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1 Introduction

1.1 Overview of This Document
This document describes how to use an integrated SCORM®
 and experiential (simulation-based) training course. The user interface is based on the SCORM Sample Runtime Environment (RTE), available from the Advanced Distributed Learning (ADL) Co-Lab (http://www.adlnet.gov). This manual includes the user interface instructions for the SCORM Sample RTE, documents the enhancements to support experiential training, and provides an example of taking a SCORM and experiential training course.
The integrated SCORM and experiential training system documented here is available from the Joint ADL Co-Lab (see: http://www.jointadlcolab.org/ ).
1.2 Intended Audience

The intended audience for this document comprises trainees taking a course that combines both SCORM material and simulations.

2 Concepts

Integrated SCORM and experiential training courses are designed to provide instruction on specific training objectives. As both the SCORM and experiential training sections of the course are focused on the same material, the trainee’s performance in the SCORM section of the course can be used to select appropriate scenarios, levels of difficulty, or other parameters in the experiential part of the course. Similarly, the trainee’s performance in the experiential part of the course can be used to direct the trainee to appropriate new or remedial material in the SCORM part of the course.

SCORM is a set of specifications to support browser-based training. It is not necessary to understand SCORM in order to use a SCORM and experiential training course. In the following, the “SCORM part of the course” is any part of the course that is displayed in your browser window. The “experiential part of the course” is a training system, usually a simulation, which allows you to practice or test the skills that you learned in the course; this part of the course is displayed in a new window (i.e., not in your browser). Different courses will use different training systems; this manual covers only use of the course itself; it does not document the use of any particular training system.

Experiential training is supported by the Distributed Training Event Coordination Service (the DTECS). Again, it is not necessary to understand the DTECS in order to take a course.

3 The SCORM & Experiential Training Course

3.1 Starting the Course

To start a course, first start the SCORM Runtime Environment as described in section 3.1.1, and then follow the instructions for starting a course in section 3.1.2.
3.1.1 Starting the SCORM Runtime Environment
The instructions provided in this section are from the documentation for the SCORM Sample Runtime Environment (see http://www.adlnet.gov/scorm/20043ED/SRTE.aspx).

The instructions provided are for running the Sample RTE on a Windows platform. This is the only platform that the software has been tested on and is the only platform for which instructions are provided at this time.

To Run the Sample RTE:

First, start the jakarta-tomcat-5.0.16 servlet container and web server that is provided with this installation. To do this:

· Click on the shortcut at:

Start Menu -> All Programs -> ADL -> SCORM_2004_3rd_Edition_Sample_Run-Time_Environment_version_1.0 -> Start Server

A command prompt window will appear, showing several lines of textual information. This window will remain open until you stop the server.

· Next click on the following:

Start Menu -> All Programs -> ADL -> SCORM_2004_3rd_Edition_Sample_Run-Time_Environment_version_1.0 -> SCORM 2004 3rd Edition Sample Run-Time Environment version 1.0

This will launch the Sample RTE Main page. Log in with the username: "admin" and password: "admin". (Be sure that Microsoft Internet Explorer 6.0 is your default browser.)

Online help pages are available once the Sample RTE is started. "Help" links appear at the bottom of each page.

To close the Sample RTE, first close the browser in which it is running. To stop the jakarta-tomcat-5.0.16 servlet container and web server, click on the following:

Start Menu -> All Programs -> ADL -> SCORM_2004_3rd_Edition_Sample_Run-Time_Environment_version_1.0 -> Stop Server.

To return the Sample RTE to a “clean” state, log into the Sample RTE, and from the main menu choose the “Clear Database” option. This will remove all course files that have been imported, as well as any information associated with them, including IMS SSP buckets and related information; and will remove all user registration information. All Global Objective information will also be removed.

3.1.2 Starting a Course

Log in by selecting the “Log In” button.

Enter your username and password, then select the “Submit” button.

To start a course, select “View Registered Courses”. If you are not registered for any courses, you will first have to register for a course by selecting “Register For a Course”. Additional information is provided on each page by selecting “Help!”.

3.1.3 Selecting Lessons in a Course

To select lessons in a course, use the “Continue” or “Previous” buttons near the top of your browser window, or select a lesson from the list of lessons displayed on the left side of your browser window.
3.2 Selecting Experiential Training

When you select the experiential training part of the course (either by selecting the “Continue” button or by selecting a lesson from the course tree), the following page is displayed in your browser:
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Figure 1: Selecting Experiential Training
Use the drop-down box to select the appropriate DTECS, as directed by your instructor. If no directions have been provided, select any DTECS. Click on the button to start the experiential training.

3.3 Using the Lobby

In most cases there is exactly one experiential training event that meets the requirements in your course. In this case, a page similar to the following is displayed in your browser:
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Figure 2: The Lobby
Select the “Ready” button, and then select the “Start Session” button. This will start the simulation-based training. Several windows will be displayed, which can be safely ignored. Finally, the simulation itself will be displayed in a new window.
3.4 Selecting Training from Training Packages and Events

In some cases there are several different training events that meet the requirements in your course. In these cases, a page similar to that in Figure 3 is displayed. Unless you are directed to specific training by your instructor, select the training by following the instructions below.
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Figure 3: Selecting Training Packages and Events
First, note your training objectives at the top of the page, under the title “Objective”. These are the objectives or skills that you should learn. Next, note the lists of “Training Packages” and “Training Events” (either one or both of these sections will be present). Each Training Package or Training Event lists the objectives that it teaches. If possible, use a Training Package or Training Event that teaches all of your training objectives, otherwise, select the one that most closely meets your objectives.

· To use a Training Package, click on the name of the Training Package, then click the “Create Event” button. The Lobby page will be displayed. Continue by following the instructions in Section 3.3 above.

· To use a Training Event, click on the name of the Training Event, then click on the “Join Now” button. Training Events are scheduled to occur at a specific time. If the Training Event is scheduled for the near future, the Lobby Page will be displayed. Continue by following the instructions in Section 3.3 above.

If the Training Event is scheduled more than a few minutes from the current time, select the “Edit Event” button, then on the page that appears next, select the “Now” button next to the Date/Time, then select the “Save” button. When the page redisplays, select the “Event Home” link and the Lobby Page will be displayed. Continue by following the instructions in Section 3.3 above.

3.5 Reporting Scores
When you have finished using the training system (and exited the training system by whatever means it provides), after a few seconds a page similar to this will be displayed in your browser:
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Figure 4: Training System Has Finished

Click on the “click here” link, and a page similar to this will be displayed in your browser:
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Figure 5: Reporting Scores

Your scores for each objective are displayed in the table. Click on the “Report Scores” button, which will report the scores to the SCORM part of the course. The next lesson from the SCORM part of the course will now be displayed in your browser window. Continue as described in section 3.1.3.
3.6 Example Course

An example course is included with the SCORM and experiential training system. This course teaches the TicTacToe game. You may be able to register and take this course as described in section 3.1.2 and 3.1.3. The following figure illustrates the lessons in this course:
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Figure 6: Example Course

Step through each lesson in the course using the “Continue” button displayed in your browser. The lessons labeled “Practice” will allow you to try your skills at a TicTacToe game by following the instructions in sections 3.2-3.5. The course is set up so that if you play your first or second move incorrectly, or if you lose the game, the course will display exactly the lessons that you missed. You play the game twice. The first time, O (the computer) plays to the center, the second time, O plays to a non-center square. If you play both games correctly (make the correct first and second moves and win the game), then you will have completed the course.

If you take the course again, you will be directed to only those lessons that you failed on your previous try. If you succeeded in playing the game correctly on the previous try, you will first be directed to play the game, and then directed to any lessons that you failed in playing the game.
























































































































































































































� Sharable Content Object Reference Model (SCORM). “SCORM is a collection of standards and specifications adapted from multiple sources to provide a comprehensive suite of e-learning capabilities that enable interoperability, accessibility and reusability of Web-based learning content.” - from: � HYPERLINK "http://www.adlnet.gov/scorm/index.aspx" ��http://www.adlnet.gov/scorm/index.aspx�. SCORM® is a registered trademark of the ADL Initiative.
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