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Project Team Introductions



Name Company Role

Mary Cherng Forterra Program Manager
Cary Sandvig Forterra Lead MMOG Engineer
Karen Laur Forterra Art Director
Ellen Menaker, PhD IDSI Senior Instructional Designer
Mike Rustici Rustici SCORM Consultant

« Forterra - Provide expertise and technology in the area of distributed
multiplayer game technology

« IDSI —Provide support for the instructional design required to determine
the efficacy of MMOG technology modified to support SCORM standards

e Rustici Software - Provide valuable experience and insight into the
technical issues around SCORM, SCOs, and the ADL run-time
environments
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Founded in 1998, There.com, by people with joint backgrounds in
entertainment and simulation/training, and adapted by MTV (Music
Television) to support a social network based on the reality show “Laguna
Beach”

Reorganized in 2002 to focus on serious applications in collaborative
training, cultural training, and education

Leveraged in programs supported by U.S. Army RDECOM, U.S. Army
TATRC, Stanford University, FDNY

Headquartered in San Mateo with offices in Washington and Orlando
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Realistic, large-scale, interactive
environment that allows a large number of
people to simultaneously interact much as
they would in the real world ...

 Using standard commercial equipment

 Using standard commercial
environments

e Thousands of participants

o Anywhere/anytime

* Interact with objects in the environment
e Human interaction

e Large-scale simulation infrastructure
...Many forms of simulation in a single
world environment

to train side-by-side with Soldiers in Iraqg.
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On-Line Interactive Virtual Environment
(OLIVE)

e Multi -User Persistent Virtual World Platform

e Supports many thousands of concurrent
users and non -player characters (SAF)

e C(Client/Server -software runs on standard
windows PC and Linux server hardware

» Adaptive server load distribution prevents
failures and latency as scenarios evolve
and objects move throughout simulated
environment

« Updates to virtual environment
automatically downloaded from the server

» Networking engine minimizes bandwidth
requirements
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