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Synergies...

Autonomous
System
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*The Soldier

Simulation and Gaming

Outline

‘Human-Machine Interfaces

Cautionary Tales
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UK Defence Personnel Statistics - CBP7930, 12 June 2018
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The Next Workforce

1880 1890 1900 1910 1920 1930 1940 1950 1960 1970 1980 1990 2000 2010 2020 2030

Generation Alpha

First of Lastof Firstof Last of xearly 2010s — mid-2020s
cohort cohort cohort cohort
turns1§ turn§18 turps 60 T[urns 60 Zoomers/Generation Z
*1997-2012
, | | | Millennials/Generation Y
First of Last of First of Last of *1981-96
cohort cohort cohort cohort .
born  born turns 70 turns 70| Generation X
*1965—-80
Baby Boomers/Me Generation
*1946-64
Silent Generation/Lucky Few
*1928-45
HHH Greatest/G.l. Generation
1 I, ¥1901-27
Lost Generation

*1883—-1900
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93% of Children Play || R

Age group

Video G
' e o a m e S ® 3-4years @ 5-7 years 8-11years @ 12-15 years

Children's Commissioner for England (2019)
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Tip of the Spear Innovation

‘Z’ Combat Recce
WngO 2 for our Virtual Distributed Training event. Detail via T H E SC OTTI S H A N D N 0 RT H

our DC page and H Hr is 1900 on Wed 27 May 20
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Simulation
and Gaming
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Why Use
imulation

In
raining?
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Simulation Now - Land, Sea, Air, Anywhere
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UNREAL ENGINE 5 ,_
FIRST LOOK » =

Simulation
Trends

Unreal 5
(2021)

NANITE

VIRTUALIZED GEOME
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youtu.be/qC5KtatMcUw
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Gaming Innovation

Apex Legends (Team-Based Battle Royale)

* Released 2019 - 50 Million Players Joined in One Month

* A novel ping system allows teammates to mark supplies,
locations, and enemies

APEX

. —lEliENllS—-‘

: ‘ an ter Weagons maDpwzg

THINKE



eXtended Reality (XR)

Reality
The real Information Blend of real & Fully virtual
world layered over digital information world

vision to enhance reality
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Virtual Reality in Land Training (VRLT) Pilot
2019

* The aim was to identify how Virtual Reality technology might
support future Army Team/Collective Training

* 30+ Trainees in VR

* Direct military involvement in the Pilot
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VRLT Main Training Audience
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“In Virtual Simulation
you look at the

Virtual World,
in VR you are in it”
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