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Interactive Teaching/Learning 
 

In the drive toward more effective instructional delivery, training developers have 

increasingly turned toward models of individualized instruction that apparently offer a 

host of advantages over traditional classroom formats. Translation from theory into 

practice, however, has sometimes resulted in little more than isolated instruction with 

the accompanying effects of decreased motivation and lack of transfer to real world 

interactive settings. 

 

Computer technology offers many opportunities for increasing interaction, but as it is 

presently being used, also often results in building in even more elements of human 

isolation.  An excellent interactive session that focuses on specific skills provides, as a 

natural fall out, wonderful opportunities for lessons in positive human contact and 

communication.  When the emphasis is on interaction with other human beings, 

interactive teaching/learning sessions offer large advantages over other training 

approaches: 

 

 They allow the learners to interact. 

 They offer opportunities to practice interactive skills and immediately see the 

impact of their efforts on others. 

 They permit a diversity of feedback to occur for a number of persons 

simultaneously. 

 They reduce the sense of isolation that frequently accompanies automated 

systems. 

 They optimize the potential for sharing: among learners and between teachers 

and learners. 

 They allow for frustrations, fears and successes to be shared, thus decreasing 

anxieties while increasing the sense of success. 
 

Some Interactive Teaching/Learning Models 

 

In building an interactive training session, you have a choice among several models: 

 1. Teacher  learner/s 

 2. Teachers  learner 

 3. Learner/s  learner/s 

 4. Machine  learner/s   learner/s 
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All of these models can be applied to formal and non/formal types of training and can 

even be applied over distances using communications technologies. 

 

Let us examine each of these. 

 

Teacher   Learner/s 

 

Here the teacher or trainer is in control.  S/he acts as the primary means for 

disseminating information and providing skills/knowledge/attitude learning opportunities.  

To produce interaction in such settings, here are several methods the trainer can 

employ: 

 

 Provide information and have students respond to "personalized questions" (i.e. 

questions that link the content to the learner's own being). 

 Stop at convenient points and form small groups to solve problems and report 

on solutions.  This can be accomplished in both live and virtual environments. 

 Structure the group to grill the teacher using a press conference or police 

interrogation approach. This way learners assume responsibility for data 

gathering. 

 Structure formative feedback sessions to force learners to correct and 

encourage one another. 

 Lead games or simulation games, guiding play and debriefing learners 

afterwards. 

 Provide direct tutoring to individual learners or groups of learners. This process 

can be systematized or even programmed (excellent for helping foremen and 

supervisors to train subordinates). 

 Send learners to explore documentation or databases and then report back 

with discussion, sharing and feedback. 

 

Teachers   Learner 

 

Strange as it may seem, some learning situations require one learner to be taught by a 

host of teachers.  Think of a child learning to speak.  Family, friends, strangers all 

interact with, correct and teach the youngster how to express herself properly.  This is 

an effective approach when one person has to learn a great deal from a number of 

people in a short time.  Here are some examples: a new senior management person 
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has to become effective quickly; a public relations officer has to present the total 

corporation accurately to the outside world; a visitor has to obtain a broad view of the 

entire range of a department's or even a corporation's activities. 

 

The training developer can structure interactive teaching/learning sessions to help the 

learner gain required skills/knowledge rapidly and effectively. Here are several ways to 

achieve this: 

 

 Develop structured briefing sessions complete with relevant documents.  This 

can be done face-to-face through video-conferencing or via computer 

communication (both synchronous and asynchronous). 

 Provide learners with interview schedules and structured interview 

questionnaires. 

 Program "walk-throughs" with maps and questions. 

 Structure observation and debriefing sessions. 

 Develop Interactive Learner Controlled Instruction procedures. 

 
These provide objectives to be attained, a variety of sources from whom the learner can 
acquire skills and knowledge and a map to guide the learner. 

 

Learner/s   Learner/s 

 

A lot of research on peer tutoring has pointed out the effectiveness of this approach to 

learning.  Essentially what we have here are learners interacting with learners to create 

learning.  Here are several models: 

 

 Teacher  Learner/s   Learner/s 
 

The teacher assists a learner or group of learners to learn. The learners then 
work together helping one another, correcting, modelling or providing 
feedback. 

 
 

 Learner/s     Learner/s 
 

The learners receive clearly defined guidelines for learning and then check 
each other out using job aids. 
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 Senior learner   junior learner 
 

Someone who has gone through the course or has learned the job receives 
guidelines for structuring learning experiences for a beginner, tutoring and 
providing feedback. 

 

What is  interesting to note in this overall approach is that very frequently the learner 

doing the "teaching" learns  more than the one supposedly doing the "learning". 

 

 

Machine  Learner/s  Learner/s 
 

Sometimes qualified instructors are not available. It is still possible to automate under 

this type of condition and still retain the virtues of live interactive teaching/learning.  This 

can be done in two very simple ways: 

 

 Develop an audiotape that sets the scene and provides the expert information.  

Design materials that learners can use to facilitate their interactions.  Build in 

self-organizing debriefing sessions that all learners can participate in. 

 Provide scripts that learners can read aloud from. Build protocol materials, 

structured question periods and group administered study guides into the 

package. 

 Create rich computer-based virtual learning environments in which learners 

can explore, gather information and practice skills.  Creating a virtual campus 

or conference establishes an environment that encourages this form of 

learning. 

 

Conclusion 

 

The models presented above are only representative of the many ways interactive 

teaching/learning can be designed for training.  The value of such approaches is that 

the learners are drawn into a collective activity that is involving, gives them 

responsibility for learning and often teaching, and offers group support.  Individualization 

is not necessarily lost.  Just as a baseball team has diversity of responsibilities and 

tasks within a collective, interactive effort, so too, interactive teaching/learning 

experiences permit diversity as everyone aims toward the common goal of improved 

learning and performance on the job. 


