Table 1:  Course Type Matrix
	Qualitative Factor
	Type 1
	Type 2
	Type 3

	Course Intention / Desired Outcomes
	· Introduce definitions, basic concepts
· Provide a basic overview of concepts, processes, roles
· Memorization
	· Present and reinforce knowledge and skills (K&S) to the point that learners can apply / demonstrate performance at a rudimentary level
	· Reinforce K&S to the point that learners can select and integrate information presented to solve problems and generate solutions 

	Learner Participation

	· Passive
	· Moderate
	· Complex

	Learner Requirements / Desired Outcomes
	· Learner is required to “be aware of/familiar with” concepts, processes, etc. presented in the course material.
· Learner ‘receives’ information with no requirement to apply
· Learner Performances:  recall, recognize, identify information presented
	· Learner is required not only to be aware of the information, but also to apply associated K&S in simple situations.  These situations are non-complex and similar to those presented in the material (scenarios).  
· Performances:  apply (at simple level), interpret, distinguish 
	· Learner is required to apply K&S in more complex situations (simulations).  Examples:
· Novel situations dissimilar to those presented in the course material
· Situations involving multiple steps and decision points
· Situations that require combining multiple concepts and skills (simulations).   
· Performances:  apply (at more complex level), analyze, synthesize

	Content Presentation Techniques / Media Treatment Options
	· Linear Page Based (e.g. HTML Text and mostly static graphics)
· Simple examples and scenarios (Definitions, possible diagrams and charts)

	· Linear or Non-Linear Page Based (e.g. HTML, Moderate Flash Interactivity or equivalent)
· Complex examples and scenarios (Case studies and real-world examples, interactive or animated illustrations)
	· Complex demonstrations
· Simulations (dynamically generated flash based on user inputs; multimedia or text branching requiring complex programming logic)


	Practice Items


	· Objective items (multiple- choice, T/F, matching, simple fill-in-the-blank) that require the student to recall and recognize basic concepts
	· Items that present an application situation similar to ones provided in material and that require to student to apply the concepts and skills to a slightly different situation.  

	· Items that present a novel and more complex situation than that presented in course material.  The student is required to analyze the situation, determining where, when and how to apply the K&S presented in the courseware.

	Remediation


	· Immediate feedback that confirms the correctness or incorrectness of the response and provides simple elaboration on why 
	· Feedback that confirms correctness, providing a more extensive discussion of why.
· Feedback may be immediate or occur after the learner has gone through a limited series of steps (items).
	· Feedback takes the form of showing the learner the consequence/result of his/her performance on the problem-solving task.  The feedback may also review the interim decisions the learner made in performing the task and discuss in more detail the how those decisions contributed to the overall consequence/result.

	Learner Influence

	· Linear Navigation
· The learner is primarily limited to navigating through course material using menu selections, Next and Back buttons and accessing pop-up material (elaboration) when needed.
· The order of topics and pages within the topics is for the most part predetermined for the learner.
· The learner will have access to a limited number of additional (outside the course) resources.



	
	· Depending on the nature of the content and performance required, the learner may be able to influence the order in which he/she works through the material.  For example, while the sequence of pages used to teach a process may need to be predetermined, the student may elect immediate practice of a single step or wait until later to practice several steps in an integrated fashion.  
· The learner will have access to some additional resources, such as relevant terms (Glossary) or relevant MIL-HDBKs (References).
· Generally linear navigation may be complimented with a single level of branching from the critical path (e.g. decision points)
· May include simple emulations (e.g. turn dials, rotate switches as part of a procedure.
	· The learner will be able to select and access an extensive number of additional resources in order to apply/extend K&S required for the higher-level application.  This may include, for example, access to ACC CoPs or databases.
· Provide the student decision points from which multiple branching will occur; multiple branching provides more reality to this level. Branching follows a student decision or input. Create a multiple branch by allowing a student to enter into a decision point. Each decision has a corresponding branch, and each of the branches will, in turn, lead to other decision points, with corresponding branches. A branch can lead to another branch that leads to another branch. Typically, use no more than three branches in a multiple branching sequence.
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Definitions:
Interaction: “Cognitive” Interaction as part of the instructional strategy, e.g. a feedback loop (user does something, receives substantive performance feedback).
Engagement: Part of the instructional strategy and technical strategy - techniques used in the hope of gaining/sustaining attention. (The techniques have associated costs to develop them, e.g. simple branching)
Navigation: Describes how the learner goes through the training product.
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