  Table 8.11 Control Strategies for Causal Understanding
	Method
	Control Strategy

	Type of performance
	The instructor/medium typically decides on the type(s) of performance to be taught, based on the real-world applications. But in some cases, this can be done effectively under learner control.

	Performance strategy
	For difficult causal models, the performance strategy is introduced to the learner (with generality and demonstration) under instructor/medium control.
Then it is often placed under learner control for further access when needed, but wrong-answer feedback typically includes a reminder of the performance strategy under instructor/medium control.

	Form of generality
	Since deep understanding is particularly important for causal understanding, the decision to use the discovery form of the generality is typically under instructor/medium control (universal), but it can be done effectively under learner control (making it optional).

	Form of demonstration
	Similarly, since deep understanding is particularly important for causal understanding, the decision to use active rather than passive demonstration (as either manipulation or exploration) is typically under instructor/medium control (universal).

	Timing
	The decision as to whether and when to see the generality, demonstrations, and practice are typically under learner control (especially with learners coached in making such decisions). 

	Attention-focusing 
	These are often under instructor/medium control (universal) at first, then placed under learner control. 

	Alternative representations
	These are also often under instructor/medium control (universal) at first, then placed under learner control. 

	Difficulty level
	This is under instructor/medium control by default, meaning it is adapted automatically to learner performance. For example, if the learner gets a practice item wrong, the instructor/medium can give an easier practice item automatically to the learner. However, the learner may also request items of a different difficulty. 

	Automatization
	Automatization requires overlearning. It is generally under instructor/medium control, using a criterion for speed of performance that matches real-world needs. For example, one might design the instruction to require automatization of the ability to parallel park a car, using a time criterion of five seconds, along with an accuracy criterion of no more than eight inches from the curb and not touching the cars on either end of the parking space.



