to give them a reliable means ending in the desired
end product. Yet there also exists a fair amount of art in the process as a closer look
at the rules reveals that they are in fact rules of thumb. The Merriam-Webster dic-
tionary defines a rule of thumb as “A method of procedure based on experience and
common sense” and “A general principle regarded as roughly correct but not
intended to be scientifically accurate”. Therefore, judgment and experience play
major roles in the process.

As in the sailing/flying learning object example, there are many parameters that
the object’s reusability is dependent on. In turn, these parameters are very depen-
dent on the domain at hand. This aspect of custom-made solutions requires that the
rules can be at best rules of thumb. However as the first definition implies, as the
developer works in various domains they can expect to rely on an increasing amount
of experience. This experience together with the rules provides the developer with
the ability to develop a degree of true insight into their work as the methodology
becomes innate.
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