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Conference Partnering Organization

SALT® is pleased to have Karta Technologies, Inc . as a Conference Partnering Organization for this conference.
Karta has been providing training solutions for corporate, government and military clients for over 20 years.
Karta’s clients include Southwest Airlines, the Federal Bureau of Investigation, The United States Air Force, and
SBC Communications. Karta’s training solutions include Custom Courseware Development, Instructional Systems
design, Learning Management Systems (LMS), and Courseware Standards Compliance. Karta will be participat-
ing on the conference program in the Knowledge Management track as well as exhibiting in the exposition area.
For more information about Karta, visit their website at www.karta.com.

Conference Exhibitors

SALT® is pleased to have the following companies participating as exhibitors in the conference exposition area.

Event Sponsors

OnPoint Digital  will be sponsoring the Wednesday Afternoon Coffee and Cookie Break.

Product Literature Sponsors

The  following will have information about their organizations available at the exhibit product literature table.

Nova Southeastern University
Journal of Interactive Instruction Development
Journal of Instruction Delivery Systems
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 Preconference Tutorials - Tuesday, August 22, 2006

8:30 – 12:00 Blended Technologies: DVD,
Web-DVD, Podcasting, M-Learning, Blu-Ray,
and Beyond

Tom Held, President and CEO, MetaMedia

This pre-session workshop will concentrate on
instructor-supported classroom delivery of education
and training using advanced technologies. This is not
an e-learning experience.  We will present real
applications of DVD, DVD-ROM, Web-enabled DVD,
audio and video Podcasting, M-learning, and
incorporating interactive barcodes into instructor
guides and manuals.

The seminar will include designing for these digital
media formats, exercises in multi-angle DVD and
multiple subtitling, and authoring/programming
conventions for DVD.

In addition we will present one of the first educational
applications of HD-DVD-ROM.  High Definition DVD is
the emerging format and will replace the existing DVD
format.  Comparisons of the two competing and non-
compatible formats, Sony’s Blu-ray, and Toshiba’s HD-
DVD, will be discussed along with the implications for
educators.

Additional topics will include: development and
delivery systems, authoring and programming tools,
and estimating time and cost for development.

This session is designed for educators and
instructional designers and will not be exceedingly
technical.  A basic knowledge of digital media will be
helpful but not necessary.

8:30 – 12:00 Mobile e-Learning: A Reality

Marti Sanregret, President, Hot Lava Software , Dr.
Charles H. McDuffie, Public Service Assistant, College
of Parmacy, University of Georgia

 This tutorial will focus on all aspects of mobile e-
learning from authoring to publishing, delivery and
tracking solutions This tutorial will review content
development approaches for delivery to a remote
workforce. Utilization of Learning Mobile Author to
generate cell phone, smart phone, Palm OS and Pocket
PC delivered learning and knowledge solutions will be
discussed and the tutorial's leaders will reference case
studies involving corporate clients and partners. This
tutorial will also explore how mobile learning solutions
can have an immediate impact on your organization
today and revolutionize your business strategy for the
future. In this tutorial you will learn how mobile learning
is used by corporations and universities as an addition
to instructor led and as stand alone knowledge
solutions

A

B

1:30 – 5:00  Test-Drive Your Organizational
Transformation Initiatives Using Scenario-
Based Simulations to Enable Change and Learn

Richard Adler, Chief Architect, DecisionPath, Inc ., David
Koehn, Chief Learning Officer, CACI International, Inc .

    Organizations facing transformations such as re-
structuring or adopting new technologies must
minimize performance disruptions caused by those
changes.This tutorial describes CALM, an innovative
simulation-based decision support system that helps
organizations plan and execute change initiatives such
as communication and training programs more
effectively. CALM’s behavioral modeling, simulation,
and analysis capabilities help leaders identify robust
decisions, by assessing and comparing the likely
impacts of alternate change strategies across diverse
scenarios of the future. CALM provides a low-risk
virtual environment for practicing and refining change
strategies, for monitoring execution results and making
appropriate mid-course corrections, and for continuous
learning about change.

 1:30 – 5:00 Blended Instruction and
Emerging Technologies, Choosing the Right
Tools

Marie-Pierre Huguet, Course Developer, Rensselaer
Polytechnic Institute , Sehnaz Baltaci, Ph.D., Educational
Theory and Practice, SUNY Albany

  Instruction is in a constant state of change as new
technologies emerge and old technologies mature.
Keeping abreast of the latest changes and knowing
how to integrate them in instructionally sound and cost
effective ways can be challenging. This tutorial focuses
on the elements of instructional design that drive the
development of effective blended instruction and on the
variety of tools and strategies that can be used to
design, develop, and evaluate them. The participants
will be lead through a series of mini presentations,
discussions, and hands-on activities that will enable
them to select the technologies that work best for
them and their institutions to ultimately develop their
own, successful blended instruction. The technologies
discussed during this workshop include Teaching and
learning tools (learning management systems,
synchronous and asynchronous tools, gaming devices,
pod casting, blogs and wikis, …) design tools (ID
models, design brief, storyboarding, …) development
tools (media creation, HTML editors, accessibility tools,
…) and evaluation tools (process, matrix, formative and
summative, …).

C

D
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• Application Service Provider (ASPs)
• Training Technologies
• Learning Management Systems (LMS)
• Learning Content Management Systems (LCMS)
• E-learning Solutions
• Enterprise Management Systems

 About the SALT® Conference

• Industrial Training Systems and Courseware
• On-line Professional Staff Development Systems
• Personal Digital Assistants (PDAs)
• Mobile Computing and Wireless Solutions
• Web-Based Training
• WiFi/Wireless Networking Technologies

The SALT® 2006 Interactive Technologies Conference in Washington DC will address the important issues that affect
individuals and organizations who are involved in designing, developing or implementing technology based education and
training systems. The conference provides a unique opportunity to obtain a cross-disciplinary exposure to technology
applications in a concrete manner and to learn from speakers who are practitioners of current technology applications.
The conference experience should provide the potential for a broad exposure to professionals from Education, Government,
Industry and Consulting who will be sharing their knowledge and experience. Attendees will hear real-world and practical
examples of how your peers came to recognize the challenges facing them and then identified the technology-based
solutions to address them. These solutions include:

 Who Attends the SALT ® Conference on Interactive Technologies

• University and community college professionals
• State and local education professionals
• Education/Training facilitators
• Educational research professionals
• Hardware and software systems developers
• Consultants
• Users of interactive systems in training and job

performance support programs
• Technology-based systems manufacturers & integrators

• Human resource development managers
• Corporate training managers
• Publishers and distributors of educational software
• Instruction design professionals
• Instructional systems professionals
• Training systems designers and developers
• Military and Homeland Security systems training

professionals
• Multimedia developers and distributors

With 90 speakers scheduled to speak in 5 different conference tracks over 3 days, the Interactive Learning Technologies
Conference  offers one of the best values in the market place. SALT ® has always made it a priority to offer exceptional
content to attendees at registration rates which are competitive. By controlling overhead expenses and negotiating
favorable hotel rates, this conference offers the lowest cost with the widest program selection from recognized
professionals in the field.

This conference offers you and your organization a cost-conscious method to stay up-to-date on the latest technology for
improving learning, reducing training time and increasing employee effectiveness

Decision makers involved in the selection and implementation of technology-based solutions for education, training and
performance support.

Corporate and Industrial Trainers
Directors and managers seeking current information on E-learning, Mobile Computing Technology, and Content
and Enterprise Management Systems for their organizations’ training needs. Industry professionals who require
training and communication programs utilizing strategies which engage the learner. Corporations seeking to
leverage current knowledge and investment in DVD technologies.

Government and Military Professional
Military and government staff tasked with integrating the latest multimedia technologies into their training,
compliance and logistics support programs. Courseware developers seeking SCORM compliant technologies to
assist them in manpower development, personnel training, and safety programs. Government agencies interest-
ed in Customizable Off The Shelf (COTS) training solutions for their learners.

Educators
IT Managers and Curriculum Developers responsible for implementing technology based-systems now driving
institutions of higher education. Educators who want to know how the latest technologies (PDAs, LMS,) are being
applied to improve the learning experience. Instructional designers who need to be on top of the latest
application technology to help them exploit existing content and develop more accessible courseware.
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Program Changes

Learning Technology Institute ® reserves the right to make
necessary changes in this program. Every effort will be made
to keep presentations and speakers as represented. However,
unforeseen circumstances may result in the substitution or
cancellation of a presentation topic and/or speaker. For the
latest conference information visit SALT ®'s web site at
www.salt.org.

Program Updates

Program updates will be sent to all conference registrants via
email. To ensure receipt of this information, it is essential that
you include your email address when registering for the
conference. It is also essential that if your e-mail system supports
a white list, to add salt.org to it. For the latest conference
information visit SALT ®'s web site at www.salt.org

Inquiries

Inquiries concerning this conference should be addressed to
the Society for Applied Learning Technology ®, 50 Culpeper
Street, Warrenton, Virginia 20186, (540) 347-0055 or fax at
(540) 349-3169. You may also find useful information on the
SALT® Home Page at www.salt.org

Conference Sponsorship

This conference is being conducted by the Learning Technology
Institute ® (LTI®) in cooperation with the Society for Applied
Learning Technology ® (SALT®). However, SALT® assumes no
responsibility for program content, facilities, schedules, or
operations. Learning Technology Institute ® programs are
educational in nature and are considered continuing professional
education. Attendees are advised that some presentations
made by representatives of the U.S. Government may be available
at little or no cost by making direct request to those presenters.
While the Learning Technology Institute ® is an educational
organization, tax exempt under Section 501(c)3 of the Internal
Revenue Code, the fees for the program described in the
brochure are considered to be tuition expenses and not
donations to the Institute.

Conference Proceedings

Conference proceedings will be provided to conference registrants
on CD-ROM at the conference. The proceedings will be available
for purchase by non-registrants after the conference, Please
call (540) 347-0055 to place an order.

Cancellation Policy

Cancellations received by August 9, 2006 will be refunded by
check after the conference less a $50 processing fee. In the
event of cancellation we also accept attendee substitutions, or
your fee may be applied to the next SALT® conference. If
cancellations are received after August 9, 2006, the registration
will be applied to the next SALT® conference.

General Information

Meeting Location

Sheraton National Hotel
900 South Orme Street
Arlington, VA  22204

Phone: 703-521-1900
Fax: 703-521-2122

Registration

For early registration rates your registration form with payment
must be postmarked by Aug 9, 2006, or faxed to us by that
date with credit card information included. All registrations
requiring invoicing will be billed at the higher (post-Aug 9th
rate). All foreign checks must be paid in US dollars. Cancellations
received by Aug 9th will be refunded after the conference less a
$50 processing fee. In the event of cancellation we also accept
attendee substitutions, or your fee may be applied to the next
SALT® conference. Checks should be made payable and mailed
to Learning Technology Institute ®, 50 Culpeper St.,
Warrenton, VA 20186.

Hotel Accommodations

A limited number of rooms have been set aside at the Sheraton
National Hotel at the discounted rate of $140 single/double.
Room rates are subject to availability, so please make your
reservations as early as possible. Special room rates may not
be available after July 23, 2006. To receive the special
conference rate, call reservations at 703-521-1900 and indicate
that you are with the SALT® conference group in August 2006.

Registration Hours

Tuesday 7:30 AM  to 5:00 PM

Wednesday 7:30 AM  to 5:00 PM

Thursday 7:30 AM  to 5:00 PM

Friday  8:00 AM  to 12 Noon

One-Day/Two Day Registration

For those who prefer to attend only one or two days, there is a
one-day registration fee of $350 and a two-day fee of $510.

Program Topic Organization

Program headings are grouped by general categories for convenience
of those who wish to focus on specific areas. However, many
presentations relate to more than one area and attendees are
encouraged to select those presentations of greatest relevance to
their needs. Schedules are arranged to provide for attendees to
change locations without disruption.

Employment Bulletin Board

A bulletin board will be available for posting of employment
information or resumes. If interested, please send 20 copies of
information to Carrie Janssen, SALT®, 50 Culpeper Street,
Warrenton, Virginia 20186.

ADA Compliance

The Sheraton National Hotel has warranted that it complies with
ADA requirements. Please indicate on the registration form if you
would like assistance at the conference.

é
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For more detailed descriptions of speaker presentations, visit the SALT web site at www.salt.org

Developing Professional Skills Through Game-Based
Experiential Learning
 - David Versaw
National Exercise Network/Center Concept
 - Mike Nicholson

Cost-effectively delivering interactive simulations for
more engaging e-learning
 - Micheal  Gregory
E-Learning Games Can Be Fun!
 - Joseph Ganci

Authoring Tools for Game-Based Training
 - Charles Barba

Battlefield Airman  The In-Game Mentor
 - Dov Jacobson

Mining Game Play Data for Strategies in Interactive
Training Games
 - Benjamin Pecheux, Clement McGowan
Extensive Game Theory as a tool to model Tactical
Training Scenarios - A feasibility study
 - Anne Helsdingen
Changing the Way people Learn and Work Using Visual
Simulation Experiential Learning Environments,  Marly
Bergerud , Mats Johansson
Simulation Representation using SCORM
 - Patrick Gallagher

Information and Communications Technologies
 - David Schenberg

Preparing 3D Model Assets for Interactive Training
 - Glen Pfeifer

Generalized Operations Simulation Environment    -
Larry Clemons

Crashing the Plane Without Loss: A Performance
Management Simulation game for Colleges
 - Al Valbuena, Reina Valbuena

Virtual Slide Box Replaces Microscopes for Studying
Microscopic Anatomy
 - Martha Ankeny
Learning effective strategies for change in a computer-
based simulation
 - Heejung Laird
Live, Virtual and Constructive Training Simulation
 - Daniel Naif

Motivation, Focus and Assimilation via Instructional
Games
 - Celina Byers

Training Effectiveness in Virtual Environments:  Are We
There Yet?
 - Barbara Buck, Troy Stull, Bruce Perrin
Bridging the Gap  Life Long Learning and the American
Soldier
 - Bradley Hilton,  Vincent Carlisle
Can role playing in a Weapons of Mass Destruction
event scenario solve our need to train Community
Leaders and  first responders  - David Hassell
Deployed Mission Rehearsal Next Generation “Tip of
the Spear” Training
- Ryan Leitch
The Internet is not a classroom: What is it
 - Kirk McCullough

Building Effective Transportation Security Teams
 - David J. Hansen, Ph.D.

Learning Management Technology for the Masses
 - Charles Hellings

Knowledge Management Strategy and Systems - How
to be a Survivor
 - Dave Swift, Lauren Klein
Knowledge Management- a Further Examination of
knowledge Creation Model
 - Sam Hijazi, Ph.D.
Knowledge Management Strategy
 - Francisco Rivera, Ph.D.

Learning Management Systems  Instructional and Non-
Instructional Utilization Options
 - William Milheim
Assessing Learning Management Systems Providers for
Organizations Blending E-Learning with Classroom
Instruction    - Silvia Folts
Knowledge Management Panel
 - Peter Rizza, Ph.D.

Making Your LMS Implementation Successful – Proven
Best Practices
 - Gerry Lang, Brian Taliesin
A Knowledge Management Paradigm – Moving Toward
Improving Organizational Training And Learning
 - Corbin Bell
Knowledge Management, E-Learning, and Section 508
New Directions, New Possibilities
 - Debra Ruh
E-learning Integrated with Knowledge Systems
 - John Hickok
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Mobile Computing New Technologies

Assessment Mobile Computing New Technologies

Design Mobile Computing & PDAs New Technologies

For more detailed descriptions of speaker presentations, visit the SALT web site at www.salt.org

Applications of Accelerated
Learning Theories to Instructional
Design  - John Amoriello, Lynn Martin
Designing for Context in an Age of
Standardization
 - Janet J. Cichelli
A Collaborative Strategy for Next
Generation Learning Design
 - Edward Ruehle
Turning R&D into Practice Building
High Performance ISD Development
Tools   - Curt Shreiner
Designing Blended Instruction
Template or standards Making the
Right Choice,  Marie-Pierre Huguet
Priming for E-learning A key factor
in designing distance education
courses.    - Terrence Redding, Ph.D.

Breaking Down Brick & Mortar
Assessment Centers
 - Marilyn Gowing
Facts and Fiction surrounding
Training Analytics!
 - Timothy  Adams
Increase Your Training Effectiveness
through Web-Based Assessments  -
Guenther, MacCorkindale
Evaluation Processes and
Assessment Techniques
 - Gine Thomes-Cotter
Multiple Paths to Online
Assessment for Nurses’ Continuing
Education    - Jane  Bishop
Quality Matters  Inter-Institutional
Quality Assurance in Online
Learning  - Marie  Gould
A Comparative Study: Instructor
based Training versus Computer-
based Training  - Lennart Malmsköld
Health Assessment Simulation for
Identifying Exposure Pathways
 - Dr. Robert Kay, Jr, PH, MPH

Virtual Presence in Blended
Learning
 - Helen St. Aubin, Ph.D.
Strategies to Get Ahead with Dis-
tance Ed  - Patricia Daron, Shaoyu
Chi, Mary Gregory, Donald Gregory
Instructional Design Front End
Analysis Decisions for SCORM
2004 Conformant Content - Filip
The Perfect Blend: Creating Highly
Effective, Measurable Blended
Learning Programs  - James Guilkey

Toward Ubiquitous Computing: One-
to-One Across the States
 - Gertrude (Trudy) Abramson, Ed.D.,
Jack Mara, Ph.D., Robert Day, Jr.
Ed.S., James E. Spruill

mLearning on Popular Handsets
 - Alan Weiler

Cost-Effective Authoring of Learning
Content for SCORM and for Perva-
sive Devices.  - Abrams, Helms
Mobile Technology At Its Best  The
PDA In The Classroom
 - Loreto Porte
Transforming Teaching and Learn-
ing through Moodle   - Antoinette
Bruciati, Maria Lizano-DiMare, Ph.D.

Mobile Augmented Reality System
For Workforce Training and Disabil-
ity Assistance  - Doswell, Blake
Connecting to eLearning with Game
Consoles
 - Tom Atkinson, Ph.D.
PDAs and eBook Technology
 - Maria Lizano-DiMare, Ph.D.,
Antoinette Bruciati
The Business Case for Enterprise
Wikis  - Cindy Rockwell

Video iPod Instructional Design &
Production Considerations  - Michael
Dermody, Christine Russell
Mobile Education Learning
Technologies (MELT)
 - Walter Merchant
Implementing Mobile Learning
Solutions: Critical Factors
 - Michael Cleveland, Heather Katz
Using Mobile Phones to Improve the
Efficiency of Fiber-Optics
Technicians    - David Guralnick

M-learning for Tutoring
 - Ann-Marie Grissino, Harman Singh

Mobile Workforce Automation
 - Philip Coyner

Improving Data Collection Methods
with Hybrid Technologies
 - Travis Feirtag
Innovative Utilization of PDAs for
Field Data Collection
- Vikash Gupta

 The Learning Marketplace 2.0
 - Adam Johnson, Mark Oehlert

Wiki – An Effective Collaborative
Learning Tool
 - Robert Farmer
Learning at 50,000 Feet - Don’t
Look Down!  - Holly Schneider, Ed.S,
Janis Morariu, Ph.D.
Tool for Measuring Post Training
Return on Investment (ROI)
 - Lynn  Dombrowski
Intelligent Agents that Enhance
Human Learning  - Blake,  Doswell,
Butcher-Green
Integrating Communities of Practice
(CoP) into the Learning Environment
 - Jill Garcia, Mike Dorohovich

Reconstructing Internet2-Based
Electronic Deliveries
 - John  Hirschbuhl
Calculating the ROI from Investing in
Employee Engagement and
Retention  - Raymond T. Halagera
Nothing Is So Practical as a Good
Theory
 - David Stone, Ph.D.
Managing Rapid e-Learning Content
to Maximize Your Investment
 - Stacie Ruckert
 Public-Private Sector CBT
Collaboration: A Success Story
 - David G Robinson
 Open-Source Content Management
System
 - Robert Burgoyne
Comprehensive Faculty Services to
Support a Global Faculty  - Wolf,
Jerome, Jejjala, King
Bringing Emerging Dashboard
Technologies to Learning
Organizations  - Chris Moore

Understanding Context and
Strategy in Marketing E-Learning
 - Norman “Tut” Bailey
People: the Neglected Part of
Technology
 - David Miller
Real-Time ROI Web Conferencing to
Drive the Organization
 - Roger Hanley
The New Webconferencing A
Critical Business Communication &
Productivity Tool   - Philippe Szwarc
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  Wednesday  

David Versaw, CFO,  WILL Interactive, Session Chair

9:00 – 9:10 Introduction and Welcome
John G. Fox, II, Executive Director, SALT®

9:10 – 10:00 Keynote Address
Tom Held, President and CEO, MetaMedia

10:00 – 10:30 Coffee Break

10:30 – 11:10 Developing Professional Skills Through Game-Based
Experiential Learning
David Versaw, CFO, WILL Interactive

In this lively and interactive session attendees learn how professional
organizations such as The Washington Hospital Center, the FBI and the
Department of Defense are using highly engaging, user-centered
interactive movies in their professional training programs. Learning
theory, psychology, screenwriting, filmmaking, gaming theory and
computer science have been combined to demonstrate the significant and
highly effective advances in digital game-based education techniques being
used for professional training skills. Participate in a virtual experience and
see how and why these computer-based tools are used to engage and
educate users at a level far beyond traditional instruction. Discover new
ways to get trainees at all levels to actively participate in the learning
experience and increase enthusiasm, retention and willingness to learn.

11:15 – 12:00 National Exercise Network/Center Concept
Mike Nicholson, Director Transformation Office, Preparedness
Directorate, US Department of Homeland Security

While the US Department of Homeland Security and the Federal
Interagency have a number of operations and discussion-based exercise
programs to promote preparedness and operational assessments, with
the exception of a few, small, independent pilot projects, there have been
no significant, coordinated movements toward improved operational
preparedness using simulations or simulation-enhanced exercises and
operational assessments. Simulation-based exercises and operational
assessments offer realistic and challenging means to: · Test and improve
plans and operational capabilities; · Promote and refine cooperation and
coordination between operational teams, emergency managers, and
government decision makers; · Provide emergency response personnel
and managers with an opportunity to practice skills they have acquired
through training; · Test and introduce new or modified contingency
procedures and/or processes; and · Stimulate interest and enthusiasm.
With the advances of information and communications technologies, the
Department of Defense and its associated commercial vendors have
developed significant operational simulation capabilities which offer vast
improvements in training, mission performance and planning for the U.S.
military forces. A number of these defense-related simulation systems
presently have or bear the potential for adaptation to homeland security
preparedness applications. Leveraging this DoD-related work, and the
continuous advancements of science and technologies in the field of
operational simulations, the DHS Science and Technology Directorate
(S&T) Emergency Preparedness and Response (EP&R) Portfolio is
presently exploring potential simulation platforms for application to
homeland security preparedness exercises and other applications. The
confluence of operational organizations with exercise and operational
assessment needs within the Preparedness Directorate, and the
developmental support of DHS S&T EP&R give such an initiative a base
with which to best pursue DHS needs for application across the
Department and other homeland security stakeholders at the federal,
state, tribal and local levels.

12:00 – 1:30 Lunch Break

1:30 – 2:10 Cost-effectively delivering interactive simulations for
more engaging e-learning
Micheal Gregory, Technical Director, Systems Engineering, OutStart, Inc.

Simulations can be a great way to improve the e-learning experience, but
creating them can be expensive. Authors often need programming skills,
and delivering a simulation for different purposes requires multiple
captures, reducing productivity and increasing inconsistency. Too often,
development time and costs can outweigh the benefits. However, with the
right technology, simulations can become an integral part of all training

Gaming & Simulation

programs. The right interface lets authors rapidly develop interactive
simulations for Web and Windows-based applications, online processes
and forms without any programming. Authors are able to create one
simulation, and then use that single simulation for multiple delivery
modes, such as a show me demo, an interactive procedure or test, and as
online documentation. Authors can fully simulate reality, eliminating the
need to set up parallel installations just for training. These reality-based
simulations reflect best practices and accurately mimic tasks to help
users quickly become experts. Also important is a simulation solution that
offers content management capabilities to centrally manage simulations.
Also, with content management, teams of authors can work
collaboratively, sharing simulations and other materials maintained in the
repository. This session will explain how simulations technologies work
and will explore in detail the significant benefits that such tools bring to an
organizations training program.

2:15 – 3:00 E-Learning Games Can Be Fun!
Joseph Ganci, President, Dazzle Technologies Corp. (DazzleTech)

One of the major keys to developing successful e-Learning is to create a
product that is interesting, engaging, and which leaves the user with the
information or knowledge intended. Low cost linear e-Learning products
can have a difficult time achieving this goal, and highly interactive
products are often costly and take a long to develop. Developers are
always looking for better, faster, cheaper solutions. One such solution is
to integrate simple games into your product. This session will revolve
around a game that will allow audience members to demonstrate their
knowledge and learn. This session will demonstrate various successful
gaming techniques and strategies that can be used in any e-Learning
solution to create interesting interactive, engaging e-Learning without a
large budget or a lot of time This session will discuss: * The value of
games in an e-Learning solution * The different types of games used in e-
Learning * Various gaming techniques * What type of game is best for
what type of content * How adult learners accept gaming * What games
are appropriate to what audience

3:00 – 3:30 Coffee Break

3:30 – 4:10 Authoring Tools for Game-Based Training
Charles Barba, Human Performance Team Manager, CHI Systems Inc.

Much attention has recently focused on creating visually compelling
military training systems using commercial game engines. Less effort has
been directed at the fundamental pedagogical dynamics of this new class
of training systems. This session discusses the development of a scenario
authoring system for an existing virtual environment that assists in the
construction of instructionally meaningful training scenarios. The
authoring process starts with defining training objectives, then links
performance evaluation criteria and feedback/remediation strategies to
the training objectives. These pedagogical features serve as the
foundation for the development of training scenarios.

4:15 – 5:00 Battlefield Airman The In-Game Mentor
Dov Jacobson, Managing Director, GamesThatWork

Battlefield Airman is a first-person combat game developed with the Air
Force Research Lab. Its goal is to train specialists to call in Close Air
Support from a forward position. Successful performance of this task
requires the trainee to acquire complex skills at several cognitive levels,
and to exercise these skills simultaneously. Battlefield Airman uses
several experimental techniques to train these skills. Among the most
interesting of these is the HotMike, an in-game mentor. HotMike is an
expert training system personified.

  Thursday  

Elizabeth E.Wright, Ed.D., WW Manager Learning Profession, IBM
Learning CHQ , Session Chair

8:30 – 9:10 Mining Game Play Data for Strategies in Interactive
Training Games
Benjamin Pecheux, Mitretek Systems, Inc., Clement McGowan, Senior
Principal Engineer, Mitretek Systems, Inc.

Multiplayer, interactive games are increasingly used to train individuals
and teams. Game Analysis was created to capture actions and
communications, and to derive and visually represent strategies employed
during the play of such serious games. Game Analysis capabilities were
demonstrated with Hot-Zone, a multi-player game developed to train first
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responders responding to chemical attacks. This presentation will discuss
how the application of Game Analysis to examine many plays of Hot-Zone
provided valuable training results (e.g., identification of best team
strategies and individual actions). This session will also discuss the use of
the XML standard format to collect game data and how it allows it to work
with other interactive games.

9:15 – 10:00 Extensive Game Theory as a tool to model Tactical
Training Scenarios - A feasibility study
Anne Helsdingen, Training and Instruction, TNO Human Factors

One of the current issues in designing game-based tactical training is
the specification of scenarios. At present, many scenarios have a free
play character and consequently the course of events in such scenarios is
unpredictable. It is therefore difficult to guarantee that predefined learning
objectives are met, allowing performance measurement to be impeded
and players to win the game by applying tactically unrealistic strategies. In
this study extensive game theory was used to model an existing tactical
scenario. A turn-based, two player, board game with perfect information
was designed. The learning objectives were translated into observable
actions and criteria were formulated that determine whether these
objectives are met. The rules of the game determine that players can only
win if they apply tactically adequate strategies. At all times during the
game the actions that lead to a win for the player can be distinguished
from other actions. Thus the utility values in the game tree of the solved
game provide input for performance measurement.

10:00 – 10:30 Coffee Break

10:30 – 11:10 Changing the Way people Learn and Work Using
Visual Simulation Experiential Learning Environments
Marly Bergerud, President, Strategic Alliance Solutions, Mats Johansson,
President, EON Reality, Inc.

Education leaders in collaboration with industry are creating “self-
sustaining technology centers” based upon interactive visual simulation
technologies. This session will describe how these centers assist industry
by building team environments and using their partners’ existing digital
product content to develop interactive visual content for training and
performance improvement and to create a revenue stream for these
institutions.

11:15 – 12:00 Simulation Representation using SCORM
Patrick Gallagher, Sr. Knowledge Engineer, SAIC

Meaningful learning requires a partnership of tools used to represent
meaningful problems where learning and activity are considered
inseparable and learning is embodied in tool usage. One type of learning
environment that supports meaningful learning is the simulation.
However, to realize the effectiveness of broadly using simulations for
online learning, shareable content objects (SCOs) and resources should
support the complex interactions required. SCORM 2004 currently has
robust affordances for online learning, such as the sequence and
navigation model that will allow flexibility in the design of learning
interactions. However, it is not being used to support the integration of
simulations as learning activities other than at the SCO level or using
external systems. This presentation will examine the utilization of
sequencing and navigation affordances, as well as specific SCO and asset
typologies, to begin designing and integrating simulations at the activity
level. To begin to understand the possibilities of this and other
approaches, simulations need to be abstracted into a typology with
specific characteristics and analyzed against various aspects of the
SCORM to determine the best approach to SCORM-Simulation integration.
This session will discuss the results of this analysis and the possible
steps forward.

12:00 – 1:30 Lunch Break

1:30 – 2:10 Information and Communications Technologies
David Schenberg, Senior Director of Strategic Development, Master Key
Consulting

Information and Communications Technologies (ICTs), such as
information portals and kiosks, hold significant potential for knowledge
management and civic engagement, involving both the general public and
specific populations. These technologies have been used to identify
available and appropriate support services, to pre-screen applicants prior
to their accessing employment services, and to train and test employees
for jobs requiring special certification. The author presents findings from

these applications and a discussion of future uses of these technologies,
including for example, their use in a community forum that engages the
public in dialogue about Healthcare Reform.

2:15 – 3:00 Preparing 3D Model Assets for Interactive Training
Glen Pfeifer, Embedded Software Engineer, Training Systems & Services
Technology Center, The Boeing Company

The Instructional Systems Research and Development group at Boeing,
St. Louis, has been evaluating and developing the tools and processes
necessary to prepare 3D-model and 3D-scene assets for use in
instructional training. This session describes the results of these
evaluations. In particular, the translation of CAD data into derivative 3D
models for downstream users will be discussed. Several case studies of
prototype training projects are also provided, along with numerous tips,
tricks, and lessons learned. Largely based on these studies, a general
work flow for creating 3D model assets for interactive desktop training
environments is presented.

3:00 – 3:30 Coffee Break

3:30 – 4:10 Generalized Operations Simulation Environment
Larry Clemons, Project Manager, HQ AETC, US Air Force

In today’s fiscally constrained environment, the USAF Air Education and
Training Command (AETC) is striving for better ways to accomplish its
training mission within limited resources. The Major Air Commands
(MAJCOM) continually request that students receive more qualifications
and experience using the same amount of resources and time to train. In
order to provide greater throughput and higher quality training while
staying in the confines of limited numbers of simulators we must use
emerging technology to augment the training. Simulator concurrency with
field operations and sustainment continues to present multiple obstacles
in training courses. This session describes an AETC initiative called
Generalized Operations Simulation Environment (GOSE). The concept of
GOSE is to provide immersive training environments where weapon
systems are presented in a virtual world. Changes in training systems
would require a change in training software and not hardware. The GOSE
concept would enable AETC to minimize the different types of simulator
hardware that must be sustained and allow us to focus on software
updates to maintain currency with field changes. Potential applications
include both aircrew training and technical training.

4:15 – 5:00 Crashing the Plane Without Loss: A Performance
Management Simulation game for Colleges
Al Valbuena, Vice President for IT & Strategic Planning, Technology,
CCSN, Reina Valbuena, Dean of Arts and Science

A first-time-President of a college without the experience of having been
president has to make decisions based on intuition and knowledge of what
the best for the college is. A single wrong decision can easily doom the
college. “Would-be-presidents” can count now on a simulation game to
learn how to run a college. The authors built a “Virtual College” that uses
artificial intelligence, simulation and games techniques to train college
leaders with a focus on performance management. The authors present a
web-based model that simulates an actual college built using a variety of
techniques including genetic algorithms and neural networks to simulate
performance management.

  Friday  

J. Dexter Fletcher, Ph.D., Member Research Staff, Institute for Defense
Analysis, Session Chair

8:30 – 9:10 Virtual Slide Box Replaces Microscopes for Studying
Microscopic Anatomy
Martha Ankeny, Director of Learning Resources, Academic &
Instructional Support &Resources, Thomas Jefferson University

Virtual microscopy is now replacing microscopes for first-year students
in Microscopic Anatomy at Thomas Jefferson University. This represents
a sea change in how histology is taught. The students use the
Microscopic Anatomy Virtual Laboratory Manual which is linked to the
Jefferson Medical College (JMC) Virtual Slide Box. The class of 2009 will
inaugurate Virtual Microscopy made possible by updating a wet laboratory
with new computer stations. According to faculty, virtual microscopy
retains the learning features of microscopes with students studying whole
slides rather than isolated images, thus promoting the learning of
relationships. This presentation will describe, in detail, the system and its

Gaming & Simulation
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implementation. The system utilizes magnifications ranging from 1X to
1000X with real time pan and zoom comparable to the way a microscope
is utilized. However, the virtual approach allows for better control of slide
quality, content and resolution. The virtual laboratory setting will promote
learning through small group interactions with the materials available for
independent study. The wet lab has been equipped with enough computer
stations to accommodate half of the 255-member JMC class, seating 2
students per station. Multi-station computers have been installed and are
equipped with new hardware technology that allows up to 5 monitors and
keyboards to run from a single CPU. The new hardware technology
provides a cost-effective way to bring virtual microscope images to a large
number of students. Only 14 computers, rather than 64, are needed
because up to 10 students can be assigned per CPU rather than only 2.
Students have access to the same resources for independent study on
the University’s public computers available in a 247 computer lab as well
as in Scott Memorial Library (SML). Access to the lab manual with linked
histology images along with individuals’ saved images can be used at
SML’s public computers as well as those available in the Learning
Resources Center and small group study rooms.

9:15 – 10:00 Learning effective strategies for change in a computer-
based simulation
Heejung Laird, Curriculum Design Consultant, Curriculum Design,
Novations J.Howard & Associates

To make a change is to understand a process and build a bridge from
idea to action. Change is ever present. Yet, as creatures of habit, we
resist change. ‘Making Change Happen’ is a computer-based,
organizational change simulation. It provides an opportunity to try out real
life strategies for changing policies and practices in a fictional business or
K-12 educational environment. Diagnostic feedback and suggestions for
improvement are included at the conclusion of the simulation. In the
presentation the speaker will introduce ‘Making Change Happen’ and its
applications. Further, examples of customization for different cultures and
best practices will be demonstrated.

10:00 – 10:30 Coffee Break

10:30 – 11:10 Live, Virtual and Constructive Training Simulation
Daniel Naif, Managing Partner, APTI

This session focuses on advanced training performance technology
methodologies and how they are being used today to produce stunning
performance results for US and allied military personnel. The presenters
will explore how live, virtual (simulation) and constructive training
techniques can be applied in various industries to increase performance.

11:15 – 12:00 Motivation, Focus and Assimilation via Instructional
Games
Celina Byers, Assistant Professor, Instructional Technology, Bloomsburg
University

The use of instructional games is growing and generating an increasing
body of research. Organizations are incorporating games into training.
The curricula of educational programs that prepare training professionals
must include courses on instructional game design. This presentation
discusses ways to overcome some difficulties in the assimilation of the
challenging concepts that learners encounter in such courses. It
describes the results of using games to increase learners’ level of
engagement when reviewing readings in an instructional game class.
Learner feedback indicates that both motivation and comprehension were
improved by the use of games in the classroom.

Gaming & Simulation
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  Wednesday  

Bill Walton, Founder, ITC Learning, Session Chair

9:00 – 9:10 Introduction and Welcome
John G. Fox, II, Executive Director, SALT®

9:10 – 10:00 Keynote Address
Tom Held, President and CEO, MetaMedia

10:00 – 10:30 Coffee Break

10:30 – 11:10 Training Effectiveness in Virtual Environments: Are
We There Yet?
Barbara Buck, Instructional Designer, Boeing Training Systems and
Services, The Boeing Company, Bruce Perrin, Instructional Systems Chief
Technologist, Training Systems and Services Technology Center, The
Boeing Company, Troy Stull, Boeing Training Systems and Services, The
Boeing Company

Virtual environments (VEs) for aircraft maintainer and pilot training offer
a broad range of potential advantages over their hardware-based
counterparts, including significant cost savings, increased flexibility, and
higher student throughput. Aside from these potential advantages, there
may be performance decrements due to the lower fidelity of VEs, as well
as a loss of “hands-on” feel for performing certain tasks. Despite these
potentially significant issues, little empirical data exists that examines the
effectiveness of VEs for instructional training. This session will describe
research conducted by the Boeing Instructional Systems R&D group over
a period of years investigating the effectiveness of virtual environments
for training applications. In these studies, we systematically evaluated
aspects of virtual trainers that may impact training effectiveness,
including manipulations of visual detail, methods of student interactivity
with the VE, task selection and training requirements; as well as individual
aptitude impacts on learning effectiveness within VEs. Furthermore, the
effectiveness of adaptive training techniques in conjunction with VEs was
investigated. In each study, training effectiveness is evaluated, collecting
objective performance measures of declarative knowledge and training
transfer. The presenters will summarize their findings as a series of
empirically-driven guidelines for the implementation of VEs for training.

11:15 – 12:00 Bridging the Gap Life Long Learning and the American
Soldier
Bradley Hilton, Knowledge Officer, US Army

The goal of Battle Command Knowledge System (BCKS) is to bridge the
gap between units, schools and soldiers. Historically, knowledge resided in
a school. Units used schools to improve performance and schools used
knowledge to establish power. BCKS provides a conduit for knowledge
unbound by geography. The result is that power is now dispersed. Units,
schools and soldiers have equal access to knowledge. As a secondary
effect the roles must change. Schools must release their hold on
knowledge and work to make meaning out of information. Units must
become learning organizations and Soldiers must commit themselves to
knowledge vigilance.

12:00 – 1:30 Lunch Break

1:30 – 2:10 Can role playing in a Weapons of Mass Destruction
event scenario solve our need to train Community Leaders and first
responders who traditionally do not work with military forces?
David Hassell, SPCU, OLM, Program Manager, Training, Education and
Cognitive Sciences, Battelle

This session examines the usefulness and applicability of bringing
community leaders’ and first responders’ training on Weapons of Mass
Destruction response in a scenario based, selectable role playing, and
game-like environment. The concept discussed uses multiple starting
points, multiple end states design, which when used by targeted learners
can produce a spectrum of learning objectives. The roles of learners are
tasked with interaction between military and non-military communities
while each is dealing with a novel event that has or is about to occur.
Learning effectiveness from different content areas using this media and
method are compared. Findings anticipated through use of this method
would include experiential learning by the participant based on
construction and reinforcement of knowledge objects in a case based
learning method.

2:15 – 3:00 Deployed Mission Rehearsal Next Generation “Tip of the
Spear” Training
Ryan Leitch, System Engineer, Lockheed Martin Simulation Training &
Support

This presentation will examine and relate Deployed Mission Rehearsal
(DMR) and Virtual Flag. DMR extends a training continuum that spans
training of basic cockpit switchology to massive multi-entity exercises like
the United States Air Force’s Distributed Mission Operations Center
Virtual Flag exercises. Virtual Flag develops the situational awareness
skills and task-proficiencies required to operate in notional tactical
scenarios that replicate anticipated theaters of conflict at some point in
the future. DMR, conversely, is just-in-time training for a 4-ship of Air
Force F-16s and a platoon of Marine Humvees, for example, jointly
rehearsing the Close Air Support sortie that has been fragged for the
following day.

3:00 – 3:30 Coffee Break

3:30 – 4:10 The Internet is not a classroom What is it
Kirk McCullough, Instructional Systems Designer, Computer Sciences
Corporation

This session will present a framework for moving online education and
training from a classroom paradigm to a distance learning paradigm.
Evolving technologies allow more and different uses of the communication
spectrum. Demands of the workplace for collaboration rather than
competition shape acceptable learner behaviors. Learning styles are more
important in optimizing shrinking training time. Given the speed of
technological change, does technical training still have utility, or should
we concentrate on awareness and education This presentation will also
bring together some of the technologies and preparations that might be
used to optimize online learning.

4:15 – 5:00 Building Effective Transportation Security Teams
David J. Hansen, Ph.D., Executive Director, Organizational Innovation and
Learning, Babbage Simmel

This presentation examines the roles of all members of the
Transportation Security Team, from the Executive Director to the
Screener and includes the role of the Trainer. The Team will be presented
from three perspectives 1) Recruitment and Screening, 2) Training and
Certification and 3) Staff/Team Development. A Security Team
Development Program approach will be presented to assist in building
cohesive and effective teams. This program involves the use of interactive
psychometric tests and TSA staffing standards in a Project Management
Body of Knowledge (PMBOK) compatible Program/Project Framework.

Training
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  Thursday  

Peter Rizza, Ph.D., President, Princeton Center, Session Chair

8:30 – 9:10 Learning Management Technology for the Masses
Charles Hellings, Executive Vice President, Sales & Marketing, ePath
Learning, Inc.

The current state of learning in the small to mid-sized business is that
of people-centric, mission critical objectives that need to be met without
the necessary resources to do so. These businesses may be outgunned
but they do not have to be out maneuvered. The web has become the
single most important enabler for a level playing field: by eliminating
capital expenditure, it provides best of breed technology to the masses.
This session will describe how to employ creative solutions to train for
success via the web: including steps to tactically deploy training against
real-time needs and ways to measure ROI.

9:15 – 10:00 Knowledge Management Strategy and Systems - How
to be a Survivor
Dave Swift, Senior Knowledge and Learning Manager, Global Knowledge
and Learning, Novell, Inc., Lauren Klein, Manager, Global Knowledge and
Learning, Global Knowledge and Learning, Novell, Inc.

This session will present a case study leveraging Knowledge
Management Systems and processes to facilitate ongoing learning for the
remote employee, providing attendees with a real world example of
practices and strategies for developing the right systems and processes
that build skills and increase learning for employees. This session will
share the framework approach and all of the lessons-learned. The goal of
this session is to provide attendees the ability to: Identify key approaches
for building a Knowledge Management Systems strategy; Gain senior
sponsorship in support of key enterprise learning programs; Anticipate
and handle roadblocks, pitfalls, and land mines; Perform a Systems
Assessment for your organization; Effectively encourage support for
your Knowledge Management Systems effort; and Leverage valuable
corporate intellectual assets for reference and reuse.

10:00 – 10:30 Coffee Break

10:30 – 11:10 Knowledge Management- a Further Examination
of knowledge Creation Model
Sam Hijazi, Ph.D., Professor of Computer Science & Information
Systems, Florida Keys Community College

This presentation will cover the benefits that an organization must
expect from investing in a knowledge management project, and how it
should help decision-makers to conceptualize knowledge creation and
understand how managing information technology effectively contributes
greatly to a healthy knowledge-based organization. This session will
provide an understanding of what is expected from an effort that can be
costly and provoking and turn it around into a productive and pleasant
process leading to an organizational self-discovery. Knowing how an
organization creates its knowledge combined with clear understanding of
its expectations will establish a stronger foundation for effective
communication that can deal with future changes and challenges.

11:15 – 12:00 Knowledge Management Strategy
Francisco Rivera, Ph.D., Air Traffic Organization- EnRoute, Federal
Aviation Administration

This presentation examines the importance of developing a strategy to
conceptualize and build a Knowledge Management System (KMS). A KMS
is constructed around three main pillars Technology, Information and
People. This presentation will emphasize the Information and People parts
of the process and the organization of user groups and user needs. It will
show how to choose the optics of process improvement as it is in
consonance with organization goals in the development an overall
strategy.

12:00 – 1:30 Lunch Break

1:30 – 2:10 Learning Management Systems Instructional and Non-
Instructional Utilization Options
William Milheim, Professor and School Director, School of Behavioral
Sciences and Education, Penn State University

Learning management systems are currently available in a variety of
educational and corporate settings. While the basic characteristics of
these systems are generally well known by users, there are also other

lesser-known options available in many packages which provide additional
instructional (and non-instructional) benefits to organizations that utilize
this software. This presentation will describe the basic and lesser-known
instructional components of current learning management systems as
well as non-instructional options that can be utilized in many of these
software environments.

2:15 – 3:00 Assessing Learning Management Systems Providers for
Organizations Blending E-Learning with Classroom Instruction
Silvia Folts, President, Distance Instruction

This presentation will provide a case study of an assessment of
requirements for a Learning Management System (LMS) on behalf of a
client and the conduct of market research leading to a competitive
acquisition of a software product and its integration into the client’s
Enterprise IT system. A statistical analysis of evaluator ratings of the
written proposals and the demonstrations was performed. Statistical
methods and objective scoring criteria were used which permitted the
client to conduct a fair and open competition, and to select a particular
vendor without bias.

3:00 – 3:30 Coffee Break

3:30 – 5:00 Knowledge Management Panel
Peter Rizza, Ph.D., President, Princeton Center

  Friday  

8:30 – 9:10 Making Your LMS Implementation Successful – Proven
Best Practices
Gerry Lang, Intrepid Learning Solutions, Brian Taliesin, Intrepid Learning
Solutions

Technology vendors are usually good at training on their technology and
tools. Yet when it comes to how their application fits into the larger
picture, things can become a little less straightforward. Success hinges
on getting the organization to a state of readiness on a business-level, a
user-level, technology-level and a data-level. Unfortunately these areas are
often overlooked, both in the selection of an LMS as well as during the
implementation of the systems. This session outlines the plans for
governance, change management and operational excellence required to
reduce the time to implementation as well as increasing the overall user
and organizational satisfaction with the systems.

9:15 – 10:00 A Knowledge Management Paradigm – Moving Toward
Improving Organizational Training And Learning
Corbin Bell, Instructional Designer, Training Solutions, Karta
Technologies, Inc.

The increasingly complex, ever changing business world presents
organizations with a continuing challenge of capturing and sharing
knowledge with their employees. Research has demonstrated that
knowledge management can be effective in facilitation of learning and as a
support mechanism for disseminating captured knowledge at opportune
times. Specialists have suggested that knowledge management can also
be effective in helping organizations keep their employees better trained.
However, knowledge management techniques have not been thoroughly
applied to providing an organizationally holistic training model. This
presentation synthesizes and expands upon the current literature on
knowledge management and training, and offers an overview of the
reciprocal nature of training and knowledge management.

10:00 – 10:30 Coffee Break

10:30 – 11:10 Knowledge Management, E-Learning, and Section 508
New Directions, New Possibilities
Debra Ruh, Founder & President, TecAccess LLC

Because e-Learning delivers significant savings over traditional training
and enables government agencies to better achieve their missions and
serve the public, e-Learning is a critical component of Knowledge
Management, requiring agencies to leverage technology to enhance
employee skills and knowledge. By law government and industry must
deliver this emerging and more efficient technology – including online
training, certification, and education – in a fashion that is Section 508
compliant. This session will discuss the issues involved in making e-

Knowledge Management
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learning Section 508 compliant and how this can enhance workforce
productivity, strengthen operational readiness, improve employee career
development, morale and job satisfaction.

11:15 – 12:00 E-learning Integrated with Knowledge Systems
John Hickok, Director, Knowledge Management, Defense Acquisition
University

The Defense Acquisition University (DAU) is intent on providing a
continuous presence job performance support and learning environment
to support the Defense acquisition workforce. This presentation will focus
on two major models DAU is using to integrate formal learning systems
with informal learning and knowledge sharing systems to meet DoD’s
organizational goals and delivering point of need support before, during
and after the training intervention. The brief will address DAU’s award
winning Performance Learning Model (PLM) and its new and emerging
Engaged Learner Model (ELM).

Knowledge Management
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  Wednesday  

Tom Held, President and CEO, MetaMedia , Session Chair

9:00 – 9:10 Introduction and Welcome
John G. Fox, II, Executive Director, SALT®

9:10 – 10:00 Keynote Address
Tom Held, President and CEO, MetaMedia

10:00 – 10:30 Coffee Break

10:30 – 11:10 Applications of Accelerated Learning Theories to
Instructional Design.
John Amoriello, Senior Instructional Designer, Technical Services,
Northrop Grumman, Dr. Lynn Martin, Project Manager, Senior
Instructional Designer, Technical Services, Northrop Grumman

This presentation will describe how to apply theories of accelerated
learning to design effective interactive multimedia instruction. Many
elements of value need to be considered when developing interactive
instruction, especially when changing instructor-led training to web-based
training. Numerous examples and theories will be described on how to
successfully implement accelerated learning to web-based training.

11:15 – 12:00 Designing for Context in an Age of Standardization
Janet J. Cichelli, Chief Technologist, Learning & Performance Support
Services, SI International, Inc.

Content management and standardization efforts have gained
increasing interest over the past several years, fueled by the federal
Advanced Distributed Learning (ADL) efforts to manage and reuse
learning content. The e-Learning community has seen the results of over-
reliance on the use of standardized courseware templates. These
templates made possible the authoring of courseware by virtually anyone
with subject matter knowledge. The result, in many cases, has been low
fidelity, pedagogically weak, page-turner courses that were abandoned by
learners or proved little learning transfer. Recently, similar deficiencies
have been identified in the use of templates for performance support using
standardized technical and business process data. While content objects
may be designed to meet the goals of reusability, durability,
interoperability, and maintainability, they fail if they cannot be assembled
and applied in a way that facilitates and improves learning and human
performance. Instructional systems design and performance support
design is essentially context design. This session describes a new design
model that combines highly customized context design with standardized
content design. This model is fundamental to the design and development
of next-generation learning and performance support solutions, whereby
cost savings can be realized through reusability and durability across
related systems without compromising critical aspects of learning and
performance.

12:00 – 1:30 Lunch Break

1:30 – 2:10 A Collaborative Strategy for Next Generation Learning
Design
Edward Ruehle, Monitor Group

Last year, Cisco’s marketing and HR organizations and Monitor Group, a
global strategy consulting company, created a new paradigm for learning
using existing online technology in a ground-breaking learner-centric way.
The collaboration combined the best of both organizations to create a new
standard in online learning – a creative blend of simulation, games, story-
telling, interactive scenarios, case-based learning. It also presented
powerful visual and conceptual metaphors to reduce learning time by up to
75% while increasing learning retention. In this new way of working, a
holistic partnership in collaborative design revealed what is possible when
both parties sit on the same side of the table.

2:15 – 3:00 Turning R&D into Practice Building High Performance
ISD Development Tools
Curt Shreiner, Sr. Instructional Designer, SRA International

When a training development organization requires the best
development tools to face a competitive marketplace, and commercial
tools just don’t meet the requirements, one option is to invest in
developing its own. This presentation will demonstrate a suite of Web-
based training development tools that automate each phase of the ISD
process – starting with the SME Tool, used in the Analysis Phase to
interview experts and gather information, which feeds into StoryBoard

Pro, a collaborative designer tool with a library of pre-designed templates,
which then exports content into ASSET (Automated Storyboard Self-
Extraction Tool) to produce browser-based, SCORM conformant and
Section 508 compliant HTML pages. The SME Tool facilitates the
customer’s Beta courseware review process for documenting comments
and tracking them to resolution. The tool suite provides the ability to
“develop once” and “export to multiple delivery mediums”, including CD,
LAN, or LMS without the need for proprietary end-user software.

3:00 – 3:30 Coffee Break

3:30 – 4:10 Designing Blended Instruction Template or standards
Making the Right Choice
Marie-Pierre Huguet, Course Developer, Rensselaer Polytechnic Institute

In their attempt to ease the integration of Web-based technology, keep
cost down, or establish “branding” most institutions and organizations
choose to use pre-designed or institutionalized templates. This interactive
session will challenge some of the preconceived notions that come with
such an approach and propose a different perspective. After a brief
introduction that will outline current trends and practices in course
design, the presenters will highlight the advantages and disadvantages of
using a “one-size-fits-all” approach, before proposing a proven, novel, and
effective solution to designing a blended or fully online Web-based
environment, one that is driven by standards rather than cookie-cutter
directives. An outline will be given of the recommended process to guide
the participants though its main stages. Each stage will be defined,
outlined, illustrated, and referenced. This will enable the participants to
leave the session with rational, model, guidance, and resources that will
allow them to design customized, cutting-edge blended environments.

4:15 – 5:00 Priming for E-learning: A key factor in designing
distance education courses.
Terrence Redding, Ph.D., President & CEO, OnLine Training Institute

Improving online course design is a constant for an online institution.
Normally this entails considering the impact of new hardware and
software, and being sensitive to other changes in the Internet course
delivery environment. However, from time to time, new insights into
pedagogical concepts emerge which allow for further improvement of
instructional design. Priming is such a concept. Priming may effect
motivation to learn, and decrease or eliminate barriers to learning that
might not otherwise be considered. This session will discuss the
implications of priming as an educational concept and how it can be
applied.

  Friday  

Helen St. Aubin, Ph.D., Professor, Master of Science in Technical Man-
agement, Embry-Riddle Aeronautical University, Session Chair

8:30 – 9:10 Virtual Presence in Blended Learning
Helen St. Aubin, Ph.D., Professor, Master of Science in Technical
Management, Embry-Riddle Aeronautical University

Presence in the classroom has guided the learning concepts in
secondary education until the advent of on-line classes and the concept of
blended learning opportunities. This presentation addresses the hardware
and software components that make a student virtual presence possible
in the traditional college courses for both the military student and the
traditional student. The question of concern on whether the virtual
presence provides the same educational learning abilities as the onsite
classroom provides is also addressed.

9:15 – 10:00 Strategies to Get Ahead with Distance Ed
Patricia Daron, Professor of Biology, Norther Virginia Community College,
Shaoyu Chi, Ed.D., Instructional Designer, Extended Learning Institute,
Northern Virginia Community College, Donald Gregory, Professor of
Philosophy, Northern Virginia Community College, Mary Gregory,
Professor of Philosophy, Northern Virginia Community College

Innovative faculty and instructional designers are always searching for
better ways to engage online students and improve their performance.
Three seasoned online professors, with the assistance of their talented
instructional designer, will demonstrate how they have improved their
online presentations through an array of diversified methods involving: the
addition of mini-lectures · the reorganization of deadlines for student
assignments · the improvement of multi-sensorial pronunciation

Instructional Systems Design
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exercises to maximize their value by putting the audio files in MP3 format
for students to download to their iPod and MP3 players, · the movement
of course information into a course content system.

10:00 – 10:30 Coffee Break

10:30 – 11:10 Instructional Design Front End Analysis Decisions for
SCORM 2004 Conformant Content
Candace Filip, Senior Instructional Designer, Concurrent Technologies
Corporation

In the design and development of SCORM 2004 conformant content,
decisions must be made in the preliminary phases of the design process.
This presentation will detail factors and determinations that should be
made to enable a more efficient design, development and implementation
process. A thorough front-end analysis is a key component to enable such
choices. By making decisions that consider items such as project
requirements, technology, learners and delivery mode early in the
process, course development is more efficient. Decisions made early in
the process eliminate frustration, build effective communication and are
cost effective, eliminating rework during the development process.

11:15 – 12:00 The Perfect Blend: Creating Highly Effective,
Measurable Blended Learning Programs
James Guilkey, President, S4 NetQuest

Not all companies are convinced that technology-based training provides
all the answers. Many training experts expound on the virtues of a
“blended” approach for improving individual and organization performance.
But, what is blended learning? When should it be used? Is it actually
effective? This presentation will focus on the design, development, and
implementation of highly effective training solutions that blend traditional
components (such as classroom or hands-on) with technology-based
elements. Several actual case studies from various industries will be used
including demonstrations of interactive, highly effective technology-based
solutions as well as measurable results. This session’s goal is to enable
attendees to: •Identify when blended training is the appropriate solution
•Differentiate between ineffective and highly effective blended
performance improvement solutions •Measure and quantify results of
your blended approach.

Instructional Systems Design
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  Thursday  

Franklin A. Hart, Session Chair

8:30 – 9:10 Breaking Down Brick & Mortar Assessment Centers
Marilyn Gowing, Senior Vice President, Federal Government, Aon
Consulting

Traditional assessment centers have a long history of being used for
leadership selection and development in government. While AT&T is often
credited with the development and rollout of the assessment center
process in 1956, the first assessment center was actually held to
evaluate the competencies of potential spies in the world theater. After
the great success experienced by the assessment center process in the
private sector, the Internal Revenue Service became the first Federal
agency to adopt the process for management development in 1969.
Since that time, assessment centers fell out of favor due to their
significant logistical requirements. With the age of technology and the era
of budget cutting, Federal, state and local governments have been
exploring alternatives to the traditional assessment center. Some state
and local governments have experimented with score-able in-baskets
administered by computer and others have used video assessments to
replace traditional assessment centers. Web-based simulations are the
next generation of leadership assessments in that they are more complex
than either video assessments or score-able in-baskets. They really create
work samples or virtual offices, capturing the essence of the assessment
center without the high costs. This session will look at how these new
approaches are addressing assessment needs by the organization and
review specific examples from both the federal government and corporate
environments.

9:15 – 10:00 Facts and Fiction surrounding Training Analytics!
Timothy Adams, Chief Learning Officer, Knowledge Factor

Training analytics is one of the hottest buzzwords in the industry. Every
training department wants to measure it. Every vendor claims to measure
it. And every consultant will tell you they do measure it. But measuring
learning is difficult without a rigorous definition of what is being measured
and how this translates into business results. There are claims about
training analytics, which are clouding the landscape, and pose significant
risk for enterprises. This presentation will review a tool that has the
potential to eliminate these risks and provide organizations with accurate
metrics that can go straight to bottom-line in improving performance.

10:00 – 10:30 Coffee Break

10:30 – 11:10 Increase Your Training Effectiveness through
Customized Web-Based Assessments
Bruce Guenther, Regional Manager, ComWorks Multimedia Inc., Gloria J.
MacCorkindale, Ph.D., ComWorks Multimedia Inc.

One way to manage skills as a key company asset is to accelerate
workers’ skills development through a skills assessment approach. This
presentation will provide specific examples of the implementation of a
system which allows customers to develop and deliver targeted, web-
based assessments aligned to specific performance objectives by
generating report data that identifies students’ individual skill gaps and
prescribes training to address those skill gaps.

11:15 – 12:00 Evaluation Processes and Assessment Techniques
Gine Thomes-Cotter, Vice President, Academic Affairs Specialist,
Education Management Corporation (EDMC)

Institutions have always believed their educational efforts have produced
results and student successes. Instructors have always held firm belief
that they are educating their students, but today it is increasingly
important that these beliefs be proven. As a group of 70+ schools, this
has become a system-wide initiative which will lead not only to greater
accountability but also to a higher level of quality for all our stakeholders—
students, faculty, staff, and investors. Implementing this initiative involves
the entire institutional community in a quest toward validating our
successes and acknowledging our concerns.

12:00 – 1:30 Lunch Break

1:30 – 2:10 Multiple Paths to Online Assessment for Nurses’
Continuing Education
Jane Bishop, Team Leader, HealthMark Multimedia

Adult learning theory is used in this online program to support
evidenced-based text with optional audio workplace scenarios, scenario-
related questions, application to practice, real-time positive and negative
feedback. Continuing education online for nurses required an interactive
design which would accommodate the programming of embedded
assessment criteria in the content from the beginning so that an
accurate assessment of current knowledge could be conducted at the
conclusion of the course work. Multiple choice questions with feedback
provide weighted scoring as users work toward correct answers and a
cumulative pass-rate of 60% for each of the 11 modules. The is session
will also address how this nationwide evaluation will measure knowledge,
skills, self-efficacy and performance improvement.

2:15 – 3:00 Quality Matters Inter-Institutional Quality Assurance in
Online Learning
Marie Gould, Assistant Professor & Program Manager, Business
Administration, Peirce College

Quality Matters is sponsored in part by the Fund for the Improvement of
Postsecondary Education (FIPSE), U.S. Department of Education. The
Quality Matters project had developed a replicable pathway for inter-
institutional quality assurance and course improvements in online learning
through the use of a rubric. The process is an attempt to certify the
quality of online courses and online components. This session will: ·
Present an overview of the history and purpose of Quality Matters ·
Discuss the peer review structure and roles of members of the review
committee · Evaluate the eight components of the Quality Matters Peer
Course Review Rubric · Review the critical course components and
analyze how the objectives can be met · Inform participants how their
institutions can take part in this process by having their courses reviewed
by peers This is a hands-on presentation where the instructor will provide
information about the organization and process. Participants will have the
opportunity to ask questions as they relate to the courses of their
respective institutions.

3:00 – 3:30 Coffee Break

3:30 – 4:10 A Comparative Study: Instructor based Training versus
Computer-based Training
Lennart Malmsköld, ME Engineer, Advanced Manufacturing Technology,
Saab Automobile

This presentation will review two studies conducted to compare
assembly performance and learning rate between computer-based trained
and traditionally trained skilled assembly operators. The studies were
performed with pre-series production parts from a car cockpit and were
integrated as part of the overall training activities during a new vehicle
product launch. The virtual training tool used is a desktop-based
commercial Virtual Reality (VR) tool with focus on cognitive interactive
procedural learning. Both studies indicate that computer-based training
can replace instructor-based training for this level of assembly complexity
and that it has a positive effect in preparing skilled operators.

4:15 – 5:00 Health Assessment Simulation for Identifying Exposure
Pathways
Dr. Robert Kay, Jr, PH, MPH, Environmental Health Scientist, Agency/
Toxic Substances & Disease DHAC OD, Centers for Disease Control

The Agency for Toxic Substances and Disease Registry (CDCATSDR)
developed with CIBER an interactive web-based training program to
simulate the first steps of investigating a hazardous waste site or release.
Through simulation, one learns (1) who to contact, (2) what to consider,
(3) how to talk to the community, (4) what are exposure pathways, and (5)
how to identify exposure pathways. The software tracks the trainee’s
progress, time, and scores for quizzes, tasks and penalties (for not taking
notes and asking for the same information again). The training is used as
a pre-requisite for a 5-day in-class and field course entitled Basic Course
for Health Assessment and Consultation.

Assessment & Evaluation
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  Wednesday   

Gertrude (Trudy) Abramson, Ed.D., Professor, Computing Technology,
SCIS, Nova Southeastern University, Session Chair

9:00 – 9:10 Introduction and Welcome
John G. Fox, II, Executive Director, SALT®

9:10 – 10:00 Keynote Address
Tom Held, President and CEO, MetaMedia

10:00 – 10:30 Coffee Break

10:30 – 12:00 Toward Ubiquitous Computing: One-to-One Across the
States
Gertrude (Trudy) Abramson, Ed.D., Professor, Computing Technology,
SCIS, Nova Southeastern University, Jack Mara, Ph.D., Principal,
Manchester Memorial Elementary School, Robert Day, Jr. Ed.S.,
Professor, Computer Information Systems, Lake Area Technical Institute,
James E. Spruill, Technology Director, Plymouth Educational Center

Please join us for a highly-interactive session that will address best
practices as organizations move toward an environment in which
technology becomes a set of basic artifacts for school-based learning. The
moderator will provide an introduction to one-to-one and ubiquitous
computing. Panelists representing Maine, Michigan and South Dakota
will provide input from their state’s experiences. Topics addressed will
include student achievement, changes in teacher behavior, parental
involvement, 21st century skills for the contemporary workforce, and
responsible use of the technology. Input from the audience will be
solicited to increase the value of lessons learned.

12:00 – 1:30 Lunch Break

1:30 – 2:10 mLearning on Popular Handsets
Alan Weiler, President, Kallisto Productions, Inc.

This session will examine the types of mLearning suitable for delivery to
popular, consumer-grade and enterprise-grade mobile phones. Taking into
account the limitations of these devices, the presenter will review
authoring systems available, platform constraints and the user experience
that can be achieved, including a discussion of the types of content most
likely to succeed on small devices. It will also describe some of the
challenges to overcome in delivering content across a great diversity of
handsets and carriers.

2:15 – 3:00 Cost-Effective Authoring of Learning Content for SCORM
and for Pervasive Computing Devices
Marc Abrams, CEO, Harmonia, James Helms, Director R&D, Harmonia

This presentation will address authoring learning content to
simultaneously facilitate SCORM and delivery to pervasive computing
devices. Requirements on learning content to create Sharable Content
Objects and support delivery to pervasive computing devices will be
examined The key insight is to capture the learning object author’s
intention at instructional design time in a platform-independent meta-
description language, UIMLE, that weaves meta-tags into the fabric of the
content. This makes fine-grained parts of content objects self-describing,
and facilitates discovery, real-time selection and assembly, and separation
of content and control that are essential to SCORM. Meanwhile, model-
based transformation maps learning objects to disparate computing
devices.

3:00 – 3:30 Coffee Break

3:30 – 4:10 Mobile Technology At Its Best: The PDA In The
Classroom
Loreto Porte, Director of Instructional Technology, Office of Instructional
Technology, Hostos Community College

The Personal Digital Assistant (PDA) combines processing power with
small size, extraordinary mobility and interactive capabilities, offering
meaningful pedagogical potential across disciplines. And being small and
portable, its potent teaching and research capabilities can be accessed
anywhere. This presentation will show how PDAs, combined with a
variety of software/hardware, have been successfully used in such diverse
areas as assessing basic mathematical skills, training nursing students in
drug application using a PDA drug reference guide, and, with the help of
GPS, in studying forest communities in New York City parks.

4:15 – 5:00 Transforming Teaching and Learning through Moodle
Antoinette Bruciati, Program Director for Education Technology,
Education - Stamford Campus, Sacred Heart University, Maria Lizano-
DiMare, Ph.D., Education Department, Sacred Heart University

Moodle is a free, Open Source learning management system (LMS) that
has gained popularity in recent years. Moodle’s low cost, flexibility and
ease of use brings LMS technology within the reach of those with limited
technical and financial resources. This presentation discusses the use of
Moodle for the development of a model online Foundations of Health
Science curriculum. Recommendations for designing blended instruction
and supporting teaching staff are included.

  Thursday  

Jayfus Doswell, Ph.D., Chair, The Juxtopia Group, Inc., Session Chair

8:30 – 9:10 Mobile Augmented Reality System For Workforce
Training and Disability Assistance
Jayfus Doswell, Chair, The Juxtopia Group, Inc., Brian Blake, Associate
Professor, Computer Science, Georgetown University

A Mobile Augmented Reality System (MARS) is a wireless headset worn
over a user’s eyes and that overlays real world objects with text or
computer graphics. Researchers designed a MARS system called a
Context-Aware Agent Supported Augmented Reality System (CAARS).
CAARS operates as an e-training and decision-support device that
consequently improves psychomotor accuracy and efficiency for various
tasks including, but not limited to auto-motive, medical, and military tasks.
Preliminary results indicated that this mobile training tool may also serve
as an “Assistive Device” for disability workforce training and work task
assistance. This presentation will review the use of the CAARS system
during disability training. Specifically, this system may serve as an
intelligent “heads up display” enabling learners to follow step-by-step
instructions displayed as text and graphics through the CAARS goggles. If,
for example, a hearing impaired worker needs assistance during
workforce tasks, the worker may “sign” speak into the goggles and receive
instruction as text or graphics. Researchers believe that the CAARS
system may be expanded to serve those with disabilities and support their
acceleration into the workforce.

9:15 – 10:00 Connecting to eLearning with Game Consoles
Tom Atkinson, Ph.D., Associate Professor, Educational Leadership and
Human Development, Central Missouri State University

While game consoles are not currently as open to development as the
PC, their pervasiveness in society, relative cheapness, ease of use and
stability of operation offer intriguing prospects for those providing
eLearning. This presentation explores new technology for connecting to
eLearning. Interactive digital media, or video games, have emerged as a
powerful new economic, cultural, and now educational force. Games are
now a multi-billion dollar industry, and new conferences, journals, and
research initiatives are all competing to become the home of “serious
gaming.” With Microsoft’s plan to sell over 10 million units of the Xbox
360 within the first year, many educational institutions are examining
ways to capitalize on modem and broadband functionality in the new game
consoles that open up possibilities for developing online non-gaming
applications, such as remote learning, and database-oriented tools. The
new Sony PlayStation PS3 game console has a built-in Ethernet port for
high-speed Internet access that allows users to surf the Web while
playing games. In addition to games, it supports non-gaming functions
such as digital music, movies and photographs during game play. It also
supports the new Blu-ray DVD format and simultaneous use of up to seven
boomerang-shaped control pads, which can connect wirelessly via
Bluetooth to the console. PS3 also features wireless Internet access, a
removable small hard drive. The console is about the size of a standard
mid-size laptop computer. Designing eLearning opportunities to maximize
game console features may require new methods and further
development of interaction protocols for instruction. This presentation
demonstrates several techniques, requirements, and limitations for
providing effective eLearning when connecting with game consoles.

10:00 – 10:30 Coffee Break

Mobile Computing & PDAs
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10:30 – 11:10 PDAs and eBook Technology
Maria Lizano-DiMare, Ph.D., Education Department, Sacred Heart
University, Antoinette Bruciati, Program Director for Education
Technology, Education - Stamford Campus, Sacred Heart University

eBook technology is a powerful and effective tool for learning. Its use is
rapidly increasing due to the popularity of mobile technologies such as
PDAs, laptops, tablet PCs and iPods. This presentation discusses uses of
eBook technology for instruction, specifically ways of integrating the use
of this technology with PDAs, including design issues, format capabilities,
interactivity, accessibility, and cost issues. In addition, ways in which
eBooks can support teaching and learning in higher education will be
addressed. Recommendations for the design, integration, and use of
eBooks with PDAs are included

11:15 – 12:00 The Business Case for Enterprise Wikis
Cindy Rockwell, Chief Executive Officer, CustomerVision

The use of wiki tools in the business environment is happening today in
organizations large and small. Learn how a number of organizations are
using these tools for business applications in a controlled wiki-content
collaboration environment.  Early adoption is signaling a much larger
trend. While there are still no really good market numbers, but clearly
some good case studies, it is clear that there has been quite a lot of very
serious activity. This session will demonstrate how real enterprise use of
wikis can be controlled, yet utilized, in most business environments.

12:00 – 1:30 Lunch Break

1:30 – 2:10 Video iPod Instructional Design & Production
Considerations
Michael Dermody, Instructor, School of Communication, East Carolina
University, Christine Russell, Visiting Assistant Professor, School of
Communication, East Carolina University

The latest video iPod puts true mobile technology in the hands of the
masses. For only $299 US dollars buyers can purchase a fully functional
30 gigabyte handheld audio-video device that will provide up to 150 hours
of full motion, 30 frames per second, video and audio. However, designing
audio and video educational content for a mobile 2.5 inch color display
screen presents design considerations on three fronts – content
creation, video production, and environmental usage. This session will
outline some of the considerations in both areas, using two consulting
projects in development – one for an auto manufacturer and one for a
nautical museum.

2:15 – 3:00 Mobile Education Learning Technologies (MELT)
Walter Merchant, Dean of Instruction, Computer Science, ECPI College of
Technology

Mobile Education Learning Technologies (MELT) is a process designed to
leverage the use of wireless services to deliver learning tools to student’s
cell phones, PDA’s or other mobile devices. In today’s world almost 100%
of the student populations have cell phones and/or PDA’s, while some
still do not have home computers or home computers with more than dial
up services. The purpose of MELT is to design delivery products that
students can use such as study guides for exams, certifications, or other
educational processes. Imagine a student standing in line or waiting
for a meal to be delivered and having the ability to open up their cell
phone or PDA and put in a few minutes of study time. This is the
education of the future.

3:00 – 3:30 Coffee Break

3:30 – 4:10 Implementing Mobile Learning Solutions: Critical Factors
Michael Cleveland, Innovation Engineer, Heather Katz, Ph.D., Sr.
Instructional Technologist & Researcher,  Intelligent Decision Systems,
Inc.

Mini- and ultra-portable computers are remarkably small and
impressively capable computing platforms that enable ubiquitous content
delivery to geographically dispersed learners. Implementation of successful
mobile learning solutions requires a profound understanding of the
demands and constraints placed upon development from the technical
capabilities to end user realities. This session addresses the critical
factors of learning effectively, use case design and development,
technological capabilities, risk assessment, and cost analysis. It will also
provide lessons learned, guidelines, and recommendations to successfully
design, develop, and implement mobile learning solutions.

4:15 – 5:00 Using Mobile Phones to Improve the Efficiency of Fiber-
Optics Technicians
David Guralnick, Ph.D., President, Kaleidoscope Learning

In order to perform their jobs efficiently, fiber-optics technicians must
have knowledge about numerous particular parts. Even an experienced
technician often encounters new or unfamiliar parts while on a job.
Technicians needing information while on a job (where computers are not
typically available) must telephone their office and ask someone to look up
the information. This session describes an application to increase
technicians’ efficiency, a just-in-time reference on the technician’s mobile
phone, which provides information and instructions regarding the
installation of specific parts. Similar methods could provide performance
support to other field workers lacking computer access while on-the-job.

  Friday  

Antoinette Bruciati, Program Director for Education Technology, Sacred
Heart University, Session Chair

8:30 – 9:10 M-learning for Tutoring
Ann-Marie Grissino, President, Keypoint Consultants, Harman Singh,
CEO, authorGEN

The combination of wireless technology and mobile computing has
opened up new vistas for the educational world. Mobile learning, or m-
learning, which is based on the use of mobile devices combined with
wireless infrastructure, has come out as the latest development in the
field of education. Students can learn at any time, any place and any pace
by way of wireless networked laptops, handheld computers, PDAs, mobile
phones and the networks that connect them. This presentation looks at
how mobile & wireless activity can prove to be a great enhancement for
learning. It also glimpses at capabilities of wireless and broadband
connectivity and interoperability across a range of network to form a
technological basis for mobile learning.

9:15 – 10:00 Mobile Workforce Automation
Philip Coyner, Chief Executive Officer, IT Toolworks, LLC

Mobile Resource Management (MRM) solutions provide near real-time
location status of mobile assets and field workers to other managers and
workers. This presentation will identify the technology involved in MRM,
including General Pocket Radio System (GPRS), and Geographic
Information Systems (GIS), and discuss the practical application of these
MRM technologies. It will also review ROI scenarios, including training
and diagnostic tools.

10:00 – 10:30 Coffee Break

10:30 – 11:10 Improving Data Collection Methods with Hybrid
Technologies
Travis Feirtag, CEO, Feirtech Inc.

This presentation will review the development and testing of an
innovative technology that addresses the need for mobile, digital data
collection devices that also utilize paper forms to facilitate human/
machine interface. The author will then discuss the early results of
product testing within specific work environments and the issues related
to the introduction of new technologies designed to improve the efficiency
of primary-source data collection, including the critical role of low-cost
hybrid products within data collection architecture generally.

11:15 – 12:00 Innovative Utilization of PDAs for Field Data
Collection
Vikash Gupta, Director, K4 Solutions, Inc.

Personal Digital Assistants (PDAs) are becoming commonplace in many
industries as a useful tool for data collection. This session will focus on
the innovative utilization of PDAs to collect quality assurance and
inspection data out in the field. PDA applications serve to standardize the
inspection process, ensure data quality, and reduce work associated with
manual data entry. Additionally, electronic data allows for rapid, robust
analysis of data. The US Navy and US Marine Corps are beginning to use
PDAs to improve their data collection processes with success particularly
for quality assurance inspections.

Mobile Computing & PDAs
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  Wednesday  

Katherine Hirschbuhl, President, Computer Knowledge International,
Session Chair

9:00 – 9:10 Introduction and Welcome
John G. Fox, II, Executive Director, SALT®

9:10 – 10:00 Keynote Address
Tom Held, President and CEO, MetaMedia

10:00 – 10:30 Coffee Break

10:30 – 11:10 The Learning Marketplace 2.0
Adam Johnson, Senior Consultant, Booz Allen Hamilton, Mark Oehlert,
Associate, Booz Allen Hamilton

There are a number of emerging technologies and business models that
have the potential to fundamentally re-shape the learning marketplace.
This session will focus on a non-technical review of these new
technologies and models and will examine their impact both on learning
dynamics and the workings of the learning marketplace. The changes
which could stem from the adoption of some of these technologies and
methodologies include new functional requirements for instructional
designers, new ways of thinking about the granularity of learning content,
increases in the speed of development, and the creation of new
marketplaces of learning.

11:15 – 12:00 Wiki – An Effective Collaborative Learning Tool
Robert Farmer, Professor, Information Technology, Mount Saint Vincent
University

In today’s technology world, educators must keep pace with technology
and its uses both within education and everyday life. As more and
more technology literate and Internet savvy students enter our
classrooms, both physically and virtually, they expect technology to
play a greater role in their learning experience. Students today need a
learning workspace which both engages them and satisfies their need
for connectivity. Creating an engaging learning space which enables
collaborative learning can be done via a wiki. A wiki is a set of web
pages that can be created and changed collaboratively by users
without having to know HTML. Tools such as a wiki provide for higher
level collaborative learning by allowing students to create, edit, and
control content more easily. This presentation will assess the
movement toward this form of learning examine its support by
pedagogical theory and the constructivist approach. Constructivist
theory embraces knowledge as being discovered, constructed,
practiced, and validated by the learner. This active learning approach
is supported very well by a wiki.

12:00 – 1:30 Lunch Break

1:30 – 2:10 Learning at 50,000 Feet - Don’t Look
Down!...OR…Enabling FAA/Aircraft Certification’s Safety
Management Transformation through Enterprise Learning and
Workforce Improvement Strategies
Holly Schneider, Ed.S, Learning Transformation Leader, DOT, Aircraft
Certification, Federal Aviation Administration, Janis Morariu, Ph.D.,
Learning Strategy & Design Leader, Application Services, IBM Global
Services

The FAA’s Aircraft Certification Service (AIR) has the mission to
promote aviation safety in the US and internationally. One of AIR’s key
mission statements is to “provide a safety performance management
system to ensure continued operational safety of aircraft.” An effective
enterprise learning strategy is a recognized partner and critical success
factor for the ‘To Be’ future state vision. This session will provide a case
study view into the challenges, opportunities and action plans to define
and establish: · An operational framework for strategic alignment of
learning with the new corporate safety management system goals and
performance metrics · Best practice strategies, methodologies, and
technologies for integrating learning with work · Required job
competencies with targeted modular learning and individualized roadmaps
to address knowledge and skills gaps across job roles · Expertise location,
collaboration tools, and just-in-time performance support/job aids

2:15 – 3:00 Tool for Measuring Post Training Return on Investment
(ROI)
Lynn Dombrowski, Owner, LAD Studio LLC

A comprehensive Return on Investment (ROI) measures the impact on
the bottom line of the organization and serves to document the validity of
the program and justify the company’s investment. Research and
measurements are available to calculate ROI, but there is a need to
develop a simple tool that the business owner or trainer can use to
determine post-training ROI. The objective of this research is to develop
an ROI template that businesses can use to determine whether a
particular training program has been beneficial to the company. This
research focuses on the data collection and technique for gathering the
feedback using an online tool. Measuring ROI can be done using one of
three primary methods of evaluation or a combination of them
performance, verbal, or written. With the availability of the Internet, using
online surveys rather than by mail is a more efficient means of gathering
feedback and evaluating participants. The goal of this research is to offer
businesses a simple tool and usable template that can be used to measure
ROI to an organization for a variety of training programs.

3:00 – 3:30 Coffee Break

3:30 – 4:10 Intelligent Agents that Enhance Human Learning
Brian Blake, Associate Professor, Compute Science, Georgetown
University, Jayfus Doswell, Chair, The Juxtopia Group, Inc., Jerome
Butcher-Green, Computer Science, Georgetown University

Scaffolding is a well-established instructional approach that facilitates
learning by incrementally removing training aids as the learner
progresses. By combining multiple training aids (i.e. multi-modal
interfaces), a trainer, either human or virtual, must make real-time
decisions about which aids to remove throughout the training scenario. A
significant problem occurs in implementing scaffolding techniques since
the speed and choice of removing training aids must be strongly
correlated to the individual traits of a specific trainee. This presentation
details an agent-based infrastructure that supports the customization of
scaffolding routines per individual user and describes the integration of
this agent-based approach into a simulated augmented reality (AR)
environment.

4:15 – 5:00 Integrating Communities of Practice (CoP) into the
Learning Environment
Jill Garcia, Knowledge Project Officer, Defense Acquisition University,
Mike Dorohovich, ACC Chief Editor, Defense Acquisition University

The Defense Acquisition University is using Communities of Practice
(CoP) as an extension of its learning environment. The presentation will
draw from our experience and journey with CoPs and will address the
methodology and process we have developed and used to establish
effective and thriving communities of practice to support the DoD
acquisition workforce. Lessons learned are used to address critical
aspects of our experience evolving communities of practice over the past
four years. The lessons learned address the common mistakes made in
establishing and sustaining communities and discuss how to avoid these
mistakes.

  Thursday  

John Hirschbuhl, Professor and Senior Multimedia Producer, Learning
Technologies and Scholar Learner Services, University of Akron, Session
Chair

8:30 – 9:10 Reconstructing Internet2-Based Electronic Deliveries to
Include Open Broadcast Delivery of Student Centered Instruction
John Hirschbuhl, Professor and Senior Multimedia Producer, Learning
Technologies and Scholar Learner Services, University of Akron

The University of Akron is partnering with The Committee for a
Responsible Federal Budget, Channels 45 and 49 Northeast Educational
Television of Ohio, Inc., Appalachian Center for Higher Education, and the
West Virginia Appalachian Center for Higher Education to engage high
school students in technology based, interactive learning simulations.
Specifically, the project will use an Exercise in Hard Choices and The
History of the US Constitution and Its Impact on the Country and the Law
of the Land via PBS and Internet2 to broaden student’s understanding of
the federal budget and the Supreme Court, both of which are central to
the workings of the U.S. government. This project provides new learner-
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centered, interactive delivery and evaluation systems that provide a
combination of voice, video, and data to classrooms around the country.

9:15 – 10:00 Making the Business Case and Calculating the ROI
from Investing in Employee Engagement and Retention
Raymond T. Halagera, President & Chief Operating Officer, Career
Systems International

Human Resources, and the training function in particular, are
increasingly being challenged by line management to make a business
case for initiatives and related expenditures they propose to improve
human performance. One of the greatest performance improvement
challenges facing organizations today is the low level of employee
engagement and subsequent increase in rates of voluntary employee
turnover. The bottom-line costs of disengagement and voluntary turnover
can be quantified by identifying, and then quantifying, the variety of actions
associated with an employee’s departure, ranging from costs incurred in
finding a suitable replacement to lost productivity while the replacement is
brought up to speed. The “business case” is accordingly the amount these
costs can be reduced through training and other actions aimed at
improving engagement and retention. The metric valued by line
management - ROI – is subsequently calculated by comparing the reduced
turnover costs to the dollars needed to implement the engagement and
retention initiatives.

10:00 – 10:30 Coffee Break

10:30 – 11:10 Nothing Is So Practical as a Good Theory
David Stone, Ph.D., President, WorldWired, Inc.

Good theories in science generate testable hypotheses. What does
current scientific theory have to say about learning and performance
improvement in the 21st century. This session takes the position that
there currently is no comprehensive theory of learning and human
performance that generates testable hypotheses for today’s world of
blending video-game style simulations, radio-style podcasts, community
building internal blogs, and performance support systems delivered on
Blackberries and other PDAs. The presenter will provide the missing
theoretical framework reflecting 30 years of experience in computer-
based education and training.

11:15 – 12:00 Managing Rapid e-Learning Content to Maximize Your
Investment
Stacie Ruckert, Racepoint Group Inc.

Increasing numbers of organizations are developing rapid e-learning
to train their employees on current business events, product updates,
competitive developments or other immediate business needs.
According to a recent survey conducted by Bersin & Associates,
rapid e-learning projects already account for 36 percent of all training-
related projects and will likely comprise half of all e-learning initiatives
within the next three years. Yet, with a single, dogged focus on
authoring, businesses will fail to generate the most value from their
rapid e-learning investments. By its very nature, rapid e-learning leads
to the voluminous creation of learning content. As a result, in order
for it to be truly effective, organizations need content management
capabilities to effectively find, track and manage the scores of content
they’ve already created. Otherwise, they risk ending up with
duplication, redundancy and out of date information – negating the
business value of rapid e-learning. This presentation will provide best
practices and real world examples of applying content management
principles to rapid e-learning in order to optimize reuse and generate a
greater return on an organization’s content investments.

12:00 – 1:30 Lunch Break

1:30 – 2:10 Public-Private Sector CBT Collaboration: A Success
Story
David G Robinson, DMSMS Program Manager, Defence Logistics Agency
(DLA) DSCC-CCD, US Department of Defense (DOD)

Collaboration of government and private sector organizations is not
always an easy task. To accomplish this activity effectively, producing
needed and meaningful instructor-led and CBT courses is a success story.
This presentation will discuss the partnership of the Defense Logistics
Agency (DLA), Defense Acquisition University (DAU), the Department of
Defense (DoD) Diminishing Manufacturing Sources and Material

Shortages (DMSMS) Working Group, Karta Technologies and ARINC
working together to create the first SCORM compliant CBT modules for
DMSMS training. The courses developed represent the first DoD
accepted, and very well received, DMSMS training available at large. The
session will include information on several areas of the partnership.
Financing a project is always an issue. Corporate non-disclosure
agreements (NDA) and government memorandums-of-understanding
(MOU) are part of the development. Identifying subject matter experts to
actually write the material and then a reputable and technically capable
producer of training materials to put it together is monumental task.
Discovery of what training is actually required is not as easy as many may
believe. Coordination of the drafts and eventually the actual production
and fielding of the courses is an interesting effort. This presentation will
address the success of a team effort that produced four instructor led and
two CBT modules and that continues to produce effective and highly
specialized training on a complex subject.

2:15 – 3:00 Open-Source Content Management System
Robert Burgoyne, Co-Founder, True Blade Systems, Inc.

This presentation will describe a Section 508-compliant open-source
content management system (Plone), referencing successful
implementations in Knowledge and Learning Management. These
implementations will be analyzed across various metrics to contrast the
utility value created by Plone vs. other options for web-based knowledge
systems and learning management systems. These implementations have
led to the creation of many free add-ons that are specifically relevant to
education, such as eduCommons, the OpenCourseWare Management
System based on the MIT standards.

3:00 – 3:30 Coffee Break

3:30 – 4:10 Comprehensive Faculty Services to Support a Global
Faculty
Patricia Wolf, Director, Exams and Testing, University College, University
of Maryland, Robert Jerome, Associate Provost for Faculty Affairs,
University College, University of Maryland, Upendra Jejjala, Faculty
Support Specialist, University College, University of Maryland, Amy King,
Faculty Support Specialist, University College, University of Maryland

University of Maryland University College (UMUC) home division’s
1,900 Adjunct Faculty live throughout the world. The challenge for UMUC
is to provide services to this largely adjunct population, who are rarely on
campus. Support for them must be available outside of traditional business
hours. UMUC has implemented a multi-faceted approach to faculty
support: 1) a two-tier faculty call and email center, 2) a Web-based self-
service solution, and 3) a faculty portal. This presentation will provide an
overview of UMUC’s faculty support system and share lessons learned.

4:15 – 5:00 Bringing Emerging Dashboard Technologies to Learning
Organizations
Chris Moore, President, Zeroed-In Technologies LLC

This session will describe an emerging technology for the learning
marketplace that measures and predicts outcomes of strategic goals and
initiatives (CLO Dashboard) and is deployed in both commercial and
government learning organizations. The system connects to learning and
business systems to transform raw data into actionable information and
warns users of impending risks. The system supports drill-down,
statistical correlation, and various forecasting algorithms. Users can also
select data visualizers including gauges, charts, graphs, and tables.

  Friday   

Joseph Ganci, President, Dazzle Technologies Corp., Session Chair

8:30 – 9:10 Understanding Context and Strategy in Marketing E-
Learning
Norman “Tut” Bailey, Outreach Marketing, Penn State University

Is your e-learning marketing strategy sound? Distance education or e-
learning providers – particularly in higher education – are becoming
dramatically more market-oriented and competition driven. Developing
distance-learning programs that are not in alignment with an
organization’s core competencies is less likely to be sustainable in the
long-term. Aligning product strategy and marketing strategy is more likely
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to be successful, allowing providers to vacate the trap of “marketing-as-
you-go.” Distance learning should be strongly influenced by an overarching
marketing strategy and executed through well-planned marketing plans
and efforts. This session will address these issues and provide guidance
for understanding the broader distance-education market, as well as
program-specific marketing.

9:15 – 10:00 People: the Neglected Part of Technology
David Miller, Director, Public Sector Enterprise SOlutions, Public Sector,
RWD Technologies, Inc.

The people part of technology continues to be neglected or sub-
optimized. People and their ability to continuously learn is a critical
component. When organizations integrate and coordinate tasks and
processes, this is can be achieved more effectively and efficiently by (1)
shortening time to competency (less class time, errors, personnel-
dependent help & increased rules, policies, laws compliance); (2)
synchronizing communities of practice (common business practices,
shared experience); (3) facilitating change management (organizational
readiness and adoption); and, (4) reducing the cost of learning (less
travel, time off the job, facilities). This session will discuss how a
blended learning, collaborative approach is critical to helping end-users
master technology by performing successfully.

10:00 – 10:30 Coffee Break

10:30 – 11:10 Real-Time ROI Web Conferencing to Drive the
Organization
Roger Hanley, Director, Academic Strategies, Elluminate Inc.

This session will focus on the ROI achieved through real-time web
conferencing. Two remote guests will join the session ONLINE,
demonstrating the modality live, during the session. These guests,
representing leading industry training initiatives, will describe their efforts
to deeper communications while driving down the related costs of travel
and lodging.

11:15 – 12:00 The New Webconferencing A Critical Business
Communication & Productivity Tool
Philippe Szwarc, CEO, Arel Communications & Software

Contextual Collaboration is a new approach to conferencing that
combines presence technology, real-time communication and resource
sharing to make online meetings as simple, natural and productive as
face-to-face encounters. By combining all relevant applications (i.e. Word,
IM, calendars, conferencing software) into one easy-to-use interface,
contextual collaboration allows corporations and individual users to launch
a meeting, seminar or training session at any time from any document,
and collaborate in real-time. Users can collaborate from a personal
computer or laptop, PDA, mobile phone, or with a conventional or IP
telephone. Participants gain the freedom to join a conference from
wherever they are available a hotel, coffee shop, airport lounge, or even
the office. This session will examine contextual collaboration — or the
ability to see when other people are online and instantly communicate
with them via text, voice or video — and how it is becoming an invaluable
enabler of growth for the enterprise.
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Interactive Technologies 2006 Conference on
Training, Education & Job Performance Improvement

August 23-25, 2006

For early registration rates your registration form with payment  must be postmarked by Aug 9, 2006, or faxed to us by that date with credit card information included. All registrations requiring
invoicing will be billed at the higher (post-Aug 9th rate). All foreign checks must be paid in US dollars. Cancellations received by Aug 9th will be refunded after the conference less a $50
processing fee.  In the event of cancellation we also accept attendee substitutions, or your fee may be applied to the next SALT® conference. Checks should be made payable to Learning
Technology Institute ®. Mail form to: Learning Technology Institute, 50 Culpeper Street, Warrenton, VA 20186 or by Fax: (540) 349-3169.

Name: ________________________________________________

Title & Dept: ___________________________________________

Company: _____________________________________________

Company Address: _____________________________________

______________________________________________________

City/State/Zip: ________________________________________

Phone/Fax: ___________________________________________

Email: _________________________________________________

q I am unable to attend, but would like to continue to receive
information on Society programs.

Method of Payment Accepted (U.S. funds only) :

o  Check (payable to Learning Technology Institute ®)

o  P.O. #_________ o  To Be Invoiced (Note the higher rate)

o  Mastercard o  Visa  o  AmEx  o  Discover
Card Number___________________________________________
VCode_________ Expires__________________________________
Signature_______________________________________________

Name on card___________________________________________

You Can Register On-Line at www.salt.org

SALT® Member q  $650 q  $700 q  $700

Non-Member q  $700 q  $750 q  $750

One Day Registration  ( WED / THU / FRI ) q  $350  Indicate which day

Two Day  Registration  ( WED / THU / FRI ) q  $510  Indicate which days

SALT® Membership q $55 q  $55 q  $55

o The Sheraton National Hotel has warranted that it
complies with ADA requirements. Please check here if
you have disabilities and would like assistance at the
conference.

 For office use only C L D PP PI

REGISTRATION FEES:

Preconference  Tutorials  w Tuesday, August 22nd:

q A. 8:30 am Blended Technologies: DVD, Web-DVD, Podcasting,
M-Learning, Blu-Ray, and Beyond $175

q B. 8:30 am Mobile e-Learning: A Reality $175
q  C. 1:30 pm Using Scenario-Based Simulations to Enable Change  $175
q  D. 1:30 pm Blended Instruction and Emerging Technologies,

Choosing the Right Tools $175

                                            Total Amount Due:

If Paid If Paid To
By After Be

August 9 August 9 Invoiced


