B-HAVE Module for VR-Forces 1.3

This release note contains the following release-specific information for B-HAVE
Module for VR-Forces Release 1.3 for VR-Forces 3.11:

Systems SUPPOITEd.......covvviviuiuiiiiiiiiiiiiii e
Disk Space ReqUIrements .......cccoveeveerirenierieinenenieeeceenceeee e
MAK Product Compatibility........eccveerueeriuerrieeieirieisieneeeseesesseeeesseeenen.
FLEXIM SUPPOIT.utiuiiiiiriiniiiiiniinieieteentetetee sttt

New Features and Updates ........cocevvevveieirenenienieinincieteeneseseeeeeee e
Integration of B-HAVE Module and VR-Forces Tasks......c.cccoevvvueinieuennee
Support for Sending Tasks and Set Data Requests Using Lua.....................
Dynamic Editing of Lua SCripts .....cecvveirieiniiinneiniciniccneciecieenee
Support for External Text EIitors......ccocevevieininenenninineneeneneeeenes
New Lua FUNCHONS ..euviiiiiiiiinicicnececeeecteeece e
Extracting One Way Roads.........ccccooeiviiiniiiniiniiiiiiccce
Miscellaneous Improvements..........ceeveveerieinieinieenieenineeneeseeseveeenene

Documentation UPdates..........cueerueirieuiniiiiniiiiinieinieenieeieeeeesee e

Bug FIXes c.vovviiiiiiiiiiiii

KNOWN PIODIEIMIS cooieiieiiiee ettt e e e e e seeeaaaeeeessessaaaeees

Copyright © 2009 VT MAK, 68 Moulton St., Cambridge, MA 02138

All rights reserved. MAK Technologies®, VR-Forces®, RTIspy®, and VR-Link® are registered
trademarks of VT MAK.

Document ID: BHV-1.3-2-090227

B-HAVE Module for VR-Forces 1.3 Release Notes



B-HAVE Module for VR-Forces 1.3 — Systems Supported

Systems Supported
B-HAVE Module for VR-Forces 1.3 for VR-Forces 3.11 (and 3.11.0.x binary compat-

ible releases) is available for:

+ Windows XP and Vista, MSVC++ 7.1 and 8.0
+ Red Hat Enterprise Workstation Linux 4 and 5
+ Fedora 7.

For complete system requirements, please see VR-Forces 3.11 Release Notes.

Disk Space Requirements

A full installation of the B-HAVE Module requires approximately 138 MB of disk

space.

MAK Product Compatibility

The B-HAVE Module for VR-Forces is compatible only with the version of VR-Forces
for which it was built. It has the same compatibility with simulation protocols and
versions and third party libraries as the version of VR-Forces for which it was built.

FLEXIm Support

The B-HAVE Module for VR-Forces uses FLEXIm 11.4-2. You must obtain and install
a license file for the B-HAVE Module in addition to your VR-Forces license file.

New Features and Updates

The B-HAVE Module for VR-Forces 1.3 has the following new features:
+ Integration of B-HAVE Module and native VR-Forces tasks

+ Ability to send VR-Forces tasks and set data requests using Lua functions
+ Ability to edit and implement Lua scripts while VR-Forces is running

+ Support for external text editors

+ Ability to extract one-way roads in PathData

+ New Lua functions

+ Miscellaneous improvements to Kynapse algorithms

+ Support for Linux.
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B-HAVE Module for VR-Forces 1.3 — New Features and Updates

Integration of B-HAVE Module and VR-Forces Tasks

In previous releases, all B-HAVE Module tasks were listed separately at the bottom of
the Task menu. For movement tasks that overlapped VR-Forces native tasks, a user had
to choose which one to use. In B-HAVE Module 1.3, B-HAVE tasks are integrated into
the Task menu. They are no longer prefaced with “B-HAVE”. If you want to use a task
that has a B-HAVE Module version and a VR-Forces version, such as Follow Entity,
VR-Forces determines which version to use. It chooses the B-HAVE Module version if:

+ The task is applied to an entity type supported by the B-HAVE Module and for
which PathData has been generated

+ The task is to be executed on a portion of the terrain that contains PathData (that
is, both the entity, and if applicable, the destination are on terrain for which there is
PathData).

If these criteria are not met, the native VR-Forces version of the task is used. VR-Forces
handles the decision making process for when to use the B-HAVE Module or VR-
Forces versions of these tasks. You do not have to do anything except assign the tasks
that you want to use. However, you should be aware of these conditions in case your
entities behave in unexpected ways.

If while a B-HAVE Module task is being executed, conditions change so that the
criteria for a B-HAVE Module task no longer apply, the B-HAVE Module changes the
task to a VR-Forces task. For example, if you give an entity a Move to Waypoint task
and the entity and waypoint are both inside an area that has PathData for that entity
type, the B-HAVE Module assigns a B-HAVE Move to Waypoint task. However, if
while the entity is moving to the waypoint, you move the waypoint outside of the area
with PathData, the B-HAVE Module changes the task to a VR-Forces Move to
Waypoint task.

Support for Sending Tasks and Set Data Requests Using Lua

B-HAVE Module 1.3 adds Lua functions that let you assign VR-Forces tasks and set
data requests to entities. The functions only support tasks that are appropriate for the
ground entities that the B-HAVE Module supports. For details, please see Section
5.5.6, “VR-Forces Task and Set Data Request Functions”, in the PDF version of B-
HAVE Module for VR-Forces Users Guide.
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B-HAVE Module for VR-Forces 1.3 — New Features and Updates

Dynamic Editing of Lua Scripts

You can now edit Lua scripts while VR-Forces is running and put the changes into
effect immediately. When VR-Forces starts, it loads the Lua scripts in the ./data/param-
eters/ BHAVE/Scripts directory. If you want to edit a script during runtime, follow the
procedures for editing scripts in B-HAVE Module for VR-Forces User’s Guide. VR-Forces
makes a copy of the script you want to edit and loads it into the text editor. When you
save your changes and close the text editor, VR-Forces replaces the script in memory
with the new script. It is now available for immediate use.

If you edit a script off-line (that is, you open it in a text editor from outside of
VR-Forces), changes do not take effect until the next time you start VR-
Forces.

Support for External Text Editors

In previous versions of the B-HAVE Module, a simple text editor was included for
creating and editing Lua scripts. This editor is no longer included. You must now
specify an external text editor to use. You do this in the B-HAVE Options dialog box.
For details, please see Section 5.2.1, “Specifying a Text Editor”, in the PDF version of
B-HAVE Module for VR-Forces User’s Guide.

New Lua Functions

In addition to the new functions for VR-Forces tasks and set data requests (described in
“Support for Sending Tasks and Set Data Requests Using Lua,” on page 3), the B-
HAVE Module has the following new Lua functions:

+ AlPathfindingGetPathStatus() returns the status of the path finding computation
(as an integer).

+ AlPathfindingGetPathStatusString() returns the status of the path finding compu-
tation (as a string).

+ AlUtilGetVRFODbjectOrientation() returns the entity orientation, in Kynapse
coordinates, of any VR-Forces moving object.

+ AlUtlGetVRFODbjectPosition() returns the position, in Kynapse coordinates, of
any VRF object

4 VT MAK



B-HAVE Module for VR-Forces 1.3 — New Features and Updates

Extracting One Way Roads

The TDB Tool can now extract one way roads from a road network and take them into
account during PathData generation. To extract one way roads, the following condi-
tions must be met:

+ You must have imported your linear features with TDB Tool 4.1.0.1 or more
recent.

+ The linear features must have a field named DtDirectivity, with a value of 1 if
mono directional and 2 otherwise. The TDB Tool should be able to import this
parameter from your shape files.

+ If you want to define a one way road, the linear feature associated with it must be
on the opposite driving side of the road. For example, if the driving side is right,
the feature must be on the left side of the road (Figure 1).

[ DeDirectiviey 2

Figure 1. One way road network

Miscellaneous Improvements

+ The algorithms used for dynamic avoidance between vehicles have been refined.
Ground platforms should be able to better avoid one another when a collision is
imminent.

+ Some redundant or irrelevant messages have been removed from the vrfSim console
output when running in debug mode. This will make debugging of abnormal situ-
ations easier and clearer.

B-HAVE Module for VR-Forces 1.3 Release Notes 5



B-HAVE Module for VR-Forces 1.3 — Documentation Updates

+ Some new algorithms have been added to extract road networks during pathdata
generation. The constraints your shape files should respect have been lightened by
adding some new computation to detect intersections and create junctions between
segments.

+ The logic for the Wander task has changed to reduce the incidence of abrupt U-
turns and other changes of directions.

+ Improved performance of the Wander task on large areas with many graph edges.

+ Published routes are now updated at most once every second, to alleviate some
performance issues with a large number of entities. It is still recommended to turn
off route publishing when simulating many entities.

+ Local Zones during PathData generation now take the density setting (max edge
length) of the template used for the local zone.

¢ PathData is displayed after it is generated.

+ The Edit PathData Configuration dialog box has a new check box that lets you
specify that vehicles should drive on the left side of the road. This check box is not
shown in the screen captures in B-HAVE Module for VR-Forces Users Guide.

+ The Hide agent now uses a more accurate visibility function, which approximates
entity eye positions.

Documentation Updates

The PDF version B-HAVE Module for VR-Forces Users Guide has been updated for this
release. The print version has not been updated.

Bug Fixes

The following problems have been fixed in this release:
¢ When giving a BHAVE flee task to an entity in the simulation, it will stop just after
reaching a sufficient distance and not further.

¢ Dedestrians now avoid vehicles with more accuracy and are less prone to get stuck
while trying to find an avoidance trajectory.

+ Some entities had troubles “smoothing” their path on large terrains due to some
missing obstacle information.
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B-HAVE Module for VR-Forces 1.3 — Known Problems

Known Problems

B-HAVE Module Release 1.3 has the following known problems:

*

PathData cannot be generated on geocentric or geodetic terrain databases, so most
functions of the B-HAVE Module will not work on these databases.

Civilian lifeforms are not configured by default to spot other civilians, only armed
entities. This is done for performance reasons, but can be changed in the OPE files.
Edit the visual-sensor detection-types parameter to change what types of entities
are spotted.

The AlEntitySetSpeed() Lua function and the VR-Forces Set Ordered Speed
command set the same parameter of an entity, so Lua scripts that call
AlEntitySetSpeed() every tick will override any ordered speed set from the GUI or
plan.

Lua scripts over a particular length cannot be edited through the VR-Forces GUI.
If you have a problem editing a script through the GUI, you can open it directly in
a text editor.

Obstacles will sometimes be ignored if their perimeter is too big.

Using the default dead-reckoning thresholds, vehicles in traffic appear to move too
much when stopping or starting. To reduce this effect, you can do either or both of
the following:

— Change the dead-reckoning threshold in VR-Forces, as described in Section 1.8,
“Setting Thresholds for Entity Updates”, in VR-Forces Configuration Guide.
Lowering the dead-reckoning threshold will cause VR-Forces to send more
packets on the network, but the location of entities will be represented more
accurately.

— Reduce the smooth period in the MAK Stealth to a value such as 0.1, as
described in Section 6.9, “Setting Trajectory Smoothing”, in MAK Stealth User
Guide.

If you are running VR-Forces 3.11.0.1 or later, as an alternative to the actions
described in the previous paragraphs, you can adjust the Performance/Quality
setting in the Performance Options dialog box. For details, please see VR-Forces

3.11.0.1 Release Notes.

Vehicle traffic entities driving on roads do not drive correctly when the road
network has intersections that are too close together. Too many vehicle traffic enti-
ties in too small of an area can cause the traffic to become locked, and entities to
stop moving.
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B-HAVE Module for VR-Forces 1.3 — Known Problems

8 VT MAK



	B-HAVE Module for VR-Forces 1.3
	Systems Supported
	Disk Space Requirements
	MÄK Product Compatibility
	FLEXlm Support

	New Features and Updates
	Integration of B-HAVE Module and VR-Forces Tasks
	Support for Sending Tasks and Set Data Requests Using Lua
	Dynamic Editing of Lua Scripts
	Support for External Text Editors
	New Lua Functions
	Extracting One Way Roads
	Miscellaneous Improvements

	Documentation Updates
	Bug Fixes
	Known Problems



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.3
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize false
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000500044004600206587686353ef901a8fc7684c976262535370673a548c002000700072006f006f00660065007200208fdb884c9ad88d2891cf62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef653ef5728684c9762537088686a5f548c002000700072006f006f00660065007200204e0a73725f979ad854c18cea7684521753706548679c300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken voor kwaliteitsafdrukken op desktopprinters en proofers. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents for quality printing on desktop printers and proofers.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /NoConversion
      /DestinationProfileName ()
      /DestinationProfileSelector /NA
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /LeaveUntagged
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [684.000 936.000]
>> setpagedevice


