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Army Training Roadmap

« The Immersive Learning Environment
concept is built on a common framework:

Common Components e
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 SCORM, DIS/HLA interfaces,
other open standards as
defined by collaborative
industry, academia, gov't
coordination.

— Architectures

 Service-oriented facilitated
through web services

— Immersive Learning Simulations

* Industry provided level 3 and 4
immersive learning

Training and Test Environment
Unique requirements for the military community




Progress Report

Users' Conference

Immersive Learning Environment is built on a common framework:

— Needs
 Provided by operational user

Directed POR
DA Funding & POM
TRADOC TCM

— Common Components

* AAR, Scenario Generation, Data
Logging, User Scenario Editing
Tools, Game Engine, etc.

General user and industry
recognition for common
components & user
friendly tools

|
|

— Common Standards

* SCORM, DIS/HLA interfaces, other
open standards as defined by
collaborative industry, academia,
gov’t coordination.

Some initial groups
forming to discuss
standards for LVC
interface. No formal or
informal standards for
Game development

— Architectures

 Service-oriented facilitated
through web services

None identified

Immersive Learning Simulations

* Industry provided level 3 and 4
Immersive learning

Government requirements
w/o greater clarity on
common standards or
architectures future difficult
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m’ Virtual Learning Environment

Learning Objectives Learner Profiles

Assessments Web-based
o P Learning \ DEERS
Certifications e S
yd \\ ATRRS
Artificial
Intelligence Online Distributed
Gaming Simulation GIG
Tech Data \ Sa - /
School n LMS/CMS/TMS
- Transit
Architectures \ /\l/\ /
SOA/Web Services Embedded | — Live/Operations
Training — °"'°® = Repository

Game Engines

. Training Ranges
(Open vs Proprietary) J J

Standards SCORM 2.0
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FYQO8 ~ All About Process

* Are we really building games?

« How do we meet requirements with
games, not create requirements to use
games?

« How do we expand the utility of game
based training and education?

e How do we ensure that we are able to
enhance our progress as an industry?
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Games for Training Strategy

FYO8 FYO09 FY10 FY11 FY12 FY13 FY14
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DARWARS Ambush!
\

Modifications

* Route Clearance

* Non-Lethal Effects
* CREW

. - Game After Ambush!
DA Funded (OPA $ >
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Capabilities Program of Record ( Game After Ambush!
e Larger Terrain Box POM 10-15
» Mission Editor (RDTE/OPA/WCLS $)
« Rapid Terrain M
Generation
e DIS/HLA
RealWorld

Gaming Increment |
Capabilities Production Document
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