Forterra Abstract

Background 
Advanced distributed learning, reuse of content, and gaming technologies have proposed as potential solutions to fill a variety of the gaps, particularly for challenging new training requirements such as Improvised Explosive Device (IED) defeat operations and general team training.  Within a game environment, complex events, locations, and scenarios can be created and repeated to increase proficiency.  On-line multiplayer game environments that leverage long-haul networks to link participants remove the requirement that all participants – including trainers and instructors – be co-located.  While not intended to replace live training exercises, multiplayer game based applications can be used to both prepare individuals and teams for, and provide refresher training after, live exercises.  And last, but not least, gaming technology is viewed by soldiers as “fun to use” providing a yet to be qualified metric related to engagement in the training activity and ultimate training effectiveness.  
These concepts form the basis for this proposed research effort during which Forterra Systems, Intelligent Decision Systems, Inc (IDSI), and Rustici Software will examine the extension of SCORM-based learning content into on-line, game based, multiplayer training environments.

Objective 

The proposed effort intends to research and propose standards as well as develop a sample capability around the concept of extending SCORM-based learning content into multiplayer game environments.  It will examine how to adapt multiplayer games so that they can work in conjunction with other forms of training content where SCORM LMSs are involved.

Technical Approach
Figure below shows the interaction between a multiplayer game engine, DTECS, and LMS via the Game / SCO Interface.  It is envisioned that the Game /SCO interface will provide a mechanism for the game to request a SCO (through the SCO Trigger) which will ultimately be rendered by the SCO browser within the game environment.  The Game / SCO interface should take SCO requests from the game, augments them with scenario details already present in the DTECS, forward requests to the LMS, and return the SCO location to the game engine.  The Game / SCO interface should also serve as a transport layer for returning SCO results back to the LMS.  The LMS can then select the appropriate SCO and return its location to the Game / SCO interface.
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Significant work will be accomplished to determine the most appropriate methods to present SCOs within a multiplayer game environment.  We currently envision this to be a sophisticated browser that can project a variety of multi-media content within the virtual world.  This will be an extension of technology that Forterra is providing for commercial clients such as MTV Music Television, which is using Forterra’s MMOG as a multimedia delivery capability.  Once the Game / SCO interface is operational, we will explore various methods for rendering SCOs within the multiplayer game based environment.

Deliverables

Instructional Design.  The formal ISD process will be used to determine the objectives and outcome for the Phase I effort.  The results of this portion will be a documented report which will detail the relationships of MMOG engines, SCORM requirements, and the ADL infrastructure.

Specific tasks include:
· Identify the cognitive and affective skills integral to team training

· Enumerate the gaps in existing training to meet team training performance challenges

· Identify the appropriate role of an instructor in a distributed, multi-user environment

· Describe tools that leverage SCOs to provide training feedback to an individual learner

· Explore training opportunities that can be created using a multiplayer environment

· Outline SCOs dictated by the learning objectives, instructional strategies, and environment

OLIVE Set-up and Configuration.  Server hardware to host the OLIVE application.
Working prototype of the LMS/MMOG and Trainee SCO Interface.  

Milestones

Contract Award: 

Contract End Date:  31 December 2008 (In order to support I/ITSEC)
Kick-off Meeting:

	Tasks
	Start/End Date (Months After Contract Award)

	Project Kick-Off
	Month 1

	Instructional Design
	Months 1 through 6

	OLIVE set-up & Configuration
	Months 1 through 6

	Design, Develop, & Test the LMS/MMOG and Trainee SCO Interface
	Months 7 through 12

	Demonstration/Prototype
	Month 12

	Final Report
	Month 12


