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Provide access to the highest quality education and
training, tailored to individual needs, delivered cost
effectively, anywhere and anytime




"My hardest hours in the service
were those | spent in the
classroom.”

Elvis Presely

The Army Blue Book, 1961, Volume 1, p. 189
New York: Military Publishing Institute, 1960
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(dh--I’d like to re-format this a bit once we settle on exactly which events to show)

Ideas about what to include or exclude? A couple suggestions:



Sep	04	DoD Instruction on SCORM in review







Participant Notes

( “History” from the unified message document could go here. Opinions? See below.)



Presenter Notes



From Unified Message document:



The increased rate of deployments in recent years of DoD’s forces, which often involve rapid, unplanned movements to locations around the world, highlights the need for the Services to provide training on demand to soldiers and units deployed worldwide. Accordingly, because of more demanding deployment criteria and other time-sensitive constraints, DoD recognized that yesterday’s framework “right time, right place” learning, with its use of set times and places for training, may not meet future military requirements. It also recognizes that providing “anytime, anywhere” instruction is essential to maintaining military readiness in the information age, where future forces and their support activities need to be highly adaptive to meet threats effectively and rapidly.



In response to the 1997 Quadrennial Defense Review (QDR), the U.S. Department of Defense developed a DoD-wide strategy to use learning and information technologies to modernize education and training. The initial effort in that development was the ADL Initiative. Its intent was to set forth a new framework to provide DoD personnel access to high quality education and training, tailored to individual needs and delivered cost effectively, whenever and wherever it is required. DoD envisioned using the Internet and other virtual or private wide-area networks, distributed learning experts, learning management, and diverse support tools to ensure a “learner-centric” ADL system that delivers high quality training, education, and job performance aiding. DoD sees ADL programs as part of a continuum of learning that encompasses many learning methodologies.

In April 1999, DoD issued its ADL strategy in response to the 1997 DoD QDR. The strategy also responded to (1) the directive in the National Defense Authorization Act for Fiscal Year 1999 for DoD to develop a strategic plan to guide and expand distributed learning initiatives and (2) Executive Order 131119 that tasked DoD to provide guidance to Defense agencies and advise civilian agencies in developing and implementing collaborative distance learning standards. DoD’s strategic plan defined ADL as a way to leverage the power of computer, information, and communication technologies through the use of common standards in order to provide learning that can be tailored to individual needs and delivered anytime, anywhere, in either training or education environments. It also includes establishing an interoperable “computer-managed instruction” environment to support the needs of developers, learners, instructors, administrators, and managers. An ADL implementation plan followed in May 2000 to provide a federal framework. It described the department’s approach to carrying out its strategic plan and provided an update on each of the Services’ and the Joint Staff’s programs.



OSD’s March 2002 Training Transformation Strategy emphasizes the use of ADL programs as critical to achieving the department’s training and overarching transformation goals and ensuring that training is readily available to both active and reserve military personnel, regardless of time and place. The training transformation strategy and recently released implementation plan are intended to reengineer training; enhance service members’ skills; and provide capabilities-based training to support service, joint, interagency, intergovernmental, and multinational operations. 






- Roots of SCORM - Partnerships

Advanced Distributed Learning

» SCORM is built on the proven work of
prominent international standards
organizations @

» Provides a reference model to
accelerate standards development

» Is the first step on the path
to defining a true learning architecture

SCORM
Reference Model
=~ — e
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@ Sharable Content Object Reference
Advanced Distributed Learning MOdeI (SCO RM)
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Vendor Adoption of snunm

Through independent testing

Advanced Distributed Learning

Certified Products 220
- Learning Management Systems
- SCORM Tools

‘ Note: At least half from outside the U.S.




The ADL Co-Lab Network

Advanced Distributed Learning




ADL Global Partnerships
‘Build Partner Capacity’
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ADL helps develop anywhere,
s @anytime learning technologies

SCORM
\ .
Intelligent \ ~ CORDRA
' “— (ADL-
Tutoring i
ADL
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Simulation Repositories
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Performance

Aiding




Someday, we hope to see...

Advanced Distributed Learning

Register Find
Content Content

Make Host
Content Content

Use Content

11



The Basics of the ADL Game Plan

Advanced Distributed Learning

» Discovery = Learning - Dissemination

ADL Game-Based Learning endeavors to get the DoD
Game Technology community to collaborate over an
extended period to share, solve, and build

* where the ideas are
* where the people are

* communicate,
* collaborate

* where the projects are * understand the ideas - facilitate
» where the questions are + get to know the people » demonstrate,
» where the research is * help create the answers « prognosticate
* understand and filter the + and get it to YOU!

research

Discover Disseminate




International Plugfest 1
February 2004, Zurich

Focus on international strategies
and contributions

325 participants from 37 countries

Example of global adoption

8 Plugfest have been held in U.S.

m

* Growing adoption of SCORM by industry

- More than 100 companies have products  GERTIFIED

PRODUCTS



Standards

Advanced Distributed Learning

» What standards might be
needed to integrate game
technology and game design
into DoD Training and
Education?

e \What are the approaches for
\ using SCORM and games?

e Are there other standards
besides SCORM that should
‘ be examined or created to
help this process

e How would the ADL-Registry
play into all this? Registering
10 GB games as SCOs is not
very practical. So, what could
be done?




Design Principles

Advanced Distributed Learning

» What hybrid design principles, between Instructional Design and Game
Design, are best for the types of problems DoD is trying to solve with
Game-Based Learning?

e \What are the existing game-based learning design principles?

e For game-based learning, what approach is better? Instructional Design? Game
Design? Both? Neither? A Hybrid design?

e What are the best design principles for game-based learning?

e How do these principles translate into best practices for game-based learning?
Sanmes yeld Engagement.

Emotional
Engagement

Intellectual
Engagement

Psychomotor
Engagement



The $64 Million Dollar Question

Advanced Distributed Learning

Benefit of Games = Transfer

Do the knowledge & skills learned from computer
games transfer to real-life tasks in operational or
training contexts?

Without transfer, games may be fun, but useless for
instruction in training




Business Model

Advanced Distributed Learning

95 » What Business Model(s) is/are best to
follow to enable the use of game
technology and design that facilitates
the DoD ADL vision?

90

e \What problems are being solved using
GBL?

e Does it work?

85

e \What about metrics?
Money spent

80

70 - . Trainee throughput, capacity, production

All Scores w/o  All Scores e How do we collaborate?
Games w/Games e Are policies needed?

Time-to-train

Cost per trainee
Training scores




Communication

Advanced Distributed Learning

» How do we communicate and
expand the relevance of game
technology and design for DoD
learning to a wider range of use
efficiently and effectively?

e Briefings
e Weekly Webinar offerings

e Workshops
Quarterly
Standards
Design

Business Model
e Conference Participation
e \Website




Game Industry DNA

Advanced Distributed Learning

» How do we infuse Game Industry DNA
into our game and simulation practices
and principles and incent them to invest
in this area so a robust military learning
games industry emerges?

e Entertainment Software Association as
point of entry

E3 Media & Business Summit

e [nternational Game Developer’s
Association as point of entry

e Not academics

e Not universities

e Not engineering companies claiming to
be game companies just because they
have some technology




Advanced Distributed Learning

ADL Game Roadmap

Harbingers
of War
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Darkness

Does it
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How do we
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Big
Gatherings

Small
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Weekly
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Website / E-
Library
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Oath
of Blood

Game
Industry
. Inclusion

IGDA

Industry
Outreach

: Military Stakeholders

Infusion of Game

Industry DNA

Add Experimental &
Analysis Communities




SCORM—Today; SCORM 2.0 Tomorrow

Advanced Distributed Learning

New Learning Technologies
= Games, simulations and virtual world
= Intelligent tutoring systems

» Performance support, S1000D tech manuals
= Mobile systems

» Team training

= Collaborative learning

New Enterprise Architectures
» Post-Google knowledge management
» Service-oriented software architecture
» Content management and repositories
» Future LMS architectures

» HR competency/skills management

21
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This slide depicts the pressures on SCORM as it ages and as the world around it changes: learning technology, pedagogy, and enterprise software architectures.



IP Rights: The LETSI sponsors are determined to have SCORM be based on established, de jure standards and be free of any unusual encumbrances or fees. The development of SCORM is a completely open process within LETSI and the participating organizations.



New Learning Technologies: Like games, collaborative learning, 














A Plan is Needed

Advanced Distributed Learning
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