GAGNE’S NINE STEPS OF
INSTRUCTION

Gain attention — This
works great in e-learning.
Use of animation, audio,
graphics, and etc. make
this any easy task. The
important thing is to tie it
to the content and to
“stimulate learning” of the
subject at hand. Do not
just get the learners’
attention, but get them
curious and motivated to
learn about the
subject/skill your course
addresses.

Inform learners of the objectives/direction — | always include objectives.
Learners should, and want to, know what they are going to learn, but do not
include objectives as written in your course design plan; they’re very dry and
boring that way. State them as if you were face to face with the learners. If your
course has characters, let them tell the learners what they will learn and what to
expect.
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4. Present the content - This does not mean shifting into page-turner mode. Keep it
interactive. This can include using a character and story to deliver the content,
breaking it up with questions and input from the learner, games, branching
scenarios/sims, etc. ) | also like to use

> interactive Flash

animation to put
emphasis on the
content and to allow
practice and

application of the new
\ skill or knowledge.
FYI: Typically the
following
feedback
levels (5-7)
will be
incorporated
into the
“present the
content” event.




5. Provide learning guidance - This is an opportunity for the learner to apply the
learned knowledge or skill, but with guidance. A good example is a simulation.
Whether a software sim or a soft skill branching sim, it should have sound

instruction/directions and
feedback for incorrect choices or
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function. This will still not provide
immediate guidance, but is an alternative if the course’s feedback is not enough.
Another reason that course evaluation and redesign is important.

6. Elicit performance -
Allow the learners to
practice the new skill.
An interactive exercise
or a simulation.
Remember, this event
does not require as
much guidance as the
prior event. They
should be at the point
where they can apply
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the skills and wish to practice those skills. For example, a software sim in a “try
me” mode, but with little are no instruction. Feedback can be provided, but
more likely at the end of the event. This is an opportunity for the learners to
confirm their understanding of the content and a chance to practice and increase
the likelihood of retaining information.




7. Provide Feedback - For e-
learning courses, feedback is
folded into the 2 prior
events/feedback levels.

8. Assess performance — With very few exceptions, | include an assessment at the
end of the course (switching events steps 8 and 9). | will include feedback for
both correct and incorrect answers. For correct answers | may provide some
additional pertinent information, which may boost retention. And for incorrect
answers | will provide feedback that provides information on why their answer is
incorrect and, if appropriate, what the correct answer is and why. If the content
involves software | may
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9. Enhance retention and transfer (closure)- Prior to the assessment | will provide
a conclusion. | highlight and review important elements of the content and re-
affirm if the course objectives were met. | will also discuss how this new
knowledge or skill will be used in the workplace. This is also an opportunity to
provide review questions prior to launching an assessment (event 8).

http://elearningcyclops.wordpress.com/2009/01/29/using-gagnes-9-events-of-learning-
in-e-learning/




