The 6 basic teaching patterns

This is a highly simplified account of the three elements – content, learning activities, and performance - that underlie music learning and teaching [in common with any other subject]. It is deliberately bare in order to leave the focus on the patterns themselves.  There are so many possible variants of all the patterns that one must leave it to the teacher’s and learners’ initiative to exploit them, with or without the new technologies.

There is little doubt about the value of active learning among psychologists and educationists, i.e.  that learning activities are at the heart of successful learning.  Nor is there much doubt that learners find well-conceived and well-managed learning activities more enjoyable and motivating than transmission of knowledge though it is by no means unvalued.

In all the patterns, there is an important sub-type: peer or co-constructed learning which occurs whenever learners co-operate in the learning activities.  It is frequently spontaneous and informal, but may be deliberately built into the process by the teacher as group work, in which learners may canvass and discuss solutions to a problem, trial the solution, and summarise their findings, with optional teacher input at final stage.  Note that co-operation is different from collaboration which may simply be communication or mutual assistance and does not necessarily involve co-constructed learning. 

Notes: 

Feedback on learning -  whether from peers, the teacher, or an automated app - is assumed at all stages, but not included in the pattern description unless it is a special focus as in No.2.

Performance is defined for the music teaching context in the explanation of the first model below.
Ls = learners               

Ts = teachers

1.  Conventional 

An example in music teaching using music apps is:

	Content 

T demonstrates how to play the virtual piano with  ButtonBeats                                                                                                                        
	Learning Activities             

Ls work out how to play a song they know                              
	Performance 

Ls listen Concert Vault  and pick out the melody on the virtual piano


Here a teacher [or a learner, normally at the request of the teacher] starts the learning off by demonstrating a new area of knowledge, in the above case how to use one of the many virtual instruments available on the internet.  Next, learners practise using the app themselves. The teacher will be available for help and feedback on their efforts as well as to focus their thinking, and probably to stimulate further enquiry related to the this new learning.  Finally, in this teaching event [though the topic may continue through many further learning events] there is an opportunity for learners to do something independent that will demonstrate how much they have learned by playing the virtual piano with a different melody.  In this example, the final section of the learning event also takes them to another app, which they may or may not have encountered before.

Explanation

This pattern is often called the ‘transmission’ model, because it starts the learning process by presenting content in well designed forms. This is still by far the most common model in use, judging by our research of the literature, our discussions with colleagues, and our knowledge from contact with thousands of educators over 40 years.  Even the youngest and most recently trained use it predominantly.  That is not to say that the focus of such teaching is necessarily on the teacher’s presentation of content.  Indeed, the teacher frequently downplays the provision of content and places greater emphasis upon the practice and performance activities that the learners are asked to do. 

In the first stage of this model, learners become aware of content.  The content – knowledge, skills or attitudes - may be directly stated and described [i.e. presented], by the teacher or by another expert, another learner, an automated teaching program; or else it may be revealed through resources such as reading, audio-visual materials or learner activities designed to lead to it. It can be presented to the learners in a great variety of ways using traditional or newer ICT.  In online distance courses, it has been most common to present content by text on web pages.  
When content is elicited from learners through questioning or other stimuli, this is to some extent a “learner directed” method. But there is a distinction between a truly learner determined course and one in which learners are prompted [perhaps very subtly] by the teacher.   In some contexts, where a different template is the model, the learners may truly initiate a teaching event, but the constraints of higher education make it difficult for them to do so if the teacher is following this,  the conventional, template.

It is not sufficient for learners simply to become aware of content.  It needs to be activated so that it is fully understood, accepted, integrated with prior learning, remembered, and available for use in appropriate situations.  “Activities” is the generic term for the second stage, i.e.  that part of a teaching event where learning activities fulfil these aims. 

As in the case of content, it need not be the teacher who organises the practice activities; it may be learners themselves who are motivated to do so.  Also, as with content, the practice may involve direct management by teachers or learners, or else it may be arranged in an automated teaching program, or through written resources on paper or the world wide web, or audio-visual materials, or any combination of these. These may be done individually, in pairs, or in groups, and may be mediated through ICT.

Practice is followed by the third stage, performance, where learners as well as teachers need activities through which either formative and/or summative feedback is offered.  In this context, the term “performance” has the very general meaning of “demonstrating the ability to do something”; this includes performing a musical piece [i.e. singing or playing] but may also be simply demonstrating knowledge or a skill.  It can be done individually, in pairs, or in groups, and may be mediated through ICT.  Learners may try to assess their achievements themselves, or seek approval or assistance from teachers or peers.  Such assessment may be formative, that is, purely for the satisfaction of having mastered some item of new knowledge, a skill, or a fresh attitude.  

On the other hand, it may be for recognition within an educational structure, in which case it is individually performed, and is called summative, even if it involves an on-going process during a learning period (for instance, the now common portfolio method, or a series of tasks) rather than a final examination.

2.  Feedback responsive 
An example in music teaching using music apps is:

	Content 

T demonstrates how to mix with Myna                         
	Performance/Feedback                
Ls try it for themselves and get feedback                 
	Learning Activities             

Ls try again for more practice   



Here a teacher [or a learner, normally at the request of the teacher] demonstrates a musical processes, in this case mixing by using a new app.  Next, the learners need activities – in this case musical mixing mathematical - through which either formative and/or summative feedback can be given by the teacher.  The activity may be done individually, in pairs, or in groups, and may be mediated through ICT.  The learners may assess their achievements themselves, or seek approval or assistance from peers or the teacher. The feedback in this model is normally formative, that is, just to indicate what learners have mastered but not to be formally graded.  Finally, in the light of the teacher’s observation of what they’ve already done, the learning practice is continued further.  I.e. the activities focus on what the learners still need to practise.

This feedback responsive model is very common, especially where skills are being learned, whether intellectual or motor.  It is roughly equivalent to contexts where the learner is learning by imitation of an expert.  
Explanation 

This model starts the learning process by presenting content [as in pattern 1] but relies on learner performance to guide the teacher towards appropriate learning activities. In the second stage learners engage in activities about which formative feedback can be offered usually by the teacher, but often also by other learners.  The pattern ends with further practice for which the need has become evident.

3.  Resource based
An example in music teaching using music apps is:

	Activities/Feedback                    
Ls search for a tune in Midomi                                                 
	Content 
T explains similarities and differences between Midomi  &  Gracenote                                                                                                                                                          
	Performance
Ls search for something       
in Gracenote   


Here the event starts with the learners’ trying out a routine music search process using an app as their resource, in this case looking for a particular one in the Midomi database. They are encouraged to use the Help or Support pages that come with the app.  The teacher then clarifies further how the search works, and introduces a comparison with another such database.  Finally, the learners try to do the same kind of search in the new one.
Explanation
This model starts by learners being asked to inspect/consult sources of knowledge and apply what they’ve learned to something else. It is commonly hailed as a method of allowing or training learners to become more independent and is often called project work in schools.  The teacher offers guidance, but this is not the equivalent of presenting content.  In fact, in this model, learners present the content they have found through their research [which may be theoretical or empirical], while the teacher’s role is to supplement and/or amend and/or summarise it at the second stage of the learning.  Finally, learners consolidate their learning with activity that leads them to apply what they have learned to a new context.  

4. Discovery based

An example in music teaching using music apps is:

	Activities/Feedback                 
	Performance
	Content  

	Ls find an unfamiliar song          in Spotify, record it, and write the score. Their peers   comment on their score                              
	Ls play or sing the song into notation software e.g. Noteflight and compare with their manual notation. 
	T presents more knowledge about musical notation, to sum up the activities


This teacher starts the learning process by prompting learners to discover knowledge through research activity, in this case finding a melody with an app, and writing the score both manually or with an app.  Then they assess their achievements themselves, and/or test out one or more apps relevant to the musical activity, and finally the teacher pulls it all together.

Explanation 

Like the resource based model, the discovery method is also an increasingly common form of what, in schools, in often called project work. The teacher may offer guidance for the discovery, but this is not the equivalent of presenting content, for instance challenging learners to work out how a musical app works.  They may then be challenged to set up an experiment to check on how effective their own effort are and whether the assistance of apps is useful.  Finally the teacher supplements and/or amends and/or summarises what has been discovered. 
Free, independent, discovery is favoured by many teachers, especially in the creative arts, and perhaps owing to the common beliefs in (a) the effectiveness of learning that has been arrived at by the one’s own effort and/or (b) that learners’ freedom use the medium [art, dance, etc.] in their own ways should not be impeded by transmission or control of the teacher. In much art teaching the learners are asked to freely draw something, while the teacher moves around offering individual advice on what they are doing or have done. Despite being an example of the “personalized” mode of instruction, as well as allowing for individual creativity, it has the disadvantage that many learners never feel they truly know how to do something.   It can be argued that creativity and innovation should not be confused with learning the foundations for creative action.   In music teaching, of course, this method has traditionally been stifled by an obsession with reading the score at the expense of discovering music as such by listening, singing, and trying to play an instrument.

5. Problem stimulus/experimental 

An example in music teaching using music apps is:
	Performance
	               Content 
	Activities/Feedback

	Ls search for a jazz piece in iRealBook and experiment with different  styles, keys, or tempi and select their favourite                                                                         
	T presents knowledge about creating variations 
	Ls search  iRealBook again and write a variation themselves Then get feedback by asking iRealBook to do it. Finally they compare results with their first attempt.



This is the first of two problem based learning scenarios.  Here the learners are stimulated by a given exercise in which they will need to solve a problem, in this case generating variations with the help of  the app iRealBook.  The teacher then presents an explanation of the theme and checks and supplements the learners’ understanding as necessary.  Finally, the learners are given a further variation problem to solve without the app but to check for themselves via the app.

Explanation  
This starts the learning process with a question, problem, or issue that may have more than one solution.  This model is distinguished from the other  Problem based model [below] by the order of the elements after the initial Performance. This is followed by the second stage, where the teacher presents content according to the feedback gained from the Performance, sometimes providing solutions not found by the learners, sometimes correcting or amplifying answers and solutions, sometimes summarising or highlighting key items. In the third stage, the teacher sets further questions and/or problem solving activities.

There is a substantial literature on problem based learning. It is called for on the grounds that learning is improved  by the freedom to solve one’s own problems and not be  impeded by transmission or control of the teacher. The arguments are similar to those above under 4. Discovery based models.  
6. Problem Based 
An example in music teaching using music apps i

	Performance
	Activities/Feedback
	               Content  

	Ls search iRealBook for a melody and write a variation with different style, key,  or tempo                                                  
	Ls then get feedback by asking  iRealBook to do the same or similar variation                
	T presents knowledge              about creating variations



This starts the learning process with a question, problem, or issue that may have more than one solution.  This model is distinguished from the first problem based model by the order of the elements after the initial performance. The second stage is a self-evaluation activity, requiring learners to check their solutions reached in the first stage. The learning is rounded off by the the teacher presenting content and feedback gained from the previous two stages.

Explanation  
This is the second of two problem based learning scenarios.  Here the learners are stimulated by a given exercise in which they will need to solve a problem, and then apply it in a given context set by the teacher, who ends by checking and supplementing the understood content, as necessary.  

There is a substantial literature on problem based learning. It is called for on the grounds that learning is improved  by the freedom to solve one’s own problems and not be  impeded by transmission or control of the teacher. The arguments are similar to those above under 

4. Discovery based models.  
===============================================================

The six patterns are summarized in the chart on the next page.

	1 

Conventional, default
	Content

T demonstrates how to play the virtual piano  with  ButtonBeats                                                                                  
                      
	Activities/Feedback              Ls work out how to play a song they know                                                
	Performance/Feedback Ls listen to Concert Vault  and pick out the melody on the virtual piano



	2 

Feedback responsive 
	Content 

T demonstrates how to  mix with Myna                                     
	Performance/Feedback Ls try it for themselves   and   get feedback
	Activities/Feedback              
Ls try again for more practice   


	3 

Resource/research based
	Activities/Feedback 

Ls search for a tune in Midomi                                              


	Content                 

T explains similarities  and differences between  Midomi  &  Gracenote

                                                                                                      
	Performance/Feedback Ls search for something in Gracenote   

	4

 Discovery based
	Activities/Feedback 

Ls find an unfamiliar song in Spotify, record it, and write the score . Their peers                                  comment on their score.             
	Performance/Feedback Ls play or sing the song into notation software sand compare the result with their own                 notation 


	Content 

T presents more knowledge about musical notation, to sum up the activities.

	5 

Problem stimulus/experimental
	Performance/Feedback Ls search for a jazz piece in iRealBook and experiment  with

different  styles, keys, or tempi and select  their                                                   favourite                                                                         

                    
	Content 

T presents knowledge              about creating variations           
	Activities/Feedback 

Ls search  iRealBook                     again and write variation themselves; Then get feedback by asking iRealBook to do it.  Finally they compare results with their first attempt.



	6 

Problem application 
	Performance/Feedback Ls search iRealBook for  a melody and  write  a variation with different style, key,  or tempo

                                 
	Activities/Feedback 

Ls then get feedback by  asking  iRealBook to do                    the same or similar                    variation                              
	Content 

T presents knowledge              about creating variations


