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Overview

ADL Background

A ADL Initiative

A Sharable Content Object Reference Model
(SCORM)

Next Generation SCORM

A Gather requirements from community
ARedefine ADLG6s Rol e
A Work with other organizations

A Provide prototypes and guidance



ADL Background

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

Web based
Learning

Immersive Content
Learning Repositories
Technologies
A In
sgnool’ 23 ?{) Transit
Office
e Distributed
Job Aiding Simulation



A Little History - SCORM® YA\

Advanced Distributed Learning

A Initiated in 1997

A De facto global learning standard
A Packaging Content

A Describing Content w/ Metadata
A Run-Time Environment

A Sequencing & Navigation



Moving Forward

Next Generation SCORM

A Gather requirements from community
ARedef i ne ADLGO6s Rol e

A Work with other organizations

A Provide prototypes and guidance




) Enabling Learning

eto enable effecti ve
learning
I Know who the learners are

I Know what types of outcomes are
desired

I Choose technologies that support those
outcomes
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) Learners - 2005

Today's Learners

» Characteristics _earning Preferences

 Digital (growing up in Teams, peer-to-peer
constant contact with . Engagement & experience
digital media) » Visual & kinesthetic

* Connected . Things that matter

* Action-oriented

 Experiential
e L

* Immediate _

: ‘,. ‘
 Social ?\
4 \
~

Educating the Net Generation (2005) i\\
http://www.educause.edu/educatingthenetgen

EDUCAUSE .
Learnlnglnitiative




21st Century Learner- 2011

A Multi -tasking 1 multi -modal

A Internet centered

A Group oriented/Social

A Diverse

A Inductive discovery/exploratory

A Fast response times/Instant access

A Knowledge should have personal meaning i
matters

A Desire to reach own conclusions and results

http://depd.wisc.edu/series/06 4168.pdf



http://depd.wisc.edu/series/06_4168.pdf

A Inductive vs. Deductive

A Social vs. Individual

A Situated vs. Detached

A Networked vs. Unplugged

A Customized vs. Standardized
A Immediate vs. Delayed Results




Learning Implications

Advanced Distributed Learning

Psyehological leaming theories Social theories Commectivismy/LaaN
o o . . Social Situated . Actor-network
Behaviourism Cognitivism Cons truc tivism constructivism I Activity theory e
Key concepts Mind as a “black Schema, sensory, Mental Social Legitimate Actiity system.  Actors, Personal knowledge
box™ register, short-terlh  structures, negotiation, peripheral subject, object, sociclogy of network (PKM),
memory (STM). personal zone of participation  mediating translation/ass knowledge nodes
long-term memory  interpretation, proximal (LPP), artefacts, ociations,
(LTM) prior development newcomer, expansive generalised
experiences (ZPD) old-timer learning gymmetry
How does Change in learner’s Transformationin|  Adjusting our Moving from LPP Generate actions  Actor-network Connections
learming behaviour internal cogmtive mental models the level of within a forming 1dentification,
occur? structures to actual mediated, process pattern recognition
accommodate development to object-orented
new the level of activity
experience potential
development

Focus Behaviour Internal cognitive| Learners build Reaching the Community  Activity system  Actor- Learner and her
madification structures their own level of of practice networks PKN
(intrinsic) (intrinsic) mental potential (CoP)

structures development
(intrinsic) (intrinsic)

Core activity Stimulus-response,  Process and store Self-directed Travelling Participation ~ Sequence of Translation, ‘Widen our PKNs to
selective information, tasks through ZPD . negotiation  aclions in an i.e., creation of embrace new
reinforcement Teorganisation of of meaning,  expansive cycle  actor-networks knowledge nodes

cognitive identify and generation
structures formation of ordering
effects

Learner’s role. Knowledge Knowledge Knowledge Knowledge Engagement  Construction of  Mediator in Knowledge
acquisition internalisation construction co-construction  ina CoP the activity actor-networks networker

object using
mediating
artefacts

Underlying Group of CoP, closed, Knots, Actor-networl, Knowledge

social entity teachers and structured, temporary heterogeneous ecology, complex

el its peers, hierarchical,  relationships, adaptive.

characteristics centralised, knowledge-  predictable unpredictable,
controlled, push dynamic, open,
top-down distributed. diverse.
emergent, sel£*,
) _ _ homogeneous,
Chatti, M.A., Jarke, M. & Quix C. Int. J. Learning Tech. V 5, N 1, 2010. knowledge-pull




() Strategies

A Authentic problem -based designs
A Situated learning

A Metacognitive awareness

A Social negotiation

A Cultural mediation

A Guided participation

A Collaboration

A Changing role of instructor

A Personal learning networks



") Competencies and Needs

A SCANS five competencies for workplace
success*

1. Identifies, organizes, plans and allocates
resources

Works with others

Acquires and evaluates information
Understands complex interrelationships
Works with a variety of technologies

a bk WD



A Foundational skills include thinking skills*

I Creativity, decision making, problem solving,
visualizing, knowing how to learn, and
reasoning

A Distilled to workforce needs

I Problem Solvers

I Disciplinary Thinkers

I Cognitively Adaptable

I All require metacognition



H/O Learning Outcomes

Advanced Distributed Learning

The New Taxonomy of Educational Objectives by Robert Marzano

Three Systems and Knowledge
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Self System S
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Beliefs about the importance of Belief about the Efficacy Emotion associated with
the knowledge (ability to learn) knowledge
— Overall Motivation to Learn e
\ /
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Technology Needs

Assess and track higher order learning outcomes
Support inductive thinking
Facilitate exploratory learning

Al l ow f or Asituat eidgnulated@autiemtic cont e
environments

Support collaborative learning models I many -to-many
tracking, communication modes, interaction capture

Allow social negotiation
Support metacognitive activities

Facilitate generative learning and problem -based learning
models

Combine technologies to support any or all of the above I
l.e. services

o Do To o Po Do Do Do D>



SCORM Gaps

A Static data model

A Single learner tracking

A No concurrent functionality
A Discrete content definitions

A Optimized for single learner, self -directed learning
A Optimized for L/O learning outcomes
Al candét get to my dat a

A Local content only
A In -browser content only




Recent Prototypes

A Learning Record Store (LRS)

A Android Tablet Application

A Mobile Content as a Service (  CaaS) Course
A Unity Game

A Legacy Content/LMS

A Microsoft Kinect Simulation

A Virtual World Learning Experience



A Contextualizing the technology
A Integrating tech and ID

A Design for H/O outcomes

I Cognitive Adaptability

I Requires Metacognitive Awareness
A Cost effectiveness and efficiency




A Problem -based learning

A Metacognitive activities

A Situated or authentic problem

A Coaching

A Authentic assessment

A Extended tracking

A Collaborative

A Generative

A Cohorts i learning communities i CoP
A No instructor i Al coach



LE Design Prototype -Tech

A Virtual Environment - Microworld
A Extensible data model

A Content Coverage Analysis (Auto Tutor
Light)

A Learning Record Store

A External tracking and assessment model
A External content accessibility

A Mobile accessibility

A Social media



A Content Area: Information Assurance (IA)

A Goals/Obijectives

I Self Outcome/Goal: Relate IA issues to the
workplace, performance, and overall security

I Cognitive Outcome/Goal: Understand ethical
ISsues that relate to computers and networks
specifically in regards to security and privacy
iIncluding personally identifiable information




i LE Design Prototype Content

I Cognitive Objectives:
A Decide which issues are important regarding ICT
security and privacy

A Devise mitigation strategies to security and privacy
Issues occurring within your workplace

A Define appropriate and inappropriate social
networking behaviors as it applies to your workplace

I Metacognitive Outcome/Goal:

A Understand your thinking processes in terms of
clarity and accuracy

I Metacognitive Objective:

A Formulate and broadcast on  -the -spot opinions about
the importance of what is being learned and how it
Impacts you and your interests



Learning Environment
Demo

Information Assurance Learning Experience




Kevin Smith
Welcome to DoD Organization ABC. Here are your onboarding

training requirements. Please complete these requirements
within 90 days.

DoDInformation 6/02/11 6/02/11 Pass

Assurance (IA)
Awareness

DoDInformation
Assurance (IA) for
Managers/Supervisors

Ethics for
Managers/Supervisors

EEOGor
Managers/Supervisors




