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VR-Vantage 2.3.1 Release Notes — Systems Supported and System Requirements
Systems Supported and System Requirements
This section describes platform support and system requirements for VR-
Vantage. To take full advantage of VR-Vantage’s visualization capabilities and 
optimize performance, you must use a modern game computer with a high 
quality NVidia graphics card.

For the most up-to-date information about systems supported, see the Product 
Versions page on the MAK web site at: https://www.mak.com/support/product-
versions.

VR-Vantage is available for the following operating systems:

The VC 14 build is binary compatible with all MAK VC 15 products.

Table 1: Platforms supported

Operating System Compiler

Windows 7, Windows 8, Windows 
10

Microsoft Visual C++ 12.0 (64 bit)

Microsoft Visual C++ 15.0 (64 bit)

Red Hat Enterprise Linux 7.0. 
(64 bit libraries)

default compiler

CentOS - versions that are equiva-
lent to supported versions of Red 
Hat Linux.

default compiler

! YOU MUST INSTALL THE VR-VANTAGE DATA PACKAGE.

It is not optional. It contains data that is required by VR-Vantage 
applications.
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VR-Vantage 2.3.1 Release Notes — Systems Supported and System Requirements
Third Party Library Support
VR-Vantage uses the indicated versions of the following libraries:

 VR-Link 5.4
 Qt 5.10.1 (VC 12 and VC 15), Qt 5.6.3 (Red Hat 7)
 OpenSceneGraph 3.4.0
 Boost 1.46.1
 FreeGlut 2.4.0
 GL-Studio 5.0.2 (VC 12), 5.1.2 (VC 15)
 DI-Guy 13.3 (development version)
 Triton 3.73
 Silverlining 5.005
 SpeedTree 6.3.2
 Oculus Rift CV1
 Oculus Rift Development Kit 1.8
 CDB API 2.2 (Windows), 2.1 (Linux)
 osgEarth 2.9.0
 CUDA 9.2 (Windows), 9.1 (Linux).

3D Video Cards Supported
VR-Vantage 2.3.1 supports NVIDIA graphics cards that support OpenGL 3.3 or 
above. While we support NVidia Quadro cards, we strongly recommend GeForce 
cards. If you use a Kepler Series Quadro card, read the instructions in “Using 
Kepler Series Quadro Cards,” on page 4. VR-Vantage does not support AMD 
graphics hardware.

Some laptops have an NVIDIA graphics card and an Intel graphics card. You 
must configure your computer to use the NVIDIA card. To do so:

1. Open the NVIDIA Control Panel (in the System Tray).

2. Select Manage 3D Settings.

3. Select Global Settings.

4. Select Preferred Graphics Processor.

5. Select High-performance NVIDIA Processor.

i VR-Vantage strives to provide the best 3D scene quality possible and 
cutting edge visualization effects. To provide this functionality, VR-
Vantage takes advantage of OpenGL features that may not be 
supported on older video cards. When this is the case, you can disable 
these features, allowing VR-Vantage to run in 3D modes. 

OpenGL 3.3 is the minimum requirement for rendering a 3D  scene in 
VR-Vantage. For the best visual quality and highest performance you 
should use the most recent NVIDIA GeForce card.
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VR-Vantage 2.3.1 Release Notes — Systems Supported and System Requirements
Using Kepler Series Quadro Cards

There is a known issue with the Quadro drivers on Kepler series Quadro cards. 
NVIDIA says its related to the fact that the default profile optimizes for a fixed 
eyepoint (for applications like CAD). To run on these cards, you must change the 
global profile for the driver, as follows:

1. Open the NVIDIA Control Panel.

2. Select the Manage 3D Settings page.

3. Select the Global Settings tab.

4. In the list of driver profiles, select Workstation App - Dynamic Streaming.

We are working with NVIDIA to have their drivers recognize our applications 
and apply this profile automatically. In the meantime, Kepler series Quadro you 
must make this change manually.

Required Software for Toolkit Users
If you plan to build VR-Vantage applications using the VR-Vantage Toolkit, you 
must download and install VR-Link 5.4.

If you plan to build the VR-Vantage GUI, you must download and install QT 
5.5.1. You can download it at: https://www.mak.com/support/bonus-material.

Qt is also available as a free download under the LGPL version 2.1 license at 
qt.digia.com. This version should be satisfactory for most VR-Vantage 
customers. If you need a Qt commercial license, you must purchase the license 
from Digia.

Compiler Compatibility on Windows
MAK provides versions of product releases that have been compiled with 
different versions of Microsoft Visual C++. When you run MAK products 
together on the same computer, for example, the Logger and a VR-Vantage 
application, we strongly recommend that you run versions compiled with the 
same compiler. Mixing products compiled with different versions of the compiler 
on the same computer can result in program instability. The exception to this is 
that products built with VC 14 and VC 15 are binary compatible.

i You should always try to use the latest drivers available for your video 
card. For video streaming on Windows, you must use driver 397.44 or 
later. For video streaming on Linux, you must use driver 387.26 or 
later.
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License Manager
VR-Vantage 2.3.1 uses FLEXlm 11.13.0.2.

The License Manager files are not part of the VR-Vantage installer. You can 
download them at:

 Windows: ftp://ftp.mak.com/out/MAKLicenseManager-win64-setup.exe
 Linux: ftp://ftp.mak.com/out/MAKLicenseManager-linux64-setup.tar.gz

A license manager FAQ is available at:

https://www.mak.com/support/license-support

Using MAK Products on Virtual Machines
In general, MAK products run on virtual machines without any problems. The 
exception to this statement is applications that use 3D graphics, such as VR-
Vantage and the VR-Forces front-end, that require a graphics card. Standard 
graphics cards typically do not work with VMs. To use a 3D enabled environ-
ment in a VM, please contact your VM vendor for options. 

MAK has done some limited testing of running VR-Forces and VR-Vantage on 
virtual machines. For details and suggested procedures, please download 
https://www.mak.com/product-user-guides/691-running-mak-products-on-
virtual-machines/file

NVidia produces the NVidia GRID card, which is designed to solve this problem. 
Your VM vendor may have additional information. For more information on 
NVidia GRID, please see http://www.nvidia.com/object/virtual-gpus.html

! You must update your License Manager software for this release. You 
can continue to use old licenses if maintenance is up to date.

i We do not test with GRID cards. They are not supported by MAK. 
Please work with NVidia and your virtual machine provider to solve 
any technical issues with their use.
VR-Vantage 2.3.1 Release Notes 5



VR-Vantage 2.3.1 Release Notes — Backwards Compatibility
Network Compatibility
HLA onlyHLA only

VR-Vantage 2.3.1 is compliant with:

 RPR-FOM 0.5, 0.7, 0.8, 1.0, RPR FOM 2.0 drafts 6, 14, 17, and 20, and 
RPR FOM 2.0.

 MAK RTI 2.x, 3.x, 4.x
 Other RTIs that support the HLA 1.3 specification, the SISO DLC 

HLA API 1516 version of the IEEE 1516 specification (SISO-STD-
004.1-2004), or HLA Evolved. 

To use an RTI with VR-Vantage it must use the same operating system 
and be built with the same compiler.

DIS only
VR-Vantage 2.3.1 supports DIS 4, 5, 6, and 7 and can therefore interop-
erate with DIS applications of any of these versions. 

FOM Support
VR-Vantage 2.3.1 has built-in support for versions 0.5, 0.7, 0.8, 1.0, and 2.0 
(drafts 6, 14, 17, 20 and the final version) of the RPR FOM. It also supports VR-
Link’s ability to support alternative FOMs through the FOM Mapper. 

Backwards Compatibility
VR-Vantage 2.3.1 applications and some files are not backwards compatible. 
Specific incompatibilities are as follows:

 Applications from a given release cannot control display engines from a 
different release. (In other words, a VR-Vantage 2.3.1 application cannot 
control a VR-Vantage 2.1 display engine.)

 Plug-ins built against one version cannot be used with the other.
 Model files (MEDF and MEIF) built with one version do not work with the 

other.

i Please see a known problem regarding MAK Logger recordings that 
use HLA Evolved (“Known Problems,” on page 9).
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VR-Vantage 2.3.1 Release Notes — New Features and Product Updates
Support for MAK Data Logger Recordings
VR-Vantage 2.3.1 works seamlessly with MAK Data Logger 5.5.1 and later. 
Older versions of the Logger may have two problems: 

 There are known issues with DIS 7 extended attribute packets. These have 
been fixed in VR-Forces 4.6 and later, VR-Vantage 2.3 and later, and MAK 
Data Logger 5.5.1 and later. When using an older Data Logger with either 
VR-Forces 4.6 and later or VR-Vantage 2.3 and later, DIS 7 configurations 
can lead to crashes. 

 There have been minor updates to the FOMs that are distributed with VR-
Forces 4.6 and later or VR-Vantage 2.3 and later. These FOMS are available 
with MAK Data Logger 5.5.1 and later, but were not available in older 
Loggers. Older Loggers work, but you must configure the Logger to use the 
correct FOM, which should be copied from the newer VR-Vantage or VR-
Forces. 

Users using MAK Data Logger 5.5.1 will have no problems.

New Features and Product Updates
VR-Vantage 2.3.1 has the following new features:

Installation and Startup

 Ability to specify the window size and location at startup with the 
--guiWindowRectangle command-line argument. The syntax is either of 
the following:
--guiWindowRectangle “width height x y” 
--guiWindowRectangle width,height,x,y 

All four values are required. They are specified in pixels.

Terrain

 VR-Vantage now maintains a list of recently opened terrains that you can 
access from the File menu or Terrain toolbar to quickly select a terrain to 
open. For details, please see Section 3.3.3, “Loading Recently Used 
Terrains,” in VR-Vantage Users Guide.

 You can now display bounding volumes for nodes in the scene graph. For 
details, please see Section 29.8, “Drawing Bounding Volumes for Scene 
Graph Nodes,” in VR-Vantage Users Guide.

 Contour lines are no longer supported.
 The medfTool (Section 35.11, “Compressing Model Files,” in VR-Vantage 

Users Guide) has two new options:

– --scaleLod. Scale the switch in/out distance of all the children under an 
osg::LOD node with the provided value.

– --removeHighestLod Removes the highest LOD node under a group if 
it has more than one LOD.
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VR-Vantage 2.3.1 Release Notes — Fixed Bugs
Infrastructure

 Audio is now supported on Linux.
 Streaming video is now supported on Linux. “3D Video Cards Supported,” 

on page 3 lists the minimum video driver required for video streaming.
 Streaming video now supports hardware encoding for H.264 video streams.
 GStreamer libraries have been updated. The recommended pipeline for 

H.264 has changed. Please see the example in Section 8.3.1, “Configuring 
H.264 Video Streams,” in VR-Vantage Users Guide.

 VR-Vantage now supports the LOS Extend Response Packet for CIGI. It 
includes the ID of any entities hit and the location and normal of the inter-
section points.

 You can now take a screen capture of the About box and send it to support 
when you report problems.

 The mouse is automatically hidden in full screen mode. Moving it makes it 
available again. For details, please see Section 45.2.1, “Hiding the Mouse in 
Full Screen Mode,” in VR-Vantage Users Guide.

 VR-Vantage no longer supports view controls from the Stealth View Control 
Toolkit (MAK Stealth 6.2 and earlier). This change may affect old MAK 
Data Logger recordings.

 Support for Qt 5.10.1 (VC 12 and VC 15), Qt 5.6.3 (Red Hat 7). Qt 5.10.1 and 
5.6.3 are binary compatible with Qt 5.5.1.

Documentation Updates
VR-Vantage documentation has been updated for this release.

Fixed Bugs
VR-Vantage 2.3.1 fixes the following problems that were present in previous 
releases:

 Model definitions that are part of CIGI mappings cannot be removed in the 
Visual Models Editor, but there was no indication as to why models were 
unable to be removed. 63203

 Fixed a problem with auto connect in DIS. 63219
 Fixed a problem with dead reckoning of embarked DI-Guys. 63226
 The --frameRate command line option did not work. 63410
 Setting 2D icons in the Visual Models Editor did not work. 63202
 Images were cached using relative paths instead of absolute paths. This 

could cause the wrong texture to be used. 63454
 Changing the frustum could cause a crash. 63099
 Zooming in from far away does not change the LOD that is used for the 

imagery when using the rex engine. 63452
 CIGI updated the visibility attribute every time an EntityControl packet 

was received. 63023
 The Medftool did not provide any easy way to debug crashes. 63051
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VR-Vantage 2.3.1 Release Notes — Known Problems
 Notional models did not work well on Ala Moana.mtf. 62987
 Resolved command line inconsistencies between different VR-Vantage 

applications. 63075
 JRM libraries required the VC 10 redistributable. 63091
 There was a delay for newly created entities to be displayed in VR-Vantage. 

63204
 CIGI entities had dead-reckoning hard coded to be on. 63179
 The first model of a particular type added to the scene caused alpha to 

coverage to mess up and then the shadow poly or windows allowed for 
seeing through the terrain. 63201

 DtOsgRenderer assumed the viewer.getView(0)->getDatabasePager() would 
be non-null. It now loops over the views to find the first one with a non null 
pager instead of assuming the pager is valid. 63538

Known Problems
 The first time you stream video using GStreamer, it generates a message 

indicating a critical error. This is a bug in GStreamer. There is no critical 
error. Subsequent uses of GStreamer do not generate this error.

 VR-Vantage 2.3 will not display remote objects generated by applications 
using the vrvControlToolkit that were built with VR-Vantage 2.1. 
Customers will have to rebuild their application on top of VR-Vantage 2.3.1 
to remotely draw objects to VR-Vantage 2.3.1 applications.
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