
OSIRIS

The Optimized Synthetic Infra- 
Red Interactive Simulation 
(OSIRIS) presents an immersive 
virtual environment for a simu
lated night-vision battle.
Players attempt to find other 
players in a thermal environ
ment so they can lose their 
opponents before getting lased 
themselves. In an ARL Stair 
Stepper device, they move 
through a forest of thermal 
trees over a high-fidelity terrain 
and view their environment 
through head-mounted dis
plays. As they search for 
opponents, players try to 
avoid land-mines and other 
obstacles.

OSIRIS implements 3D thermal 
modeling, 2D infrared texture 
generation, infrared atmos
pheric effects, thermal sensor 
degradations, optimized scene 
rendering, high-fidelity terrain, 
aspect-unique trees, and 
dynamic terrain. Each of three 
networked environments inter
acts with the other over a LAN 
via DIS protocols using a com
mon terrain database and 
common entity representations. 
Each also distributes the repre
sentation of its participant to 
the other environments. In this 
way, players are able to inter
act with one another as well 
as with their surroundings.

The project is designed to 
further advance the impor
tance of detailed realism in 
the virtual worlds of the future.
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