B
(Computer-Assisted Instruction)
»
1. (Tutorial)
2. (Drill and Practice)
3. (Simulation)

4. (Educational Games)



«

( 2528; 2528)

(Friedman 1974; Lee 1975; Oden 1982)

(Programmed Instruction/P1)
(Feedback)

(Cronbach 1963)

(Performance)
(
2522; Bridgeman 1974; Deese and Hulse 1967; Fry 1963;
Krikland 1971)



(Immediate
Feedback)

(2519)

(2522)

2
(Brown)
(1953)
(1964 )
2519)
Feedback)

10

(Delayed

(1962)



(2526)

(Noonan 1984)
' 6

(1)

(2)

(3)

(4)

(5)

(6)

(Collins 1985)

(Armour-Thomas 1985)
3 (Verbal-Textual)

(Audio-Visual) (Media Flash)



3
3
(Pollack 1985)
6-9
! 65-133
l
I
» ( Anderson, White and
Wash 1966) €y

»

(Erickson)

«

»



( 2529)

(Hangman) (Don't Fall)
(Freud)
2
(Malone 1980)
I
( 2529)

{«

(Piaget)

6-7-12 (Bruner)

( 2529)



2.1

2.2

2.3

)!
2532 90

(Keyboard)



1.1
1.2
1.3

«
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