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Serving the DoD Community

Provide policy 

• DoDI 1322.26, “Developing, Managing, and Delivering  Distributed 
Learning Content”

• Guidelines, Best Practices, and Tools for the implementation 
of ADL across DoD.

• Open communication with the 
Services and other DoD agencies
through the Defense ADL Action
Team (DADLAT).

• Provide assistance and expertise.
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FY 2011 e-Learning “Iceberg”

• Other DOD agencies
• Other Federal 

agencies

Army, Navy, Marine Corps, Air Force, & 
Joint Course Completions FY11

17.4M 
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SCORM* - Today’s Capability

SCORM Adopters

SCORM enables 
an interoperable 
e-learning 
environment that 
has become the 
de facto global 
learning 
standard

*Sharable Content Object Reference Model
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527 July 2012

Four U.S. and Eight International Sites

Canada ADL Partnership Lab
Kingston, ON, Canada

Norway ADL 
Partnership Lab

Oslo, Norway

United Kingdom
ADL Partnership Lab

Buckinghamshire,
United Kingdom

Korea ADL 
Partnership Lab

Seoul, Korea
Romania ADL 

Partnership Lab
Bucharest, Romania

Latin America and Caribbean Regions 
ADL Partnership Lab
Mexico City, Mexico

NATO ACT ADL 
Partnership Lab

Norfolk, VA

ADL Co-Lab 
Orlando, FL

Academic ADL Co-Lab
Madison, WI

ADL Co-Lab 
Alexandria, VA

ADL Center for Intelligent 
Tutoring Systems Research 

and Development
Memphis, TN

Poland ADL 
Partnership Lab
Warsaw, Poland

ADL Labs & Centers



Provide access to the highest quality 
education and training, 

tailored to individual needs, 
delivered cost effectively, anywhere and 

anytime.

ADL Vision
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PAL – Tomorrow’s Capability

Personal Assistant for Learning 



PAL – Tomorrow’s Capability

Networked to facilitate 
mentoring and peer- to-
peer communications

Transparent interface to 
enhance user experience

Unobtrusive
Intelligent
Ubiquitous

Dynamic Learner models 
for individuals and teams
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Personal Assistant for Learning 



TRAINING AND LEARNING ARCHITECTURE

Standard DL

(not adaptive)

Limited Input and 

Output

Stove-piped ITS & 

serious games

Disconnected Content 

Registries and Repositories

Social networks not 

linked to learning

Learner 

Activities

Learning 
Record 
Store

Learning 
model

Enabling the PAL

Today                                                           Tomorrow 

Intelligent Content 
Brokering

Experience 
API

Competency
Needs

Student 
model

SCORM



Future

PAL
Domain 

Ontologies

Content 
Understanding

Mixed 
Reality

Pervasive 
Sensing

Intelligent 
I/O

Customized 
Content

Enabling the PAL

Learning 
model

Competency
Needs

Student 
model

Content 
Brokering



Current Projects

AT&LT:  Tutoring and Games (2013)
• A tutoring capability integrated with educational game 

architectures.

• Students work through real-world problems to advance through 
the scenario.

• Facilitates instruction, assesses student’s progress, and remediates 
as necessary.
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• Deployed in Virginia Beach Public 
Schools and Ramstein AFB in 
DoDEA schools for testing 
(formative evaluation)



Current Projects

• “Learn by teaching” – Students will 
be prodded to teach the AI math 
skills and in the process gain an 
“understanding” of math principles  

• Built on top of Cyc, a knowledge-
based reasoning system, with an  
inference engine and several 
natural language understanding 
and generation components.

• Mixed initiative dialog between 
student and teachable agent.
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Cycorp: Teach to Learn (2014)



Current Projects  (cont’d)
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To better understand how game design affects cognitive adaptability

• Experimental study using Portal II -5 design features in video games 
that may increase cognitive adaptability

• 39 Airmen ages 17-24 from Sheppard AFB

Compared Solitaire, Minesweeper, Freecell, and Mahjong (does not 
have the features) to Portal II

Cognitive and metacognitive data 
collected before and after play

Results not yet final

• Initial look may be positive

• Final results presented at I/ITSEC 
2012



Current Projects  (cont’d)

Understanding Adaptive Performance in Young Learners

How will younger learners interact with a PAL when thinking 
through problems together?

• Study inside the virtual environment on a mission of discovery.

• Coping with ambiguity or unpredictability.

• Using effective interpersonal and

nonverbal communication skills.
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The Imaginarium



ADL Mobile Learning Research

Mobile Applications to Supplemental Learning Objects 
(MASLO) – University of Wisconsin
• An easy and rapidly deployable tool that supports mobile 

learning content creation that was developed in 
coordination with ADL's Academic Co-Lab

Learning Environment (MoLE) Collaboration
• Collaboration and support of the Coalition Warfare Program 

MoLE project focused on the delivery method component 
of the mobile learning infrastructure.

Experience (Tin Can) API Mobile Prototype
• An interface that enables cross-application communication for 

simple and adaptable learning event tracking. 
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ADL Mobile Learning Resources

http://ml.adlnet.gov

• ADL Mobile Learning Weekly Newsletter (Ongoing)

• ADL Monthly Website Articles (Ongoing)

• ADL Mobile Learning Handbook (Ongoing)

• The Effectiveness of Mobile Course Delivery (2011)

• Mobile Learning Literature Review - TSWG (2012)

• Mobile Learning Vendors - TSWG (2012)

• Interagency Mobile Working Group (2012)

• Mobile Access to Supplemental Learning Objects (2012)

• Assessment of ISD Principles, Agile Methods, and Pedagogical Models 

for mLearning (2012)

• Next Generation SCORM for Mobile & Experience API (2012)

• Mobile Decision Support Tool (Kicked-Off July 2012)
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ADL Mobile Learning Guide (App)

http://apps.usa.gov/adl-mlearning-guide/



Questions

https://acquisition.army.mil/asfi/solicitation_view.cfm?psolicitationnbr=ADLBAA12001
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