Live Virtual constructive is not a program of record, but it is kind of a methodology for us to take advantage of some really neat capabilities and technologies and do things in the Live, Virtual and Constructive World.  

LVC is trying to combine the virtual and the constructive environments with our live players.  So our aircrew in the aircraft flying at the same time and getting either constructive information, enemy tracks, friendly tracks, whichever from a constructive modeled environment on the ground and then the virtual piece of that is perhaps having one of their squadron mates sitting in a simulator someplace and them also being able to see what that fellow pilot in the simulator is doing.  It is tying those three aspects together to enable us to do training particularly for a high end or more complex missions that you really can’t successfully and fully train to in a live environment. 

So, in the older days of lower end training technology, we had to get into the airplane, we had to take the ship to sea, you had to do high risk evolutions at sea to get the training.  What LVC enables us to do with really deeply immersive environments is to be able to replicate that training in such a real format, that the individual or the team actually thinks they are there.

In fact, you can do things in a simulator that you can’t do in a real environment, you can take risks in a simulated environment that you could never do in a real training environment and then the other thing is, you can get real-time feedback on your performance, so that is kind of the key, you’ve got this very protypic environment that looks and feels like the complexity you would see underway in the real thing and then your performance constantly being measured, fed back, keeping your score card, the combination of all that allows people to improve very, very fast.

Primarily where i think about it in the virtual constructive world where we can fill in some of the readiness gaps that we have out there. And take advantage of what we have in terms of simulators both high fidelity, low cost cockpit trainers and even some really neat stuff that I’ve seen in terms of goggles and virtual reality combinations  that really will give us a huge advantage in terms of generating readiness. 

There are some technology constraints to do that, there are some resourcing constraints to do that, but overall it is going to take time.  Our simulators today, many of them are designed from the ground up for the newer platforms to be able to enter into the LVC environment; others such as our F/A-18 simulators are just being modified now, so in FY17, they will be able to tie into our Navy continuous training environment.  So there are a lot of things we’ve got to get to along the way; technology improvements, updating of our existing capabilities to enable them to operate in that environment.  

As we look at the cost to maintain our force and the cost to operate our force, the investment that we make in Live, Virtual, Constructive will pay huge dividends down the road. (cut) If we can push more of the training and have it be realistic and relevant and do it in SIMS, and again, integrate it and distribute it, we can have tremendous cost savings there, less utilization on airplanes; it will really optimize the way we generate readiness and proficiency and I think be of tremendous value across the force.

Any time we can combine Live, Virtual, Constructive entities we are creating an environment where we can train to those high end threats. And we can do it more cost effectively as well. All that tied together creates a great capability for the services to do what they do best which is train to fight the nations battles.
