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1. Is the courseware presented in the context of real world problems?

a. Does the courseware show learners the task they will be able to do or the problem they will be able to solve as a result of completing a module or course?

b. Are students engaged at the problem or task level not just the operation or action levels?

c. Does the courseware involve a progression of problems rather than a single problem?

2. Does the courseware attempt to activate relevant prior knowledge or experience?

a.  Does the courseware direct learners to recall, relate, describe, or apply knowledge from relevant past experience that can be used as a foundation for new knowledge?

b. Does the courseware provide relevant experience that can be used as a foundation for the new knowledge?

c. If learners already know some of the content are they given an opportunity to demonstrate their previously acquired knowledge or skill.

3. Does the courseware demonstrate (show examples) of what is to be learned rather than merely tell information about what is to be learned?

a. Are the demonstrations (examples) consistent with the content being taught?

(1) Examples and non-examples for concepts?

(2) Demonstrations for procedures?

(3) Visualizations for processes?

(4) Modeling for behavior?

b. Are at least some of the following learner guidance techniques employed?

(1) Learners are directed to relevant information?

(2) Multiple representations are used for the demonstrations?

(3) Multiple demonstrations are explicitly compared?

c. Is media relevant to the content and used to enhance learning?

4. Do learners have an opportunity to practice and apply their newly acquired knowledge or skill?

a. Are the application (practice) and the posttest consistent with the stated or implied objectives?4

(1) Information-about practice requires learners to recall or recognize information.

(2) Parts-of practice requires the learners to locate, name, and/or describe each part.

(3) Kinds-of practice requires learners to identify new examples of each kind.

(4) How-to practice requires learners to do the procedure.

(5) What-happens practice requires learners to predict a consequence of a process given conditions, or to find faulted conditions given an unexpected consequence.

a. Does the courseware require learners to use new knowledge or skill to solve a varied sequence of problems and do learners receive corrective feedback on their performance?

5. Does the courseware provide techniques that encourage learners to integrate (transfer) the new knowledge or skill into their everyday life?

a. Does the courseware provide an opportunity for learners to publicly demonstrate their new knowledge or skill?

b. Does the courseware provide an opportunity for learners to reflect-on, discuss, and defend their new knowledge or skill?

c. Does the courseware provide an opportunity for learners to create, invent, or explore new and personal ways to use their new knowledge or skill?

