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ABSTRACT

Wargame simulators are widely used in the field of defence modeling and simulation. Because of increasing
importance of communication effects on the warfare, the war game simulator is also required to reflect
communication effects. One way to satisfy the requirement is the interoperation simulation between war game
simulator and communication effect simulators.

This paper shows the application of interoperation simulation between war game and communication effect
simulators using HLA(High-Level Architecture)/RTI(RunTime Infrastructure). The war game simulator mainly deal
with the engagement of troops and the troops communicate each other at the mission execution level. In the other
hand, The communication effect simulator perform communication actions between the troops in the engineering
level. Using the interoperation simulation, we can reflect the communication effects on the war game simulation.

We show various applications of the interoperation simulation with the point of the war game and
communication effect simulator. with a case study, we explain the interoperation simulation improves the reality
and fidelity of the war game simulator and how the interoperation simulation can be applied to developing
doctrines and real communication system.
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Table 1. Limitations in classical methods for representing

communication effects
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Voice
Talk Time(sec)
Message
Mean Standard Deviation
Call / Ack 2.60 1.98
Position Report 4.52 3.26
Situation Report 6.65 5.50
Order 6.86 5.49
KCTC(Korea Combat Training Center) *06-10, 11, 12 class
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Table 5. Transmission power of FM two-way radio
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