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= Concept/Key Attributes

= Mission Rehearsal for Agile Combat Support (ACS)

» Cross between Military Sim, 1st Person Shooter, & MMO
Combat Simulation Approaches Compared

» Full Scale, COTS Games, CCMRT
Browser Environment vs. Thick Client Run-Time

= Case for Action, Technologies
Training Effectiveness

= Intelligent Tutoring

= Tutorials

= Metrics

= Scoring
Multi-User Interaction

= Scalability

» Communications
= Currency, Reusability

» Robust, Intuitive Editing Tools

Overview
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U.S. AIR FORCE

*This generatlon of Airmen learns through simulation
=74 "Provide Airmen first-person immersion to
retain currency & reinforce correct skills

* Fill Agile Combat Support capability gaps
*Distributed Mission Ops (DMO)
. | * ACS Mission Rehearsal
- Lay framework for other ACS functions
» Satisfy DoD security & accreditation

* AF Portal brings it to any .mil computer

=Saves $$% + mcrease acceSS|b|I|ty
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U.S. AIR FORCE

Key Attributes

* Immersive: Cross between Mil Sim, 1st Person Shooter, MMO

» Browser Based: enterprise accessibility

» Scalability: 1 — 36+ users per session, VOIP, Intelligent Tutor, Auto AAR
» Student model measures, captures, and reports performance

» Currency & reusability: robust, intuitive editing suite

» Server-side processor load, Edge Servers for static data

» One time mobile code & data download to cache + smaller updates

Bring simulation to the troops using existing infrastructure



http://gallery.live.com/liveItemDetail.aspx?li=bacb484c-be63-4826-9102-847b6d7005d1&bt=1&pl=1

‘\"j Combat Simulation

o5, aimroRCE Approaches Compared
Full Scale Sim '
(VCCT): Current COTS:

- Needs dedicated

¥ Infrastructure

- High overhead

- Not “Enterprise” |

N M - Medium fidelity
. 8 -High $

Too expensive
to install at all
bases

- Very high fidelity

- High $

- Low Availability

CCMRT:

- Low overall costs

- Leverages existing infrastructure

- Uses AF Portal for “Enterprise” solution
-- Readily “port-able” to DKO for joint use

- Lays framework for ACS DMO

- Medium Fidelity

i ees ) -Low $ ($5M over FYDP)

. W R e, - 24/7 Availability to everyone in AF

CCMRT provides $B in capabilities for $M
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Browser Environment

U.S. AIR FORCE

@ Case for Action: o
= Security ‘
= Accreditation . __~, cessemrin -
- LicenSing m— 3 co;;“:i;: ﬁmmm
= Admin Rights T .
= Distribution ' ‘ iy

Mas

= Accredited Plug-ins

= Non-Accredited Plug-ins (ActiveX)

= Windows Presentation
Foundation

= Server-Side 3D
Rendering (Streaming)



http://images.google.com/imgres?imgurl=http://www.threex.it/img/activex.gif&imgrefurl=http://www.threex.it/default.asp%3Fpg%3Ddeveloppers&h=105&w=107&sz=3&hl=en&start=1&tbnid=xoZ1FLwjPM8yfM:&tbnh=83&tbnw=85&prev=/images%3Fq%3Dactivex%2Blogo%26gbv%3D2%26hl%3Den
http://https//confluence.ucdavis.edu/confluence/download/attachments/12964/mac2.jpg
http://images.google.com/imgres?imgurl=http://arstechnica.com/journals/microsoft.media/IE7Logo.jpg&imgrefurl=http://arstechnica.com/journals/microsoft.ars/2007/12/13/microsoft-removes-activex-activation-warning-from-ie&h=200&w=194&sz=10&hl=en&start=33&tbnid=64X_peBKybg80M:&tbnh=104&tbnw=101&prev=/images%3Fq%3Dactivex%2Blogo%26start%3D20%26gbv%3D2%26ndsp%3D20%26hl%3Den%26sa%3DN
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U.S. AIR FORCE

Training Effectiveness

Intelligent Tutoring

= More observant, objective,
& omnipresent than humans

= Team & individual feedback:
Instant vs. AAR

Tutorials

= Streaming video, multiple-choice
testing, instant feedback

= Metrics
» |ndividual & team performance-based
= Examples: Speed/interval, scannlng threat detectlon reportlng

= Scoring e 9. W,
= Driven by the “student model” > § ¢
= Performance details visible to superwsors/tramlng offlcers
= Aggregated “Score” visible to peers...high-score board

nanider annotmces tse approach of a Traffic Comtrol Point
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U.S. AIR FORCE

Multi-User Interaction

= Scalable from 1 to 36+ users per session
= Human Instructor Optional
= A/l can perform all roles
= Communications
= Menu-Driven (as needed)
* Movement Tracking System (MTS)
» Gestures/hand symbols
= Proximity simulation VOIP
= Radio simulation VOIP

= Convoy Commander leads mission brief
and AAR

= Human instructor can coach at any time
* Intelligent tutor will provide feedback in AAR

e R
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U.S. AIR FORCE

Currency, Reusability

» Must stay ahead of enemy

* |ntuitive editing tool suite
= Scenario
= Entity (graphics, physics,
behavior, Al)
= Equipment/Vehicles/Weapons
= |ntelligent tutoring/heuristics
= Application (re-use by others)
= GOTS licensing

— L
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Custom-made product required to meet all requirements;
Framework for DoD to build other applications
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Back-up Slide:

=aneonee HIQO-level CCMRT Architecture

| Mission Rehearsal Tool (MRT) Platform Elements
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System Components

Communications
Data Collection

Rendering

I Behavior Control

I Assessment
 Integrated VOIP

I Speech Recognition
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] Physics
i Feedback

MRT High Level Functionality

Simulation/
Communication
Server

| Tools ‘
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Content Components

Vehicles/Equipment
Interactive Objects
Cultural Features

Multimedia

Infrastructure

Simulation/
Communication
Servers

Content:

Scenario Data

Scenario Control
Behavior Control

Persistent User |
Metrics Data || .
| Rendering

Client Application

Communications

D Cotocion |
Communications | Local Content

|
l
! Cache

Speec]

Recog n VOIP In/Out
Cultural Feature
Data

__Muilimedia Data

MRT High Level Architecture
GCSS Server Farm
Simulation/
Communication
Server
= Simulation/ Ciient fo Server.
- - User's Current XY Z Position,
& Communication Velacity, & Vi
. - Usar sctions.
h ! Server S
Server to Chart:
=== - Diroctod User X.Y.2 Positon,
Vlocity, & Vector
- Other entities’ X.Y.2 Position,
Velacity, &
B - Cither entities” actions.
-VoIP
- BARIFeadback
Hote: = Usar Matrics
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