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This guide was synthesized from M. David Merrill's 2002 paper, available here. The premise of Merrill's first guiding principle is that it exists: [...] Although the set of principles found in most educational design theories and models, and the terms used to specify these principles, differ among theorists, the authors of these theories will agree that these principles
are necessary for effective and efficient instruction. (p44) Merrill's principles are drawn from several educational design theories and models to identify and express the design principles that these theories agree on. Some key terms: Principles are always factual under appropriate conditions, regardless of program or practice, and a program is an approach
consisting of a set of prescribed practices. Instead of describing how learners acquire knowledge and skills from these environments or products, they should use them to create learning environments and products. (p44) Merrill's five principles are facilitated when learners engage in solving real-world problems when they are activated as the basis for new
knowledge[and skills] when new knowledge of learning life learning is demonstrated, when new knowledge is incorporated into the learner's world, and when learner learning is facilitated. Ignoring other stages of this cycle of learning, the training program focuses only on the demo phase. These principles will be expanded below. Learning is facilitated when
learners see problems that can be resolved as a result of completing a task, module, or course that they can perform. It is common practice to state learning goals at the beginning of a module or class, but too often these are usually some form of what learners will be able to do... This is abstract and is often understood only after instructions. Most theorists
suggest that a particular demonstration of the entire task, such as the following by learners, may provide a better direction for the material to follow than an abstract list of statements: Learning is facilitated when learners participate in a task or task level, as well as a problem or work level. Too many traditional teachings are subject-based, teaching
preconditions before introducing real-world assignments: you don't understand this now, but it will really matter to you later. Some theorists emphasize that the shortcomings of traditional teaching focus on contextual techniques. Jonassen (1999) stressed that learners would own ownership. The issues that need to be addressed are interesting, relevant and
fascinating. For others, attractive learners are the real problem (Savey &amp; Duffy, 1995) suggests you need it. Since there will be an exam six weeks from now, the study of the study will be important to you later. Learning is facilitated when learners address the progress of problems that are explicitly compared to each other. Most theorists agree that giving
a single problem, or little or no guidance, is ineffective. Mastering complex problems begins with less complex problems. When the first problem is mastered, it causes more complex problems for learners. As they progress through increasingly complex problems, students' skills gradually improve until they can solve complex problems. It has long been a
tenet of education that begins where the child is. It is not surprising that many products do not lay enough foundations for students and immediately jump into new materials. There are two possible starting points when building new knowledge. If students have relevant experience, the first step in learning is to ensure that this knowledge is activated and ready
to be used as the basis for new knowledge. If students don't have enough experience, the first step in learning a new skill is to provide an experience that can be used as a foundation. Too many instructions begin with abstract representations in which learners lack foundation. When learners think they already know some material, this knowledge can be
activated by giving them the opportunity to demonstrate knowledge. This can help guide students to new materials they have yet to learn, and can lead to a more efficient education. However, requiring all students (including those with no prior knowledge) to complete information-oriented pre-testing can be frustrating and can make them less productive in
activating previous experiences. If new learning is unfamiliar to the learner's previous experience, they may feel overwhelmed. Primary or primary school teachers often spend a lot of time understanding this and providing an experience to learn later, but high school teachers who are mature learners may feel that it is no longer necessary to provide relevant
experiences before education, even though students do not have all the tools they need in the learning toolbox. This is often the result of students remembering the material presented or participating properly because they lack a mental model based on the experience they can use to construct new knowledge. Activation also involves stimulating mental
models that can be modified or adjusted to help learners integrate new knowledge into what they already know. Andre (1997) cited a study that showed that organizational structures can be role-played if the subject relates to what they teach. Unrelated themes verbally in instructions to promote motivation can actually increase the cognitive load required to
participate in the content presented. If learners already have the mental model necessary to participate in the knowledge presented, they should be encouraged to use it. Otherwise, you should configure the guidelines in such a way that you provide an organizational schema for new knowledge. Andre (1997) later discussed the role of pre-organizers in
providing structure for learning. Just telling learners what they need to learn is always less effective than showing it. Learning is facilitated when the demo matches your learning goals. Possible ways to achieve this are as follows: Good (and bad) examples of the concept of visualization of process modeling procedures in action, many theorists agree that
learning does not work if the demo does not match the intended outcome. When learners receive the appropriate guidance, comparing multiple demos compared to many theorists emphasizing the importance of alternative perspectives, being guided by relevant information is particularly facilitated for mis-defined domains and non-resubs. You can achieve
this by presenting topics from multiple perspectives. Free illustrations (such as persistent related clip art images) make little or no educational contribution and can be ignored by learners or actually interfere with learning. Meyer (2001) has shown that some combinations of multimedia (text and graphics, for example) compete for attention and therefore other
combinations (audio and graphics, for example) can increase cognitive load on students while supporting each other and promoting more effective learning. Most educational design theories advocate the application of knowledge and technology as a necessary condition of effective learning. Learning is facilitated when practice and post-mortem
examinations match learning goals. This includes recalls or recognition... Location, name, or description... Identify new examples... ... This is right (or wrong!) Predict the outcome of performing . Merrill explains that despite the almost universal consensus on the importance of the practice, many educational programs are surprising, containing a few multiple
choice questions marked just as practice. These questions to remember what you've heard do little to promote learning. Learning is facilitated when learners are guided to problem solving with appropriate feedback and coaching. Early learning requires a lot of support, but as learning progresses, this support should gradually eliminate the end goal of
students being able to complete their activities. Self-slowly remove the training wheel. Feedback has long been recognized as the most important guideline. All educational design theories advocate feedback as a necessary condition for learning. Creating errors is a natural consequence of troubleshooting. Learning from mistakes is a powerful approach,
especially when learners are showed how to recognize and recover from errors to prevent them from happening again in the future. There is not enough single problem to learn new skills. Proper practice should provide many opportunities for learners to use their new knowledge or skills on a variety of issues. Branching examples are necessary conditions for
effective instruction of new concepts. Practice activities should be presented in different forms using different types of questions to maximize a learner's chances of mastering their skills. An important term here is the transfer: to leverage new knowledge in different contexts or settings, to create existing knowledge and connections, and to make it work.
Learning is facilitated when learners have the opportunity to show new knowledge or skills. Whenever a learner acquires a new skill, the first move can often be showed to a friend. It is the most motivating for learners to observe their progress. Effective training should provide an opportunity to demonstrate your new skills. It has been suggested that creating
a personal adaptation to new knowledge and skills is one of the final stages of effective education. Pondering a learning experience is one way to achieve new knowledge or skills, just as you are asked to work in your own personal context. Learners have integrated education into their lives when they can show improvements in skills, defend new knowledge,
and modify new knowledge for use in their lives. Learning is facilitated when learners can create, invent, and explore new, personal ways to use new knowledge or skills. It's a place where learners move beyond the educational environment, beyond new knowledge and skills, to the world by modifying new knowledge. An important final step in the learning
experience is creation, modification, editing, compositing, and re-focusing. Often, glamour, animation, multimedia and gaming are justified as motivating elements of educational products. However, in most cases, these aspects have a temporary effect on motivation. The real motivation for learners is learning.
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