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MÄK VR-Forces 3.0 Coming Soon
In our efforts to provide you with the most flexible CGF available, MÄK VR-Forces 3.0 will be

released in the coming weeks. We've completely redesigned the user interface, made significant

improvements to the API and examples, tuned performance, and added plenty of new features.   

Included in VR-Forces 3.0:

· A completely new graphical user interface. Easily navigate and view the virtual battlefield with a

minimap for easy selection of database area. New removable and dockable toolbars also assist in

viewing your simulation. You can customize your interface with support for resizing of entity labels

and icons and different languages.

· New models for individual lifeforms. With the ability to apply lifeform actuators, you will be able

to set lifeform postures, weapon state, damage and target acquisition. These new capabilities

enhance VR-Forces' usefulness for DI, Terrorist and non-military applications. 

· Easier embedding simulation engine in applications. Now with only the few lines of code below,

you can have the power of VR-Forces embedded into your application. 

DtCgf cgf(DtSimulationAddress(1, 3001));
DtExerciseConn exConn("VR-Link", "Minimal");
cgf.init(&exConn);

cgf.loadScenario("foo.scn");
cgf.run();
while (1)
{

cgf.tick();
}

· A new remote control API for controlling the back-end from control applica-

tions. With the remote control API, you can build a custom user interface or

control the simulation engine from an existing instructor operating station.

· Support for customizing GUI text

· Improved performance means significant increases in the number of entities

that can be simulated. 

· Ability to change the rate at which simulation components are ticked gives

you control over how much time VR-Forces spends simulating different types

of entities 

· Support for IFF PDU/interactions

· Support for sensor emissions
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