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1. Mayer
2. Van Merrienboer & Kester
3. Storyline
4. AutoPlay Media Studio
5. Adobe Captivate
6. Multimedia principle
7. Modality principle
8. Thees, Kapp, Strzys, Beil, Lukowicz & Kuhn
9. Redundancy principle
10. Coherence principle
11. Amankwaita, Bishop & Cates
12. Johnson
13. Personalization principle
14. Open source
15.  AutoPlay Media Studio
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