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In addition to the common learning traits found in all 
learners, adults are often likely to display characteristics 
quite different from those of chHdren (Knowles, 1973, 
1984; Westmeyer, 1988). This is especially evident 
when adults undertake the task of learning to use 
software. These adult learning characteristics are briefly 
defined below. Keep in mind that these characteristics 
are generalizations. Each student will no doubt bring 
his or her own unique learning characteristics to the 
learning situation. As instructors, we must recognize 
these adult learning characteristics in order to bring 
about effective instruction and to help insure that 
learning takes place. 

Active-Jearner: Adult learners are usually willing to 
participate in the learning process. Given the 
opportunity and the proper incentives, they often prefer 
to be active rather than passive learners. 

Experienced-based: Adult learners bring a wide 
variety of prior educational and life experiences to a 
new learning situation. 

Expert: Adult learners can be classified as experts in 
many fields. Real~life experiences have contributed to 
their wide areas of expertise. 

Independent: Adult learners are capable of being 
more self-reliant. Adult learners operating as 
independent individuals tend to want to accomplish 
things for themselves. They are often inclined to draw 
and rely on their own personal experience and 
knowledge to seek answers to questions and to solve 
problems. 

Hands-on: Adult learners have often acquired their 
most successful skiIIs through concrete, hands-on 
experience. They often prefer to continue this practice 
of learning by doing rather than by listen ing. 

Life-centered: Adult learners are typically faced with 
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important matters in everyday life. As a result, the adult 
learner tends to focus attention on real-world situations. 

Task-centered: Adu It learners are typically more 
active in performing tasks directed toward reaching a 
goal or solving a problem. 

Problem-centered: Adult learners are more focused 
on dealing with problems they encounter in their 
particular life situation. 

SoJulion-driven: Adult learners operate in the real 
world, focus on real-life problems, and often actively 
seek out solutions to their problems. 

Value-driven: Adu It learners need to know why they 
should learn something before undertaking to learn it. 
Given the rationale for learning something, they will 
often invest considerable energy in investigating the 
increased benefits gained from the learning experience 
and the consequences of not learning it. 

Skill-seeking: Adult learners often actively seek out 
the attainment of new and improved skUls in order to 
better meet and solve real-life problems. 

Self directing: Adult learners usually perceive 
themselves to be independent and responsible for their 
own actions and have a need to be directly involved in 
planning and directing their learning activities. 

Motivation (Exlernal): Adu It learners are often 
externally motivated by such factors as better jobs, 
increased promotional opportunities, and higher 
salaries. 

Motivation (Internal): Adult learners are often 
internally motivated by such factors as self-esteem, 
recognition, confidence, career satisfaction, and the 
overall quality of life. 

Gagne, Briggs, and Wager (1988) have described 
nine events of instruction. These are activities to be 
performed by teachers in order to stimulate or facilitate 
the learning, which must occur within in the minds of 
learners. It is not mandatory for teachers always to 
perform these activities. What is essential is that the 
learners perform all the activities stimulated by these 
events of instruction. This intellectual activity can also 
be stimulated by a textbook, by computer software, by 
peers, or by the learners themselves. The important 
contribution of Gagne and his COlleagUeS is that they 
have provided a framework for diagnosing instructional 
difficulties and for verifying that intellectual activity is 
being stimulated. These instructional events can be 
regarded as a convenient checklist to help teachers and 
others design instructional units that are likely to be as 
effective as possible. Dick and Reiser (1988) have 
described strategi es for developing instructional units 
that incorporate the nine events of instruction. 

Table 1 summarizes how the characteristics of adult 
learners merge with Gagne's events of instruction. The 
rest of this article will describe how the characteristics 
of adult learners can be merged with these events of 
instruction to help facilitate instruction in software use. 
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Table 1 


Events of Instruction and 

Adult learning Characteristics 


Instructor-Events of 

Instruction 


1. 	 Gaining Attention 

2. 	 Activating Motivation 

3. 	 Stimulating recall of 
prerequisite material 

4. 	 Presenting Stimulus 
Material 

5. 	 Providing Learning 
Guidance 

Adult Learning 
Characteristics 

• Problem-centered 
• Skill-seeking 
• Task-centered 
• Value-driven 

• Active learner 
• Externally motivated 
• Internally motivated 
• Life-centered 
• Problem-centered 
• Skill-seeking 
• Task-centered 
• Value-driven 

• Experienced-based 
• Life-centered 

• Problem-centered 
• Skill-seeking 
• Value-driven 

• Active learner 
• Expert 
• Externally motivated 
• Hands-on 
• Independent 
• Internally motivated 
• Self-directing 
• Task-centered 

Instructor-Events of 

I nstruction 


6. 	 Eliciting Performance 

7. 	 Providing Feedback 

8. 	 Assessing 
Performance 

9. 	 Promoting Retention 
and Transfer 

Adult Learning 

Charaderistics 


• Externally motivated 
• Internally motivated 
• Life-centered 
• Problem-centered 
• VaJue-driven 

• Action-oriented 
• Life-centered 
• Problem-centered 
• Ski II-seeking 
• Sol ution-driven 
• Task-centered 

• Action-oriented 
• Externally motivated 
• Internally motivated 
• Life-centered 
• Problem-centered 
• Self-directing 
• Skill-seeking 
• Solution-driven 
• Value-driven 

• Action-oriented 
• Externally motivated 
• Independent 
• Internally motivated 
• Life-centered 
• Problem-centered 
• Solution-driven 
• Task-centered 
• Value-driven 

Although this article focuses on software instruction, 
many of the same guidelines could be applied to 
instrueting adults with regard to other topics as well. 

Events of Instruction 

and Software Training Examples 


1. Gaining Attention 
Before learning can begin, the learners must pay 

attention to what is being presented. One way to gain 
the learners' attention is by using multiple senses. The 
use of both sight and sound to arouse the learners' 
attention is more likely to increase interest than the use 
of sight or sound alone. 

Gaining attention overlaps with motivation, which is 
the next event of instruction. Adults are more likely to 
attend to a presentation when they believe that the 
presentation will hel p them solve a problem that they 
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care about. Therefore, a presentation is likely to catch 
the attention of the adult learners by immediately 
showing how a skill they williearn can solve significant 
problems. We can hold the learners' attention by 
arousing their curiosity and by using relevant real-life 
examples. 

Software Training Example 
To gain the attention of adult learners, give the class 

a dramatie mini-demonstration of the software product. 
Be sure the demonstration shows how learning key 
aspects of the software will help them solve significant 
problems. For example, when training a class to use 
Harvard Graphics software, create a pie or bar chart 
and print it on a color printer, if this is something that 
the learners wi" value. Perform all the steps quickly, 
efficiently, and clearly at the beginning of your 
presentation. 

2. Motivation 
Motivation is a key factor in all types of learning. 

Adult motivation is both internal and external. 
Motivation is internal to the extent that the individual 
pu rsues such factors as self-esteem,' recogn ition, 
confidence, career satisfaction, and improved overall 
quality of life. Motivation is external to the extent that 
the individual seeks such factors as better jobs, 
increased promotional opportunities, and higher 
salaries. 

It is important that instructors recognize that adults 
are often already motivated to some extent before 
instruction begins. Chances are that the learner has 
enrolled in the software training dass to gain ski Ils to 
solve a real-life problem. Because adults place value on 
learning when they perceive that the new skill or 
knowledge will improve their overall quality of life, the 
adult learner is usually willing to take an active part in 
the learning proeess by engaging in the tasks necessary 
to obtain a goal. 

It is important to provide learners with the rationale 
they need for engaging in the intended learning. Adult 
learners want to know how the newly acquired skill 
will benefit them. Since adults are life-centered, they 
tend to invest considerable energy determining the 
benefits derived from learning and the consequences of 
not learning. Another important factor is the element of 
challenge. Many motivational theories suggest that 
individuals prefer activities involving an optimal level 
of challenge. Activities should not be 50 easy and 
mundane that the learner gets bored, nor 50 difficult 
that the task seems impossible to accomplish. 

With the factors of motivation in mind it should be 
clear how important clear objectives are to the adult 
learner. These objectives should be relevant to the real 
world and clearly state the end-results or benefits of 
learning the software. It should also be apparent to the 
learner that the dass objectives are attainable. Simply 

stated, we should: 
• 	 Tell them what they will learn. 
• 	 Help them believe that these objectives are 

important. 
• 	 Convince them that with proper effort they can 

reach these goals. 
Although motivation is listed as an early step in the 

process of instruction, it must be maintained 
throughout the demonstration or course. We should 
ascertain that the learners are constantly aware that it is 
worthwhile to direct their energy toward the attainment 
of significant goals. 

Software Training Example 
One way to motivate students in a software training 

dass is to show them a finished product, produced with 
the software they are about to learn. For example, 
students attending an introductory desktop publishing 
class might be shown a well-designed, colorful 
newsletter that includes severai desktop publishing 
features. The example might include different font types 
and sizes, a unique eye-catching page layout, and 
graphics. 

3. Stimulating Recall of Prerequisite Material 
Adult learners bring to the classroom a vast amount 

of real-life experience in addition to formal education. 
As aresult, they tend to examine their own experiences 
to find solutions for new problems and situations they 
encounter. They want to test newly acquired concepts 
and skiIIs against their existing experience. 

Software instructors must not overlook the fact that 
the adult learner may bring previous software 
experience to the classroom. Much of what they know 
will lead to positive transfer-that is, it will help them 
with new learning. 

However, some prior knowledge may interfere with 
new learning. Instruetors need to use terminology or 
jargon associated with a piece of software with care. It 
is easy for learners to develop misconceptions when 
they try to relate their existing software terminology to 
the terminology of the new software. For example, 
when teaching a WordPerfect (word-processing) class 
to an experienced Microsoft Word user, the concepts of 
copying and inserting text are quite different. Unless 
the instruetor helps trainees make this distinetion, 
learners will waste time in needless confusion. 

As instructors of adults, we al50 need to remember 
that adults place value on their previous experience 
and want others to value that experience. As instructors 
of adults, it is important for us to draw on the 
experience of the learner. Experience is 50 important to 
an individual that adults often feel rejected as persons 
when they perceive that their experience is being 
devalued or ignored. Therefore, it is important to 
develop a clear picture of what learners bring to the 
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degree to which they are meeting their goals, and can 

obtain effective help when they need it. 


If your presentation includes printed material, 

highlight key features with bold or ita/icized print. Use 

graphics to illustrate software commands or 

capabilities. Shade appropriate areas of the graphie to 

draw attention to significant features. If you use 

computer output (reports, listings, graphies, etc.) to 

show the learners what to do and what to avoid, 

consider writing the rules and/or commands for 

producing the computer output (Press Shift F7 option 1 

to print) on the document. 


Software Training Examp/e 
Adult learners enrolled in a customer service 


(telephone call tracking) training dass may need to 

learn to work with severai user options listed on any 

given screen. Rather than talking your way through 

each and every option, focus your attention on the 

options that are relevant to achieving a specific goal. If 

one screen includes options to branch to a caller 

history screen, access account information, review 

customer address information, and request a print of 

the screen being viewed, focus quicklyon the features 

of the screen that are appropriate to the task being 

taught. If you are trying to teach the learners how to 

record in-coming calls, point out those features and 

those features on ly. Demonstrate through example how 

to record the in-coming telephone call. Just briefly telf 

the learners where they can find information pertaining 

to all of the other features. 


If your software requires the application of specific 

rules, such as, "purge your disk when ... " or "run jobs in 

background when...," be sure to state the rules and 

provide opportunity for the learners to learn and apply 

the rules. While it may be effective to let them make 

mistakes from which they can learn, be careful to guard 

against unrecoverable errors that will cause needless 

frustration. 


5. Providing Learning Guidanee 
Operating as active, independent, self-directing 

individuals, adults have a need to be directly involved 
in planning and directing their learning activities, and 
they want to accomplish things for themselves (Reed 
1993). Adult learners are typically doers. They are 
active participants (task-centered) in the learning 
process and work effectively by doing and through 
discovery. I 

I 
Your role as a facifitator of instruction is to guide the l 

learning proeess. Once you have stated clear learning J 
l

objectives, you can carry out the role of the faci litator i 
by providing direction, asking questions, or giving the i
students hints and suggestions that requjre them to 

uncover the answer, solve a problem, or acquire a new 

skill. Your job is nof to dictate to the learners how they 
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learning situation and to build on their previous 
experience. 

Software Training Examp/e 
To help learners relate their real-world experience to 

the material being taught, try asking questions that 
require the learners to draw on their own personal 
experience. For example, while teaching a project 
management piece of software, ask the learners how 
they currently estimate the number of project hours in 
determining the scope of a project. Show the learners 
that you can relate to their experiences by telling them 
how long it took you to manual ly estimate project 
hours and the project target date. Then, follow your 
example by showing how much more easily and 
accurately they can accomplish the task by using the 
project management software. You may even consider 
showing them a completed project plan so that they 
can see the end-result of their learning effort. 

4. Presenting Stimulus Material 
when presenting this phase of instruction to an adult 

audience, keep in mind the following four adult learner 
characteristics: adults tend to be problem-centered, 
skill-seeking, independent, and active participants in 
the learning process. 

Clarity and relevance are the key principles in 
presenting information to adult learners. Clarity means 
that learners should be able to direct their attention 
exactly where it needs to go during the presentation. 
Relevance means that they should be able to see how 
what they are doing relates to the goals they have set 
for themselves. Remember, skill-seeking, problem
centered adults are active learners with little time to 
waste. Present stimulus material that is directly related 
to the task at hand (Appelbaum & Primmer, 1990). 
Don't confuse your learners by giving them extraneous 
information. Focus their attention on the key elements. 
It is your job to see to it that the learners adequately 
pay attention to the material, comprehend it, and fjnd it 
meaningful to their particular situation. 

If your software is complex, be careful that you don't 
overwhelm your learners. Present your material in an 
unduttered and organjzed manner. Keep in mind the 
limits of the learners' working memories. Also, 
remember to use a variety of methods in presenting 
stimulus material, because what may work for some 
learners may not work for others. 

Since adults are often inclined to be independent 
learners, permit learners as much freedom as possible 
to work at their own pace and to adapt the instruction 
to their own goals and interests. Individualization and 
cooperative learning are especially useful ways to build 
on the independence of adu It learners. Learners can 
work independently to the extent that they have a clear 
picture of what they need to do, can ascertain the 
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should learn the new skill. Resist solving problems for 
your learners. Instead, help them figure out how they 
solved the problems and realize how they did it. 

It is important for the learners to remember what was 
learned in the classroom. You can aid their retention by 
giving them job aids, flow charts, diagrams, graphs, 
pictures, and other printed material that helps them 
recall the information they need. Not all learners learn 
in the same way. 50, you may consider using more 
than one method to help them integrate new skills with 
their previous knowledge. Encourage the learners to 
create their own memory recall techniques. 

Software Training Example 
One method of providing learning guidance that has 

proven to be effective in teaching software is to 
conduct "What lf...?" situations. A I/What If" situation is 
created when the instructor, confident that the learners 
understand the basic skiils necessary to solve a problem 
or perform a software application, poses questions that 
require the learners to re-think or reevaluate their 
newly acquired skill and apply their knowledge to 
solve a new problem or situation. For example, learners 
learning a human resource program may have already 
learned how to create new hire files. The instructor 
may then pose the question: "What if employee A goes 
out on short-term disability for maternity? What will 
you do to the employee's file? 5hould the employee's 
record be deleted temporarily until she returns?" The 
learners then work independently or in cooperative 
groups to discover what to do with the employee's 
personnei file. In this way the instructor facilitates the 
learning process through discovery learning-Ietting 
the learners discover (Iearn) how to solve the problem. 

6. Eliciting Performance 
Your rationale for having the learners demonstrate 

that learning has taken place is twofold. First, if you 
discover that your learners have not gained the new 
skiIIs as stated in the learning objectives, you will need 
to offer guidance to help them attain the objective. 
Second, if your learners satisfactori ly demonstrate that 
they have acquired the new skiIIs, you will want to 
proceed with the events of instruction by promoting 
retention of the skiIIs and helping them transfer these 
new skiIIs to the real world. 

It is important to elicit performance and to give 
feedback frequently for sma II steps rather than large 
chunks of learning. Learners who are highly motivated 
and actively involved can often respond almost 
constantly while learning. The key concept is to let 
learners try out their knowleage and to debug errors 
before serious misconceptions arise. 

Recall that adult learners often seek new skiils to 
enhance their quality of life and to solve problems. 
Therefore, keep in mind that it is important for the adult 
learners to feel that they are effectively learning new 

ski Ils. As aresult, many adults would welcome 
questions so that they too can confirm that they are 
learning the new skills. 

The best ways to elicit performance are: (1) to ask 
learners a question, and (2) to let the learners try to 
perform the skill. In either case, the performance 
should lead to feedback. 

Software Training Example 
One way to elicit performance while training 

learners to use a personal checkbook manager software 
program is to ask questions relevant to real-life 
situations. For example, ask the question "How would 
you record a check amount on a check that was 
returned for insufficient funds?" Be sure to give the 
learners time to answer the question. If the learners 
answer correctly, continue asking additional questions 
building on additional check-recording concepts. If the 
learners answer incorrectly, you may have to,review 
previously taught concepts before continuing with new 
concepts. 

7. Providing Feedback 
Providing feedback is a critical step in the training 

process. The learners need to know whether the 
learning objectives have been met. For adult learners, 
this phase of the instruction is especially important. 
Recall that adult learners are usually problem-centered, 
task oriented individuals seeking the acquisition of a 
new skill to solve a real-life problem. 

Feedback should be given frequently during 
instruction. When learners master a small step, they 
should be made aware of their success and move on to 
the next step. For most adult learners, the simple 
awareness that performance is on target is usually 
sufficient to maintain motivation. 

When an error is made, learners should back up to 
an earlier event in instruction, determine what went 
wrong, acquire new information or ski Ils, and try again. 
It may be necessary to repeat this learning/perfor
mancelfeedback loop hundreds of times in rapid 
succession in order for learners to master the use of a 
particular piece of software. 

Feedback can come from severaI sources: from the 
instructor, from peers, from the learners themselves, 
from the instructional materials, or from the software. 
Often, software error messages provide an excellent 
form of feedback, because it is immediate. If learners 
are enteri ng correct computer commands no error 
messages appear. However, if the learners enter an 
incorrect command or wrong data, the error message 
lets the users know right away that an error has 
occurred. Well-written error messages often tell users 
what went wrong and how to rectify the error. As a 
result, learners can make adjustments and continue 
running the softvvare once the error has been corrected. 

Some of the best adult instruction on software use 
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occurs when learners: (1) learn enough to try a skill, (2) 
try the skill, (3) make mistakes, and (4) learn from their 
mistakes. Since learning often takes place as a result of 
making errors, it is important that the instructor provide 
a safe environment for the learners to practice 
acquiring their skiils. 

Software Training Example 
One way to provide feedback in a word-processing 

training dass would be to have the learners create a 
letter, perform a maiIing label merge function, and print 
the series of letters. If the learners were unable to 
complete the task because of erroneously performing 
the mailing label merge functions, you should: tell the 
learners that the performance was incorrect, show or 
explain to the learners where and how the error 
occurred, and provide opportunity to repeat the 
function. In some cases, the software may provide this 
feedback. 

8. Assessing Performance 
Once learners feel they have at least tentatively 

mastered a skill, performance evaluation takes place. 
The difference between performance assessment and 
the feedback described in Step 7 is that performance 
assessment is more formal. Feedback occurs while 
learning is occurring. Performance assessment occurs 
after the learners think they have mastered a ski Il and 
want to demonstrate this mastery. This phase of 
instruction is typically conducted near the completion 
of the training session. Tests, quizzes, oral questions, 
and demonstrations are some means of assessing 
learners' performance. 

Keep in mind that the true test of the adults' software 
performance takes place in the workplace or the home 
environment when the learners attempt to run the 
software to solve a problem or reach a personal goal. 
However, as instruetors we also need to evaluate their 
performance to determine if they have met the 
objectives of the software training dass. The method to 
assess the learners' performance will ultimately be 
determined by the type of software training you are 
conducting. 

Your particular situation may call for written tests or 
quizzes. If this is the case, make sure that the questions 
are directly related to the actual skill to be performed
not just to trivial aspects or to isolated components of 
the skill. 

Having the learners overtly demonstrate running the 
software program is another possibility to explore. 
Think about giving the learners a case scenario and 
have them show you how they would handle the 
situation or solve the problem by runn ing the software. 
Use their computer-generated output, if applicable, to 
measure their performance. 
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Software Training Example 
If you are teaching a word-processing class, give a 

test that requires the learners to produee completed 
documents. For example, have the learners create a 
three-page letter, containing word-processing features, 
such as: indent, italics, bold, and pagination. Have the 
learners create a document that contains headers and 
footers. If you are teaching a graphics class, select a 
topic from the newspaper that includes statistical 
information, such as the rate of unemployment over the 
past five years, and have the learners create a pie chart 
or bar graph to depict the information. 

9. Promoting Retention and Transfer 
This step occurs after the learners have initially 

mastered the new ski Ils. Newly acquired skiIIs should 
not remain in the classroom. Adults who learn software 
skills need to learn to use them effectively outside of 
the dassroom. For many, their new skiIIs will be used 
to address issues found in the workplace. Others may 
use their new knowledge and skills to run software for 
personal use. One of your jobs as an instruetor is to 
provide the learners with mental tools and techniques 
for retaining and effectively using these new skills. 

One way to get the learners thinking about practical 
applications of the software is to have them solve a 
variety of problems they might encounter outside the 
classroom. Give them ample opportunity to practice 
working on these problems. Group discussions are 
beneficial in identifying real-life software situations. 
Learners sound out their ideas on how to go about 
addressing these issues. Your role as a facilitator in this 
situation is to encourage the participants to reason 
about what they are doing and to give them new 
insight. The use of these techniques will help the 
learners transfer their knowledge outside of the 
classroom. 

There is a tendency for instruetors to move on to 
new topics as' soon as one ski Il has been mastered and 
to never return to the particular skill in the training 
class. This is a bad idea. It may not be necessary to 
reteach old ideas, but it is necessary to provide 
opportunities to practice them. You can do this by: (l) 
devising presentations so that later lessons require the 
use of skiIIs acquired in earlier lessons, (2) providing 
frequent opportunities to practice skills in a variety of 
real-life settings, and (3) just plain reviewing. In 
addition, see to it that the learners need earlier skiIIs to 
perform subsequent complex ski Ils. 

Recall that adult learners have been characterized as 
action-oriented, independent, motivated, task-centered, 
and solution-seeking. These learners willwelcome the 
opportunity to practice their new skiils in a safe 
environment if they know it \Vill prepare them to 
confront real-life issues. 
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Software Training Example 
Present the learners with situations that are different 

from the ones they have been working with. This 
technique will help them think about work-around 
solutions. For example, in a word-processing training 
dass, give the learners a situation whereby the amount 
of text to be placed in the footer is too long. The 
desired outcome is to have the learners split the 
information into a header and footer. 

In addition to providing your adult learners with 
cuing techniques, problem-solving strategies, and 
printed material to use outside of the dassroom, you 
should familiarize them with the user documentation 
that accompanies their software. This too is a tool that 
will help the learners perform the tasks necessary to 
meet their objectives. 

Conclusion 
Gagne's guidelines may appear most pertinent to 

teacher-centered modes of instruction, but they are 
actually applicable to any mode of instruction. What 
varies is the way each event is implemented and who 
takes responsibility for delivering each event (Gagne & 
DriscolJ, 1988). 

With direct instruction the instructor takes learners 
through the steps of learning systematically, heJping 
them see both the purpose and the result of each step. 
When instructors expJain exactly what participants are 
expected to learn and demonstrate the steps needed to 
accomplish a particular academic task, participants are 
likely to use their time more effectively and to learn 
more. 

Good (1983) has recognized the inadequacy of the 
term direct instruction and has recommended active 
teaching as a broader term that describes the ideal way 
to teach. Instructors whose students learn effectively are 
active in presenting concepts, providing appropriate 
engagement and practice activities, and monitoring 
those activities carefu Ily. These teachers understand the 
characteristics of their students and actively look for 
ways to determine whether their students understand 
what they are doing. They assume partial responsibility 
for their students' learning and are prepared to reteach 
when it is necessary to do sa. 

CarroIl (1990) advocates a set of teaching strategies 
that can be referred to as aminimalist approach
minimal in the sense that learners receive the bare 
minimum of instruction needed to get them "up and 
running" on the task to be learned. CarroIl emphasizes 
three major factors in minimalist instruction: 

1. Allowing learners to start immediately on 
meaningfu lIy realistic tasks. 

2. Reducing the amount of passive activity (such as 
reading) during training. 

3. Helping to make errors and error recovery 
traumatic and more pedagogically productive. 
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The minimalist approach effectively straddles the 
line between under-teaching by assuming that students 
already know the material or can learn it on their own 
and over-teaching by boring students with unnecessary 
information or with material that would be more useful 
at a different time. 

In many ca ses, a combination of minimalist and 
more systematically complete instruction can be 
combined to offer the most productive learning 
experience. The important point is to con sider the 
characteristics of your learners and to choose strategies 
that enable them to move successfully through all the 
steps of learning in order to master important ski Ils. O 
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