METHODS OF INSTRUCTION

Demonstration-Performance:
Learners observe the performance of the target 




task and rehearse it under controlled conditions.

Interactive Lecture:
Learners listen to an oral presentation and participate by asking questions, commenting, or responding to instructor questions.

Guided Discussion:


Learners discuss issues to share knowledge, 





opinions and feelings about the subject matter. A






facilitator guides and mediates the exchange

Study Assignment:
Learners read prepared material, complete accompanying exercises and receive feedback.

Self-study:
Learners receive instructional materials and work through them independently. Feedback is provided within the instructional package.

Game:
A participative and challenging activity for a single participant or a group of learners. Games include conflict, rules and a means for determining a winner or winners.

Simulation:
Learners interact with a simplified and dynamic representation of a system. (A simulator 
is an apparatus built to run the simulation).

In-basket Exercise:
A type of simulation in which learners respond to variety of memos, directives, messages that re-create a job-specific scenario. Interruptions, emergencies and random events are usually factored into the exercise.

Role play:
Learners play defined roles in a scenario designed to reflect the conditions of the target performance. An observer provides feedback.

Behaviour Modelling:
Learners acquire new behaviours by observing live or video models and then rehearsing the behaviours.

Case Study:
Learners respond to the description of a scenario related to the target performance, examining the facts and incidents of the case, to critically analyse them and develop solutions.

Tutorial:
Instructor works directly with an individual to ensure the successful completion of learning activities.

Field Trip:
Course members observe actual performance of tasks that were learned in class.

Peer Learning:
Structured materials are provided to learners who then teach their peers using the materials

On-job-training (OJT):
Learners receive objectives and guidelines from the training group and are released to the job. Job super-visors monitor their progress and ensure skilled workers are available to provide guidance.

INSTRUCTIONAL AIDS
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' Leammg actlv!tles are
conducted in person, usually
in a classroom, lab or other
suitably equipped facility.

" effective when complex - o
interaction between

instructors and learners is
critical

effective for highly
variable, complex content,
and for feedback that
requires an expert
accommodates role
modelling ‘
accommodates learner-to-
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accommodates lecture,

~ simulations and role plays

caompetent instructor can’

“overcome instructional and
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Print

Refers to textual and/or

graphical material designed to

both transmit content and

_initiate learning activities

may be transmitted on
paper of electronically

“excellent for self-paced

manuals and

_documentation

excellent for graphics

“portable

relatively i nnexpensnve to
produce
can be widely distributed

requires good reading
skills' . '

cannot analyze complex
learner responses
cannot provide precise,
individualized feedback
requires well-motivated
learners

Videotape

Provides sound and moving
images in a linear format.
Usually more effective when
short and produced at -
commercial quality levels.

“can be motivational for

short periods of time

effective for overviews and

explaining complex:
messages

" can model complex

interpersonal behaviours
or visually complex subject

- matter such as equnpment

repair

rarely a stand-alone
medium

cannot analyse learner
responses

does not allow quick
access to specific conten
items

development cost for
commercial quality video
may be high

not easy to update, best
for stahle content
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Instruction id‘elivered through

a computer programme,
includes text and graphics,
and may run on PCs used in
office environments.

allows drill and practice
can provide tutorial

can present some
simulations (model of

- an object, process or

procedure)

allows practice of high
level skills such as
problem solving
consistent delivery
self paced, any time

“may reduce training time
- over conventional

classroom instruction
can be distributed

development can be
complex and costly
cannot analyze or judg:
complex human
interactions :
requires reading skills
requires computers
high life cycle
maintenance costs
not-easy to update, bes
for stable content
requires technical supp
requires learner suppor

Multimedia

Computer mediated training

that also includes audio, high '

level animation, and video.

same adVantages'as for
CBT

- effective for overviews and

explaining complex subject

-matter

can model complex
interpersonal behaviours
or visually complex subject
matter ' v
(equipment repair)

-accommodates learners

with lower reading skills

‘offers a greater variety of

learning activities and
resources than CBT

same as for CBT
requires high end

PCs with appropriate
capabilities and
peripherals such as
CD-ROM player
greatly increased
development time and
costs

high fixed costs
cannot analyse or
judge complex human
interactions

Web Based
Training (WBT)

A variation on CBT in which
instructional materials are

accessed through the Internet

or an intranet.

same advantages as CBT
timely and transparent
updates -

wide distribution

s no-cost distribution if

existing infrastructure is
used

delivery speed can be
slow

may conflict with
operational use of intran
access constrained-by
access to Internet/intran

Audioe Conference

Also known as

-teleconferencing, refers to

digital voice-based - -
communications in which
participants are linked by
telephone.

relatively inexpensive and
easytouse .

can permit real time -
instructor/learner and
learner/learner interaction
good supplement to other
forms of instruction

useful when discussion
and consensus building is

~ part of the instructional

strategy

instructor and learners
cannot see each other
no visuals (unless pre-
packaged and distribute
scheduling over time
zones may be difficult
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Computer
Conference

~‘Refers tao fhe transms:on of

video and voice by television
signal. Can be one-way. or

two-way

A teleconferencing technology

that supports computer-based
“textual communications, ‘

including e-mail; may be
either synchronous or
asynchronous, widely used in
education.

‘.

two-way mode comes as

- close as possible to face-
- to-face in a distance :
: settmg

realistic presentations of
people objects and

-processes . ;
- can be used for consultlng

and coaching

. cbmbines the discipline of

writing with the flexibility of

: conversatlon

powerful tool for group
communication and co-

~ operative learning across

distance

‘maintains written records
~ can accommodate input

from “visiting” experts that
would be otherwise
impossible

risk of learners avoiding
participation

interaction can be
restricted by technical
aspects

infrastructure, hardware
and technical support
requirements result in
high start-up costs

two way-limited to a smal
number of sites and
participants

requires computer and
Internet access

requires common
software

requires facilitation and
management by experts

Audio graphics

A teleconferencing technology
that supports two-way
transmission of graphics and
audio in real time, using
personal computers

suited to instruction that
contains a lot of
illustrations or notatxonal v

" information -

maintains written record

instructor and learners
cannot see each other
infrastructure, hardware
and technical support
requirements result in
high start-up costs
scheduling over time
zones may be difficult

Simulator

A special purpose device
which allows the learner to
interact in-a realistic manner

with a dynamic representation

of a system.

provides realistic practice.

- ‘avoids risks to learner,

environment, equnpment
public :

provides physical and
system feedback :

can capture information for

instructional feedback

can have jump, freeze,
record, replay capabilities

.can provide high physical
fidelity and sufficient
- system fidelity for

instruction at a fraction of
the cost of real equipment

not a stand-alone
medium: requires
instructional overlay
usually requires expert
feedback from instructor
requires hardware,
software and simulation
maintenance

may require specialized
facilities
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Re‘l Equipment

for training.
Models/mock ups/ Three dimensional devices * . presents a three
cut aways that represent real equipment dimenisional view
« e can provide-hands on
practice

e
not a stand-alone

medium: requires exper
instructors for feedback
high maintenance costs
difficult to incorporate
instructional features
without modification
high fixed cost in most
cases

only capable of low
throughputs

difficult to schedule if
weather and availability
are issues

not a stand-alone
medium: requires
presentation and
explanation by instructor
requires interaction and
feedback by instructor

static representation
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