Learning Goal #1: Demonstrates understanding of various theories and concepts that inform the practice of instructional design and learning technologies (ID&LT).

· Connects relevant and appropriate theory to design practices.
· Explains clearly, substantively, and appropriately connections between theory and practice.

Learning Theories

Prior to my joining the Masters of Education program, my teaching/training experiences involved mostly step-by-step instruction where I taught and the students absorbed. My first experience was teaching a Television Equipment Practicum class at Columbia College in Chicago. The objective of this course was to teach the students the use of five basic pieces of equipment in the television studio. Students were assessed on how well they performed the steps I gave them and how well they understood the terms involved. More recently, my teaching experience has included training faculty and staff on various pieces of software such as PowerPoint, Blackboard and Wimba here at Southern Illinois University Edwardsville.   The objectives of these training sessions are to bring the faculty and staff up-to-speed on software they use in their jobs. Attendees were not formally assessed on their knowledge or skills before leaving the training session. 
In EPFR 515, I learned about behaviorism and constructivism and how they relate to childhood education. In IT 500, I also learned behaviorism, constructivism and cognitivism and how they relate to education in general. In both classes the major theories and learning strategies have brought me to a greater understanding of the teaching and learning process.

Behaviorism
Behaviorism theory states that learning puts no emphasis on thought. It consists of an action and reaction.  Students learn by repetition and when they have the action memorized, learning is complete. Behaviorism works well for situations where simple actions and rote memorization is necessary. My teaching the Television Equipment Practicum class falls squarely under the behaviorism theory although I did not know I was using Behaviorism at the time. In one lesson, students were expected to learn how to use the audio board. The students learned which channels were for microphones, which were for music and which were for the audio from video tapes. Students would learn how to set the audio levels, read the audio meter, and adjust the audio balance. As the instructor, I would demonstrate the different settings and effects of the audio board for different types of scenarios, such as news, talk show or live musical performances. Students were assessed on how well they could memorize the terms and the settings as I taught them. Students were given a scenario such as a talk show with host and 3 guests. The students were to identify which channels held the mics, music, and audio and operate the board with my commands as the director.  There was little thought processes or cognitive reasoning needed as I, the director, told them what to do (open mic 1, fade out music) and they were expected to follow. If they successfully opened a mic channel or faded out the music when I asked for it, I considered them competent and the student passed the test. n future classes, student would be given the opportunity to apply this knowledge, but for this course, students just needed to show a proficiency in the use of the equipment. 
In both EPFR 515 and IT 500, B.F. Skinner’s “operant conditioning” was discussed as a learning behavior. According to Skinner, learning occurs when the behavior is changed as a result or consequence of a stimulus (Skinner, 1950). This could be positive reinforcement or negative reinforcement and is different depending upon the age of the learner. While a gold star might be reward enough for a child, an older learner may want a formal grade or job satisfaction as a reward. While creating the Design Document in IT 580, I used positive reinforcement in the Game Activity of ABC Identification Game. During the game, a random letter appears on the screen. If the child types the correct letter a big yellow smiley face appears for approval. If the child types the wrong letter, a neutral face with the audio “Try Again” appears. The idea of using a frowning face was rejected because I do not want the students to feel discouraged (negative reinforcement) by the frowning face. In IT 530, positive reinforcement was used in another game design, to teach about the Scrum method for design development. The audience for this game is adults, so the positive reinforcement had to be more meaningful to them than a smiley face. The positive reinforcement of the game is the successful completion of the project and the ability to advance to a higher level. 
In my IT 500’s Course Design Project, I chose as a topic, to develop a basic computer class for adults with no computer skills. Behaviorism is ideal for training because specific skills have to be learned before the participant can utilize the software. Skinner’s operant conditioning (Skinner, 1950) is evident in the learning activities for this project. For example, the learner must be able to use a mouse to open a file. The associated learning activity may include instructions and a practice activity to reinforce the behavior of opening the file. The learner would learn that clicking the left mouse button once will highlight the file, but clicking the left mouse button twice, will open the file. By trial and error, the learner will come to understand in order to open a file, the learner must double-click the left mouse button rather than a single click. 

Cognitivism
Cognitivism theory states thinking must be included in the learning process. In IT 500, we looked at David Krathwohl’s revision of Bloom’s Taxonomy of Higher Learning where he replaced the nouns of the cognitive domain: Knowledge, Comprehension, Application, Analysis, and Synthesis, with the verbs, Remember, Understand, Apply, Analyze, and Evaluate. (Krathwohl, 2002).  The verbs allow us to create learning objectives that are across the spectrum of categories rather than the often used lower cognitive process of knowledge and comprehension to incorporate thinking categories of apply, analyze and evaluate. 
In IT 430 I used the cognitive domain of Understand and Apply.  I created a PowerPoint presentation defining the control surfaces of an aircraft and how those surfaces are used in flight. The presentation begins with the definitions and locations of the control surfaces are and how they work on an aircraft. To use the Cognitivism theory, I took the presentation one step beyond the definitions and applied the knowledge. The presentation explains how these control surfaces are used in flight. It is not enough to know that the elevator makes the plane go up and down, but apply that knowledge to make the plane take off. The air reflecting off of the elevator pushes the tail down, causing the plane to go up.  Putting the definitions together with the movements of the control surfaces allows the student to better understand the cause (elevator up) with the effect (plane rises). 
In IT 530, I used the cognitive domain of Application. I created a game design document for the Scrum framework for project management. The game was designed to teach a project leader how to work in the Scrum framework while role-playing the various positions. The player begins with the introduction level where he/she learns about the terms, definitions and the roles of Scrum. While this level would follow Behaviorist theory, then next level would follow Cognitivism theory.  The player can select to be part of the Development Team, the Product Owner or the Scrum Master within the level. Each position provides an insight into what that role would be like when interacting with the other roles. Role playing is one way to apply what was learned to develop real-life situations without the fear of failure.  The player would use the information they learned from Level 1 and apply it to the role he/she was playing. 
In IT 510, I used the cognitive domain of Apply. I work with a Boy Scouts Merit Badge councilor on his presentation for the Aviation Merit Badge. I used the aviation charts topic for my final project. While some of the activities required the definitions and identification of Behaviorism (recall the emergency frequency or identify the icon for obstacles), some of the activities require the student to apply previously learned knowledge to answer a question. For example, students learned in a previous question how to identify an airport with fuel on an aeronautical chart, what icon represents fuel sold at an airport. Students also learned to identify runway length and direction, and landmark icons. The students then applied that knowledge to determine a suitable alternative airport in the case of emergency due to low fuel or low visibility.  Students were shown a section of the chart with several suitable and unsuitable airports listed. The students would have to identify which airports were suitable to land (with fuel available and no major obstacles). Students have to apply what they have learned to a real-world situation to arrive at a solution. 

Constructivism
Constructivism theory states that the individual interprets every object and event and constructs his or her own meaning for a deeper understanding of the subject matter. Every learner is different based on his/her own experiences because they apply those factors into learning. What works for one student may not work for another student. 
In IT 580, my final project was to create an interactive website for the children at SIUE’s Early Childhood Center with interactive games and activities. My partner and I based the Scavenger Hunt activity on the Constructivism theory. The child would gather information by answering a question asked by the avatar. Each answer would lead the child to a different screen with another question.  The child would use this information, plus additional information given by the avatar to solve the problem or mystery.  This activity uses the student’s existing knowledge and new knowledge gained from other sources to make decisions. Each child has different experiences and decisions that will lead to a different outcome each time the game is played. 
It my IT 530 project for Scrum Project Management, the third level of the game would follow the Constructivism theory in as the player will bring real world experiences of a manager into the new world of Scrum Project Management. Players would have learned terms and roles in level one and gained some insight as to how those roles interact with the other character roles in level two. Level three would have the player apply what they have learned about the roles of the Scrum team and act as the Scrum Master. Since the game is targeted toward production managers, the player would be expected to apply management knowledge from their world experience to the roles set in the game construct a new role. Learning will be achieved when the player combines the real world experiences with the new role of Scrum Master.

Adult Learning
In my job as an Instructional Designer for SIUE, I find that the Adult Learning theory one of the most essential theories to understand while working with faculty and students. Adult learners bring various backgrounds to class. While working on my IT 500 project, teaching adult learners how to use the computer, I read an interesting article “Education Techniques for Lifelong Learners” by Jannette Collins. She states that the teacher of adults need to understand the adult learners’ experiences and help them see the connection between what they know and what is being taught, “…teachers of adults should begin educational sessions by finding out what the adults already know about the topic” (Collins, 2004).   Collins suggests that one strategy is to ask the learners “what they already KNOW about the topic, what they WANT to learn about the topic and (at the end of the session) what they did LEARN about the topic” (Collins, 2004).  This strategy is critical for the assessment stage for my project of teaching adult learners how to use the computer. Although they may profess that they don’t know anything about the computer, in this day and age, they probably can identify the difference between a monitor and a keyboard. But to assume that the students have this knowledge could critically set back a student that doesn’t know this information. Surveying the students ahead of time to find out what they know, what they want to learn would help set the agenda for the class. Likewise, teaching something that the learner already understands is a waste of time and can frustrate the learner. A survey before class begins or before they attend the class would help me prepare the materials and subjects to cover.
Also in IT 500, in the literature review, “The New Distance Learning: Changing Perceptions of Adult Learning Theory and Changing Minds in Academia,” John David Royer identifies several key characteristics of adult learners as self-directed, practical, desire respect and value (Royer, 2007). Royer says of adult learners: “by taking an active role in his or her learning experience, an adult grasps concepts better, and is able to implement what is learned faster” (Royer, 2007). Both Collins and Royer identify that adult learners want to be a part of the teaching-learning process and not just the learners. This is an important concept to remember when developing educational materials and assessments for adults. An adult learner must make a connection with the material for the learning to be meaningful and the assessments must be authentic to be worthwhile. 
As an instructor of an adult learner, one must also respect the learners as individuals. Understand that many have other commitments, such as a job and family, and those commitments must be taken into consideration when planning activities and the time to complete the activities. Adult learners are adults, not children. Adult learners see their instructor as a peer, not a superior. Royer compares the “instructor is less a teacher and more of a moderator or facilitator.” An instructor must never talk down to a learner or make them feel stupid because the learner does not have the knowledge or understanding. This is probably one of the most difficult aspects of teaching adults. When one is an expert at a subject, especially a commonly known and used subject like computers, it is very easy to assume knowledge and talk above the heads of the learners. An instructor might believe that the material is “dummied down” only to find that the learner really doesn’t know that a mouse has to be plugged into the computer and not the monitor!

Lessons Learned
One lesson I learned in regards to Learning Theories is that I do not need to rely solely on one theory. I started my Course Design Project in IT 500 with Behaviorism, I later included elements of Cognitivism, such as Problem-Based Learning, because real-life problem solving is essential for the students to reach a higher level of thinking. Computer users can learn how to save or retrieve a file, but if they are given a real-world problem to solve, the resulting knowledge will assist them later when a similar trouble-shooting incident occurs.  In IT 580, my final project incorporated Behaviorism in some of the online games, especially the “do” activities for the younger children where they have to match letters. Also in the same project, I used Cognitivism for older children to incorporate the games that requiring problem solving and puzzles. 
In IT 500, one of my classmates chose to teach chess moves as his Course Design Project. This student chose Constructivism as his approach to designing his project based on the four characteristics “that the student creates a unique understanding of the content, new learning depends on the context, social interaction is of upmost importance, and learning should be based on authentic tasks.” (Josh Marshall - discussion posting Feb 12, 2011). We were to challenge a classmate’s theory with one of the other major theories. Since chess is a game of individual moves, I suggested that he looks at Behaviorism as a theory. After all, a player moves his/her piece (consequence) based on the move of his/her opponent’s move (stimulus). At least that was how I played chess. Dr. Knowlton added that he knew of a chess student that was forced to memorize famous chess games. That set me thinking that although the initial moves and rules would be Behaviorist, I responded “the next step would have to be for the student to learn WHY those strategies were used and why or why did they not work. I've heard that the strategies used in chess are like those used in battle and to identify your opponent's straights and weaknesses is also a strategy, and this is where one of the characteristics of Constructivism comes into play: the social aspect of the game. If you know your opponent, you have a better chance to design your strategy to beat him/her.” 
Another lesson learned is that what works with one student, may not work with another and that the theories you choose have to reflect who you are working with and why. In my IT 580 project, developing an interactive website for children, activities for younger children will be more Behaviorist. A child learning the alphabet will select the correct key on the keyboard that matches the letter on the screen. The child is rewarded with a smiley face on the screen. Activities for an older child, that is capable of higher thinking, will be more Constructive in nature since the older child has more experiences to rely on, is more social and wants the activities to mean something. 
Adult learners want to learn from authentic experiences in education. I guess that’s not a surprise. I’m an adult learner and I want to learn something that is meaningful to me and not a waste of time. In IT 500, I created a design document for a course on Basic Computer Skills for Adults. It is intended to teach adults with little to no computer skills how to navigate and use the basic features of a computer. This includes authentic real-world activities that they encounter every time they use a computer. While designing behavioristic skills is important, Adult learners need to have a reason to learn these skills. Cognitivist activities give a purpose and better understanding to the learning. 
In my final project for IT 540 I created a module for a course to teach the skills needed to be an online instructor. It will be critical to include not only Cognitivist activities such as understanding the differences between Online Myths and Reality, but also Constructivist activities where they create course objectives and authentic assessments from those objectives. As these will be adult learners, it will be essential to have the learner include their own experiences as a traditional teacher combined with what they learn to make the course interesting and authentic. One way to combine their experiences with what they learn is to ask them to take an activity from their traditional class and re-create it for the online class, using the principles within the unit. This will give the learner the opportunity to look at what they did in the past and make it work online.  My plan is to expand this project for my final project for the Masters of Education program and have several learners complete the course. 
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Learning Theories

Goal 1: Demonstrates understanding of various theories and concepts that inform the practice of instructional design and learning technologies (ID&LT).

Sub-goal 1: Identify and describe several theories and/or concepts that have informed your design projects. In particular, explain why these theories/concepts are meaningful to you. (You will be expected to cite at least one source per theory/concept to support your description.)  

Sub-goal 2: Describe how you have utilized these theories/concepts in your designs (or how you could have used them in your design). Specifically provide evidence from your design projects that show you have made design decisions that are grounded in the theories/concepts you have mentioned in Goal 1, sub-goal 1 above. (You will be expected to cite at least one source per theory/concept to support your description.)

Theories

· Constructivism
· Cognitivism
· Behaviorism
GOAL 1 - Demonstrates understanding of various theories and concepts that inform the practice of instructional design and learning technologies (ID&LT).
Discuss learning theories - this basically includes any reading from IT500.  For example:  PBL, Situated cognition, clark vs. kozma, assessments, rubrics...

From IT510, I could show and discuss any portion of the MRK model, such as mager objectives, storyboard, generative strategies, etc.

First -- prove that I understand the concept.  For example: Constructivism - (content could potentially be copied and pasted straight from the IT500 message boards).  

Then -- describe how I used a concept in one of my projects.  If I did not use the concept, describe how it could have been used.  For example: In IT510 I created a beekeeping project.  I did not use situated cognition.  If I had used situated cognition.....(describe how SC would have changed my project).

Discuss at least three theories for goal 1.  Each theory will probably be at least two well-formed paragraphs.

Knowlton’s “Constructivists Taxonomy of Learning through Asynchronous Discussion” helped with knowing out level of thinking while creating discussion postings. 

Learned: Switch between theories, apply more than one

Peer assessment – Discussion Board: Learning Theory and Your Projects

Problem Based learning – trouble shooting problems. 

IT 486 – Web Design for Instructions

IT 500 – Principles of Instructional Technology 

IT 580 – Design of Interactive Learning Environments

IT 596 – Design Studio 1

EPFR 501 – Research Methods

EPFR 515 – Issues in Learning Theory (Ed PSYC)
EPFR 520 – Analysis of Educational Issues: Philosophical-Historical Foundations

