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VR-Forces Now a Distributed CGF

In our efforts to make VR-Forces the most flexible CGF available, our engineers have restructured

the toolkit so that users can distribute simulation responsibilities across multiple computers, and

control the simulation from one or more remote front-end interfaces. This split makes both sides of

the system more robust, flexible and accessible for modifications. 

The benefits include increasing processing power, which allows greater complexity of scenarios and

entities. Multiple users can access the same back end without impacting responsiveness. Using the

new release, several people can collaborate on scenario generation, placing, moving and tasking

entities in a common scenario from remote locations.  Force-on-force commander-level training

becomes possible, with several users modifying battle plans from separate hosts in real-time.

The split also provides a cleaner way for developers to take advantage of the VR-Forces back-end,

while completely ignoring front-end code. A system designer can create an architecture that will

best suit his simulation needs, adding back end power when needed or additional user interfaces,

eliminating software redesign. 

This release of VR-Forces, featuring the distributed simulation engine with multiple front-end inter-

faces will be available at the end of August. A full list of new features is below.  For more informa-

tion please contact us at info@mak.com.

· Ability to control multiple back-ends from a single front-end

· Ability to control a single back-end from multiple front-ends

· Ability to control multiple back-ends from multiple front-ends

· The ability to interactively take control of any VR-Forces air entity, and

drive it in real time with a joystick.

· Ability to handle larger terrain databases through demand loading of tiles

· Ability to load DTED (geodetic) databases directly

· Ability to choose level of detail when loading terrain databases

· Improved terrain API that supports multiple intersections, chord-bundle

intersections, and full reporting on intersected polygons

· Ability to load paper maps with UTM databases

· Several new aggregate formations

· Improved formation behavior
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