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Section I:  The Process:  Designing Instruction

1. Definitions:

What is instruction?


It is intentional arrangement of experiences, leading to learners acquiring particular capabilities. Education, training, and teaching are used interchangeably with instruction. 

What is design?


Design implies a systematic or intensive planning and ideation process prior to the development of something or the execution of some plan in order to solve a problem. 

What is instructional design, anyway? 

Definition:


Instructional design is a systematic way of thinking about, planning and creating instructional opportunities.  It takes into consideration:  content characteristics, learners’ needs and preferences, features of the classroom and institutional environment, and availability of resources.  

Instructional design functions as a knowledge base that can guide educational practice.  Its principles are grounded in learning theory and applicable across age, settings, ability levels and content domains.  Systematic instructional design enables teachers to consider issues relevant to instruction from the highest level of the institution to the most specialized differences among individual learners.    

Core Components: 

Instructional design is comprised of five essential components:  analysis, design, development, implementation and evaluation (ADDIE).  As originally conceptualized, instructional design was seen as functioning in separate, discrete phases (Reigeluth, 1999).  It has been lately revised to include a more flexible, iterative approach (Keller, 1999; Wilson, 1996), which is used in this manual.  The five core components of instructional design are still referred to as separable in description and treatment, for ease of analysis and discussion.

Components graphic:
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2.  Practice of Instructional Design:

In practice, instructional design includes aligning objectives and evaluation methodology with instructional goals and with all events/components of instruction (e.g., providing information to learners, providing practice opportunities, supporting development of expertise, and assessing progress and competence. In addition, the practice of instructional design also promotes learner advocacy, assists coordination, provides effective and efficient instruction, facilitates dissemination, and supports congruence among objectives, activities, and assessment. 

Even the most systematic methods, based on principles of learning theory, do not guarantee the achievement of instructional goals; they only increase the probability of the desired outcomes.

In current instructional design, goals have moved from conformity and compliance to creativity and innovation, from standardization to individualization, from a, “focus on putting things into learners’ heads to helping learners understand what their heads are into” (Reigeluth, 1999).  

There are as many ways to develop instructional events that provide the essential components of instruction as there are goals and learners.  Information can be delivered by a teacher using traditional methods in an on-site, direct-contact classroom, or constructed by groups of learners in an online learning environment. 

Practice can mean repetition of verbatim verbal patterns or identical manual tasks to achieve automaticity, or creation of original products with the goal of developing flexible, adaptive skills.  Support of learners’ development may be highly structured or minimally structured, involving frequent and individualized feedback or infrequent and standardized feedback.  

Assessment can include both internal and external processes and products, content learning , during-instruction task performance, transfer to real-world contexts and application to the demands of professions.  

The Challenge of ID:

A teacher or designer is generally faced with more potentially valuable instructional events, opportunities and resources than could ever be used in an instructional unit, and designing instruction necessarily includes choosing carefully between mediocre, good and best.  Learning theorists generally divide “essential” from “superficial” or “incidental” elements in learning environments, the former which serve to promote learning and transfer, and the latter which more often serve as distractions, particularly for novices in a domain (Mayer, 1999a; Bransford, Brown, & Cocking, 1999).  Essential elements in an instructional setting can provide powerful retrieval cues for subsequent performance (Druckman & Bjork, 1994).  The five “phases” of instructional design function as iterative components in the designer’s decision-making processes.  
3.  Activities for Design Phases:

Analyze

Analysis requires identifying both the knowledge and skills required to achieve the specified level of proficiency in a domain, and learners’ pre-existing knowledge and experience.  This information enables the designer to compare current knowledge with goals of instruction and diagnose gaps to be addressed by instructional tasks and opportunities.  

Design

In the design phase, the designer plans the instruction based on goals and analysis, to determine what activities, tasks and other opportunities will be developed and implemented.  An important part of designing instruction is establishing instructional objectives.  Based on what you discovered in analysis, decide what learners should know at the end of instruction, and how you will tell if they know it.  These objectives will serve as targets for developing both the instructional events and the assessments of learning.

Develop

Development is the creation of actual instructional events and opportunities, including availability and management of learning resources. During the development phase, the teacher should also recognize the critical attributes of the instructional media, and provide a rationale that justifies choice of media. 

Implement

Implementation encompasses the actual teaching and learning activities, with flexible adjustments as required for unexpected needs and opportunities that become evident during instruction.  

Evaluate

Evaluation includes all formative and summative assessments of learning and instruction, and is ongoing throughout the other phases:  analysis is an evaluation of existing knowledge; design includes building in opportunities for formative evaluations, and development includes allocating time and resources for them; implementation encompasses delivery, scoring, diagnosis and feedback on incremental assessments; and the evaluation “phase” involves some form of summative assessment which supplies analysis information for instruction in the next chapter, unit or class, and provides information about the effectiveness of the instruction itself. 

Further, each phase is evaluated on its completeness and quality reflectively, as it serves as foundational to the next and subsequent phases of design and instruction.  Then the next cycle of design begins.

Design Tasks

Analyze:  Characteristics of Content and Learners

Content & Task outcomes:  required knowledge, skills and abilities (KSA); essential & peripheral features; level of difficulty; optimal & critical resource needs; measures of competence & criterion levels for judgment. The process of task analysis involves thinking deeply about what students are to learn, and what they should be able to do with it when they have learned it.
Learners (full range of characteristics across learner group):  sensory/perceptual capacity & information processing capability; prior knowledge; prior experience; current knowledge, skill & ability (both domain/general & task/specific); psychological and psychosocial characteristics (how learners see themselves in relation to content & others).

Design:   Components of Learning Opportunity

Components:  gain attention & sustain interest; establish value & relevance; acknowledge connections & perspectives; link to existing KSA; incorporate strategies that facilitate retention & transfer; provide clear & balanced feedback; organize information in meaningful ways; divide and deliver content in appropriate “chunks”; provide appropriate & effective interactions with content and others; measure progress & achievement.

Develop:  Events, Opportunities & Interactions

Gain attention & sustain interest:  ask a question, pose a problem, or raise an issue & follow it through the instructional events; link content to campus, community or world events & follow through.

Establish value & relevance:  illustrate utility, value & relevance by connecting content to learners’ past, present and future needs and goals; link current to past and future content.

Acknowledge connections & perspectives:  link content to learners’ backgrounds, invite their perspectives, encourage communication about what they see and believe.

Link to existing KSA:  link content to learners’ existing knowledge, skills & abilities; establish foundation in what they already know and can do to build to what they still need to learn and develop skill in doing.

Incorporate strategies that facilitate retention & transfer:  use principles of learning theory and research to promote learning that lasts and is accessible when needed.

Provide clear & balanced feedback:  communicate to learners how they are doing and what they can do better; support strategy use and development of independence.

Organize information in meaningful ways:  help students see how ideas and concepts can make sense and how they fit together in the domain; provide models, structures and other tools to make sense of the content.

Divide and deliver content in appropriate “chunks”:  neither too much nor too little at once; divide content into pieces learners can absorb and manage, and provide for use of that information before giving them more.

Provide appropriate & effective interactions (with content and others):  create opportunities and share ideas for learners to work with content to illustrate its applications and understand its structure, nature & processes; provide for interactions among learners to share ideas and perspectives and to help and encourage each other.

Measure progress & achievement:  include incremental assessments of learning and progress toward goals (formative assessments), as well as terminal/graded tests (summative assessments).

Implement :  Carry out Systematic, Flexibly Adaptive Plan     

Gain attention & sustain interest:  decide whether to narrate the attention-getting example or problem or to display it in text or graphic form; consider which of the possible examples/problems will capture attention from a larger part of the learner group than others would; use options that offer more potential for follow-through (over just initial shock value).

Establish value & relevance:  be clear and direct about how learners will use this information and benefit from knowing it, both now and later.  Use future goals (“this will help you x in future”), current class-related tasks (“you’ll need this information to do y in the next chapter”), and learners’ interests (“when you z outside of school, this can help you in __ways”).  Use both telling and showing as appropriate!

Acknowledge connections & perspectives:  find out how learners see the issues under discussion and invite them to participate in the discussion; be prepared for tangents and surprises that enrich the content, and be flexible to accommodate them; know how you will bring the focus back to the rest of the planned instruction as appropriate.

Link to existing KSA:  illustrate and guide learners to develop connections between current and prior knowledge and experiences, both within and outside the domain of study.  Draw on all relevant knowledge from previous units/content and course activities.

Incorporate strategies that facilitate retention & transfer:  represent ideas in multiple modes (e.g., audio, video, graphic, etc.)  provide graphic and mnemonic cues to jog memory; provide for varied, spaced rehearsal of information; build in incremental practice of developing skills; encourage learners to link the content to their “worlds” outside of class in every possible way.

Provide clear & balanced feedback: will learners receive feedback from each other or only from the teacher?; will feedback be given in writing, electronically or verbally; will it be received in the class, in small groups, at home (e.g., by email), or at individual meetings?; will you comment on everything you see in an assignment or just on a few essential parts, to focus the learner’s attention on addressing those?

Organize information in meaningful ways:  provide conceptual models to help learners develop understanding of complex relationships; support the development of knowledge structures that enable students to see the “big picture” of the domain (e.g., tables, concept models, flow charts); encourage the use of organizational tools to help learners make sense of the content at every level.

Divide and deliver content in appropriate “chunks”:  divide content into “pieces” that fit into manageable units for you to deliver and for learners to encode (absorb); a “manageable piece” for most adult learners fits onto one standard page of bullet points, 6-8 digital slides, or about 4 pages/screens on a web browser; after that much content you need to apply, review and provide opportunities that support deeper encoding before moving on.  

Provide appropriate & effective interactions (with content and others):  build in ways that learners interact with the content (restate, interpret, analyze, comment, critique, apply, problem-solve, etc.); provide opportunities for learners to interact with each other over the content (share, group present, peer critique, extend, debate, etc.), and if possible to interact with outside others (students in other classes, subject area experts, guest speakers). 

Measure progress & achievement:  include both formative and summative assessments of student work; include context-specific and progress-attentive feedback, as individualized as possible; guard graded and high-stakes assessments as private information; offer general progress information to learner group as encouragement & communication opportunity.

Evaluate:  Both Learning and Instruction
Focus on Instructional Goals and Objectives:  

· Consider each goal separately.  Was it achieved at or above the criterion level?

· For those that were achieved, what contributed to that achievement?

· For those that were not, what seems to have caused it to fall short?

· What could have you do differently to achieve such a goal in the next unit of instruction?

· How effectively did you design, develop and implement each component?

· (Ask yourself, “Did I  . . .”—fill in each design component)  

· Were there gaps or misalignments?  If so, how could they be improved?

Evaluate at multiple levels:  individual learner, whole class, subgroups, multiple classes

The Nature of the Learning Environment


The learning environment is the whole set of direct and indirect factors that influence teaching and learning.  In instructional design we focus on those that are within the teacher’s whole or partial control, the factors that effective design and implementation can influence.  


Features of the learning environment include but are not limited to: 

1. Nature of learners’ in-class and course-related experiences; 

2. Time required and allowed for course-based tasks and assignments; 

3. Characteristics of the physical classroom environment; 

4. Classroom climate with its interpersonal features and style of communication; 

5. Media, tool, and resource use and availability; 

6. Information and guidance learners have about how to be successful in class and on assignments; 

7. Degree to which learners interact with each other as well as with the teacher; 

8. How learners perceive their competence in the domain and progress toward it; 

9. How well learners see the relationship between course content and their outside lives; and 

10. Strategies learners use for problem-solving and approaching course-related challenges.

Types of Instructional Goals in the learning environment:  to be achieved at the conclusion of the instructional opportunity:

1. Learning Goals (Cognitive or Developmental goals):  what learners should know and understand; 

2. Motivational Goals (includes Affective & Social goals):  what learners should seek, desire, feel and believe;

3. Performance Goals (Behavioral goals):  what learners should be able to do at the conclusion of the instructional opportunity.
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Making Goals Measurable—Writing Objectives:  

Add schedule, quantifiers and a method of measurement.  

Example:  At the end of this unit (schedule), 90% of the learners will be able to identify at least  (#) of the (#) types of ys  (quantifiers), by obtaining a score of (#) on a paper-based, multiple-choice unit test administered in class (method of measurement).  


When you add these more precise elements to goals, they become what designers call “objectives.”  The difference is that while goals help the teacher sustain an overall direction, precise objectives are more effective for creating efficient, focused instruction that accomplishes more in less time.  

Having clear, measurable objectives also helps teachers create assessments (tests, learning measures) that make what is being tested fit with what has been taught.
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4.  Assessing and Aligning all Components of Instruction:

Assessing Learning and Instruction

The ultimate test of instructional design is that teachers design and teach well so that learners learn well.  Judgments about whether optimal teaching and learning have occurred require clear, formative assessments which reflect the goals of instruction (systematic assessment) and the affordances and constraints within the instructional environment and context.  The systematic instructional design process organizes thinking about teaching in ways that generates strategies to help teachers produce effective and efficient instruction. 

Effectiveness refers to outcomes, how well goals are met using measures established as part of the design phase.  Measures of instructional effectiveness can include learners’ absolute performance on objective tests (e.g., x% of students score above y points on the unit test), or they may reflect growth relative to previous assessments (e.g., students averaged an increase of n points on the competence measure).  Alternatively, effectiveness may be based on more subjective factors such as increase in students’ participation and engagement in class activities.  Instructional goals drive assessment of teaching and instructional effectiveness.  Producing effective instruction means teachers teach in ways that help students learn.

Efficiency of instruction refers to optimizing use of available resources to achieve instructional goals.  Efficiency is measured by assessing whether the instruction used the least time, effort, monetary resources, etc. to accomplish the established goals.  It also includes asking whether best instructional methods were used for the match between goals and learner needs (e.g., not using inappropriate or unnecessary additional methods such as “frills” or “busy work”, or including superficially novel elements that actually distract learners from essential content).   As with effectiveness, measures of efficiency are based on pre-established goals of instruction.  Producing efficient instruction means using precious class time and instructional resources in ways that facilitate student learning and meet students’ needs.

Interactions, Tradeoffs and Alignment

Learner analysis information for designers can come from information about prior experiences such as whether students have taken prerequisite courses, or from direct assessment such as a knowledge pre-test on the content to be covered. 

Based on analysis of learners’ individual and group characteristics, pre-existing knowledge and ability, special needs and preferences, the designer operates on principles of learning theory to design and develop instruction that gives learners enough of what they need, within existing constraints of time and other resources.  

For example, the level of original learning is the best single predictor of retention (over any interval) and overlearning improves retention, usually with repeated practice past achievement of the criterion, so the principle of more-is-better is dependable.

However, since overlearning reaches a point of diminishing returns (compared to outlay of resources), the designer must decide how much interaction with information and practice of skills is enough to achieve a given instructional goal without taking time and other resources away from the achievement of other goals. 

Design and development interact reciprocally, as the designer chooses from among the range of instructional events and opportunities that will accomplish goals, including various ways of organizing content and tasks.  Organization and coherence of tasks and levels of understanding improve retention, so providing explanations and models to promote conceptual understanding improves learning and retention. 

Models may be linear (sequential), structural (showing relationships among parts), or functional (focusing on cause-effect relationships).  Mental models (internal conceptual structural models) are especially effective for promoting understanding, and qualitative explanations promote links between prior knowledge and current learning.

Active participation (especially in generation of products or organizational schema) and recursive retrieval improve long-term retention.  Enabling learners to generate and develop their own organizational models may offer the deepest understanding of concepts under study, but it often requires much more time than providing a workable standardized model.

  Implementation of instruction builds on analysis, design and development, carrying out planned instruction; it also includes flexible adaptivity, as the teacher responds to needs and opportunities that arise during interactions with and among students.  Implementation and evaluation in instructional design are systematic in that they reflect (use information gained previously), interact (use information in-process), and predict (use information about what is expected to occur).  Implementation is predictive in that it aims at building students’ knowledge and competence toward pre-established instructional goals.

Evaluation is reflective in that it also builds on learners’ prior knowledge and experience from analysis and design; it is interactive and it includes formative assessments to provide progressive information about learners’ developing competencies that enable responsive implementation; and evaluation is predictive in that it includes summative assessment of knowledge and skill at the end of a chapter, unit, or class, and that summative information provides analysis information on which to design the next sequential instructional modules.

Section II:  The Principles: Designing the Learning Environment

1.  What is the learning Environment?

Characteristics and Context 


Instructional Design supports learners because organized, theoretically-anchored instructional events and strategies promote learning, and enhance retention and performance.  Applying principles of learning theory  and motivational theory in practice do produce predictable, consistent, positive results for students.  At the core of instructional design is the set of principles from learning theory and cognitive research, principles that link characteristics of design of learning and instructional events to learning and performance outcomes. 

Descriptors


There are many ways of describing a learning environment.  The terms we use reflect our philosophy of learning and development.  They answer foundational questions about education itself.   Where does knowledge come from?  What are the roles and responsibilities of teachers and learners?  What factors inside and outside of the classroom are part of what we call the learning environment, and how do they influence students’ experiences?

Philosophy and the Learning Environment


The teacher’s philosophy of teaching and learning influences the design of the learning environment in that teacher’s classroom, and it affects how a teacher evaluates others’ teaching.  Differences in philosophy are not necessarily right or wrong, but one design approach to instruction may be more effective for a given content and learner group than another approach.  The National Research Council conducted a large-scale, multi-study analysis of instructional practice and its effects, and developed some global terms for what teachers do differently and what that means for learners. 

At the ends of a continuum of focus for the functional components of instruction are the roles of teacher and learners with regard to whose knowledge and perspective controls the decision-making that drives instructional design.  At one end is teacher-centered instruction, which posits the teacher as source and disseminator of information that is received by learners, and the teacher’s expertise as in control of all instructional events.  At the other end is learner-centered instruction, which posits the learners’ needs as focus of instruction and values giving learners as much control over their learning experiences as they want and are able to handle.
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Context of the Learning Environment:  Opportunities and Constraints

Teachers have many opportunities to make choices about factors that comprise the learning environment for their students.  In considering the context of the learning environment, the teacher makes decisions about numerous factors: the physical space of the classroom, the interpersonal and social environment, activities for all events of instruction, selection of media and representation of concepts, evaluation of goal achievement, and so on.

To the extent possible, they make decisions that constitute the best possible set of circumstances.  Skilled teachers understand that factors in the learning environment interact dynamically, and that a change in one factor may cause or necessitate a change in other factors.  

But some factors are simply outside a teacher’s control.  Some choices are determined by the professional and institutional system in which the class itself exists. Given the constraints in an educational system, for any given course the teacher has control of some factors, while others are predetermined.  For instance, a committee of teachers or administrators may select textbooks to be used by the whole department or discipline.  In sequential courses, the general content goals and summative KSA may be defined by the prerequisites for the next course in the sequence.  

Some characteristics of the facility determine physical conditions of the classroom and availability of resources.  For example, if the building is old and the temperature control poor, teaching and learning may occur in an environment that is too hot, too cold or poorly ventilated.  An older physical facility may not allow for digital materials display or adequate internet connections for web-based interactivity. These constraints influence the teacher’s design, development and implementation of instructional methods and opportunities.  
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The more options teachers have, the more choices we can give to learners, but we can learn to work around limitations too.  Understanding the principles of learning theory and research opens doors to multiple options for achieving our goals.  Having options, in turn, provides “work-arounds” for constraints that would otherwise limit teaching and learning.

2.  Cognitive Principles and Strategies for Designing Learning Environments:
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1. Multiple and varied content interactions enhance cognitive flexibility and develop cognitive connections for improved retention & transfer.  Provide learners with a rich variety of learning and rehearsal opportunities, at appropriate levels of challenge.

2. Regular, spaced practice facilitates improved recall and systematic, long-term learning.  Provide spaced practice activities that build on previous activities and connect to broader understanding in the domain.

3. Relevant opportunities to organize and apply information lead to richer encoding and better concept understanding.  Build in opportunities to apply information in relevant and realistic ways.

4. Building current knowledge on previous information and activities improved understanding of relationships within the domain/subject area and between units of instructional content.  Build learners’ understanding of new concepts on previous concepts by reactivating (recalling, reviewing) prior knowledge and clearly developing new learning on that foundation.

5. Linking content and activities to instructional goals improves value & meaningfulness and helps maintain learner attention and engagement.  Connect current content and activities to instructional goals, to illustrate their importance and help maintain learners’ attention and perceptions of value & meaningfulness.   

6. When learners recognize their progress toward developing competence, they experience satisfaction, and put forth greater effort and engagement in classwork and learning.  At every opportunity, provide progress feedback, to demonstrate how learners are moving toward greater competence in the content domain.

7. Presentation media influence learning, but it doesn’t have to be high-tech to be effective.  Choose media appropriate for the content, goals, and purpose.

8. Teachers’ interpersonal styles and communication affect how learners perceive the course and influence learning.  Provide an interpersonal environment in which students feel comfortable asking questions and sharing their ideas.

9. They arrangement of the physical (or virtual) space (e.g., location & movability of chairs, location & size of visual aids, etc.)  can promote or reduce interaction and learning outcomes.  Consider choices about, and design of, the classroom and related learning spaces from learners’ viewpoints.  “Test” them from learners’ vantage points.  For factors you can’t change, (e.g., stationary media equipment), consider how to compensate.

3.  Motivation in the Learning Environment:
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Half of the “Bridge” is the Teacher Providing Motivating Opportunities.

The Other Half is Learners Responding to Those Opportunities.
Benefits of Motivation in Designing the Learning Environment


Motivation is an internal process which controls external behavior.  It includes some stable and some malleable factors, and can be influenced by instructional features.

 
Motivation is important in instructional design because learners’ motivation significantly influences their learning and performance, both directly and indirectly.  Environmental and instructional characteristics can enhance or reduce students’ motivation for learning, achievement and performance.  The trend of motivation in instructional design is away from a primary focus on external rewards and incentives, toward attention to internal processes (e.g., beliefs, goals, perceptions, expectations, attributions).

When a teacher attends to learners’ needs (e.g., autonomy, relevance, value, interest) it enhances their motivation to learn skills and achieve goals. Motivation is both individually and contextually determined, and differs by content domain.  When they are given appropriate resources, opportunities and environmental conditions, most students actively seek to learn and develop. 

One human need that is important in the classroom is self-determination.  When teachers promote learners’ self-determination, students are more interested, attentive, and engaged.  They are more likely to do class-related tasks, and to do them at higher quality.  Self-determined learners also tend to experience higher competence and satisfaction in the domain.  For these reasons, teachers should design instruction in ways that support students’ autonomy and promote self-determination.

Instructional Strategies to Promote Self-determination


The overall goal in promoting students’ self-determination is to motivate through interest and importance, rather than through incentives and consequences. Five instructional strategies contribute to this goal.  In the following section, these strategies are identified and illustrated.

Strategy #1:  Nurture Inner Motivational Resources


Students’ inner motivational resources are a far more powerful motivational tool than any external incentives or consequences a teacher might create.  By identifying and supporting students’ needs, preferences, interests, and personal strivings, the teacher creates opportunities for students to motivate themselves during learning activities.  Critical inner motivational resources for learning include:  interests/enjoyment, curiosity, competence, challenge, and autonomy.


Student-generated, inner motivational resources have many advantages over externally-generated motivators, such as incentives and consequences.  First, they are owned by the student, and the student carries them away to out-of-class activities (e.g., homework, studying) in ways they do not take teacher-owned resources.  Second, they are unique to each student and more personally meaningful to each than a teacher-created resource could ever be.  Third, they are pre-existing, and instead of trying to generate motivational tools for students, teachers need only to tap into this existing resource to promote students’ self-determination, engagement, and learning.


Great opportunities for initiative exist when students are allowed to make decisions about what to do, how to do it, how to appropriate time and use resources, etc.  When students feel interested, curious, competent, challenged, and self-determined, they take responsibility for, and ownership of, their own learning outcomes.

Strategy #2:  Take a Student-Centered Perspective


When teachers take students’ perspectives, they can hear and see the instruction from the learner’s “seat” and through the learners’ eyes.  This enables the teacher to understand what parts of the lesson may tend to be boring or confusing, and to adjust the instruction accordingly.  


While designing and developing instruction, the teacher can draw on prior knowledge of and experience with the learners to take the learners’ perspective and anticipate their needs.  When implementing instruction, the teacher can ask students directly about their perspectives, opinions, and interests with regard to the content and instruction, as formative assessment.  Following a lesson or activity, teachers can seek students’ input in evaluating how interesting and appropriately designed the events and environment were for them, as summative assessment for that instruction, and formative for future instruction.


Teachers can also draw on indirect indicators, such as learners’ task behavior (on vs. off-task time) and feedback (positive vs. negative) during class activities.  Indicators such as hand speed & contact (higher vs. lower speed and constant vs. occasional contact), eye contact (consistent vs. intermittent), and group interactions can indicate students’ perceptions and preferences and clue teachers in so they can shift to address students’ needs.

Strategy #3:  Use Informational Language 


In motivational terms, teachers use language to help students initiate (get started) and regulate (manage & persist) in their class-related activities.  When teachers use controlling, pressuring, rigid language, students feel forced into compliance, obedience, and doing only what the teacher wants them to.  When teachers use informational, flexible language, teachers nurture students’ own initiative, helping them find reasons to act because they want to, rather than because the teacher says to.


Controlling language is characterized by expressions such as: have to, must, should, the way, and supposed to.  Controlling language is generally delivered as orders and ultimatums, without inquiry or acknowledgement of the other person’s needs or viewpoint.  Controlling progress feedback is generally negative, stated as criticism, and emphasizes how far the learner is from the goal criterion.


Informational, flexible language is characterized by expressions such as:  might, consider, try, one way, and choose.  Informational language is generally delivered as questions and suggestions, with consideration and acknowledgement of the other person’s needs and viewpoint.  Informational progress feedback is generally positive, stated as encouragement, and emphasizes how the learner is progressing toward the goal criterion.

Strategy #4:  Address Value and Importance to the Learner

Teaching would be easier if every student approached every class and lesson with eager interest, and with a clear sense of the value and importance of the content.  However, most often they do not.  When a teacher introduces a relatively “dry”, or uninteresting topic or lesson, the teacher may need to help students willingly focus their attention and effort on learning and doing it.  This applies not only to content lessons, but also to procedures (wear your goggles during lab), rules (come to class on time), and ways of behaving (respect the dignity of others). 


From the student’s viewpoint, putting forth effort on a task that has no value, use, or personal relevance doesn’t make sense.  If an assignment is not useful in some way, the student will have a hard time marshalling the motivation necessary to engage it.  For these reasons, teachers will benefit from helping students:  identify a lesson’s value, understand why learning the content is worth effort, see why the information and skills are useful, and see or discover personal meaning in the lesson.

The teacher may help students realize the value and importance of the lesson by providing reasons that are personally relevant and meaningful to students’ goals and values.  Alternately, the teacher might support students in discovering (thinking of) reasons of their own for valuing the information and skills they are learning.  Value and importance may come from current or future benefits, and from benefit to the student or to others.  

Strategy #5:  Acknowledge and Accept Negative Affect

Occasionally students just aren’t able or willing to rally the positive attitude and motivation necessary to engage a topic with genuine interest and effort, even given the teacher’s best planning and preparation.  When this occurs, teachers can support learners’ self-determination by acknowledging their realistic feelings and lack of motivation. 

Dealing with negative affect truthfully and openly promotes a positive interpersonal climate and improves relationships, in contrast to covering up or ignoring lack of motivation.  

Once the condition is acknowledged, teacher and students can work together to diagnose and solve the problems that are preventing motivated learning from occurring. Teachers can offer autonomy-supportive options such as alternative task choices or methods, and encourage student suggestions for improving the motivational climate of the class.  Often students will have good ideas about how their motivational needs might be addressed.  A skilled, autonomy-supportive teacher listens and responds to them.


4.  Resources and Technology in the learning environment:

“Technology” is anything you use to promote instructional goals: from pen and paper, a chalkboard or typewriter/word processor, to a digital on-site presentation software (e.g., Powerpoint ©), interactive web-based presentation (e.g., via internet connection) or database-driven interactive learning tools systems (e.g., WebCT© or Blackboard©).  Everything teachers and students use for course-related activities, in or out of class, is “technology”.

Instructional goals should drive technology selection and use:  Never use technology for its own sake, or merely “for effect”.  

· Ask what the learning value is of each potential technological tool.  If there isn’t clearly such a value, the need for which was identified in analysis, leave the technology alone.

· Different, varied media may address motivational goals and make a “dry” topic less dry, more relevant and clearer to students.  Those are valid instructional goals that may arise from learner analysis.

· “Brain candy” may be fun, if used after--not as a substitute for—instructionally relevant technological enrichment.

· What questions do you have about technology use in your classroom?


Section III:  The Practice:  Design Workshop

1.  Review of content Sections I & II

Iteration:  Design is Cyclical

Integration:  Instruction Doesn’t Exist in a Vacuum

Interactions:  Components of Instruction Influence One Another

Tradeoffs:  You can’t have it all, so know what you need!

2.  Working Through Designing Instruction

Analyze Your Instructional Needs and Goals

Use ideas and content you brought along, to design your next unit of instruction

Individual Task: Generate the following elements of learner and content analysis.


Try to clearly and completely respond to each item.  Write your analysis down to share with others.

Learner Analysis

· Try to identify and acknowledge all possible relevant characteristics—be exhaustive here!  (information, experience, value, interest . . .?)

· But target a few key characteristics—take a surgical, not a shotgun, approach here!  (Which of the characteristics are most important to your effectiveness?)

Content Analysis

· Specify the “take home message”

· Identify the essential elements of the content
· Analyze to determine the key points necessary to communicate the message
Interact:  In groups of four, share your analyses to this point and give feedback so each designer can refine the analysis.


      So that everyone is able to comment, use a “round robin” system:  with the group members sitting in a circle, one person reads his/her analysis, and everyone in the group starting at the designer’s left gives feedback, one at a time.  Try to offer something new and helpful for each design read.  
Questions for Feedback on Analyses:

· Do you see the learner analysis characteristics as accurate?  If not, why not?

· What would you suggest be changed or added?

· Do you see the essential elements as representative of the content as specified?

· What would you suggest be added or changed?

Individual Task:  Based on your group members’ feedback, decide what you would change about your analyses and why.  Write these decisions down.


Then try to identify the following elements of the task:

Task Analysis:
· What cognitive tasks are essential for learners to get the take-home message you intend for them?  (e.g., recall, understand, rehearse, encode . . . use whatever terms you can to describe what needs to happen inside learners’ heads)

· What action tasks are essential to learners receiving the message you have for them?  (e.g., see, say, do, write . . . use whatever terms you can to describe what needs to happen in the learning environment).

Individual Task:  Then, based on your revised analyses, write a goal statement for your instruction, using the following model:


“At the end of this class/unit on [detailed topic using key points of content] learners that/with [key characteristics] can/will [identify key indicators of goal achievement].”

Interact:  In two different sets of pairs, give feedback on designers’ goal statements.  Pair off and do this once, and then pair off with someone else and do it again, so you have multiple responses.

Questions for Goal Feedback:
· Is the goal clear to you?

· Does it seem to fit the audience as analyzed?

· Does it seem to address the content as analyzed?

· Is the purpose precise enough to be covered in 2-3 minutes?

· What would you suggest this designer change?

Repeat this process for the critical subgoals that your primary goal statement generates.

For instance, if you said that they need to understand a complex process, identify and establish activities for its essential components.  If you said they need to complete a complex task, how will you know if they have the requisite skills?


Now, given your clear, appropriately-defined goals, based on your extensive analyses of learner, content and task, how will you develop the instruction to achieve them?

3.  Focus on Development, Implementation and Management

Use the following guidelines to develop your instructional presentation:

Individual Task:  Write down your responses to each of the questions below:

Consider the Roles in the Learning Environment

1.  What will the teacher/presenter :

· Say (facts, illustrations, ideas . . .)

· Show (pictures, models, instructions, systems . . .)

· Do (question, illustrate, model, challenge. . .)

2.  What will the learners:

· Say (repeat, recall, generate, initiate . . .)

· Do (create, direct, answer, elaborate, interact . . .)

      3.  What will the scope of the information be:

· What was the ” take-home message” again?

· What are its key points?

· What is essential, peripheral, distracting . . .

Consider Also:

1.  Sequence: 

· What  order will you present the ideas and points, and why?

2.  Interactions:  

· What/who will interact (T-S, S-S, S-M, S-T-M, Others?)

· What are the natures of those interactions: (e.g., mental, social, visual, auditory, verbal, physical/motor . . .)

3.  Media and Materials: 

· What materials will BEST present and represent this content to achieve the set goal and meet learners’ needs?

· When and how will learners receive the materials? (e.g., at beginning, incrementally, sequentially . . .)

· Will all of the materials be teacher-made, or will learners generate or locate some of their own? 

Challenge:  For each of your responses to the questions of development, be prepared to explain WHY you made that choice or came to that conclusion.

Implementation Practice

Individual Task:  
Mentally Rehearse: Go through your instruction in your mind and revise based on how it looks and feels to you.

Interact:  Actually Rehearse:


Practice part of your instructional presentation informally with a partner.  Ask questions you have, get feedback, and decide how you would revise/adjust based on that feedback.

4.  Evaluating Quality of Learning and Instruction

How will you know whether and when you have achieved the goals of instruction?

Formative Evaluation:

· Informal: Learner information and responses during presentation (e.g., attention, expressions, spontaneous questions, what else?

· Formal: Evaluations you build into instruction (questions from teacher, periodic comprehension checks, short tasks, quizzes, homework checks . . .?)

Summative Evaluation:

· Informal:  Direct Feedback (comments)

· Formal:  Written/Oral Evaluations (e.g., tests, papers, presentations)

Group Discussion:  

· Which of these are most important to you for this class and why?

· Which of these evaluations are different from the kind you have in your classes currently?

Wrap-Up:

· Apply this process to your current teaching.  

· What will be most useful and why?

· Evaluate me!

· Anything Else?
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� INCLUDEPICTURE "http://www.msue.msu.edu/unitedgrowth/congratulations.gif" \* MERGEFORMATINET ���


Congratulations!  You have just completed the primary analysis phase of a basic instructional design project.�





� INCLUDEPICTURE "http://www.567band.org/graphics/think.gif" \* MERGEFORMATINET ���Think About it:


What technologies do you use in your classroom, and why?  


Are there others you would like to try but haven’t?  


Why do you think they would be good to use?  Why have you not yet tried?


Are there logistical or environmental constraints that prevent your using some technologies?  


Are there ways to work around those, or available substitute technology options that could offer some (if not all) of the benefits of the best choice?  




















� INCLUDEPICTURE "http://images.google.com/images?q=tbn:s5qJuvBNF24C:www.asu.edu/graduate/resources/events/jrsrclinics/thinking.jpg" \* MERGEFORMATINET ���Reflect on Your Motivating Style:


What do you do to promote motivation in the classes you teach?  


Are you conscious of the benefits of nurturing students’ inner motivational resources?


Do you include attention to the value and importance of the content in your lectures or presentations?  


Do you take the students’ perspective and try to see the ideas and materials as they do?


What style of language do you generally use when trying to promote your students’ motivation for class-related information or tasks?  


Do you acknowledge negative affect and work with students to overcome it? 


Do you see ways that you could improve your strategies for supporting students’ motivation?  


Do you plan to try one or more of these strategies? �





� INCLUDEPICTURE "http://images.google.com/images?q=tbn:-45nwOZ2UaIC:www.sibm.edu/images/think.gif" \* MERGEFORMATINET ���Consider:  Your Own Philosophy of Education


	Where along this continuum are your personal philosophy and your actual (past, current) teaching method?  Are you satisfied with that philosophy of instruction and the design and implementation that results from it?  Does your practice align with your personal philosophy at all, or is it inconsistent?  If so, can you tell why?  Would you like to shift your philosophy and practice toward one end or another of the continuum? 


 


	Write briefly in response to these questions, and then we will share our responses.








� INCLUDEPICTURE "http://www.567band.org/graphics/think.gif" \* MERGEFORMATINET ���Think About This:


What goals do you generally have for your students when you teach?  What do they reveal about your philosophy of instruction and the learning environment you create in your classroom?














� INCLUDEPICTURE "http://images.google.com/images?q=tbn:KwT1g8NO5FAC:www.jjwebwonders.com/graphics/target/target.jpg" \* MERGEFORMATINET ���The process of instructional design is iterative and flexible, �not “set in stone”.  Once established, the design is constantly adjusted, responsive to needs as they arise.





� INCLUDEPICTURE "http://www.fcfc.montco.org/images/think.jpg" \* MERGEFORMATINET ���Examples:





LG:  	Learners will know the x types of ys and their distinguishing characteristics.


(e.g., the 12 types of regular polygons, the __ elements on the table of elements, the __  types of irregular verbs)





MG:	As they develop competence, learners will see that understanding of complex 


differences is accessible with focused effort, 





PG:	Learners will be able to identify the x types of y.s and their distinguishing characteristics.
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