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Abstract:  In the contemporary educational context, the systematic design and evaluation of 
educational scenarios constitute critical factors for teaching quality and the professional 
empowerment of teachers. Despite the extensive international literature on instructional design, a 
research gap remains regarding how educational scenarios function as mechanisms for teachers’ 
professional development and the qualitative improvement of educational practice. This article aims 
to systematically investigate the role of educational scenario design and evaluation in enhancing the 
learning process and strengthening teachers’ professional skills. The study adopts a qualitative 
systematic literature review of Greek and international sources. The search was conducted in the 
databases Google Scholar, Scopus, and ERIC, as well as in Greek academic repositories and journals. 
Clear inclusion criteria were applied, including the publication period (2000–2025), peer-reviewed 
sources, and relevance to instructional design and educational scenario evaluation. From an initial 
pool of 585 records, 478 remained after duplicate removal. Following title/abstract screening and 
full-text eligibility assessment, 52 peer-reviewed studies published between 2000 and 2025 were 
included in the qualitative synthesis. The findings of the review indicate that educational scenarios 
enhance students’ active engagement, bridge the gap between theory and pedagogical practice, 
support flexible and inclusive learning environments, and reinforce the teacher's role as an 
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instructional designer. Moreover, the evaluation of educational scenarios emerges as a reflective 
process that promotes instructional improvement, collaboration, and teachers’ professional self-
efficacy. Based on these findings, the study highlights the need for systematic professional 
development of teachers in the design and evaluation of educational scenarios, their integration into 
processes of educational work evaluation, and their utilisation as means of disseminating good 
practices. Such an approach can foster a culture of collaboration, reflection, and continuous 
qualitative improvement in educational practice. 

Keywords: Educational scenario, evaluation, planning, teachers' skills, teaching. 

 

Introduction 

This paper discusses the basic elements that govern the design, configuration, and evaluation 
of an educational scenario, while highlighting their importance for the effective implementation of 
the teaching process. Its purpose is, on the one hand, to encourage teachers to create and utilise 
teaching scenarios in their daily practice and, on the other hand, to highlight the contribution of 
evaluation to their pedagogical effectiveness. The role of new technologies is particularly important, 
as they enhance interactive learning (Zhao, Cao, & Liao, 2022; Molenda, 2003) and make their 
integration into educational planning more necessary than ever. 

The term "learning design" is often used to describe the result of the teacher's educational 
preparation, while the terms "lesson plan" and "teaching intervention" are equally common. The 
design of an educational scenario requires assessing the needs of the course and the students, 
defining the learning objectives, identifying and describing teaching activities, and evaluating both 
learning outcomes and the teaching experience (Hamdoun, 2023). 

The educational scenario is an analytically structured teaching approach that includes 
organised activities with specific teaching objectives, integrated into a specific time frame and 
implementable based on the existing material and technical infrastructure and the teaching methods 
applied (Iordanidou & Papaioannou, 2014; Villiot-Leclercq, 2007). Its design is based on realistic 
school conditions (Villiot-Leclercq, 2007) and is applied within the course context (Koper, 2005; 
Pernin & Lejeune, 2004). 

At the same time, the relevant literature describes it in various terms, such as "teaching 
scenario" (Hummel et al., 2004), "learning scenario" (Olivier & Tattersall, 2005) or "instructional 
design" (Reigeluth, 1983), demonstrating that it is a modern pedagogical approach that enhances 
the role of the teacher, facilitates the teaching process, and strengthens the interaction between all 
those involved (Di Pietro, 1987; Errington, 2011). Furthermore, educational scenarios are designed 
to bridge complex theoretical concepts with real educational environments (Correia et al., 2021). 
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Scenario-based learning enhances student engagement by offering students the opportunity 
to apply theoretical knowledge in practical, realistic contexts (Mamakli et al., 2023; Nguyen et al., 
2023). In the context of online education, there is a need for innovative approaches to scenario 
design in order to ensure learning effectiveness and support student heterogeneity (Dixson, 2010; 
Farrell & Brunton, 2020). Furthermore, such a design can help address challenges such as the 
absence of face-to-face interaction, lack of motivation, and feelings of isolation (Lowe, 2023). 

Research Problem 

Despite the abundance of research on instructional design and the use of teaching scenarios 
in the learning process, it is observed that how they function as mechanisms for teachers’ 
professional empowerment and for improving the quality of educational practice have not been 
sufficiently analysed. Most studies emphasise either learning effectiveness or pedagogical value, 
without adequately highlighting sound design and its role in the organisation of teaching and, by 
extension, in the effectiveness of the educational process. 

At the same time, the evaluation of educational work, grounded in instructional design and the 
effective evaluation of teaching scenarios, has not been sufficiently examined in the international 
literature. For this reason, the research problem is identified in the need to analyse, interpret, and 
synthesise theoretical and empirical approaches that highlight the design and evaluation of 
scenarios as key elements of professional empowerment and as means of promoting a culture of 
collaboration, feedback, and qualitative improvement of educational practice. While writing the 
relevance of the research topic, it is important to answer the following questions: 

Research Focus 

This article investigates the role of designing and evaluating educational scenarios as tools for 
improving the quality of teaching and strengthening teachers’ professional skills. Specifically, it seeks 
to systematically examine and synthesise international and Greek literature addressing: (a) the role 
and design of educational scenarios, (b) their contribution to the learning process and to the creation 
of inclusive and flexible learning environments, and (c) the importance of their evaluation as a 
process of reflection, feedback, and teachers’ professional development. 

Particular emphasis is placed on linking educational scenarios to contemporary educational 
demands, such as integrating digital technologies, supporting differentiated and inclusive 
instruction, and evaluating educational work. Through this literature review, the article aims to 
highlight the role of educational scenarios as instructional tools that enhance both the learning 
process and the quality of teaching practice. 

Research Aim and Research Questions 

The purpose of this article is the systematic examination of Greek and international literature 
on the design and evaluation of educational scenarios. The study aims to highlight the theoretical 
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approaches, pedagogical principles, and practical applications that substantiate the contribution of 
educational scenarios to both the learning process and teachers’ professional development. Within 
this framework, the present study seeks to address the following research questions: 

• In what ways does the design of educational scenarios contribute to the improvement 
of the learning process and to the creation of inclusive and flexible learning 
environments? 

• How are the systematic design and evaluation of educational scenarios linked to 
contemporary demands of educational practice, such as the integration of digital 
technologies and the evaluation of educational work? 

• Which theoretical and pedagogical approaches regarding the design of educational 
scenarios are highlighted in the international literature? 

• What gaps, challenges, and future research directions emerge from the literature for 
further exploration? 

Literature Review 

The teaching scenario in education 

The integration of educational scenarios into the learning process contributes to the 
development of an organised, inclusive, and effective teaching framework that substantially 
enhances students' knowledge, skills, and abilities. Their contribution is particularly evident in the 
cultivation of basic social skills, such as the analysis, synthesis, and evaluation of information (Deniş 
Çeliker, 2020), thereby promoting the connection between learning and professional contexts (The 
Ohio State University, 2021). Through scenarios that emphasise experiential learning and reflection 
(Martínez-Argüelles et al., 2022), students are encouraged to develop critical thinking, make 
decisions, and solve problems, which encourages their active participation and engagement in the 
learning process (Falkner & Stålbrandt, 2024). 

Educational scenarios provide a framework for applying theoretical knowledge (Errington, 
2011) and promote accessibility, participation, and understanding for all students, grounded in 
principles of flexibility and inclusion (Damasevicius & Sidekerskiene, 2024). Their design provides 
immediate feedback, which is crucial for developing metacognitive skills (Mamakli et al., 2023). In 
addition, the possibility of iterative feedback allows teachers to reflect on their pedagogical choices 
and adapt their teaching strategies, bridging the gap between theory and practice (The Ohio State 
University, 2021). Similar benefits have been highlighted in the context of online education, where 
scenarios have been shown to increase student motivation and improve understanding of complex 
concepts (Nguyen et al., 2023). 

The use of new technologies in the design of educational scenarios facilitates the 
implementation of various forms of student engagement, offering options that enhance their interest 
and strengthen their willingness to learn (Taylor & Yuknis, 2023). This is crucial in online education, 
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where active participation is often difficult (Bray et al., 2024). Technology enables multiple forms of 
interaction and representation, which can be adapted to students' preferences, especially in 
asynchronous learning (Bray et al., 2024; Bruntha et al., 2024; Salas-Rueda et al., 2022). In this way, 
educators can incorporate a variety of engagement strategies, such as interactive and collaborative 
activities (Boothe et al., 2018), which increase interest in the educational material and enhance 
students' self-efficacy in the practical application of their knowledge (Damasevicius & Sidekerskiene, 
2024). 

The use of multiple forms of representation in the design of educational scenarios—such as 
videos, podcasts, interactive simulations, and other digital applications—allows teaching to be 
adapted to different needs and learning preferences (Rogers & Gronseth, 2021; Selwyn, 2023; 
Taylor & Yuknis, 2023). This ensures that all students have access to educational material and can 
understand it effectively (Rao & Meo, 2016). At the same time, integrating alternative means of action 
and expression provides students with multiple ways to present their knowledge and skills, 
particularly enhancing their active participation in the online educational experience (Rao et al., 
2014). 

Designing a teaching scenario 

Designing a teaching scenario requires considering key parameters that determine its 
successful implementation. These include the current curriculum, the specific characteristics and 
dynamics of the student group (knowledge, attitudes, behaviours), the teaching approaches used, 
the need for a holistic, inclusive, and interdisciplinary approach to knowledge, adaptation to 
contemporary social and educational realities, the pedagogical use of new technologies, and 
cooperation among members of the educational community. Creating a scenario requires 
pedagogical and teaching knowledge, while its effective implementation requires organisational 
skills, classroom management, and reflection, with the aim of continuous improvement and 
adaptation (Fesakis & Konstantopoulou, 2022). The main purpose is to use it in teaching practice 
and to enable its dissemination and reuse by other educators (Laurillard et al., 2018). As has been 
pointed out, learning scenarios are a standardised way of documenting educational practice, to 
facilitate the dissemination and utilisation of 'good practices' (Agostinho et al., 2009). 

The philosophy of instructional design, through scenario development, is based on the view 
that teaching is not limited to the mechanistic transmission of pre-formed knowledge (Mor et al., 
2013). Instead, it is a complex and creative process that goes beyond simple problem solving, 
promoting creativity and innovation (Mio et al., 2019). Instructional design provides a framework to 
create inclusive learning conditions, emphasising the use of multiple means of engagement, 
representation, and expression (Espada-Chavarria et al., 2023). These elements contribute to the 
creation of flexible learning environments that provide students with a variety of opportunities to 
access educational material, engage in activities, and present their knowledge (Garrad & Nolan, 
2023). 
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To address the contemporary challenges of the educational process, teachers who design 
scenarios are called upon to apply teaching approaches that are contemporary, inclusive, and 
focused on students' experiences and life experiences (Adams et al., 2023). Treating students as 
"experts" based on their personal experiences, both in everyday life and in educational practice 
(Lowe, 2023), enhances their participation and makes learning more meaningful. In this way, 
students actively participate in organised and targeted activities that reflect real-world challenges, 
enhancing their critical thinking and ability to respond to complex situations (Falkner & Stålbrandt, 
2024). 

In the context of online education, the design of an educational scenario requires special 
attention and the use of appropriate, carefully selected digital tools (Zunic & Holenko Dlab, 2020) to 
address critical challenges such as technological infrastructure, accessibility, and the provision of 
immediate feedback in asynchronous learning environments (Clark & Mayer, 2012). Online learning 
also significantly changes the role of the teacher, necessitating detailed planning to ensure adequate 
support and guidance for students, without the immediacy of face-to-face interaction (The Ohio 
State University, 2021). At the same time, the proper and effective integration of digital media and 
technological tools into a scenario requires time, systematic teacher training, and support resources. 
It is often hampered by challenges, including the complexity of the educational context, inadequate 
technological infrastructure, and financial constraints (Kirsch & Luo, 2023). However, the appropriate 
use of new technologies, combined with artificial intelligence capabilities, can promote flexibility, 
inclusion, and effectiveness in teaching (Vasquez et al., 2024). 

The international literature highlights a variety of theoretical and pedagogical approaches to 
designing educational scenarios, reflecting the evolution of instructional design from linear planning 
models to more flexible, learner-centred, and technology-enhanced frameworks. As shown in Table 
1, early instructional design theories emphasise systematic organisation and goal alignment. At the 
same time, more recent approaches focus on authenticity, reusability, inclusivity, and on teachers' 
active role as designers of learning. This synthesis demonstrates that educational scenario design is 
not a static process but a dynamic pedagogical practice that adapts to contemporary educational 
demands, including digital transformation and teachers' professional development. 

Table 1 

Instructional design theories emphasise systematic organisation 

Author(s) Year Key concepts Research focus 

Reigeluth 1983 Instructional design, systematic planning Foundations of instructional design 
models 

Di Pietro 1987 Scenario-based learning, strategic 
interaction 

Learning through authentic 
scenarios 

Pernin & Lejeune 2004 Reusability of learning scenarios Standardization and transferability 
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Koper 2005 Learning design, digital learning 
environments 

Structured design of networked 
learning 

Villiot-Leclercq 2007 Constraint-based scenario design Design under realistic school 
conditions 

Errington 2011 Professional identity development Bridging theory and pedagogical 
practice 

Mor et al. 2013 Creative instructional design Innovation and design-based 
learning 

Komis 2015 Scenario phases, ICT integration Educational practice and structured 
design 

Laurillard et al. 2018 Teachers as designers of learning Professional development through 
design 

Khaldi et al. 2021 Online educational scenario design Distance and online education 
contexts 

The evolution of educational scenario design approaches from early systematic instructional 
models to contemporary inclusive and technology-enhanced frameworks is summarised in Figure 1. 

Figure 1 

Evolution of educational scenario design approaches (1983–2024) 
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Despite the complexity of the learning process, which does not allow for the implementation 
of strictly defined steps, the structure of an educational scenario remains stable. It is organised into 
distinct phases (Komis, 2015). Specifically, these phases include: 

1. Determination of the teaching subject, the class, and the cognitive areas involved. 
2. Recording of students' prior knowledge, including correct or incorrect perceptions, 

representations, and possible cognitive difficulties. 
3. Formulating teaching objectives, both in terms of the cognitive subject and in relation to 

the use of ICT and the learning process. 
4. Selecting and developing teaching materials, in conjunction with determining the required 

material and technical infrastructure. 
5. Organising teaching through appropriate activities that utilise teaching strategies and the 

added value of ICT (e.g., worksheets, interactive applications). 
6. Evaluation of students and the scenario, with the possibility of expansion and optimisation. 
7. Comments and instructions for teachers, accompanied by bibliographical references. 

Relevant research literature supports the view that the basic structural elements of an 
educational scenario are the teaching approach, content, objectives, means, and evaluation; 
elements that, although they constitute autonomous units, are interdependent and form the core of 
the design (Petropoulou, Kasimati & Retalis, 2015). Other approaches suggest following specific 
stages, such as setting objectives, selecting a topic and activities, developing, implementing, and 
evaluating the scenario (Khaldi et al., 2021). 

Although different scholars propose distinct models for designing educational scenarios, 
significant convergence can be observed in their core stages. Table 2 presents a comparative 
overview of the design phases proposed by Komis (2015), Khaldi et al. (2021), and the official 
Curriculum for Physical Education. The comparison reveals a shared emphasis on contextual 
analysis, formulation of learning objectives, organisation of activities, and evaluation. At the same 
time, differences mainly concern the degree of emphasis placed on reflection, adaptability, and 
scalability. This comparison highlights the pedagogical flexibility of educational scenarios and 
supports their applicability across different educational contexts and subject areas. 

Table 2 

Comparative overview of the design phases proposed 

Design stages Komis 
(2015) 

Khaldi et al. 
(2021) 

Physical Education 
Curriculum 

Definition of educational context +	 + + 

Analysis of learners’ prior 
knowledge 

+ + + 

Formulation of learning objectives + + + 
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Selection of content and resources + + + 

Organization of learning activities + + + 

Integration of digital technologies + + + 

Assessment and evaluation + + + 

Reflection and revision + – + 

Adaptability and scalability – + + 
 

Structure of the teaching scenario based on the new curriculum for physical education 

According to the new Curriculum for Physical Education in High School, the teaching scenario 
is organised into ten distinct units, each with specific characteristics and critical points that must be 
taken into account both during its creation and evaluation. Specifically: 

1) Teaching scenario identity 

This section includes basic information, such as the creator's name, duration, title, grade/class, 
cognitive subjects, thematic areas, and thematic units. The title should be short, concise, and 
appealing to students, while the inclusion of multiple subjects enhances the scenario's 
interdisciplinary nature. 

2) Scenario rationale – Scientific/Cognitive content 

This section identifies the problem or need that the scenario aims to address. Weaknesses, 
gaps, challenges, and opportunities in the current educational framework are identified and 
addressed through the scientific and cognitive field of Physical Education. 

3) Prerequisite knowledge and desired skills 

The students' existing knowledge and skills, which are prerequisites for the successful 
implementation of the scenario, are documented. 

4) Purpose of the scenario and expected learning outcomes 

The purpose is defined in relation to the teaching unit and the thematic areas of the Curriculum, 
seeking a holistic and inclusive approach. The learning outcomes are formulated clearly and 
precisely, in the form of short sentences with action verbs, and are linked to three axes: the cognitive 
subject, the use of new technologies, and the learning process. 

5) Organization of teaching and required material and technical infrastructure 

The implementation space (e.g., gym, courtyard, classroom) is described, as well as the way 
students are grouped (individually, in small or large groups), the use of worksheets, and the 
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necessary material and technical infrastructure (e.g., balls, cones, ropes, computers, projectors). At 
the same time, the digital applications or platforms to be integrated are mentioned. 

6) Teaching approach – Assessment 

Modern teaching methods, such as group work, inquiry-based and experiential learning, are 
proposed as basic methodological approaches, as they respond to the needs of students, enhance 
cooperation, and promote critical thinking, creativity, and self-regulation. Assessment is a 
fundamental element of the scenario and includes initial, formative, and final evaluation. Final 
assessment is essential, as it provides feedback to students on the level of knowledge they have 
acquired and the skills they have developed (Winstead, 2025). 

7) Detailed description of the teaching process 

The activities for each teaching hour are presented in detail. In the first activities, it is advisable 
to explore the students' initial perceptions of the subject. The description of the activities should be 
clear and understandable, clarify the students' actions (e.g., use of worksheets, use of materials, 
group work), and be linked to the learning objectives and the material and technical infrastructure. 

8) Possible extensions – Scenario adaptations 

The possibilities for modifying and adapting the scenario for use at different levels, in different 
classes, or in collaboration with other disciplines are recorded. 

9) Bibliography – Webography 

The sources used to develop the scenario are listed, as well as additional bibliography useful 
for further study by the teacher. 

10) Worksheets 

Evaluation of a teaching scenario 

Evaluation constitutes an integral component of educational scenario design and 
implementation, functioning not only as a mechanism for assessing learning outcomes but also as a 
process that supports reflection and continuous improvement. As summarised in Table 3, 
educational scenario evaluation can be distinguished into diagnostic, formative, and summative 
forms, each serving distinct pedagogical purposes and utilising different tools and methods. The 
combined use of these evaluation types enables teachers to monitor learning progress, adapt 
instructional strategies, and assess the scenario's overall effectiveness, thereby reinforcing both 
student learning and teachers’ professional self-efficacy. 
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Table 3 

Educational scenario 

Type of 
evaluation 

 Purpose Key characteristics Tools Indicative 
examples 

Diagnostic 
evaluation 

 Identification of 
prior knowledge 

Conducted at the initial 
stage; informs scenario 
adaptation 

Questionnaires, 
discussion, short 
tasks 

Identification of 
misconceptions 

Formative 
evaluation 

 Support of the 
learning process 

Continuous feedback 
during implementation 

Observation, 
Mentimeter, 
Socrative 

Adjustment of 
teaching activities 

Summative 
evaluation 

 Assessment of 
learning 
outcomes 

Conducted after 
completion of the 
scenario 

Projects, 
presentations, 
written assignments 

Overall evaluation 
and reflection 

 

Evaluation is the systematic process of determining the value and significance of an object 
based on predetermined criteria and standards. Through this process, the effectiveness of a project, 
organisation, program, plan, or any other intervention or initiative can be assessed. This process 
facilitates decision-making, allows evaluation of alternative solutions, and helps determine the extent 
to which the objectives and results of completed actions have been achieved (Reeve & Peerbhoy, 
2007). The primary purpose of evaluation, beyond recording the effectiveness of past or current 
interventions, is to encourage reflection and support the identification of necessary future changes. 

Evaluation is applied to a wide range of human activities, including education, the arts, justice, 
non-profit organisations, public administration, health and other social institutions. It is a long-term 
process that can be carried out both during and, more importantly, after the completion of an activity 
in order to assess its results (Potter, 2006). 

According to the United Nations Evaluation Group (2016) Report on "Evaluation Standards and 
Norms," evaluation is defined as a process carried out systematically and impartially that concerns 
projects, programs, strategies, policies, thematic areas, or institutional performance. In this context, 
the degree of achievement of both expected and unexpected results is examined through the 
analysis of processes, influencing factors, and causal relationships. Evaluation is based on criteria 
such as relevance, effectiveness, efficiency, impact, and sustainability, and must provide valid and 
useful information based on reliable data. This information must be used in a timely manner in 
decision-making and in the formulation of policies, services, and organisational strategies. 

The evaluation's objectives focus primarily on strengthening accountability and learning, and 
on understanding the causes and extent of the intended or unintended results. At the same time, 
the aim is to assess the evaluation's impact and contribution to the planning, budgeting, 
implementing actions, and reporting processes. At a broader level, evaluation can contribute to the 
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formulation of evidence-based policies, the support of development plans, and the assurance of 
organisational consistency (Diamantis & Bikos, 2022). 

An integral part of completing a teaching scenario is the evaluation process, which informs the 
teacher about the quality, nature, and objectives of their teaching intervention. The evaluation, which 
follows the design and implementation of a scenario, serves as a necessary feedback process (Carroll 
& Rosson, 1992). The final product can take various forms, such as written assignments, 
presentations, creative projects, concept maps, multimedia applications, and exhibitions. However, 
the final version of a scenario should focus primarily on the learning process, exploratory 
investigation, and reflection, rather than placing excessive emphasis on the production of material 
(Koutsogiannis & Pavlidou, 2012). 

At the same time, it is necessary to determine the teacher/creator's understanding of the 
philosophy and logic of assessment. In particular, the assessment process can focus on various 
aspects (Carroll, 2000): 

• the organisation and structure of the individual elements of the teaching scenario, 
• the degree to which the predetermined objectives were achieved, 
• the errors, weaknesses, and omissions that arose during implementation and were not 

foreseen in the initial design, 
• the positive elements and innovations that differ from traditional teaching and attracted the 

interest of students, 
• the inspiration offered by the scenario, encouraging the creativity and imagination of both 

students and teachers, 
• the cooperation and team spirit developed by the participants during implementation, 

including collaborative activities with physical or remote presence, in synchronous or 
asynchronous environments, using digital technologies, 

• the material and technical infrastructure and accessibility, 
• the consistency of all stages, especially teaching activities, 
• the teacher's sense of self-efficacy after completing the scenario, 
• adaptability and flexibility, so that the scenario is not presented as a static framework but is 

tailored to the specific characteristics and needs of the students, 
• the possibility of future expansion and redesign, so that alternative options are provided 

that respond to different learning styles and encourage experimentation with new 
pedagogical practices. 

The evaluation of a teaching scenario includes both assessing the teacher's work and 
evaluating the students involved, either as creators or as the final recipients of the teaching process. 
At the student level, evaluation is usually divided into three forms (Hargreaves, 2005): 

a. Diagnostic assessment 
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This is carried out at the initial stage of planning to identify students' prior knowledge and skills, 
so that the teacher can adjust the level of difficulty and the types of activities accordingly. In this 
context, both existing cognitive achievements and skills such as critical thinking, creativity, and 
collaboration are assessed. A diagnostic assessment can be conducted through questions, videos, 
or other sources. At the same time, it enables the teacher to identify misconceptions and intervene 
correctly, while also assessing the skills required for the successful implementation of the activities 
in the scenario. 

b. Formative assessment 

This occurs during scenario implementation and enables early detection and resolution of 
potential difficulties. It is applied continuously, using tools such as instant-response platforms (e.g., 
Socrative, Mentimeter), and provides data on students' understanding, participation, and 
engagement in teaching activities. Formative assessment checks knowledge assimilation, enhances 
participation, and contributes significantly to the development of communication skills and critical 
thinking. 

c. Final assessment 

This involves assessing the achievement of the scenario's objectives, the implementation 
process, and the effective use of teaching tools. After completing the scenario, the teacher records 
observations about the learning process and the pedagogical use of digital media. For example, 
they note how students used the Internet, the degree of support it provided, and the changes they 
would adopt in future applications. The final evaluation highlights the strengths and weaknesses of 
the scenario, informing its revision and potential future use. In addition, through cooperative 
assessment, teachers and students jointly discuss and evaluate the positive and negative aspects of 
the experience, thus enhancing collective learning and feedback. 

In addition to the assessment carried out by the teacher at the final stage of the process, after 
the worksheet has been handed in, students are given the opportunity to assess both their own team 
and the other teams. In addition, the teacher encourages self-assessment, in which students evaluate 
their individual contribution and overall effort. This process can be implemented through specially 
designed self-assessment sheets in printed or digital form, using online response systems. At the 
same time, evaluating the teachers themselves becomes particularly important, especially in cases 
of co-teaching. In this context, peer assessment can be applied, in which teachers mutually evaluate 
their effectiveness in the learning process. Equally important is the process of teacher self-
assessment, which concerns their ability to perform multiple roles in implementing the teaching 
scenario: as coordinator, observer, organiser, facilitator, supporter, and advisor. In this context, the 
teacher must create the conditions for the autonomous work of student groups and intervene only 
when requested or deemed necessary. These interventions should be corrective rather than 
formative in nature to reinforce students' initiative and autonomy (Diamantis & Bikos, 2022). 
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To be considered effective, a teaching scenario must have clearly defined teaching objectives, 
be based on recognised pedagogical theories and document its connection to the curriculum. At 
the same time, it must facilitate a cross-curricular and interdisciplinary approach, reinforce inquiry-
based learning, group work, and active student participation. The use of digital media (hypermedia, 
online services, open-access educational software) is considered necessary, and where possible, the 
scenario should provide opportunities for multiple simultaneous representations. Equally important 
is the prospect of scalability, either by adding new activities in the same subject area or by applying 
it to different subjects. 

Teaching that uses digital media through scenarios should make the lesson engaging and 
inspire students to discover knowledge independently, cultivate "learning how to learn" skills, 
reflect, and seek alternative approaches when they disagree or identify more appropriate options. 
Such a pedagogical process ensures substantial learning benefits, as students not only remember 
the content taught but also use it as a basis for further independent learning. One of the central goals 
of education, after all, is to cultivate the student's ability to take responsibility for their own learning 
path (Honabach, 2008). 

In addition, the teaching scenario must be simple and clear, both in terms of the roles of the 
participants and the allocation of time for each activity. It should clarify the interactive relationships 
between students and teachers, capitalise on students' natural tendency to explore, and cultivate 
not only skills but also attitudes towards life (Mikropoulos & Bellou, 2010). At the same time, it should 
encourage collaboration, either within the classroom or through virtual classrooms that connect 
schools across the national and international levels. 

The evaluation of digital teaching scenarios, according to the Institute of Educational Policy, in 
the context of the action "Development of a methodology for digital teaching scenarios for the 
cognitive subjects of Primary and Secondary General and Vocational Education," is based on twenty 
criteria. The main areas of evaluation include design and documentation, the learning process, and 
the issues raised. In general, the criteria concern: 

A. the tools, materials, and technical infrastructure, 

B. the objectives, i.e. the formulation and achievement of goals, 

C. the implementation process, which must be consistent with modern pedagogical principles, 
make use of digital media, be adapted to the level of the students, and be comprehensive and clearly 
structured, 

D. the adaptability and scalability of the scenario. 
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Materials and Methods 

This study employed a qualitative, bibliographic research methodology designed to explore 
the impact of instructional scenario design on teaching effectiveness and teachers’ professional skill 
development. The research design was grounded in systematic qualitative content analysis, 
enabling the identification of recurring themes, conceptual patterns, and theoretical insights within 
the selected literature. 

A rigorous and systematic search strategy was implemented across major academic and 
educational databases, including Google Scholar, Scopus, and ERIC (Education Resources 
Information Centre). These databases provided access to contemporary interdisciplinary studies 
encompassing educational theory, instructional design, psychology, and digital education. 
Additionally, national sources were consulted, including the National Documentation Centre of 
Greece (EKT), institutional repositories of Greek universities, and open-access Greek academic 
journals, such as the Athens Journal of Education, the Journal of Contemporary Education Theory & 
Research, Lifelong Learning, and Research and Technological Development. These sources ensured 
the inclusion of literature reflecting the specific characteristics of the Greek educational context. 

The data collection process utilised both English and Greek keywords and applied Boolean 
operators to refine search results. English search terms included combinations such as “instructional 
design,” “educational scenario,” “professional development,” and “evaluation of teaching 
scenarios.” Greek keywords such as «διδακτικός σχεδιασμός» (instructional design), «αξιολόγηση 
σεναρίων μαθήματος» (lesson scenario evaluation), «ενδυνάμωση επαγγελματικών δεξιοτήτων» 
(professional skill enhancement), and «σχέδιο μαθήματος» (lesson plan) were used to ensure the 
bilingual nature and comprehensiveness of the literature review. 

To ensure academic rigour and methodological validity, explicit inclusion and exclusion criteria 
were applied. Inclusion criteria encompassed peer-reviewed journal articles, empirical studies, 
theoretical papers, and policy reports published between 2000 and 2025. Only studies focusing on 
instructional design, the evaluation of teaching scenarios, teacher professional development, and 
learning design were considered. Priority was given to studies offering comparative analyses or 
Greek-specific insights. Exclusion criteria included non-peer-reviewed publications, sources without 
full-text availability, and works unrelated to instructional design or teacher evaluation. 

The review period (2000–2025) was deliberately selected, as it encompasses the period during 
which instructional design, educational scenarios, and their evaluation have emerged and evolved 
as a distinct and dynamic field of research. The adoption of this broad temporal framework enabled 
examination of both foundational theoretical approaches and more recent pedagogical and 
technological developments, ensuring the analysis's longitudinal and conceptual 
comprehensiveness. The source selection process followed the main stages outlined in the PRISMA 
guidelines for systematic reviews. 
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While this methodological approach provides a comprehensive and comparative framework 
for analysis, certain limitations must be acknowledged. The exclusive reliance on secondary data 
implies that no primary empirical research—such as interviews, surveys, or classroom observations—
was conducted. Moreover, given the dynamic and evolving nature of educational reforms and 
technological developments in contemporary education, some recent advancements in instructional 
design and teacher evaluation practices may not yet be fully captured in the existing literature. 

The study selection process followed the PRISMA 2020 guidelines for systematic reviews. The 
identification, screening, eligibility, and inclusion phases are presented in Figure 2. 

Figure 2  

PRISMA flow diagram of the literature selection process (2000–2025) 
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Discussion 

The present systematic literature review examined the role of educational scenario design and 
evaluation in improving the learning process and strengthening teachers’ professional 
development. Structuring the discussion around the research questions enables a comprehensive 
synthesis of the findings, highlighting both key areas of convergence and methodological and 
conceptual variations within the international and Greek literature. 

Based on the findings of the literature review, a conceptual framework (Figure 3) is proposed 
to synthesise the interrelationships among educational scenario design, evaluation processes, 
teacher professional development, digital technology integration, and student learning outcomes. 

Figure 3 

Conceptual framework illustrating the interrelationship between educational scenario design, 
evaluation processes, digital technology integration, teacher professional development, and student 
learning outcomes. 
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Contribution of educational scenario design to learning and students’ active engagement 

Regarding the first research question, the review's findings confirm that systematic and 
structured approaches to educational scenario design contribute substantially to more effective 
teaching and to the development of broader social and cognitive skills. Students’ active engagement 
in carefully designed and goal-oriented learning scenarios enhances critical thinking, the application 
of theoretical knowledge in authentic contexts, and the development of self-efficacy (Deniş Çeliker, 
2020; Falkner & Stålbrandt, 2024; Mio et al., 2019). At the same time, the clear organisation of 
learning activities and the provision of detailed guidance support deeper understanding of the 
subject matter, particularly in asynchronous learning environments (Darabi et al., 2011). 

Inclusion, flexibility, and differentiated learning environments 

The integration of inclusive principles into educational scenario design emerges as a central 
finding of the review. Scenarios grounded in the principles of Universal Design for Learning promote 
the active participation of all learners by accounting for individual differences, learning preferences, 
and diverse educational needs (Garrad & Nolan, 2023; Rao et al., 2014). The use of multiple means 
of representation, action, and expression enhances accessibility and reduces barriers to learning, 
especially in digital and online learning contexts (Clark & Mayer, 2012; Nguyen et al., 2023). 
However, the literature also emphasises that inclusion is not an automatic outcome of using 
educational scenarios, but rather depends on pedagogically informed design choices and ongoing 
teacher reflection. 

Educational scenarios, evaluation, and contemporary educational demands 

Furthermore, the review demonstrates that the design and evaluation of educational scenarios 
are closely linked to contemporary demands of educational practice, such as the integration of 
digital technologies, accountability in teaching, and continuous professional improvement. 
Evaluation is incorporated as a core component of the scenario and functions as a mechanism for 
feedback and reflection, enabling timely adaptation of instructional decisions (Clark & Mayer, 2012; 
The Ohio State University, 2021). 

At the same time, educational scenarios emerge as tools for collaboration and professional 
learning among teachers. Through the sharing, feedback, and redesign of scenarios, communities 
of practice are strengthened, and the dissemination of effective pedagogical and learning practices 
is promoted (Baharuddin et al., 2024; Boothe et al., 2018). Despite these benefits, the literature 
identifies barriers related to increased workload, limited infrastructure, and inequalities in teachers’ 
digital competence, which may hinder effective implementation. 

Limitations and contradictions in the literature 

In relation to the subsequent research questions, the review indicates that, despite broad 
agreement on the pedagogical value of educational scenarios, there are differences in how their 
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effectiveness is assessed. Some studies report clear positive effects on student engagement and 
learning outcomes (Deniş Çeliker, 2020; Nguyen et al., 2023), while others emphasise that outcomes 
depend largely on the educational context, teachers’ instructional experience, and the level of 
institutional support available (Mio et al., 2019; The Ohio State University, 2021). A major limitation 
of the existing literature concerns the lack of longitudinal and comparative studies, as well as the 
frequent reliance on qualitative or small-scale research designs. This fragmentation of empirical 
evidence limits the generalizability of findings, particularly regarding the long-term professional 
development of teachers. 

Overall, the discussion highlights that educational scenarios, when systematically designed 
and evaluated, can function as catalysts for qualitative improvement in teaching, inclusion, and 
teachers’ professional empowerment. 

Conclusions and Implications 

The present literature review highlights the central role of the design and evaluation of 
educational scenarios as key pillars of contemporary educational practice. The analysis of 
international and Greek literature indicates that educational scenarios are not merely structured 
instructional tools; rather, they shape a dynamic educational framework that supports learning, 
enhances students’ active engagement, and bridges the gap between theory and pedagogical 
practice. At the same time, their contributions to creating flexible and inclusive learning 
environments are emphasised, particularly when they integrate digital technologies and 
contemporary teaching methodologies. 

One of the main conclusions of the study is that the systematic evaluation of educational 
scenarios is an integral component of their design, rather than a fragmented or final assessment. 
Evaluation functions as a mechanism of reflection and feedback, enabling teachers to re-examine 
their teaching practices, improve their lessons, and develop professional, pedagogical, and digital 
competences. For this reason, educational scenarios serve as significant tools for teachers’ 
professional development and empowerment, as well as for fostering a culture of collaboration and 
the dissemination of good practices. 

The implications of the review’s findings are multifaceted. At the practical level, the need for 
systematic professional development of teachers in the design, implementation, and evaluation of 
educational scenarios is underscored, with particular emphasis on the pedagogical use of digital 
technologies and the principles of inclusive education. At the institutional level, educational 
scenarios may be used as tools to evaluate educational work and to strengthen formative assessment 
and professional support for teachers. Finally, at the research level, the need for further empirical 
studies is highlighted to investigate the long-term impact of the design and evaluation of educational 
scenarios on teaching quality and students’ learning experiences, as well as their relationship to 
contemporary educational reforms and policies. 
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Suggestions for Future Research 

This article emphasises the importance of designing and evaluating educational scenarios in 
contemporary educational practice, while also highlighting the need for further research in areas 
that have not been sufficiently explored. Future research could focus on conducting empirical 
studies, both quantitative and qualitative, that systematically examine the impact of educational 
scenario design on teachers’ professional development, accounting for different subject areas and 
educational levels. 

Particular interest lies in studies that investigate the relationship between the evaluation of 
educational scenarios and the formative assessment of educational work, as well as the role of 
reflection in improving learning. In addition, future research could focus on developing and testing 
reliable evaluation tools and frameworks for educational scenarios to support both teachers’ self-
evaluation and collaborative evaluation within the school community. 

 At the same time, further investigation is deemed necessary into the integration of digital 
technologies and artificial intelligence tools in the design of educational scenarios, especially in 
relation to the creation of inclusive and differentiated learning environments. Finally, comparative 
and longitudinal studies are recommended to examine how different educational systems and 
policies approach the design and evaluation of educational scenarios, thereby contributing to the 
formulation of evidence-based recommendations to improve educational practice and teacher 
professional development. 
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