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Ceci nest nas une fufie.

This is not a pipe.



__ A Serious Games for the Army
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Requirements

specific tools

> We do not create requirements for games, we
create requirements for trained soldiers and for
training soldiers

> Training >> Simulation >> Games

» Games are one solution, but the problem has to
come first



Strenqgths Weaknesses

> Visual & Audible > Small Area

» Team Oriented > 1-to-1 Representation
» Compact Hardware > 1-to-1 Control

> Networked Ops

> Portable

> Scenario Editor
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Games: Systems or Technologies?
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Ask Why Not...

guality of 1990 computer games?
> Where Is the challenging Al from games?

» Why can’t we ad hoc connect any two simulators
on the planet?

> Where Is the persistent virtual world in military
training?

Where Is the requirement for any of these?




Winnie the Pooh on Innovation

Here is Edward Bear, coming down the stairs now,
bump, bump, bump, on the back of his head, behind
Christopher Robin.

It is, as far as he knows, the only way of coming
downstairs, but sometimes he feels that there really is
another way, if only he could stop bumping for a
moment and think of it.




