Gagne’s Nine Events of Instruction

1. Read about the Nine Events of Instruction and see examples from this
website:

http://eet.sdsu.edu/eetwiki/index.php/Gagne%27s Nine Events of Instru
ction

2. View an infographic for each of the Events of Instruction. Each infographic
includes 27 examples of what this can look like in your classroom. Click on
the link below to see an infographic of the Nine Events. Click on each event
to see the 27 suggestions:

https://magic.piktochart.com/output/4e682b15-89ab-48fe-97d9-
90aef666e€682

The nine infographics are also available in this document. The online
version is easier to read though.

3. View these examples from the University of Florida. The examples are for
college classes but can be adapted to K-12 classes:

http://citt.ufl.edu/tools/gagnes-9-events-of-instruction/




INIONLS

GAINING = ATTENTIO

(72 )
< A Bvents inlistriction Serios

v
E
;
;

Inquire

Inquire into what they think
they are going to learn. Ask
what they would like to learn
about the subject.

Invent |

Give students miscellaneous W

materials and ask them to
invent a new way to...

Believe

Play make believe. Start
describing a magical world

! Taste something related to
S G
elly candy- they
even zave dxyrt)

Shock them (like the TV
show 'Fem(i;“];itot").

L
Invite
Invite someone real and
tangible into the class. Ask

the students to interview
the guest.

"Insiruction is a sef of events external to the leamer designed o support the
infemal processes of leaming” (Gagne, Wager, Golas & Keller, 2005).

Researchers believe
there are 9 events in "
learning. This is first of bttp://anett s
those events. % %M% | :
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Researchers believe there are 9 events in learning. This is 2nd event in the
series. 27 easy tips of how to achieve each of the events in your
classroom.

Reference
Gagne,R M., Wager, W. W., Golas, K. C., & Keller, J. M. (2005). Principles of instructional
design. (SQd p. 195). Belmont: Wadsworth Cengnge Learning.
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Create

5y et o e, Al Create a prototype of what Demonstrate how you
- - you know. Explain what would train someone on the

the students question i
stucents questions you made. prior knowledge.

about their drawings.

Tind Tap | LAST  INfErview

Create a mind map of your
prior knowledge.

Interview classmates about

List all the keywords about what they know.

what you learned.

Point out any misconceptions
. the student is displaying. Conduct a debate
Take a pre-quiz. Keep notes. Address
misconceptions.

Challenge | Explain | Fill-in

Create a challenge. Evaluate | Ask the students to explain, as Begin a story and ask the
their prior knowledge. a group, what they know about | students to fill-in-the-blanks
the subject. with their prior knowledge.

Reveal |Expose|  Solye

Ask each student to play a
character. Instruct the other Expose the students to a real
students to guess who or life problem. Ask them to
what they are. Reveal the describe what tools they would|
ansWers. need to solve it.

Wateh Listen Experience

Listen to what the students o B - -
ch the students as you are telling you. Ask themto | il ‘the kil @
assess prior knowledge. Look clarify if it sounds like book experience ey _ml_ght i,
for clues that they understand. Jnowledge Ask tl‘{im to delt-é:rébe what
- €Y WOLl 0.

Observe | Sevo Ask

’ Ob.s:-:rv?_ how t.he‘slt‘_“_ier.'“ : Send the students on a Ask questions

interact with their classmates. scavenger hunt to assess their sk questions.
Watch for students not prior knowledge.

participating or being heard.

Speak = fate JIudge

Speak to the students about =~ Rate where the student is on
misconceptions. Inquire a continuum.
about why they believe what
they believe.

Evaluate! Show-Me Shout

Evaluate whether the Have all the students shout
information the student is Ask the student to, "Show ou\t what thehyinowh -;ll[al-t1

telling you is understood. Me. TR

QUiZ Point Qut Debate

Ask them to use what they
know to solve the problem.

Ask the students to judge
their own prior knowledge.

Reference
Gagne, R. M., Wager, W. W_, Golas, K. C., & Keller, J. M. (2005). Principles of instructional
design. (5 ed., p. 195). Belmont: Wadsworth Cengage Learning.
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PRESENTING
stimulating MATERlAL

Present

Present material similar to
the assessments.

Py

Play mu. s you
introduce new information.

Video

Video an example of the
content related to your

Pattern

Use a pattern when

7 pictures, images,
and visuals related to the
content mal

PAINT

Incorporate the arts as you

introduce material. Let the

artists in the students come
alive.

Awaken

Awaken the student's
senses. Add spices and
other ts that remind

you of the content.

Sequenc

Sequence new material.

Choose

Choose when to present the
stimuli. If the students need
a break, take one.

Use itali
under] 11.m_

Broadcas

Broadcast the
you
broadca:

ntent as if

Distort

Distort the material as you
present it. Let the students
guess what it is.

Respond

Respond to the cues the
students are giving when
presenting new material.

Wait

‘Wait patiently to present
new stimulating material.
Make sure they are ready
to move deeper. Repeat in a
new way if lost.

Step  Verbalize Approach

Step into presenting harder
material. Present it later in
the study.

Format

Use a format the students
arc familiar with.
(example= adding numbers
vertic orizontally)

Ask

Ask the students for
analogies related to the
material.

Break-Down

Break down difficult
material into easily
digestible chunks.

Reference

Verbalize what you are
looking for and what you
are giving them.

Outline

Outline material using
hlghlmhlm g,

Combine

Combine how you present
the stimuli. Present in
multiple ways for
maximum retention.

DEFME

Define terms used.

Approach the students
when presenting new
al.

Examyptes

Use examples.

Learn

e them a
huh to build.
or present examples and let
them give the rule.

Picture

Interchange words with
pictures.

Gagne, R. M., Wager, W. W, Golas, K. C., & Keller, J. M. (2005). Principles of
instructional design. (5 ed., p. 195). Belmont: Wadsworth Cengage Learning.
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"Instruction is a set of events external to the learner designed to support the internal
processes of learning" (Gagne, Wager, Golas & Keller, 2005).

Step 5 is when the teacher provides enough support for the students to connect the dots of
the lesson. The students connect and the teacher facilitates the connection.

Gagne, R. M., Wager, W. W,, Golas, K. C., & Keller, J. M. (2005). Principles of instructional
design. (5 ed., p. 195). Belmont: Wadsworth Cengage Learning.
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TIMETO '
Perform
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Model

Model the behavior several
times before you ask the
students to perform.

Art

Let the artists perform
using the arts.

Announce

Have the students
announce when they are
ready to demonstrate what
they know.

Toss

T balloon or ball around
the classroom. If you catch it,
you share something you
learned.

SO

Build teams. Let the team's

spokesman share what the

team understands about the
material.

Explain
Explain topthe students what
you want to know they know
so far. Explain that it 1s not a
test and that there are no
WIong answers.

amlfy

Create a game out of it

students to fail safely.
them repeat when needed.

Interview

Intervie

Create a collage of what they

Bring them back. Create
with the artifacts.

Reference

he students as you go.
Collect snip-its of what they say.

Motivate

Motivate the students,
intrinsically and extrinsically, to
want to perform and show off
what they understand.

Music

Use music to signal when
the performance should
begin. Use it as a cue that
it 1s time to put down the
pencils and start the show.

Time

Set a timer and give each
student 60 seconds t show
what they have learned. Do
this in rapid succession.

CALL

Call on students.

Draw

Have the students draw out in
picture form what they
understand.

Trust

Build trust with the students.

people in the class.

Blog

Ask students to blog about
what they learn. Add a partner
to add collaboration.

STICk It

:tudem to add one thing
they learned to the sticky. Add
your name if you are willing to

ellaborate. Stick on Board.

Impress

Impress each other, friends, and
family with odd facts about the
lesson. Record reactions.

Gagne, R.M., Wager, W.W., Golas, K.C., & Keller, J.M. (2005). Principles of instructional

Video

Ask students to make a video
diary of the "performance."
Let them scripts it, perform it,
and eritique it.

Journal

Journal throughout the
lesson. Ask the students to
share a part of their
journal

Nfelgle

Ask students to stand up
or signal when they are
ready to perform.

Talk

Talk to your students.
Interview them. Prepare them
to perform. Get them
comfortable with performing.

Pick

Pick a part to perform. Break

pick their part to perform.

Stand-Up

Stand -up for the student
ing. Point out what

the information fits into the
puzzle.

i-part challenge.

Take-It

Take what you learned home.
Tell someone about it. Share
with the class.

Experiment

Experiment with what you
learned. Try to find and solve a
problem with yor
understans

design. (5 ed., p.195). Belmont: Wadsworth Cengage Learning.

For more information see Epigogy.org and
http://anethicalisland.wordpress.com
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FEEDBACK
N & 22 70)
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answers or misconc

Gently point out the flaws.

[
Quic
Give quick brief feedback
as soon as possible.

Repeat

! Repeat bmk to the student

what you hear him say. Then

ask, "Am I undmtandmg you
correctly?"

Explam what was good,
bad, or confusing.

Search

Search for flaws in the
answers. Search for
mahve answers. Search
between the lines.

V.X)

Mix up the feedback you
give and receive.

(nvite

Invite experts to hear the

students' responses and

give you feedback. Ask
students what they think of
this feedback.

Create an environment where
giving feedback is a way of
life. Instill in your students that
feedback (good and bad) is
always necessary for learning.

"Instruction is a set of events external to the learner designed to support the internal
processes of learning" (Gagne, Wager, Golas & Keller, 2005).

Event #7 asks the instructor to give the student feedback. And, it asks the student to
give the instructor feedback. This is where the instructor finds out what the student
has truly learned.

Reference
Gagne, R. M., Wager, W. W., Golas, K. C., & Keller, J. M. (2005). Principles of
instructional design. (5 ed., p. 195). Belmont: Wadsworth Cengage Learning.
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ASSESSMENT

Some
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Reference

Gagne, R. M., Wager, W. W,, Golas, K. C., & Keller, J. M. (2005).
Principles of instructional design. (5 ed., p. 195). Belmont:
Wadsworth Cengage Learning.
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Create snap-shots of the lesson

as you go. Ask the students to

create a video of the highlights
of the lesson.

Posters

Have students create posters
about the main topic. Use
different colors for each topic.

Paint

Paint during an entire topic.
Ask the students, "What w.
the topic when we painte:

Add music to the lesson. The
auditory learners are more
ikely to recall something they
hear.

Use computer games that
students can play with outside
and after the class.

TALK

Give students plenty of time to

talk about what they are
learning.

EN H A N c I Nﬁm@mlmﬁmaﬂm
RETENTION

[ €€ € CCEECEE

BIG IDE@A Master

Create an casy to recall big
idea that carries through the
entire lesson.

Wl Spice

Add something that smells like
the topic. Ask the students to
recall the lesson where that
scent was revealed.

Pracfice

Let the student practice what

Journal what you learn at the
end of each topic.

Conncr: the lcamcr to outs:

Tgpogrophg

Create a brochus ard, or
posture using typography.

Create a classroom culture
where each of the students are
the master of one elements of

the obj Play a recall

me.

Take a walk or go on an
adventure to highlight a topic.

Mind Map

Have students mind map what

they remember all throughout

the lesson. Let them remember
their way.

Picture

Gather pictures after each
lesson that remind the students
of the content. The
abstract or spi

Pon-¢

Create a Pinterest board that
students can follow and add to.
This will last beyond the class

for later recall.

\ELG

¢ a wiki as a class.

S atfold Read Accessible

Scaffold each w
scaffold in the cla:
point out progr

Steps

Create a 1,2,3 steps list for the
students as the lesson
progresses. Display in the
class

Trg It

it the content in a new
nr n. If you forgot a p
look back at your notes.

Reference

This work by Mia
MacMeckin is licensed
under a Creative Commons
Attribution
NonCommercial-NoDeri
3.0 Unported License.

Read fiction work that brings
the concepts to life.

Practice

Practice what you have learned
continuously.

STORC

Find a safe and casily
accessible to store the
information.

Epigogy.org

Be a ble for later

questions.

Listen

Listen to how others use the
content in their carcer.

Partner

Partner with someone elsc to
quiz one another on what they
remember.

Gagne, R. M., Wager, W. W,, Golas, K. C., & Keller, ]. M. (2005). Principles of instructional
design. (5 ed., p. 195). Belmont: Wadswonthngagc carning.
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