BLENDED LEARNING STRATEGIES

Instructions

1.
2.

View the demonstration.

Use the job aid

¢ Note an ILS strategy you saw
¢ Note how you'd apply the strategy given a smaller budget

e Note how you'd apply the strategy given a larger budget

3. Break into groups of 2-4 people.

4. Share your results.

5. After 15 minutes, we’ll debrief.

Strategy Rationale Potential Approaches Your Own Efforts
1. Train the whole » Part-to-whole sequencing for learning Multiple experiences
task simple tasks .
Know your place in the ballpark
» Whole-to-part sequencing for learning o
Facilitate recall
complex ones
»  Make the » Problem solving is goal based Specify what “winning” means
terminal goal > Goals are often invisible Match feedback to what exemplars do
explicit
3 Don't over- > Start, calibrate effort, or persist (Clark, S’Far.t with a prototypical degree of
Junder-simplify 2006) difficulty
» Attention, relevance, satisfaction, Increase diversity and complexity
confidence (Keller, 1987) . )
Prototype and usability test to fine-tune
complexity and pacing
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’ Rationale

’ Potential Approaches

Your Own Efforts

Strategy
4 Keep the » Match the simulation and the job closely | » Exemplar performance
simulation > Rules of game = rules of thumb
authentic
» Time constraints
» Limited access to information
» Perceived criticality
5. Provide » Training wheels > Demonstrations that provide guidance
scaffolding for about what is hard
domain- specific ) .
. » Access to information
problem solving
» Fading scaffolding for the assessment
» Supporting experts
6. Useashort/long | » Too many choices are bad for novices » Linear to increasingly open-ended
leash progression . simulations
» Exemplary performance is about
making smart choices » Computer- or expert-mediated assessment
and feedback
7. Help learners > We remember and apply what we » Formal planning before starting
index experiences encode . .
» Time outs during
to apply them .
| > Learners need help encoding ) ) )
ater > After-action reviews following
» Change the surface features
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