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Key Points

• Who is today’s learner?  Someone different
• NDIA 2000 - Consoles, PCs, Online
• NDIA 2003 - New Gaming technology:  MPPWs

– Background
– Attributes

• Example:  America’s Army
• References



• Recruiting
• Selection
• Basic Training,

Acclimation,
Socialization

• Systems Training
– Weapons
– Tech School)

• First Unit Assignment
• Team & Unit Training
• Practice
• Rehearsal
• Execution
• After Action Review
• Historical

Documentation



Who’s the fighter pilot?









Doesn’t read the manual

Jumps right in -
Fearless!

Expects the
system to be 
designed 
intuitively

When stuck:
•  FAQ
•  Online chat
•  24x7 reference
•  Online, oncall 
        mentors

If it is not obvious, 
goodbye

Shares solutions 
with others

Opens own www site



Explores,
experiments,
pushes the limits,
hacks the system

Discovers
previously
unknown
capabilities

When motivated,
will have a voracious
appetite for more Information

Students who
need to be
trained?

Autodidacts who
are ready,
willing, and able
to teach
themselves

OR



Games!

Games!

Games!

Games!

Games!

Games!

Games!

Games!

Plays Games!



$49.95

Spin off from
DARPA



The Mario Brothers Go To War (?)
Dr. Jack Thorpe

NDIA Presentation,
May 2000



Game Consoles (game stations)

PC-based Games

Online Games

Multi-Player Collaborative Games

Internet

Internet



Game Consoles (game stations)

PC-based Games

Online Games

Multi-Player Collaborative Games

Internet

Internet



Team Fortress II



Team Fortress II



Team Fortress II



Team Fortress II



Team Fortress II



Team Fortress II



Game Consoles (game stations)

PC-based Games

Online Games

Multi-Player Collaborative Games

Internet

Internet



Good News:  WarBirds  -  Multiplayer
OnlinePC & M

ac













Game Consoles (game stations)

PC-based Games

Online Games

Multi-Player Collaborative Games

Massively Multiplayer Persistent
Worlds (MPPWs)

Internet

Internet

Internet



MPPW, aka

Secondary World (Tolkien, 1939)
Virtual Words
Persistent worlds
Persistent online worlds
Persistent state worlds
Massively Multi-Player persistent universe
Massively Multi-Player Online Role Playing

Games (MMORPG)

Massively Multi-Player Persistent Worlds (MPPW)



There is a place……

400,000 registered citizens

60,000 are there at any one time

Typical citizen is there 22 hours per week

1/3 spend more time there than at work

1/5 describe it as “their permanent place of 
residence”



The Economy

Its currency is traded on exchange markets for
USD 0.0107

- - higher than the Yen and Lira

GNP per capita lies between Russia and Bulgaria

- - higher than China and India



It is the virtual world of Norrath within EverQuest  (Sony Online)

Largest of 18 virtual worlds  (40 more in development)

- -  2001 revenue estimated at $1B (Earth money)

~5,000,000 players subscribe to virtual worlds altogether
- - typically $10-15/month

Players believe and behave as if they have investment,
value, and rights that transcend the vendor



Enabling Technologies

Networking

Improved Processing
(better AI)

Separate Dedicated
Graphics Processor
          =
More Processing
          =
More AI



Persistent Worlds - A Relatively Recent Development

1970 1980 1990 2000 2010

MUDs
(Multi-User
Domains or 
Dungeons) Myst

Lineage

EverQuest

Asheron’s
Call

Star Wars

Sims  Online

Next
generationUltima 

Online

PBEM 
(Play by Email)

DoomHabitat

Quake

C&C

Starcraft

Ultima Sim
City

Adventure

Air
Warrior

ARPANET DARPA SIMNET

Persistent Worlds

Broadband



Attributes:  Persistent Worlds

• Large numbers of players inhabiting a space
or world simultaneously   (100s - 1000s)

• The activities of the
world continue even
when an individual
logs out

– Grass continues
to grow

– Sheep continue to
eat grass

– Wolves continue
to eat sheep



Attributes:  Persistent Worlds

• Player is a character….these are
Role Playing games
– Character has functionality

defined by attributes, abilities,
skills, e.g. “Level 45 Warrior”

– Character is persistent, too

• Generally, no victory conditions….
it’s about character development

• Gamers have a lexicon = like
military operators

• 24x7 ops = like military operations

• In short, these worlds as have:
– Interactivity

– Physicality

– Persistence



Some Current Worlds & Their Attributes
Date/

Operator
~Subscription/
~Hourly online Noteworthy Features

Clan warfare; 2.5M
Koreans

3,000,0001999
NCsoft

Lineage

Player oriented (you
are the soldier);
historically based

<100,000
100s

2001
Playnet

WW II
Online

Encourages external
economy

100,000
???

2000
Microsoft

Asheron’s
Call

Must be social to
thrive & survive

410,000
60,000

1999
Sony

Everquest

1st; political revolt
within game (mass
vomiting in the
castle)

225,000
10,000

1997
Elect
Arts

Ultima
Online



Behaviors - Internal
(within the persistent world)



DOS VPI
(Denial of Service Vomiting Protest Incident)

• Organized externally by guilds & game-focused
discussion boards

• Action taken internally against the publisher using
publisher’s own tools

• Players planned ahead
– Brought adequate brewing

supplies
– Coordinate arrival for

maximum effect
– Took actions that would do

max harm to system
(barfed)



Behaviors - External
(actions outside the game)



External Behavior -  Team Formation

Over 41,664* player run 
organizations, or guilds, 
permeate the landscape 
of Ultima Online

* as of 4/13/02



External Behavior:  Services for Sale on eBay

User’s

Guide

$14.99



External Behavior:  Character for Sale on eBay



External Behavior:  Advanced Operations & C2

Op orders for raids



America’s Army

www.americasarmy.com

















America’s Army Development

• Recruiting
• Selection
• Basic Training, Acclimation,

Socialization
• Systems Training

– Weapons
– Tech School)

• First Unit Assignment
• Team & Unit Training
• Practice
• Rehearsal
• Execution
• After Action Review
• Historical Documentation

Sponsor:  Recruiting Command
Overall Manager:  USMA (Col Casey Wardynski)
Developer:  Naval Post Graduate School (Mike Zyda)

THIS  IS THE ENVIRONMENT OF OUR NEW LEARNER



In Summary

• Today’s learner is different
• Sophisticated user of IT
• Plays games

– Expects military systems to be like games
– Does not see a difference
– Expects systems to be easy to understand

• Game technology is very advanced
• Games and “real systems” are converging

– Same information infrastructure
• Are we at Ender’s Game?
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