
	Cognitive
	Psycho-motor
	Affective
	Description of Level



	Knowledge
	Skills
	Attitudes
	Level One - Passive: The learner acts solely as a receiver of information. 
Capable of computer generated multimedia presentations of intellectual skills (facts, rules, procedures). 
This level is capable of showing a procedure with computer-generated multimedia explanations of equipment operations. 
Level 1 is used primarily to introduce knowledge, including ideas, concepts, and processes. 
Information is generally provided in a linear format (one ides after another). 
Minimal interactivity is incorporated in the form of text, navigational ions, static graphics (e.g., photos, charts, tables) and illustrations, learner-initiated animations, and pop-ins and hyperlinks.  
(Level one hypermedia is required in TRADOC Graphical Interface) 

	Fact learning - Verbal or symbolic information (e.g., names, formulas, facts, etc.).
Rule learning - Using two or more facts in a manner that provides regularity of behavior in an infinite variation of situations.


	Perception

(Encoding).

Perception of sensory stimuli that translate into physical or mental performance.

	Not trained with level one

	

	Discrimination learning - Grouping similar and dissimilar items according to their distinct characteristics.

Procedure learning- Performing step-by-step actions in the proper sequence. This is how something works.


	Perception

(Encoding).

Perception of sensory stimuli that translate into physical or mental performance.
Readiness - Learning to have readiness to take a particular action.
Guided Response - 

Learning of a complex physical or mental skill by copying a demonstration.
	Receiving

(situation awareness)

Demonstrating mental preparedness to perceive the normal, abnormal, and emergency condition cues associated with the performance of an operational procedure.

Responding (Interpreting) Demonstrating mental preparedness to encode operational cues as indicators of normal, abnormal, and emergency conditions associated with the performance of an operational procedure.
	Level Two – Limited participation: The learner recalls information and responds to instructional cues.
This level is used to introduce simple operational and maintenance guidelines and procedures.

Moderate interactivity is incorporated in the form of learner-initiated animations, interactive graphics, activities, scenarios, and assessments (practices, knowledge checks, and tests).

Interactions force learners to make decisions related to material.

This level has the capability of providing drill and practice, providing feedback on learner responses, emulating simple psychomotor performance, and emulating simple equipment operation in response to learner action.  

This level can be used for computer evaluation of intellectual skills using computer-based predictive and performance test items. 

Immediate or delayed fixed feedback guides the learner to see the consequences and components of his performance.


	Discrimination learning - Grouping similar and dissimilar items according to their distinct characteristics.

Procedure learning- Performing step-by-step actions in the proper sequence. This is how something works.

Problem Solving - Synthesizing lower levels of knowledge for the resolution of problems.
	Continuous Movement

Tracking or making compensatory movements based on feedback.

Perception

(Encoding).

Perception of sensory stimuli that translate into physical or mental performance.
Readiness - Learning to have readiness to take a particular action.
Guided Response - 

Learning of a complex physical or mental skill by copying a demonstration.
Mechanism.

Learning to perform a complex physical or mental skill with confidence and proficiency.
Adaptation - 

Learning to modify a complex physical or mental skill to accommodate a new situation. 


	Innovation

(Generation of new resource management strategies

and tactics)

Demonstrating the mental preparedness

to make decisions by generating the results expected upon completion of prioritized strategies or tactics in response to normal, abnormal, and emergency cues associated with performance of an operational procedure, and generating prioritized strategies and tactics in response to abnormal or  emergency cues.
Receiving

(i.e., perception; situation awareness)

Demonstrating mental preparedness to perceive the normal, abnormal, and emergency condition cues associated with the performance of an operational procedure.
Responding (Interpreting)

Demonstrating mental preparedness to encode operational cues as indicators of normal, abnormal, and emergency conditions associated with the performance of an operational procedure.
Valuing (Judgment)

Demonstrating the ability to judge the worth or quality of normal, abnormal, and emergency cues associated with the performance of an operational procedure

Competence (Application of

resource management strategies and tactics)

Demonstrating the mental preparedness to make decisions using prioritized strategies and tactics in response to normal, abnormal, and emergency condition cues associated with the performance of operational procedures.
	Level Three – Complex participation: The learner applies information to scenarios and interacts with simulations.
This level is used to present more complex operational and maintenance procedures; also, interpersonal interaction skills.
Information is often non-linear.

Moderate to high interactivity is incorporated in the form of complex interactive graphics including simulations and decision-based branched scenarios.

Highly realistic scenario and equipment simulations fully involve the learner in near, part and whole task performance.

After action feedback guiding the learner to fully understand the consequences and components of his adequate and inadequate performance.

Feedback is based on tracking of several responses.

This level is capable of providing complex branching paths based on learner selections and responses.

This level is capable of evaluating learner intellectual skills and performance using computer-based performance and predictive test items.

Computer evaluation of learner procedural performance includes the capability to generate time and error scores for performance test items.


	Discrimination learning - Grouping similar and dissimilar items according to their distinct characteristics.

Problem Solving - Synthesizing lower levels of knowledge for the resolution of problems.
	Continuous Movement

Tracking or making compensatory movements based on feedback.

Perception

(Encoding).

Perception of sensory stimuli that translate into physical or mental performance.
Readiness - Learning to have readiness to take a particular action.
Guided Response - 

Learning of a complex physical or mental skill by copying a demonstration.
Mechanism.

Learning to perform a complex physical or mental skill with confidence and proficiency.
Gross Motor Skills: Manual dexterity in the performance of physical skills.
Adaptation - 

Learning to modify a complex physical or mental skill to accommodate a new situation. 


	Innovation

(Generation of new resource management strategies

and tactics)

Demonstrating the mental preparedness to make decisions by generating the results expected upon completion of prioritized strategies or tactics in response to normal, abnormal, and emergency cues associated with performance of an operational procedure, and generating prioritized strategies and tactics in response to abnormal or emergency cues.

Receiving

(i.e., perception; situation awareness)

Demonstrating mental preparedness to perceive the normal, abnormal, and emergency condition cues associated with the performance of an operational procedure.
Responding (Interpreting)

Demonstrating mental preparedness to encode operational cues as indicators of normal, abnormal, and emergency conditions associated with the performance of an operational procedure.
Valuing (Judgment)

Demonstrating the ability to judge the worth or quality of normal, abnormal, and emergency cues associated with the performance of an operational procedure

Competence (Application of

resource management strategies and tactics)

Demonstrating the mental preparedness to make decisions using prioritized strategies and tactics in response to normal, abnormal, and emergency condition cues associated with the performance of operational procedures.
	Level Four – Real-time participation: The learner engages in a life-like set of complex cues and responses.
This level is used to simulate highly complex operational and maintenance procedures that often support certification. 

Maximum flexibility and multi-level branching allow a high degree of interactivity in the form of simulator and gaming environments. 

This level is capable of real-time simulation of performance in the operational setting and after action and natural consequences are given based on performance.  

This level incorporates artificial intelligence components and employs state-of-the-art technology for simulation and communication.  
This level can be used for computer evaluation of learner performance and intellectual skills using computer-based predictive and performance test items and the capability to generate time and error scores for performance test items. 

This level is often found in games with multiple players, computer-generated team players, and/or simulating decision-making incorporating multiple tasks.





