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Instructional Design

* The creation of “instructional experiences which
make the acquisition of knowledge and skill more
efficient, effective, and appealing.” (Merrill et al. 1996)

e Studies:

— Learning processes and individual learning styles
— Curriculum design

— Motivation theory

— Learning outcomes and assessment methods

— Instructional and educational technology
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Gagne’s Events of Instruction (1965)

* Shares the behaviourist appraoch
* Focuses on learning outcomes

* Design process:
— Define overall goals and learning objectives
— Implement the nine events
— Adapt to fit content and student backgrounds



)| GAIN ATTENTION

Present a new problem or scenario o pigue
nferest and grab the learmers” attention.
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| GAIN ATTENTION

Present a new problem or seenario to pioue
nferest and grab the learmers” attention.

 Examples:
— Stimulate via novelty, uncertainty, surprise
— Pose thought-provoking questions
— Have students pose questions to each other
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— Stimulate via novelty, uncertainty, surprise <o,
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DESCRIBE THE OBTECTIVE [

Inform the learner about what they wil b
able 1o accomplish and how they Wil JSG ihe

knowledge gained
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DESCRIBE THE OBTECTIVE B/

Inform the learner about what they wil b
able 1o accomplish and how they wil JSG the

knowledge gained.

 Examples:
— Describe required performance
— Describe criteria for standard performance
— Learner establishes criteria for performance
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DESCRIBE THE OBTECTIVE B/

Inform the learner about what they wil b
able 1o accomplish and how they wil JS@ the
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 Examples: %,

— Describe required performance .'
— Describe criteria for standard performance

— Learner establishes criteria for performance
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STIMULATE RECALL OF

PRIOR KNOWLEDGE

Remind learners of related information ana
Knowledge they dlready have 10 help them
pulld on previous knowledge and skills.
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STIMULATE RECALL OF

PRIOR KNOWLEDGE

Remind learners of related information and
Knowledge they dlready have 10 help them
pulld on previous knowledge ond skils.

 Examples:
— Ask questions about previous learning

— Ask students about their understanding of
previous concepts
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ould on previous knowledge and
In a game?

O
 Examples: %

— Ask questions about previous learning .'

— Ask students about their understanding of
previous concepts
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PRESENT THE MATERIAL [0~

Present ine material through text, words,
mages, sounds and simulations. Present In
small ‘chunks” 1o avoid iInformation overioad.
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PRESENT THE MATERIAL [ |

Present ihe material through text, words,
Images, sounas and simulafions. Present In
small ‘chunks” to avoid information overload

 Examples:
— Present vocabulary
— Present examples
— Present multiple versions of the same content
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— Present vocabulary .'
— Present examples

— Present multiple versions of the same conten

Mobile Educational Games - B. Hui © 2015



o] PROVIDE LEARNER GUIDANCE

Provide guidance strafegies like examples,
0ase sfudies, andogies and mnemonics 10
help learmers store iInformafion long-ferm.
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] PROVIDE LEARNER GUIDANCE

Provide guidance strafegies like examples,
0ase sfudies, andogies and mnemonics 10
help learners store information long-ferm.

 Examples:
— Provide support as needed (scaffolding)
— Model a variety of learning strategies
— Use examples and non-examples
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] PROVIDE LEARNER GUIDANCE
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— Provide support as needed (scaffolding) .'
— Model a variety of learning strategies

— Use examples and non-examples
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ELICIT PERFORMANCE (PRACTICE 6

Alow learners to practice the new skill or
pbenavior. This provides an opporiunity for
learners 1o confirm thelr understanding.
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ELICIT PERFORMANCE (PRACTICE) 6

Alow learners to practice the new skill or
penavior. This provides an opportunity for
learners o confirm their understanding.

 Examples:
— Elicit recall activities
— Facilitate student elaborations
— Help students integrate new knowledge
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ELICIT PERFORMANCE (PRACTICE) 6

Allow learners to praciice the new skill or
Pehavior. This provides an opporfunity for

learners 1o confirm thelr underst@
In a game?

O
 Examples: %,

— Elicit recall activities .'
— Facilitate student elaborations

— Help students integrate new knowledge
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¥/ PROVIDE FEEDBACK

Provide learmers with  specific and immediate
feedback. Explain the why not just ‘you're
wrong' or “‘youre right.
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¥/ PROVIDE FEEDBACK

Provide leamers with specific and immediate
feedback. Explain the why not just “youre
Wrong' or “youre right”.

 Examples:

— Provide confirmatory feedback
— Give corrective and remedial feedback
— Ensure feedback is informative
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ASSESS PERFORMANCE !

Test the learners 1o determine If the lesson
has been learned
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ASSESS PERFORMANCE [ o

Test the learners 10 determine If the lesson
has been learmned.

 Examples:
— Pre/post test of required knowledge
— Embed questions throughout instruction
— Include objective performance measures
— Show comparative/normative performance levels
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ASSESS PERFORMANCE [ o

Test the learners 10 determine If the lesson
has been learmned.

?
* Examples:

— Pre/post test of required knowledge 0,

— Embed questions throughout instruction _'
— Include objective performance measures

— Show comparative/normative performance
levels
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® | ENHANCE RETENTION & TRANSFER

Provide the learners with aaditional practice
ond materials (job-aids, follow-up fest), review
ine lesson with them.

Mobile Educational Games - B. Hui © 2015



® | ENHANCE RETENTION & TRANSFER

Provide the learners with addiional praciice
ond materials (job-aids, follow-up fest), review
ine lesson with them.

 Examples:

— Paraphrase content

— Use metaphors

— Create outlines to help internalize new material
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Provide the learners with addiional praciice
ond materials (job-aids, folow-up test), review

ine lesson with them.
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— Create outlines to help internalize new
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Summary of events

Elicit performance (practice)
Provide feedback

Assess performance

Enhance retention & transfer

. Gain attention
. Describe the objective

—

Relevant to
our project

Relevant to
our project
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Summary of events

Gain attention

Describe the objective

Stimulate recall of prior knowledge\
Present new material

Applicable
~— to software

Provide learner guidance -
Elicit performance (practice)

Provide feedback

Assess performance

Enhance retention & transfer

that teaches



Framework Comparison
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Higher Order Thinking Skills
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Evaluating
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Lower Order Thinking Skills
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Framework Comparison

Enhance retention & transfer Higher Order Thinking Skills
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Gain attention

Combine to develop engaging and meaningful activities

Mobile Educational Games - B. Hui © 2015 36



Batman Meets Gagne

* Research paper on application of Gagne’s 9
events in commercial games

* See separate notes



Design Activity

* How should game activities be designed to
model these nine events in conjunction with
the Bloom’s taxonomy?

— Retrieve activities from last class
— Unfold them: what will the user experience be?

* Sequential story
* Screenshots or text bullet points

— Insert at least 3 of the “9 events”
— Submit by end of class



