L0 REHTEAVT MAKRFIGHESME

VR-Forces
B EEIEIEE

EEHl = B E%Hk
Z W IREF AT KWA PALEFR &R FEF

Em: A B
National Defense Industry Press



. 013031446 TP391. 9

116

HhEIHFEC VIMAK £ 58 h 5 84

VR - Forces € B IS H

BEH F R ik
F & IZRA EIAF

R4ER WEA Asm T

IR P S TN
e -

AU

1640003



NEE N

KB R F(VR - Forces Scenario Management Guide) % 5 , % %A% 7 # A VR -
Forces ¥ B A F RA#FEE LB TR FEARLEZEFA,

AHEI10 Th 1 ARF,NB A E BT o KT HE AES 5B K
BB RSB BFEMNARKREZEF 5 @A VR - Forces B2 EHRAAITT B
B, FEEANHFRTHFEN BT RN pFIA,

A2 VR —Forces 1% A o - ZA R 4 & &F M, B B LT 4E 45 A A8 E A R Ae
HHEMEREAFRARGEE A S,

EHEMS% B (CIP) #iiE

VR - Forces 28 E & B 5 ma/ JE 4, 2= 4. —Ib 2T
[ B Tl 4 At ,2012. 12

(DT ES T VT MAK RFIHKMHESAH)
ISBN 978 -7 - 118 - 08495 -5

I.OV... I.DF...@%... L. OHEBEIHE-
BE&iT -5 V. OTP391.9 -62

T E A E 516 CIP $df 7 (2013) 55 012877 5

B 5. F o o BREA
(LTI X BRI 23 5 HRE4RHS 100048)
AtTT B EE DRI B A
HEBERE
FA 787 x1092 1/16 Ep# 104 =221 TF
2012 4E 12 A%E 1 iR 1 WRENRI  ER%L 1—2000 fiF  XE 4 38. 00 JT

(FHWHEDRHR, BRIt HmAGR)

5 $5)%: (010)88540777 RATHRIA : (010)88540776
RATEE: (010)88540755 ZATME 55+ (010)88540717



B S  EHARR T Z¥F NG S AR, REISH I MBLE 26 2 )5 08
=RBERT S DT TEEE SR 2%t E R HE R MR AR SRR AT
Bk, ENBEESEHRARN LR BT RUGERGER A £, 857 10y
HAGFZEMEANFRE T, 5 A T HAMIKEF G R F &, FEE Y.
VR EREETHHE —EMRR, iz BT E X E Y4, BT, Bl —
LEAEXT HANRBI T ARG AT G417 T AR B R IRAFFF
T Kk, RRME ARG EE R LR EELFRKW PTEZHETE VI MAK
RV AR T A 22,

BB H (VR - Forces I 585 ) .{ VR — Forces HEEHIER) . (VR - Forces
FLE1579) (VR - Forces B & FF & #1585) .( VR - Forces JF &K #E+57) .( VR - Link
H&#E1ER) (VR — inTerra FF K% 85 ) . VR — Exchange i /" $§5) .( MAK RTI f
F3Em) (MAK RTI 225 FHt) (MAK Data Logger Fi /1 #575) .( VR - Vantage Ji F1 45
) (VR - Vantage J¥ K 65 ) %+ REA R, 70 55 B H B T 00AL, | 3t 0 BF 355
SFMEXT VT MAK RV MR JF R 3HT T IR R, G B T & % 8 ik
R FEFTHLEE

FRIZA T 04 AR BB X B N B B R A =AU B3 T B B R 7= A B
AIHESHTE

Z &5



EEF

VR - Forces J&:38 [ MAK /A &) Y8472 5, BEGEXT kR 0GR #EAT 05 B, e — 158 KM
RGO EIREE, SRARIE VNS g A B BT BALAE S ) S5 U AR Z B4 L
#AT LAFE VR — Forces H1#3 ,

VR - Forces 45 R % , 3R LK R G 44, 3HF DIS \HLA S5 hisl; 05 K51 B Th B3k
KB T MR L B 7 SR (B 8 5 R) IR AR R, BRI A5 2R ARAT s i
ETHFE, QFEERE S LR RE R S RSB g 25 L S T B % TR
a5 AR H TR T FH P SR AR E FIXT VR - Forces #EATH & ; TFHCMER, R4LC ++ D H)
TUIF R R A P A AN B RE R

A4 # FVR - Forces Scenario Management Guide (Revision VRF -4.0 -18 -110117 )
%%, RGENH T FIH VR - Forces B9 BT FI P A W HEAT A8E Sl B0 0 3R 76 DA RGE R
HI, S0 11 ANER 1 B QI SR TR, R T RIE B ITARUE , AN 8
HEAb BRAR 2 DA B AN i EARCE AR 2. B 2 B, B AUBCE T A, PHR SR FISOR B A i
R RIS B SR, 553 &, QIS B SR, YH T B ARSI, 55 4 &, 08
FRE SR, YRR R ER ALK, 55 5 35, EARFBOR AR, A A SR A EA
FIAREBIE A R . 5 6 35, 43 ICAL 55, YA e 1) SEAK Y BCAE 550 SR 7 3, RATBEE
BOARIER , A @B Anfar e SR R AR R BHIRE R, 5 8 T, SR, YR AT g 5 S A
RIFARITR . 569 75, BARRI AN SRR, A RO B OGS HE SARET R &R L
Kk, 4510 B2, IRBEIRE , YR I B 2RI R A, MR AL T8 P Al
P4~ VR — Forces $2HEHIREBIARE o

A EEN 2R, B3R ERF L EAF KSR IR B R3[4 %
H I R A B T G R A RAR MR A BR 2 W AL B PO IR R B A PR R B R T 32
e, R — IR Bl

RFZZ e e, WG HEPFFE IE . HIBAH : alspdishla@ sina. com

Uik
2012.7



=
il

AABEH T VR - Forces BRI . P T BERGERAE R 50 R B 0L BT ik
o7 AR PP B 1

F M HI4544 (How This Manual is Organized )

A F W B AN g M 4

& 5513 QIR RS TRUE , R A0 B8 B ATARE , 4T ) e Ak B AR S LA % 4
il B AEER A

& 552 B QU AHCE X G, DR ST AR A om0 R R B AR

& 253 QG ESCUR, P A0 B B AN ERVE ST K

& 554 TR G S, PHE AT O AR R A SR,

& 555 B SERASARER, 8 SEHAER EIAR 09 B 7 LR R

& 256 B SPECAT S5, PR AT i SLAR S RO 5

& 557 L RABEE BARIE R , A B AN ) SE kR A B BRI R

& 558 LGSR, UHME LT S SRR R AR R

& 550 T, BARRIIANS SRR, A B B RS OGS SRR 26 2 LR SE ik
Bt

& 5510 T IRIEIRE , VAR AT BRI 2 AR S 4

& [k AL 38 H P BIEBIS VR - Forces BEMRE FIA8 2

VR - Forces 3244 ( VR - Forces Documentation )

VR — Forces [ SCR4 4335

® (VR —Forces A[J45E9) (VR — Forces Getting Started Guide) ,5<TF VR — Forces ({3
N ST MEIER %% BT E R EAN, BWETHEm s
E G —SE L IR

® (VR —Forces ] 4555 ( VR — Forces Users Guide ) , HHRUMAT 2%, VR - Force 1 &
FCEVFRTEH . N4 T W VR - Forces B EITE A P 5 T B 05 ELRIAS BEE bR B
HEHAUEMZEITRER LN

@ (VR - Forces 2 :E & FF5 55 ) ( VR — Forces Scenario Management Guide) , ¥ 40 fa]

\'



BIEFIBITAEE

@ (VR - Forces Bt 53575 ) ( VR — Forces Configuration Guide) , Y f# Fic. & ¥ BEJ7 T K
5 G R ANMA] 478 VR — Forces Be & SCHF , 045 5L PR 448 2% ( Entity Editor) Xt RS 8%
3538 OPD Edito) FlI4E 524 3 (Scenario Merge ) 55 T ELIISCHY -

@ (VR - Forces 1 % #1475 ) ( VR — Forces Developers Guide) , i fnfal i F§ VR -
Forces HI{/i EL APl Rl APT, FZE X5 K51 %,

& (VR - Forces B & FF K #Z+58 ) (VR — Forces Front — End Developers Guide) , Y 4l
fard R A& VR — Forces BYEIE F P At (GUI) o

& FELE#5 B (Online Help) ,£33% VR — Forces B & . 5L 14 4% 5 2% ( Entity Editor) (X} %
SR i #% (OPD Edito) LA K I 84 T H.(TDB Tool ) FITELHE Bl o

& 253044 ( Class Documentation) , HTML &=, VR - Forces ISR TEL(E S o

MAK 7= 5 (MAK Products)

VR - Forces & VT MAK #f47= & R B Z —o VT MAK 3447 ik &3t i JE
SR AT & AN FH 405 ELERBE 00 72 , A4 4n T A4

@ VR - Link %% T.H43( VR - Link® Network Toolkit) , VR — Link 0% 7 1) X} 5
C ++ BRBUE, ST T 2R R 45 # (HLA) F 4343 s B 4 K (DIS) B iE Lo VR -
Link 37 RPR FOM 3 H ¥ F /o it FAth 25 AU ) FOM, VR - Link (% 2R 302 RE K5 £
w2/ AR A HLA /DIS LG R B 46 2% B e o) F0KS ) [ B B AR, O ELRE S SR AR
FIEA WS,

VR - Link & — A 80 AR L EA . AR AT DIVEA aifal i A VR - Link
TEAUTF RN A R, I AR T BB 95 48 Bt 4 (B i AR 55, Bl 4, 7™ Az wT B0 B
HLA/DIS 14 83, SR W% L AEHITH BN AL

& MAK RTI, i#4TRTEZRRLW (HLA) iR FLE RTI X #F, MAK RTI
BT T B PERERIL AL, MAK RTI 4935 API Hl RTIspy® , foifF Fi P2 P4 - BE 8 9 )& RTI,
MAK RTI 3£ 43 15—~ B F P 51 (RTI Assistant ) |, #5 B F P 58 OGB4 55 DA S BRFR
GURERF B 2

@ VR -Forces®, VR - Forces & HHLA 2 I BF M TEA, B4 T A E
JEF P A R (O R P SR M BB B —4E R = 4ERLIE)

FH AT LG AR A SEAR R A L SE AR IR B N SR SIS (R ERES
B B A G B S5 B A B L RSk ) o VR — Forces 7RI LA 244503
FERASEN , WS SEGRNEELE, FHTAEG, HPREEY & VR - Forces i
By ad s 5 AP R E—EEANAEP B AEERF.

¢ VR - Vantage' , VR — Vantage £—ZREWTH 205 Bl AL TR ML, 1453
4~ Fl——VR - Vantage Stealth VR — Vantage XR VR — Vantage 1G P} VR - Vantage T.

Vi



E A9, VR - Vantage Stealth ) =4 B H i B BRI R, AP BN HEHERA
FEE , B REE R AU B AR S E A B . R Eisfr B AP RS EZ
T SO R TR] PR 4

VR - Vantage XR 24t 755 VR - Vantage Stealth (7] () = 4E¥8 &I 38 0 7 —4E9L /&
B SL (exaggerated reality, XR) BRI, FI| A3 Lo 40 ] P GRS L4 0 B 1 7 AT S50 8
&

VR - Vantage IG & M ER A MR S, GBS R AL B Bn B X AL B AV A,
PIH Stealth ¥y KER 7T TIRE

VR - Vantage T B R =4[ RFF L T HAG, BB X B E XEY &,

VR — Vantage N IR JF , BiE ¥ VR — Vantage () D REAE B FH P B 2 LR AR T
#, VR - Vantage #J 8 T OpenSceneGraph (0SG) z I, T EA @I HKME VR -
Vantage 1 0SG M7,

¢ MAK Data Logger, $(4FEic##5RE1C 5% HLA F1 DIS {38 255038 3+ F T )5 B
FH P RESS 2 T B T IE 3 S B AT I, 3038 BBk B BOGBER 4 . BHEiE SR A 95
— B P A (GUL) fl— SO R E . BB IE 74509 APL Ao iF F P 4 4 A A e st
IERARFEATY B, S HAE R B O N T . BUERID AN R R R iF
BIF B ARMEIL R

@ VR - Exchange™, VR - Exchange RE 13 I B A A F PN EREZ
S B H #AE . Bil4n, i VR - Exchange, £ F HLA RPR FOM 1.0 f{f H R 55 T
HLA RPR FOM 2.0 f {5 B2 B B #:4F, (F IR RTI B4 B 2 (8]t BB 4% SC 8L B ¥4
VR - Exchange 3Z#F HLA .TENA F1 DIS {pis i) 0%

@ VR - TheWorld™ Server, VR - TheWorld Server j&—/f&j BH 238 K (1, 5 F Web
B AT BR % 2%, MAK 5 Pelican Mapping MEJF %, VR — TheWorld Server 41,4543k
HYREARE B BT Web B, F P RES 7 (1 & 75 B © WTREIE . MRS A REEER
BLEAE B SRR LE 78 B K S 45 25 A T R Ak FE B (A 3 s T B



BB QUERTRITITRRTE eveeeerorvmrreeesssmmnror ettt 1
1.1 A2 A5 (Creating a SCenario) «--«--«+-essseersesrenmmmssnsisiiatenseisaieis 1
1.1.1 #8E L1 ERERI4E (Specifying Multiple Simulation Model Sets) «»cxecee- 4
1.1.2 éj{:*@%( Merging SCENAriOs)  sreereerrerteet ettt 4
1.2 im# 485 (Loading a Scenario) «eceseerecerrsrernsnamneienimtatiiititintatitaaeee 5
1.2.1 ki FH 948 52 (Loading a Recently Loaded Scenario) «+xsesesereseeeees 6
1.2.2 M2 f1hn# 48 & (Loading a Scenario from the Command Line) «-++exee-e 6
1.2.3 #AHEMEIYHF (Load Balancing a Scenario) — =roeereersessessereereaneencencene. 6
1.2.4 fIAE5E (Sample Scenario) -+++++resseeessesseesmsiriiiminsioaneiesesisens 7
1.3 R 77852 (SAvIng @ SCENari0) «++++sewrrrrrressmsssersssssistnsinstste st 7
1.3.1 {R1F9A 158 (Saving an Existing Scenario) +++esssesssssssseseeramnuninnnenee. 8
1.3.2 &% 7£(Saving a Scenario to a New Name) «-esesesresrsreerarateiecnanennes 8
1.3.3 37K 2 15 (Saving Checkpoints) «eeeseererererresrenenini., 9
1.3.4 JMBEEHK R & ( Deleting Checkpoints) «=secesersesemnersnesetatanncieeeennncne 10
1.4 JFratrE( Starting a Simulation) --+ceteeeeeeererriii 10
1.4.1 FFUEERIK E B 50915 & (Starting or Resuming a Paused Scenario) «+--+-++-+ 10
1.4.2 {5 EHEE (Changing the Simulation Speed) +-ssresrrrereeraeeeenencnns 11
1.4.3 {HHE%{Z(Pausing a Scenario) «=«-+tereerterecrseraraniiatiiatiiaiiiii. 11
1.4.4 [BAEE( Rewinding a SCENATiQ) »+orreerersr e srtestiitiiiiiiii e 11
1.4.5 SCHARSE (Closing a SCenario) +=+++++ssesserrsereerreerrrtrsrerimittiiiie. 12
1.5 # A EAH KXE4T VR - Forces (Running VR - Forces in Batch Mode) «---:-:-- 12
1.5.1 @U@?ﬂiﬂ‘fﬁiﬁ:( Creaﬁng a Batch File) ....................................... 12
1.5.2 gﬁﬁ?&ﬂ}giﬁ:( Editing a Batch File) covereeerereeerarieiniiiiiie., 12
1.5.3 3tAabFEEER 24T VR - Forces( Running VR - Forces in Batch Mode) ------ 14
1.5.4 EFHEACFEAE 52 (Recording Batch Scenarios) «eeeerseseseserseserieneneinanes 14

1.6 1 MAK Logger it. 5% VR — Forces 14 & (Recording VR - Forces
Simulations with the MAK Logger) «++«+«sceseeesesenseneeumentiiininiiie. 15
BOM  PIRFI I TG+ cove s suverseunnss cunas s svmes vawums rensrs wrsrss prsees sowsvs cxusse goery 16
2.1 flEA£( Creating Objects) «++-reerrerressrssrnmrenmeeiii ittt 16
2.1.1 YEBEAENS (Selecting the Object to Create) «++e+x+ssesreceeascorasaecannes 16
2.1.2 JEXLR( Placing Objects) ...................................................... 19



2.2

2.3
2.4

2.5

2.6

2.7
2.8

$£3=E
3.1

3.2
3.3
3.4

3.5

3.6
3.7

F4E
4.1

4.2

% Xt % % & (Specifying an Object’ s Altitude) «+++reeveereeeeerimiiiiiiiiiiiinin. 23

2.2.1 ZhFSFEFEE (Setting Altitude Dynamically) =+-ceceesereeererenciienaniiann, 23
2.2.2 7ERIEER 4N R X EHE iR B 5 B (Setting Altitude in the Create
Object or Edit Object Dialog BOX) ................................................ 23
2.2.3 R E L A T0 A B BE (Specifying the Altitude for All of the
1T TR g L Y, O SR ———— 24
3 A 8 Xt £ 77 1 (Specifying an Object’ s Heading Dynamically) «-«---ee++-- 24
4 %€ B AR 2| IE 4 £ # 19 3 & (Locking the Mouse to the Object
Being GREatafl] -=re v o svonsn vowsun svnmss sessss vesns s sans s a5 § svsns 14 S0ss Sokass 25
# 5 3t % ( Moving Objects) «-+ecereeerererertmtimniitiiiiii 26
2.5.1 HishXF 5 2H i & ( Dragging an Object to a New Location) +++=+essesseeess 26
& ) Fo kb kT & ( Copying and Pasting Objects) +++++reeeesrasearunrniiniiiiiiine, 26
2.6.1 EHIXT5( Copying Objects) sorerrrerrerereentatieittiiinntiiiiiiiiiiiii.. 27
2.6.2 FEIER S Pasting OBJEGIE] #+sss iaxnss vssnsasomrumersomerpessnmmes syesasssnmes 3 27
2.6.3 REMERERE B 5L S % ( Pasting Specific Entity Characteristics) ««++e++xseeess 28
) 2 AL AR AE ( Creating Cultural Features) «-c--+tosoereeerteraiiiiini... 29
4 2 E( Creating Props) «=«ocoeereeteeerrieenetiiiiiiiiiieen 29
B EE TN TEILA oo vveevveervmeereeemreereenteeaeeetsaesseseseeeseeeseeeeeeeeneeeans 31
0] B Bl Cooating: EintiBlen) v veowon smvwes sswese ssims s a3 s wseis s soisi s i s 31
3.1.1  FEsLiR M) BRIATG B (Default Placement of New Entities) +«+te+veseeressens 31
3.1.2  FEESY N E LA (Placing Entities Inside Buildings) «=++s+vesessearerenns 32
3.1.3  SZRBEE( Entity Resources) -«+-+- 5 s oo s e S S S 32
3.1.4 ﬂﬂﬂ%g\:w( Deleting Entities) ...................................................... 32
4% Q\:ﬁ:( Editing Entities) «crcoeeeeercereeientiiiiiiiini 32
# 5 524K ( Moving an Entity ) -+« ccceeererreenrrneeriiiiaiiniiii 33
%% 4 Fn 41 £ 524K (Embarking and Disembarking Entities) +-+eveseereeeeeaeaees 33

3.4.1  HPih3E 3 E 2 5C 44 ( Embarking and Disembarking Entities Instantly) --- 34
3.4.2  HHAEIER A4S EIE LA ( Disembarking Entities Using the Disembark

Clommand) = »w=wes somens buxspe pyvues eussyunensn sopvunos o wysess pasesis ks asnsss 5 36

b 4 | 7% DL R Mo F 454 Wy 3138 (Collision, Obstacle, and Feature
Auoldanpe] »«sorsmssevwn sxnen sroms ssess amss 598 KSHRYE 1 50RT §ABERSRFPEDS E4ERRS 43 nmmn s 36
Ltk Aa+ KA (Entity Movement and Soil Type) «-vereesseveeessssveees 37
1 A Y AT 3 4 524k (Using a Joystick to Control Entities) «++««veseeeeeeeeerees 38
=2 I e . G R 39
BA LN E (Introduction to Aggregates) ceeecerreriiiienieiiiiiiiiiiii 39
4.1.1 BAEREHER (How an Aggregate’ s State is Shown) oresreseerercncennes 39
4.1.2 zf7HUAE B AR (Changing the Aggregation State at Runtime) ++++-+++- 40
4.1.3  fuh & WAIRZEAS T (Triggering Aggregate State Transitions) +++eeeeeeseeceeees 40
A ER A EE( Creating Aggregates) —+-c--coceeseeserrinmeniiiiiiiiiiii.. 41



g5

4.3
4.4
4.5
4.6

4.7
4.8

=
=
5.1

5:2

5.3

5.4

4.2.1 EnteH-SE A LA E RS LK (Creating an Aggregate by Combining

Existing Entities) «eeeeeeeeesesesesesssieninnntiiniinince s 41
4.2.2 BRI E B4 5244k ( Creating a Preconfigured Aggregate) -coserererereceee 42
4.2.3 BB RALIAAERE (Configuring the Aggregate Creation State) ++---+--: 43
B3 B A K (Selecting an Aggregate) -veeessrseessseesssntinentni 44
MR A LR ML (Adding Entities to an Aggregate) +--s--seosessesseses 44
MEBAEAEB K LK (Removing an Entity from an Aggregate) —-oveeevereeeeee 44
h A BAEEKEARKA (Changing the Aggregation State of
an Aggregate ERnfity) +-e-seeessesssesssnnssiitsntstin i 45
4.6.1 AT ERAMFEEREGLIA( Aggregating and Disaggregating Entities
Manually) «eseeeeessmmsersmmmnnnman e et 45
4.6.2 W& HNESHER (Configuring Automatic Aggregation and
DiSAZETEALION ) «+++++rerrssrmnnrrasassessatsts s ettt s bbb 46
4.6.3 i FIfRES X 45 ( Using Disaggregation Areas) «--++++ssssssessssssessssiuneasnnne 46
S B A 24K % 5 %] (Writing Plans for Aggregates) ««-:eoeoesesueumnieunnnn, 46
JH B 4 54 ( Deleting an Aggregate) -+ +-s-scsesessessssmsssesmsnsessaesns 46
SR Rl FRTHE o o ot 0 57 KT o 93 i i i <t s 47
B] 2 (INrodUCHON ) «+ -+ +evreeeesssssnnnmnnes ittt ettt 47
5.1.1 £/ AR EFR( Naming Tactical Graphics) +-seessesssreessssneseninerananines 47
5.1.2 ZHIRETE(Draw Mode) --vvesrerrermeersessemnmmmmiitiiiiiestee e s 47
4] 2 #4548 3 A% ( Creating and Editing Overlays) ----e-seeresesseesossonseinnans 48
5.2.1 AE5E4 (Creating an Overlay) cecoeeerrerrrrnereencanionionieietenennaceaes 48
5.2.2  HEFELEHT( Selecting Overlays) -ereeersrsreesessnsssessesnenisiitanitienies 48
5.2.3 %ﬁ%%ﬁ( Locking an Overlay) ................................................ 48
5.2.4 WAFZEMIZFR( Changing an Overlay’ s Name) ++veeeessernereneessssiunsanaens 49
5.2.5 MRS (Deleting an Overlay) — coceeereesesresemntiineiiiiiieiiiiin, 49
) 2 B A B AR ( Creating Tactical Graphics) .......................................... 49
5.3.1 ¥ ERARERDELZ 52 R ( Assigning Tactical Graphics to an Overlay) ----+ 49
5.3.2 AR B shE] S S5k (Moving a Tactical Graphic to a Different
OVerlay)  veeereeerernsnersse ettt 49
5.3.3 Q& KITEEPLBNPEELL ( Creating Routes for Aircraft) «+««seeeeeererseneencnenes 50
% % ‘l;gz 7,( 23| ;F;ﬁ ( Editing Tactical Graphics) .......................................... 50
5.4.1 BT A (Adding a Vertex) «eceeeereeseerareeetitiiiiiiiiiiie, 50
5.4.2  HHETE (Editing a Vertex) ««e-s-rerrrereeessmiirumsensiniinsies it 51
5.4.3 MHERTR & ( Deleting a Vertex) eecerreresrenstonntatitiiiiiiiiiiiiiiioiiiiiatinn, 52
T B & A B AR ( Deleting Tactical Graphics) «-««-«sreseseerarensenreiniaeiieiann. 52
AT SS cvvveverrrmtet ittt e e s 53
1] SR B4R % ( Assigning Tasks to Entities) -+« +cv+cveeeeenceeeecuneninen.. 53
6.1.1 (£ EETH4T ( Concurrent Task Execution) «oresreeeeeeersersneancaeanaancns 53



6.2

6.3

6.4

6.5

6.6

6.1.2 RH{ES 43S 2 (Escaping the Task Assignment Process) —+=ce+eeesesees 53

6.1.3 PEAFS 2% (Specifying Parameters for Tasks) «eeoeeeeseraneareanaieaaiaiin, 53
6.1.4 Eﬁﬁg%ﬁﬁ{{%( Determining the Current Task) ................................. 54
6.1.5 TIEXTZRBEFES)FE (Filtering the Object Selection Lists) +eveeesevererarerans 54
6.1.6 RJE:CI{E%( Skipping a Task) reeeeerernneneiiiiiiiiiniiiiiiiiiiii 55
M KA LKA T A S ( Assigning Tasks to Aggregates) «-+:+eeeeseerseneennennn. 55
6.2.1 EEBATFUEE (Conyoy Tagks) wes renss vovmss neovs oncen sseoo wrmss soss swses 55
6.2.2 Hphar4 R A LR (Independently Tasking Aggregate Members) «+«++- 55
Moy £ %5 %2 HMX| (Path Planning for Movement Tasks) «:eeeceeeeeeeernnennnee 56
6.3.1 ﬁ%ﬁ%gﬁ( Road Driving) ......................................................... 56
6.3.2  FEAAFLR (Path Planning) «+-««eeeeeeererereeermumeeniiernnrniinneesinanneennn 56
€ B LR B4 45-Fn4T % (Fixed — Wing Entity Tasks and Behaviors) ------ 57
6.4.1 HrflE e LR i 2 (Placement of Newly Created Fixed — Wing
Entitfen) s ovose s somes s souvs s suiein s 5o 65w 5.5whn wanwss vopnen ravess ssoune summms s 57
6.4.2 [ F SCURTE M E A5 FF A HLEN (Fixed — Wing Entity Movement on the
Cround and in the Afr) s« csswss sxsnss suss s canos vowsses sa63 826598 s smons nomewe s ons 57
6.4.3 [FEEER A3 K ( How Fixed - Wing Entities Take Off) «ccecevereenees 58
6.4.4 [HEHE LA REYE (How Fixed - Wing Entities Land) «cocoeeeeereeecaeennn 58
6.4.5 WEIMRAFFEER A SREE( Rotary — Wing Entity Tasks and
BeRAvions ) ««=s cossssssvusssnsnns cuesnssannnnnanns snnnss sinsns connos sanvos sanevssonies 60
W4 B SLAR I 54T (Rotary — Wing Entity Tasks and Behaviors) ------ 60
6.5.1 il hes% B LA M) )5 6] ( Controlling Rotary — Wing Orientation) +««++s+eeee 60
5 45 H 52 (Task Procedures) r-e»+«-ewuessssmsomssssnnnseomeessosses soansssprnssssussss 61
6.6.1 ZEPAULERLRTF 3 ( Convoy Along) +wevevsesserrerereusmninerereeutiunianianennnnn, 61
6.6.2 ZEPASE S TFHE( Convoy To) =oveeveevescasvessnnsecsnnnsunasns s tavanssnsesnnonsss 61
6.6.3  HIZE LK 2FREIE ( Disembark and Disembark All) «r-«-corevsersenaninnaninns 62
6.6.4 DI —Guy (DI —Cuy Animation) »sess sevsss ssnves swsans suvsns xannss vasmns os 62
6.6.5 Z230( Embark) sevre: comvrs snomos ssuuss sevisws coeven annsns sasass ssspis daines sossng (on 63
6.6.6 5T 558 ( Fire Cruise Missile) «rorereesrmernmeaniaiiiiiiiiiii, 65
6.6.7 RS54t (Fire for Effect Tasks) ceeererererreeiniiiiiiiiii 66
6.6.8 [FEHELIKFETR (Fixed - Wing Land) «coeeeeerreeenceeeernennaiiiiii., 66
6.6.9 [HEHE AR K (Fixed Wing Take Off) «ccecreeenereieiiiiaeiii .. 67
6.6.10 JRBESCZA(Follow Entity) -reeeeeseessseresettmenencenereecnennnminiorsenesannes 67
6.6.11 FLERANHEL (Intercept and Destroy) «++eeeereerressrssereeeennnnianaanrennnns 68
6.6.12 BRILHEST EAR( Lase Tanget) - evsesvwomus saones sanuns anmwne yavews somss soansss 68
6.6.13 B Laimneh Siake]) «w=re» wrrems soevvacsrss vyanes sussms susins s6smss ssess s snnsss 69
6.6.14 YEBELRHLEY (Move Along Route) «s-e-sressresssresrssenniarannnerenereeessnn. 69
6.6.15 A AL (Move Into Formation) «+«-++=++sseessssensuaneererurneererunsrerennns 70
6.6.16 HLshBHEE 5 B (Move To Altitude) coveererermmeieii 70



6.6.17 HL@JEU%%ﬁZE( Move To Location) +rererseeeererrrrarensnmuanaseaereecee, 70
6.6.18 ﬁLﬁJ?Uﬂfﬁ%,ﬁ:( Move To Waypoint) .......................................... 72
6.6.19  FEHE(OIDIL)  wrerrerrrsserssssssnssetuen ettt 70
6.6.20 {ﬂ“%é’%]‘ﬁi@ ( Patrol Along Route) ............................................. 73
6.6.21 i ] E (Patrol Between) +eeseeeseresssesseassmustniniiaiiiiiniaee 73
6.6.22 Wkt Sz IARETE (Rotary — Wing Land) «-eseeeeseerrsrrrem ... 73
6.6.23 Z‘Z%%éﬂ% Eﬁﬁﬁ( Send Radio Set) ............................................. 74
6.6.24 RETLEIES (Send Radio Task) «erececerrmrereenerentieinionnenecnene. 74
6.6.25 Kt UATH B (Send Text Message) oroereersrresrsrssarannanamnenannes 74
6.6.26  HE[6] (Turn to Heading) «++e+ssresereseresemssmnimimiins 75
6.6.27 WP{{%(User task) ............................................................ 75
6.6.28 HFEAT S (Wait Tasks) ceeerrererrrmmeernmmersi e 75
CETE ORIIGBHIBIER e 77
7.1 % B LR AFE M (Setting Entity State and Attributes) — «evereeerieeneeeees 77
7.2 BB B A LR A (Set Aggregate State) «+--orrerreessssnrnrreesnniiiietennn 78
7.3 E BB FE(Set Altitude) «oereererrenrrerneeraneti 78
7.4 %E AN (Set APDEArance) +++ees+essssrrrsesereustrnustiuitii s 78
7.5 ;&Eﬁﬂz{i(set Armed) .................................................................. 79
7.6 B 88 H (Set Capabilities) «wverereeressserersnsmemmn 79
7.7 BRIt £ (Set Collision Avoid Types) +reereeeseeserrecemenruneiieien 79
7.8 EE R (Set Concealed) -+ -orerrrrrrmrererrrrrrntiae et 80
7.9 .‘&E;}ﬁ %( Set Destroyed) ............................................................... 80
7.10 B MEYED| 12 % A& (Set Detonation Fuse Type) «+eeeerreeserrenreernierieniien 80
7.11 % ¥ DI - Guy 5’]"}%(5& DI - Guy Appearance) .................................... 81
7.12 #HE ﬁ_p ;jz ( Set Disembarked) ......................................................... 81
7.13 1&%;&'?&: (Set Embarked) ceereerereerstietiiiiiniiiiiiiiiiiiiiiiiiieeenenen 82
7.14 ’&EZ{%‘J’%&(S& Emitter) ............................................................ 82
7.15 & B LB FF K (Set Fire NOw) sreeeeesreseraseusenrtimminiiintiiitenee, 83
7.16 ;&Eﬁ%ﬁ (Set FOrce) vevesereersmmermmrettttcititi 83
7.17 E B IATD (Set Formation) «ee-reeseeeserssrummemecrntiiii e, 84
7.18 EEHF M (Set Heading) ............................................................... 84
7.18.1 AT i&ESLKJ7 1] (Setting an Entity’ s Heading Manually) +ceeeereeeeeee 85
7.19 BB IRF] (Set IFF) cocrevenrmemmrtitiiiiiiii e 85
7.20 BB H 5K 4 (Set Lase AUtONOMOUS)  ++++++eesersesrerersrmmimimiiiiiiuiian, 85
7.21 & B B4 (Set Laser Code) +revrerrermrresenreimmetiniiiiiniieii, 86
7.22 B AALE (Set Location) «oc-roreereeersnentatatatautntittiitiatitt it 86
7.23 % B W30 5% # (Set Movement Strategy ) «=cccereererersesrati 86
7.24 &% BB 54 % (Set Notify Level) — roeveeereerereciiiiiiiiiiie, 87
7.25 B XEY (Set PoSture)  wecerererersreratantitiet e 87



.26
27
.28
.29

NN 9

.30
.31
.32
.33
.34
.35
.36
g o
.38
E8E
8.1
8.2

NN NN NN NN NN

8.3
8.4

8.5
8.6

8.7

¥ B % # (Set Reorganize) «-----ee-o-- SRR SRS R St sl s iSn e aEnmeIe 88
R L R L —— 88
B MK E (Set ReStore)  ++orrreererereneneimotatitiiiii e 88
3 B 2 B HL T (Set Rules of Engagement) «++-s+«+sseeseessersseesmanuesnsennenes 89
7.29.1 “# At FF k (Fire — When — Fired — Upon) ” £/ (R HI Br L E <eevveeen 89
% B # X% F (Set Ordered Speed) e 89
% B 45 b5 #4 IX 3, (Set Sector of Responsibility) ««-«---eseveveemermmmnumninnnns 90
SR B St Mook iamorta):  eoarys comis s suson saisus' s 46578 5558 53 90
T AT PGt Bita T, Tael), 5o e oo a6 s Ve s i 91
Yo S0 K St Srurmemdered ) o svssvs ssuums sxesss nemsss onsnes sassan iases sixsis simans iass 91
W E R ¥ ¥4 (Set Synchronize Laser Code) «-+-+rereeremmemianeiinnii.e. 91
% B H A (Set Target) «coeceeerrrartete e 92
BB Z b RAL 4 (Set Tasked by SUPETIOT) «+++vveeerereeermrsanmurnnrueenannas 92
W E R AR A (Set Weapon State) «--coceeceeeereereitaniinnii 92
GRBTTHI ccovonscorarvommennvmmns cranin surmns vommas semwae swwnss oueoms vessss saweess savass grons 93
LRIt X F24 B i+ X (Introduction to Entity Plans and Global Plans) --------- 93
A% 7 BH (Conditional Statements) —«-+ococessrerersrremtiiaiii 94
8.2.1 RELM A A FRELFER (Specifying Names or Patterns in Conditional
SLALEIBILR),  ~rows rominms smsomie somn e camsen sive ve sve v s eswns vmasy SE348S ESTPERS SENHIEN 95
8.2.2 If/Else 7HH(The I/Else Statement) «reeeeeeeeesesseraseasssassurnrunsnsseess 97
8.2.3 When /B — fih & 25 (When Statements — Trigger) —«--ccosevseeesseeneneanne. 97
8.2.4 While 8 ( While Statements) ++++++++eersssesnerreusersonseretnsrranensrneanenns 98
8.2.5 Z&{4H) % ( Conditional Tests)  comvererrrernterteeii s 99
& X ( Viewing Plans) ccoceereeecrmreriniiii 102
45 X ( Writing Entity Plans) ---cccoceeeeeeeeeeniiieniiiiiii, 102
8.4.1 [ 3HR A8 N SEARAT 55 5% B B2 15 >R ( Adding an Entity Task or Set
Data Roquest to.a Plan) :ceos s moms s suvss s vasws sssans swasns sovsns ioness sasss sss 102
8.4.2 iRy P ES 4147 B ( Adding a Conditional Statement to a Plan) ------ 104
8.4.3 gﬁiﬁfg@g ( Editing a Statement) ................................................ 105
8.4.4 M%K% BH ( Deleting Statements from a Plan) — =+eseeeerereeenennn. 105
8.4.5 HTERHR(Printing Plans) «eeeeeeseeeerermmmmmiiineinirinimieneeneecineneaens 106
8.4.6 {77715 (Saving Changes to a Plan) «+++eeesreeermnssreremniarerniunereennnnn 106
a2 4 iR ( Creating Global Plans) --cccvceeremraneiiniiniiin, 106
1 it X| 7 fm4 B 44 (Adding Global Commands to a Plan) «+-+-veeeveeee 107
8.6.1 [HitRITEIN4ER{ES% 8% E (Adding a Global Task or Set to a Plan) -+ 107
8.6.2 KixX{EHIEHEE( Sending Console Messages ) =+ «==x=sssesesrnnansrnianinnn. 108
8.6.3 FEIRIFEIENTE (Creating Objects from Within a Plan) «--ececevereeerens 108
8.6.4  MitHil s MiBE X4 ( Deleting Objects from Within a Plan) «+eeeeeeeeerensen 109
HRAEEKEE R ( Writing Plans for Aggregates) —«-+eseeeeeeeseeceiinnennn. 109



8.8 N HALEKYE R (Writing a Plan for Multiple Entities)  «-ceccoceeeeeeeees 109

8.9 H&A LK% 5 X (Writing Plans for Remote Entities) «--veeeerereeeeeene 110
8.10 & #|itX| it %] ¥ (Copying Plans and Plan Statements) «:«-veceeeeeeeeee: 110
8.11 E# B 313+ X] (Restarting a Plan) -----+eeeeereeeeeremmmimiianiniii 110
8.12 # 311X (Abandoning a Plan) «++eeeveeeeereeiiriiiiiiiiiiii, 111
8.13 G| # i+ X| % /& (Considerations for Creating Plans) «--v-teeeeeeeeceeeenene k|
8.13.1 ZFRZ {7 B IL%L (Name Changes Can Invalidate Plan
PRSP 112
8.13.2 {fi FHfuh A& #% % J& ( Considerations for Using Triggers) =« «ecsreseeeeeeene 112
8.13.3 $HBAIBHLEN( Moving In Formation) «+e++eeeeeeerereesenenmmmmumnnunmmnnannans 112
8.13.4 HRIH R B % F YT 5 (Using the Set Tasked — By — Superior Request
5 5 PIARY, % £ 26 tosisns s 450 § K AR5 050 SRS S AAAHARA LT RS R mmin 113
8.13.5 PRFHSCH( Following Entities) +++eeereesessrrsssmninnmmiinemiinneiiinnenn... 113
8.13.6 {TH] KFT#8F 55 (Planning Tasks for Aircraft) «+ecereereereeceneeeeienn, 113
8.13.7 7EitRI*fi FJE VR - Forces 5244 ( Using Non — VR — Forces
IS5 J11 PURESY = omsn s s s » v i s s s vt o wnmm's waeiyy 113
S OB EARERTUFIEE SLAEHE o veereerereremreneenieieereeeneensaesessreenseeaesne s 114
9.1 EFTMEMREEFEM (Displaying Entities Based on Spot Reports) «--+--++- 114
9.1.1 BEsk M7 B # & (Enabling or Disabling Spot Reports) —++-«-+eeeeeesee 114
9.1.2 FECEANE HE P A (Configuring the Spot Reports Viewpoint) =+« «eveereeee 115
9.1.3 FEMARERR LR AN E 45 ( Applying Spot Reports to Tactical
Giraphiige)  »wwes s svwes sonnes swwimss uovaes vans esES SRHAN 55 58 SO Sh VTS BEHESS 117
9.2 #FERHHEM KA (Managing Force Hostility Relationships) «++++vseseeseeres 117
9.2.1 FEIHRIH AR Sk 5% & ( Changing a Force’ s Hostility in a Plan) -+ 118
9.3 4 B A7 (Detecting Targets) «--+-+++sreeeeeeeeeerersransansninsmeerneeseneesressenas 119
9.3.1 BRI AN B R ( Target Detection and Spot Reports) ««««+exseeseeseeee 120
9.3.2 IEHBST HAT (Lasing Targets) «eeeeeeeerrseeeeenssetmmiiniiiiennierannnn 120
9.4 #BEEAG( Taking Damage from Munitions) —«-c+reecorereesmaninnianna... 121
O ) 7y 122
10.1 & E B #f KK (Setting the Time of Day and the Weather) ++-+-+++ereeeeeee 122
10.2 3% B it %] F1 X K (Setting the Time of Day) ««-----vveeeeeremmmmeeersnnnnnnn, 122
10.3 #EBERAL£E( Setting Weather Conditions) «+++«+ssrrreraseieneiiiniiiiine. 123
PSR A FEMHIRERE oo v rmsnsocmmomsnnsis simemne smimainis sininsinie aiwaininin sismimioss sais s Siossin's § siisii's SS580 5 Swiois 124
Al ZBEE 5 (The Breaching Scenario) ++ecesrerrrerieiiniiiiii, 124
A 1.1 AUEHER (Creats fhie Seeriario] —r-=- weores sovens wonsry crrnss somvvs sxsions sonsss 125
A.1.2 BIEEH(Create the Minefield) -+-++eervreeerernnsirerurinereermuieessranes 126
A.1.3 GIEH £ )1 (Create the Opposing Forces) «:+erreeeerenenneiiiiiiiiii., 127
A. 1.4 B AKEHR (Create the Tactical Graphics) — =++rrererersreerienniiniann. 128
A.1.5 fIEKF LK (Create the Friendly Entities) ===ssssssseeeeeererererrereeenees 129



A 1.6 f—'ﬁgﬁ‘ﬁU(Wnte the Plans) ................................................... 130

A 1.7 %ﬁﬁfﬁ( Save the Scenario) ................................................ 137
A.1.8 iEf7485E (Running the Scenario) «+r+ss+serersessermnsrmrmtuinieiinianees 137
A.2 %ﬁi@\i(“e Embarkexample Scenario) .......................................... 137
A.2.1 ABEEscikfnyt4: (Create the Entities and Objects) — srerseeerereceecereceees 138
A.2.2 HSCIRZRE TR ( Write the Plans for the Entities) — «oeeesresreesreeeeenees: 145



E1E fEREITERE

ARER AN B nE. 1817 LR ARAFAR
1.1 B8 %E (Creating a Scenario)

BN EERE Al —ANMEE, A RESE FH VR-Forces X SEA AT B . 2B—RA
3 VR-Forces i}, FF 44 I 1 <> 1 7] i P 6 @8 2 i 88 8 (R AE R P 22 T ke ) .
VR-Forces/i 55, MERREZST AN . b T SLAEBATIHE, BAUINEEE I — M
A, ZE, QIBBERATUMEAATHRER CRTHRERNFARFEESTSI
(VR-Forces ' $8 55 ) (VR-Forces Users Guide)5.1.177, “MVR-Forces Launcher /5 5}
VR-Forces(Starting VR-Forces from the VR-Forces Launcher)” ) .

R U ————— e e e i

® WRE—NSEFEATEANEGEA, YL PR TH, LG A
l 4 3T 45 A K ) (R 3F & 37307 5 37 28 6438 A8 ) ) - An BAT A 2 49 367 .
Al AR E :
1. YEFELHTR “File—New Scenario” , 53 8aisoi TAR Erograte Eir(D),
FTFF “ﬁ%{ﬁﬁﬂﬂ%@hoose Simulation Terram)’ ” %t ﬁﬂi(@l 1o ZEBRNIER T, XHEHEST

in: r@ terrains

Berkeley.mtf YR-Theworld.mtf
‘ Ground-db.mtf &) vR-Theworldserver.mtf
MyRecent 3 HarrisaghanvillageFlatE arthMetaFlight.mtf VR-Village.mtf
Documents

i HarrisghanvillageGeocentricMetaFlight. mtf . YR-VillageNoSpeedTrees.mtf
Kabul, mtf &) WorldGeocentric.mtf

” @ LittlePond. mtf @ WorldhNoElevation.mtf
Deskiop 59 LittlePondvYR-TheWwarldServer . mtf

@ Makland.mtf

i. MaklandMetaFlight.mtf
?

sl
U

@ MaklandNoSpeedtrees. mtf
1. Nellis. mtf

. OpenStreetMapServer . mtf

‘ SanlLuisObispo.mtf
TerraSim_SampleUrban.mtf
TerraSimSampleUrbanMetaFlight.mtf
< . >

el

My#etwk File name: {

:J DBpen
aces
Files of type: |MAK VRVantage Terrain File *mtf) -l Cancel d

My Documents

l ﬁy Cqmpznat

B 1-1 4545 AR AR AR



