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"To begin with the end in mind means to start with a clear understanding 
of your destination. It means to know where you’re going so that you 
better understand where you are now so that the steps you take are 
always in the right direction." (Covey, 1994)
Introduction
Good design is the fundamental basis of any experiment, project or idea. The design layout of any particular item is the most important aspect of the feature itself. Anything can be marketed if it is designed well with the intent of making things easier, faster or just considered better than the original. Marketers are constantly trying to “outdo” the competition in business, consumer products as well as instruction and design. This basic design concept is important to the creation of clothing, buildings, technology and even lesson planning and teaching in an educational setting. As the learners and society change, so must the way we teach and assess students in the classroom. The instructional design process accounts for the changes in the settings and therefore will always need to be modified for these new settings as well. In academics, this basic design refers to the area of curriculum, assessment and instruction and how to teach with a better understanding of the material.  There are many ideas as to what constitutes good design and literally thousands of models have been discussed in education alone. Three important models used in today’s educational system are discussed in this paper. These instructional design models are: Bruner’s Discovery Learning, Understanding by Design (UBD), and The ADDIE Model.
Instructional Design as a process cited definition
Instructional Design is the systematic development of instructional specifications using learning and instructional theory to ensure the quality of instruction. It is the entire process of analysis of learning needs and goals and the development of a delivery system to meet those needs. It includes development of instructional materials and activities; and tryout and evaluation of all instruction and learner activities. 
http://www.umich.edu/~ed626/define.html Retrieved on January 25, 2009
Instructional Design is creating/building/designing curriculum/instruction using principles that ensure the curriculum works for the students. Instructional Design (ID) begins with an analysis of the situation--what is the problem? Can instruction fix it? Then ID analyzes the students to make the best decisions on the kind of instruction and delivery. Before finishing the instruction, designers must test it with students and then revise. After students use the instruction, designers must test it again to make sure the instruction solved the problem. These principles (analysis, design, revision, testing) and processes that could make any project successful. http://sarainschool.blogspot.com/ Retrieved on January 26, 2009
Instructional Technology Definition
Instructional technology is the systemic and systematic application of strategies and techniques derived from behavioral, cognitive, and constructivist theories to the solution of instructional problems. Instructional technology is the systematic application of theory and other organized knowledge to the task of instructional design and development. http://www.umich.edu/~ed626/define.html Retrieved on January 25, 2009
Comparisons of the 3 models

The Discovery Learning model of instructional design is a method of inquiry-based instruction. This well-known model is a constructivist based approach to education. Constructivism is a psychological theory of knowledge (epistemology) which argues that humans construct knowledge and meaning from their experiences (Wikipedia). The basis of this model in social constructivism views each learner as a unique individual with unique needs and backgrounds. 
Theorists and psychologists John Dewey, Jean Piaget, Jerome Bruner, and Seymour Papert are just a few who have adopted many studies into this particular model. Discovery learning can be found in problem solving situations where the learner draws on his own experience and prior knowledge. These ideas can be found in the earliest of educational settings common in the k-12 school systems still used today. With the Discovery Learning Model, students interact with their environment by exploring and learning by discovery. Based on the works of John Dewey, Jerome Bruner began development of this model in the early 1960’s. Bruner argues that “Practice in discovering for oneself teaches one to acquire information in a way that makes that information more readily viable in problem solving" (Bruner, 1961, p.26). With this philosophy, Bruner’s development later became the discovery learning movement of the 60’s and 70’s used in the school systems of this particular time. The idea that the students 'learn by doing' had a huge impact in the schools of this time and still be considered evident in teaching today.
The Understanding by Design approach
 The Understanding by Design approach, like the Discovery Learning design model, has   elements of constructivism but it has generally more structure, which makes it more testable. With the change in accountability set by our government in all schools today, this approach allows for use in the classroom and many schools have also adopted this method of design.  Grant Wiggins and Jay McTighe are authors of the book, Understanding by Design, in which they develop instructional activities that inspire higher-order thinking and teaching to standards, with the outcome of a driven assessment. This model uses the “backward design” in that assessment in this model drives the instruction, rather than the opposite. For many years classroom teachers have created plans and lessons where as the instruction always lead to the type of assessment. Most teachers are familiar with deciding what to teach, designing activities, and then developing the end test for assessment. With the UbD model the teacher builds lessons around the assessment and has a clear goal for the students based on the desired end assessment.
Appendix A (McTighe and Wiggins, 1999)

	Backward Design Process

	Stage 1:

Identify Desired Results

A) Enduring Understandings

B) Essential Questions

C) Knowledge and Skills
	Stage 2:

Determine Acceptable Evidence

D) Performance Tasks

E) Quizzes, Tests, Prompts

F) Unprompted Evidence

G) Self-Assessment
	Stage 3:

Plan Learning Experiences

and Instruction

H) Sequence of Learning Experiences and Instruction


Knowledge and skills are what might be learned by rote memory, and may be tested in traditional ways within Understanding by Design, but their importance lies in how they fit into the larger picture of the enduring understandings. (Wiggins and McTighe, 1998) Wiggins and McTighe use this Appendix A to show the concept of “Backwards design.” (McTighe and Wiggins, 1999) and are further explained in the following stages:
Stage 1. Identify Desired Results. In Stage 1 we consider the goals. What should students know, understand, and be able to do? What big ideas are worthy of understanding and implied in the established goals (e.g., content standards, curriculum objectives)? What “enduring” understandings are desired? What provocative questions are worth pursuing to guide student inquiry into these big ideas? What specific knowledge and skills are targeted in the goals and needed for effective performance?

Stage 2. Determine Acceptable Evidence. In the second stage we consider evidence of learning. How will we know if students have achieved the desired results and met the content standards? How will we know that students really understand the identified big ideas? What will we accept as evidence of proficiency? The backward design orientation suggests that we think about our design in terms of the collected assessment evidence needed to document and validate that the desired results of Stage 1 have been achieved.

Stage 3. Plan Learning Experiences and Instruction. With identified results and appropriate evidence of understanding in mind, it is now time to finalize a plan for the learning activities. What will need to be taught and coached, and how should it best be taught, in light of the performance goals? What sequence of activity best suits the desired results? 

The ADDIE Instructional Design Model

The final model discussed here is the ADDIE instructional design model which provides a step-by-step process that helps specialists plan and create training programs. This particular model can be found in the business sector very commonly found today and the ADDIE instructional design model is used revolving around the following five components: 

· Analysis
· Design
· Development
· Implementation
· Evaluation
The ADDIE Instructional Design approach defines the instructional design as “the process in which learning does not occur in a haphazard manner, but is developed using a process with specific measurable outcomes.” (Robert Branch, 2009) As with all design models, the responsibility of the instructional designer is to create an instructional experience, which ensures that the learners will achieve the goals of instruction and because of this, each phase of the ADDIE model is an important element of the instructional design process. Although this particular model is widely used in business the ADDIE (analyze, design, develop, implement, and evaluate) instructional design model is a basic model that holds true for any type of learning, including Web-based (Hall, 1997, p. 81) and the ADDIE model is very simple and also includes all the components found in all other instructional design models mentioned above (UbD, and Discovery Learning).
Values and roles in my classroom
            The values and roles of effective instructional design models are important to the development of today’s student. In my teaching, I try to develop new strategies which include many models including the UbD, ADDIE and the Discovery Learning Concepts of instructional teaching.  The standards taught in my particular classes (Drama and Music) can be obtained using many design processes to help develop a   desired curriculum for an effective delivery of instruction. My definition of Instructional Design at this particular stage would be a systematic approach to developing the understanding and abilities, reflected in varied performances and contexts with meaningful learning experiences for the students to determine student needs and outcomes. It is also important to note whether the goals of the students learning have been achieved.
Conclusion
In reviewing the requirements and concepts of this paper I have learned many things about my style of teaching and how it relates to the student needs in today’s society. Many of the models that I have researched here, including others not mentioned, all have one thing in common: The goal is to make understanding for the learner as easily and accessible as possible. Though, this seems like a common sense answer, it is more difficult to do in the classroom setting without the required models. I am sure that the future will provide even more learning styles as the student learner will continue to change. I do look forward to discovering new and improved ways of teaching as new models are developed. For now, I will continue to use the models discovered in this research and hope that my students are happy with my new findings and ideas
.
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