ID Model Comparisons
Six Thinking Hats
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Edward de Bono’s best-known method for creative thinking is the Six Thinking Hats (parallel thinking).
This method is widely used around the world by top executives at some of the world's largest corporations to four year-olds in school. 

It is a constructive design tool where all learners are involved in thinking on the same track at the same time.  The tracks are one or another of the following six colored hats: 
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White Hat: What do we know?  (What do we have? What do we need? What is missing?)

[image: image2.wmf]Green Hat:  Ideas, suggestions, alternatives

[image: image3.wmf]Yellow Hat:  The feasibility, benefits, and value of the ideas

[image: image4.wmf]Black Hat:  Dangers and risk of the ideas.

[image: image5.wmf]Red Hat:  Feelings toward the ideas.

[image: image6.wmf]Blue Hat:  Decision.

This method proves to be:

*much more powerful and constructive than argument or discussion. 
*time saver to explore a subject.
This method is based on:
*how the brain chemicals differ when we are being cautious and when we are being positive. Your brain cannot make sense of everything at once so by separating and sorting out the different tracks, all learners can be productive together in a group.
ARCS Model for Motivation 
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John Keller created the ARCS model. 
ARCS Model has two major parts. The first is a set of categories representing the components of human motivation; attention, relevance, confidence, and satisfaction.  The second part of the model is a systematic design process that assists you in creating motivational improvements that are appropriate for the learners you are instructing.
Motivation is the most overlooked aspect of instructional strategy, and perhaps the most critical element needed for employee-learners and their retention.  Instructional designers should not assume they understand the target audience's motivation. To analyze needs, the designer should ask prospective learners questions such as:

· What would the value be to you from this type of program?

· What do you hope to get out of this program?

· What are your interests in this topic?

· What are you most pressing problems?

The answers to these types of questions are likely to provide insight into learner motivation, as well as desirable behavioral outcomes.
Human Motivation Categories of ARCS:
1. Attention
· Keller attention can be gained in two ways: (1) Perceptual arousal - uses surprise or uncertainly to gain interest. Uses novel, surprising, incongruous, and uncertain events; or (2) Inquiry arousal - stimulates curiosity by posing challenging questions or problems to be solved.
· Methods for grabbing the learners’ attention include the use of: 

· Games, roleplay or other hands-on methods to get learners involved with the material or subject matter.

· Use a variety of methods in presenting material (e.g. use of videos, short lectures, mini-discussion groups).

· Humor -Maintain interest by use a small amount of humor (but not too much to be distracting)

· Incongruity and Conflict - A devil’s advocate approach in which statements are posed that go against a learner’s past experiences.

· Specific examples - Use a story or biography.

· Inquiry - Pose questions or problems for the learners to solve, e.g. brainstorming activities.

2. Relevance
· Establish relevance in order to increase a learner’s motivation. To do this, use concrete language and examples with which the learners are familiar. Six major strategies described by Keller include: 

· Experience - Tell the learners how the new learning will use their existing skills. We best learn by building upon our preset knowledge or skills.

· Present Worth - What will the subject matter do for me today?

· Future Usefulness - What will the subject matter do for me tomorrow?

· Needs Matching - Take advantage of the dynamics of achievement, risk taking, power, and affiliation.

· Modeling - First of all, “be what you want them to do!” Other strategies include guest speakers, videos, and having the learners who finish their work first to serve as tutors. 

· Choice - Allow the learners to use different methods to pursue their work or allowing s choice in how they organize it.

3. Confidence
· Help students understand their likelihood for success. If they feel they cannot meet the objectives or that the cost (time or effort) is too high, their motivation will decrease.

· Provide objectives and prerequisites - Help students estimate the probability of success by presenting performance requirements and evaluation criteria. 
· Allow for success that is meaningful.

· Grow the Learners - Allow for small steps of growth during the learning process.

· Feedback - Provide feedback and support internal attributions for success.

· Learner Control - Learners should feel some degree of control over their learning and assessment. They should believe that their success is a direct result of the amount of effort they have put forth.

4. Satisfaction
· Learning must be rewarding or satisfying in some way, whether it is from a sense of achievement, praise from a higher-up, or mere entertainment.

· Make the learner feel as though the skill is useful or beneficial by providing opportunities to use newly acquired knowledge in a real setting.

· Provide feedback and reinforcement. When learners appreciate the results, they will be motivated to learn. Satisfaction is based upon motivation, which can be intrinsic or extrinsic.

· Do not patronize the learner by over-rewarding easy tasks.
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