
GCCS-A Prototype After Action Report
	Overview
	As the GCCS-A Prototype comes to completion it is important to review where Booz Allen began the project and what was learned in the process. This is the After Action Report for the GCCS-A Prototype and includes the lessons learned during the project.


	Categories
	The outputs from the lessons learned review have been placed into various categories in order to simplify the key findings. These categories are:
1. General – lessons that cover the project from an administrative and overall perspective.

2. Analysis – lessons learned during the analysis phase or as a result of analysis.

3. Design – lessons learned during the design phase or discovered during the development phase but pertaining to design specifics.

4. Development – lessons learned regarding programming and SCORM related issues during the development phase.

5. Technology – lessons learned regarding software technology during the development phase.

6. Audio – lessons learned regarding audio related issues.




	General
	The following items are key findings from the lessons learned review that cover the GCCS-A Prototype from an overall perspective.
1. Expect SMEs and Evaluation Audiences to change, multiple times.

2. A Prototype doesn’t always have to be a complete course. It is a proof of concept.

3. Spend less time and money on traditional lesson structure and more on gaming methods and gaming technology.
4. Involve in house Military SMEs as often as possible, even if there is a discrepancy in opinions between them and external SMEs.
5. Change of JADL Co-Lab contact led to uncertainty around coordination and administration efforts.
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	Analysis
	The following items are key findings from the lessons learned review that relate to the analysis phase of the GCCS-A Prototype.

1. Understand the differences between the multiple audiences earlier and their role in the decision making process. These include not only the audiences for the army (2) types but also for the marines (who truly are the decision makers). 

2. Collective training versus individual training became a critical element in the design process.



	Design
	The following items are key findings from the lessons learned review that relate to the design phase of the GCCS-A Prototype.

1. Ensure that a solid common scenario is being used for design. See if one exists within the target community prior to creating one from scratch. A common scenario was in the development phase and not available for use in the prototype. 
2. When decision-making skills are the focus, storyboard initially from flowcharts rather than scripting.

3. Focus on instructional game elements rather than entertainment value.

4. Provide a brief to the development team on interpreting storyboards early on in the process.

5. Formulate the characteristics of the agent early in the design stage.
6. When scripting audio files, make them succinct in order to use them efficiently when programming.
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	Development
	The following items are key findings from the lessons learned review that relate to the development phase of the GCCS-A Prototype.

1. SCORM is a moving target and still a challenge for simulations and advanced learning technologies.
2. High-end simulation and interactivity training products do not lend themselves to SCORM compliancy at this point in time.
3.  In order to achieve serviceable SCOs, the design and development team need to meet early and frequently, as things will change (often with improvements) during the process (naming conventions, defining, templates, etc.).
4. Discovered that the software allowed us to demonstrate how learning could be enhanced with the use of Animated Agents, but didn't lend itself easily to SCORM conformance.  
5. More robust and continuous technical testing was needed than anticipated.
6. Some of the Xtras needed in Director software to simulate the interactivity and simulation are not compatible with running the published file (.dcr, .htm) in a browser, thereby rendering it non-SCORM compliant. These have to be run as an .exe or as an .exe loading a .dcr in a Director player window.
7. It appears that the fewer instances the files were opened and altered, the fewer problems we had with them.

8. Future projects of this sort should include an organized structure of QA designed to lessen the amount of times the files (.dirs) are opened.
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	Technology
	The following items are key findings from the lessons learned review that relate specifically to the technology used to develop the GCCS-A Prototype.

1. Macromedia products are still not fully integrated with one another. This may be in part because the versions of each product are not released together. Director 10.1 does not seem to always work well with Flash 7.02 components or movies. One was released right before the other, not together.
2. Had issues with Captivate (ver 1.1) code (such as mouse double-click functions) not porting correctly or porting at all to Flash. 
a. Also, occasionally options (such as give the student three tries) exported incorrectly (only one try as opposed to three). Code had to be checked carefully. 
b. Additional issues existed with having to manually create text boxes within Captivate and Flash.
3. Director (ver. 10.1) had issues with Flash .swfs (Captivate movies) text boxes. At times published Director files would show a blinking cursor in the text boxes of Flash movies (.swfs), at other times not at all. No consistency as to when or how or differences in publishing settings.
4. Certain Flash components within Director, or code written to control a Flash movie would always work when the Director movie was played and tested within the Director application environment, but when published as s Director player executable or Director locked file (.dxr)     or Director native movie (.dcr), the code or element would not work correctly. 
a. An example of this is the Definition box (a .swf), which appeared when the student clicked on a hyperlinked word within content text, but would not move to the correct frame in the .swf, thereby showing the wrong definition for that word. Clicking again resolved the problem.
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	Technology (continued)
	5. Director itself has issues with some code, including loading movie level scripts: 

a. As listed above, some code (Lingo) worked fine while played in the Director application environment, but not when the file was published. 

b. Some movie scripts (to create global objects or variables to control the movie) were not always loaded in the correct order when published. This gave inconsistent results when movies were published, sometimes causing script errors on playback, sometimes not. This includes the IMS character script. 

c. Some of the technology used (primarily IMS) did not lend itself to a Shockwave player when published as an .exe (smaller file size,) but could only be published as a Standard Player .exe (all Xtras etc. are internal, larger file size. Shockwave compression setting did work).
6. IMS movie script sometimes interfered with other movie scripts created for the Practical Exercises and Game. 

a. Sometimes audio files used on some screens lost their linking to the agent. 

b. The IMS core.cst, an essential cast file within Director, often lost its external linking when the Director movie was played within Director, and had to be re-linked. 

c. Audio files added later had to be carefully put in the cast library in order not to displace other sound files already in there; otherwise agent linking to audio files would be lost. Director and IMS use the cast member number to identify the audio file as well as the member name. 

c. Files (.dirs) on occasion became corrupted, possibly due to the IMS externally linked files (lost links.) On relinking, the file would become corrupted. Also, glitches and bugs popped up on publishing in the later stages of the project. 

d. Due to the IMS Xtra and objects, (such as the scripts and external casts,) it was impossible to publish to a .dcr for the executable (presentation) version. 

e. The IMS Director Xtra is meant to be used for web pages, in a fairly simple matter (greeting the viewer). Careful consideration should be given for future use in high-end training software with simulation and interactivity. Another product may be better suited. 
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	Audio
	The following items are key findings from the lessons learned review that relate to audio issues within the GCCS-A Prototype.

1. A central external cast was used to organize the audio files. (This was also done for swapping out the audio files .wav – a larger format – to mp3 – a smaller file size.) Any future projects with large amounts of audio should probably have those sound files internal and local to their specific .dir file. This also entails having a more precise picture of how many audio files, etc. we have before the architecture to the training presentation is set up.
2. For prototype purposes it is not necessary to include all the audio designed. Shortcuts were found regarding agent feedback and some checks on learning. This reduced the number of audio files significantly (Module 1 – originally 265 audio files down to 130).
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