The ADDIE Model of Instructional Systems Design: The "A" is for Analysis








	Instructional design is a systems approach that results in the development of targeted training programs to meet the needs of learners.  The ADDIE model for instructional systems design (ISD) is a generic model that serves as the foundation for most ISD models in use today.  The word "ADDIE" represents each phase of the ISD process: Analysis, Design, Development, Implementation, and Evaluation.  





The popular approach to instructional design includes several key individuals forming the core of the "design team".  In addition to an Instructional Systems Designer you need an individual with a strong Instructional Technology (IT) background, subject matter experts (SMEs), and funders of the program.  Large projects may also include a Project Manager.  This individual often has experience in ISD, IT, and with similar size projects.  Bring in instructors, students, and other interested parties into the process, but realize that the more people involved, the harder it is to reach consensus.  In the event the budget will not allow the full ISD team approach, you can still develop quality programs that follow the ADDIE model. 





	The Analysis Phase is the first phase of any instructional design project.  When an analysis is properly performed you determine who, what, where, why and by whom for the training program.  Although designers agree that the Analysis Phase is the most important phase, it is often the most neglected by people who do not understand the ISD process.  They see Analysis as a waste of time and money.  In the long run it saves money and time because the right training tool is applied to the right situation, and the outcome is a satisfactory course for all concerned. 





	How many times have you encountered a simple problem on the job that could have been fixed with a simple solution, and instead ended up with a mandatory training program that the entire department had to attend, and it didn't fix the "problem"?  For example, your crews are experiencing long out-of-chute-times, resulting in lost revenue because the hospitals are calling other ambulance services. 





The manager sees the problem as a lack of understanding by crews of the importance of rapid response, and tells you to develop a 2-hour in-service for everyone to attend.  The over worked crews on the other hand, know that the dispatchers are giving them new calls even before they have cleared previous calls.  The customer knows that they get better service from the other company, so their problem is solved.  Although this may be a process problem, management decides it is a training issue.  All the boss cares about is that you "fix it".  How can instructional analysis help?





A well done instructional analysis begins by identifying the problem. To do this you ask lots of questions to determine if the problem is appropriate to address with training or through some other means.  If it is not a training problem, there may be enough information to offer some potential solutions to the process problem.





What goals and objectives should the training address?  In the above scenario, the outcome wanted by management is shortened out-of-chute-times.   Will an in-service fix this?  You might be thinking that maybe some training targeted at the dispatchers could help.  More questioning about this could reveal that you are on target, or way off.  But asking questions is what is important. 





What resources are available for the project? When looking at available resources you are sometimes constrained to resources that are already in place.  If the service has a slide projector and screen, but does not have a TV/VCR it would be foolish to develop a program for videotape.  In these situations, consider resource constraints when designing programs.  A teacher of mine used a great example from real life.  He bought a new VCR and received a videotape in the box, telling him how to hook up the VCR. 





Who requires the training and what is their baseline operating level? Conduct an in depth assessment of the learner to develop a generic profile.   Assess age, sex, ethnic background and educational level. Without this information, it is possible to end up with a program that is too basic or too difficult for the participants.  A general rule of instruction is to teach immediately above the heads of the students and continue to raise the bar as they progress.  If the bar is too low or impossibly high, you lose them and they are difficult to motivate.  Also consider the baggage learners bring into the classroom.   Expect that adult learners always have baggage, and plan accordingly. Is the training held in the evening when all of the students have worked a full day?  If it is, don't rely on videotape to get through the night unless you leave the lights on and the volume at an ear splitting level.  Can the training be done with demonstrations and skills sessions instead?  Could it be moved to a better day and time?





What else do you need to know to successfully complete the project?  Gather any additional information needed to successfully complete the project.  Collect as much as you can, and don't discard anything until the project is done.  





After completing the Analysis Phase, write several objectives for the overall instructional goal.  These objectives are often called "Terminal Objectives", "Program Objectives" or carry some other label that indicates they are the primary instructional goals for the program.  The rest of the design process is aimed at developing materials that target these goals.





The Design Phase involves the preparation of objectives for the individual blocks of instruction (or lessons), the development of instructional evaluation techniques and tasks, and a program evaluation plan.  Determine the sequence of instruction and prepare a visual representation of the directional flow of instruction (called a logic and objectives map).  Prepare rough draft copies of the instructional materials.





The Development Phase is for the preparation of participant, instructor and support materials (audio, video, and other media), as well as the programming of any computer-based materials.  Materials created in this phase should be far enough along in their development for field or beta testing.    





The Implementation Phase is where the project is put into service and field or beta tested.  The learners, faculty, facilitators, and project funders should evaluate it.  Changes to the program are made based upon the feedback received.  





The Evaluation Phase is the most reiterative of all the phases of the ADDIE model and is the quality management component for the program.  Evaluation takes two forms, formative and summative.  Formative evaluation occurs throughout the entire ISD process, particularly at the completion of each phase of ADDIE. Revisit any Phase of the ISD process that is identified as needing improvement.  





Summative evaluations occur at the end of pilot/beta testing, and at the completion of each offering of the course.  Summative evaluations provide feedback on needed improvements in the program and provide information on the overall quality. When evaluation is approached with formative and summative strategies, the resulting program requires little reworking and adequately targets the primary goals of instruction.





The ISD process is a systems approach to the development of training programs.  The ADDIE model is easy to use and is a proven method of using ISD in almost any training situation.  Never start any training project without first asking; "Can I address the problem with training?"  The answer might surprise you.  In the case of the scenario posed here, it is most likely a process problem, not a training problem.  When the problem can be solved with training, a thorough instructional analysis shows where to go from there to get the training program needed.


