Making It All Interactive

I nteractive

implementation.

nteractive video and com-

puter-assisted instructional

technologies have captured
the attention and imagination of
many trainers. It is important for
those of us who design training
programs to remember that in-
teractive materials need interac-
tive instructional design in order
to be effective.

The instructional design system
presented here is interactive in
three senses of the word: It en-
courages and assists the develop-
ment of interactive presentation
systems; it incor porates interac-
tion in the design model by hav-
ing a wide variety of people par-
ticipate on a design team; and
the system itself is accessed via a
microcomputer-based tutorial
that leads the designer step by
step through the design stages.

The idea for the participatory
design model originated during
work on a series of ethnic studies
videotapes funded by the U.S.
Office of Education in 1977-1978
and produced at the University
of Maryland's Educational
Technology Center. The objective
was to develop curriculum
materials by and on Southern
and Eastern European-American
ethnics in the U.S.

Many of the ethnics we worked
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with believed that their groups
had been stereotyped and
misrepresented by the media and
the educational system; they said
that documentaries had made
them objects rather than sub-
jects. Much of our work involved
developing strategies for in-
tegrating the views of the
ethnics themselves (the real ex-
perts) with the recommendations
of the project's instructional
designers, media producers, cur-
riculum experts, teachers and
ethnic studies scholars.

The result was a new instruc-
tional design model that focuses
on team program development by
identifying and representing the
views of programs
constituencies.

The model

When we tried using typical in-
structional design models with

of an interactive
in concept,

training
design and

the development team, it became
clear that design processes do
not necessarily follow the se-
guences outlined in flowcharts.
Real-life projects tend to start in
the middle and work their way
backward and forward through
design stages. We also exper-
ienced a good deal of disagree-
ment, as well as consensus,
among team members concerning
the selection and treatment of
program concepts.

Rather than treating these
phenomena as deviations from
the ideal, the participatory
design model we developed
acknowledges these occurrences
as positive steps through which
every project proceeds.

Figure 1is a representation of
the model. Although ideally the
process flows from top to bot-
tom, the model acknowledges
that many recursions through the

Figure 1. An Interactive Instructional Design M odel
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steps occur in real projects.

_The first step is to identify the
need for an instructional pro-
gram and, in the process, discern
the underlying problems con-
tributing to the need. Next isthe
important, innovative stage in
which the principal designer iden-
tifies the constituency for the
program and forms a design
team. This team usually consists
of media and curriculum develop-
ment experts, instructors,
members of the proposed au-
dience and content experts.

The team develops behavioral
objectives and arranges them in
a learning hierarchy. Then they
analyze the audience and the in-
structional setting to determine
how they affect the program's
content and format. The team
examines media and content ex-
amples concurrently, since these
two concerns directly affect each
other. For example, certain con-
tent demands certain kinds of
media: Teaching complex
psychomotor tasks requires not
only moving visuals in the in-
struction, but also an opportunity
for active practice. Likewise, cer-
tain media impose technical re-
guirements which, in turn, limit
the examples that appropriately
can be used. Once possible
techniques have been identified,
they are "filtered" through the
criteria of the stated objectives,
team input and budgetary and
other practical constraints.

After this design work come
the scripting, pre-production and
production stages. The program
is evaluated both formatively
(during the various stages of pro-
duction) and summatively (in its
final form). Feedback from the
evaluation contributes to further
refinement of the product.

This model has been employed
successfully in content areas far
removed from ethnic studies.
Bank teller training, sign
language training, sales training
for Xerox Corporation and
technical training for Reliance
Electric, among others, have
used the model.

Unfortunately, stereotyping
and inaccuracies are com-
monplace in industrial training;

While supporting the concept of interactivity the microcomputer tutorial
helps the designer understand the model and develop effective instruc-
tional materials. This screen introduces the sequence that helps the
designer select the best media for the training program's audience and
objectives.

training managers and program
producers often are quite remov-
ed from the end-user. This lack
of communication and knowledge
can lead to the development of
materials that, although strictly
correct in content, are so foreign
to the end-user in style,
vocabulary and scene and
character development that they
are ineffective.

Training designers to use
the model

We have found it useful to pre-
sent and work with this model
using a microcomputer tutorial.
The tutorial, programmed in Ap-
ple Pilot, which is specifically
designed to facilitate the develop-
ment of computer-assisted in-
struction, helps the designer
understand the model and
develop effective instructional
materials.

The microcomputer's branching
capabilities allow each designer
to benefit from an individualized
explanation. By gradually helping
the designer define the project's
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topic, audience, objectives and
other factors, the microcomputer
program explains the model in
terms of the designer's specific
project (see illustrations on this
page and page 42 for examples).

If the designer reaches an im-
passe, he or she can access
"help" screens or branches con-
taining in-depth material. In this
way, each person is presented
only with pertinent information
and questions. Data banks of
definitions, examples, media re-
qguirements and capabilities and
so forth can be incorporated into
the program.

This interactive design system
is being taught in college courses
in corporate and organizational
media as well as in professional
seminars and consultations with
trainers, teachers and media pro-
ducers. For example, it is incor-
porated as a simulation exercise
in Ithaca College's undergraduate
survey course, Theories of Com-
munications Media, and in an
upper-level course, Interactive
Video.




Addressing the designer by name (the computer and the designer " meet'
during thefirst few steps of the tutorial), this screen tells the designer
how to use the media list and criteria to narrow down the appropriate
choices.

By answering the questions that appear one at a time at the bottom of
the screen, the designer (with the help of information stored in the com-
puter concerning good media selection criteria) gradually eliminates
possibilities from the media list at the top of the screen.
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The system has also been used
successfully in coaching ex-
perienced trainers through the
participatory design model. Com-
panion programs on developing
good multiple-choice questions
and on understanding and
developing computer-based in-
struction have been produced and
are being used with the design
system program.

This technology serves as an
appealing, motivating, efficient
means of guiding the decision-
making process and recording
strategic information as the
design process proceeds. It pro-
motes familiarity with the new
interactive technologies and in-
structional approaches for
teachers of trainers. Most impor-
tant, the technology reinforces
the concept of interactive learn-
ing and contributes to the goal of
an integrated, interactive instruc-
tional design system. g
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