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Problem Soluticns
Crossover learming
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Features of Critical Pedagogy

Observe * Purpose
Participate To examine a concept in
Dialogue terms of its socio,

economic, political,
humane and moral
implications

Cognitive Conflict
Negotiation
Concludes
Meta-cognition

Students are critical observers, examiners,

evaluaters, planners, and decision makers




WHAT IS INSTRUCTIONAL DESIGN?

Cognitive
Research Science
Literacy

Pedagogical-
Content

Instructional
Design

Effective and efficient
learning solutions

Definition of Instructional Design

The systematic and reflective process of
translating principles of learning and
instruction into plans for instructional
materials, activities, information
resources, and evaluation.



LEARNING DESIGN VS INSTRUCTIONAL DESIGN

Dearning Design

® Instructional Desigmn

Learning

Learning Pearning Instructions
zasks Principles

Instruction

Plans




DICK & CAREY (1978)

DICK AND CAREY MODEL
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ADDIE MODEL

Analysis

Analyze your situation to
understand the gaps you
need to fill.

ADDIE Model

of Instructional Design

Design

Based on your analysis, make
informed decisions to design
the best possible learning
experience.

Implementation

Distribute your learning end-

product to your audience.
Development

Bring your learning experience
to life by building your end-
product.

Evaluation

Evaluate if your learning end-
product is effective. Make any
necessary updates and cycle
back to the Analysis phase.




GAGNE MODEL

1. Gan
Attention

Focus
Students’
Attention
ice breakers,
News & Events,
Videos,
Case Studies

4. Present
the Material

Use a Variety
of Methods
to Deliver
the Content

Lecture
Video
5. Provide Text
Learner Guidance Actvities

Provide Instructions

on How to Learn

Guided Inquiry
Rubrics

Y

8. Assess
Performance

9. Retention
and Transfer

2. Describe
the Goal

Inform
Learners
of Objectives

Tell learners

what they will

3. Activate be able to
Prior Knowledge accomplish

Connect Current
Lesson to
Prior Learning
Establish relevance
Build memory
schemas
6. Elicit
Performance

Opportunities
for Practice

Apply knowledge

@ and gkills o
learned

7. Provide

Feedback

: @
Give General ) Detailed
3 Progress Information Formative
Apply Information Feedback
to Personal Content areas Rubrics
Contexts. @:rs-.é‘f;egf Areas for Improvement
Provide Assessment Methods Strengths

Additional Practice
Personalization
of Information



learners

ASSURE MODEL L anaiyse

6. Evaluate i_- E:EtE_tE :
and revise objectives

ASSURE

3. Select
5. Require method,

learner
participation media or
materials




KEMP MODEL

KEMP INSTRUCTIONAL
DESIGN MODEL




MERRIL MODEL

PROBLEM-CENTRED

ACTIVATION

DEMONSTRATION (SHOW ME)

APPLICATION (LET ME)

Learning is promoted when:

Learners are engaged in
solving real-world problems.

Existing knowledge is
activated as a foundation for
new knowledge.

New knowledge is
demonstrated to the learner.

New knowledge is applied by
the learner.

Mew knowledge is integrated
into the learner's world.



ARCS MODEL

ttention

Engage
Signpost
Activate

Use real stories,
branding and challenges

elevance

Signpost
Assumptions
Knowledge

|dentify clear benefits,
relate to work situations

onfidence

« Guidance

» Performance
» Feedback

Contextualize
assessment exercises
and scenarios.

atisfaction

 Reinforce
« Acknowledge
» Summarize

Track completion of
learning and praise
performance




DESIGN THINKING INSTRUCTIONAL MODEL

EMPATHIZE

Learn about users
through testing

Tests create new ideas
for the project

ITERATIVE
PROTOTYPE PROCESS

PROTOTYPE

M Learn from prototypes M
to spark new ideas

USER TESTING

Tests reveal insights that
redefine the problem

DELIVER

REFLECT



DIGITAL LEARNING DESIGN

DIGITAL
LEARNING

DESIGN

FRAMEWORK




Instructional Desig n for Online Learning Material

1learner Analysis

2. Instructional Goal

3. Learning Objectives

1 Development of Materials

1 Content Preparation

2. Learner Assessment Tools

1 Testing and improvement
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