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Research-based guidelines for computer-based instruction development by Overbaugh

Discussion questions:

1. In the first domain, the instructional set, Overbaugh describes orienting activities and their affect on motivation.  He asserts that presenting an overview of the lesson reduces anxiety and “allows learners to judge whether the goals are obtainable and worth working toward.” (3)  With this in mind, how would a designer create an orienting activity such that students of varying abilities would see the goal as obtainable?  How does one assess whether the orienting activity presents material as something worth working toward in all learners’ minds?

2. Overbaugh states that the type of feedback given should relate to the content of a lesson.  His examples are “using arbitrary point systems or money-type rewards for tasks not related to money.” (9)  Overbaugh claims that these types of unrelated feedback do not motivate students.  To what extent do you agree with this statement?  What are alternative systems of feedback that could be used that would better relate to material presented in your program?  

3. In the Learner Control section of the paper there are arguments both for and against giving control to users of a program.  Do you think learners should be given the ability to control program sequence?  What factors affect this decision?  Do you agree with Overbaugh’s statement “learner-control should be incorporated into the various elaboration strategies whenever possible, but only when the learners are properly instructed in the effective use of control strategies”? (10)

4. Overbaugh writes this article to help educators develop educational software.  In general, do his suggestions and comments create a comprehensive guide that enables educators to design effective learning software?  

