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Study on the development direction of LVCG training system using
a metaverse-based STE(Synthetic Training Environment) platform
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Division of IT Policy Management, Soongsil University
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Abstract With the advent of the era of the 4th Industrial Revolution due to the development of
information and communication technology, the Ministry of National Defense is promoting the
innovation of a scientific training environment as a smart defense innovation initiative. Accordingly, the
military is attempting to integrate the existing LVCG system into a virtual world to upgrade the scientific
training environment. This study examined the developments and limitations of the scientific training
system that has been promoted thus far and studied the definition and technical features of the
metaverse for integrating the LVCG system into a single virtual system. Through this, the characteristics
of the metaverse were derived to overcome the limitations of the current scientific training system:
accessibility, linkage to the existing traditional method of training, altar-specific linkage training, the
need for various training contents, and an increase in the number of operational personnel. In addition,
the operation concept of the LVCG and Synthetic Training Environment (STE), which are currently in
operation, will be a sound construction by explaining the difference in the operating concept of the
metaverse-based integrated virtual training platform that is distinct from the operating concept, and by

presenting considerations for the metaverse-based integrated virtual training platform.
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Table 1. MND Virtual Systems(3]

class

shape

name

. Joint Firepower Simulator

84 |Portrait shelling scene and terrain.

Measure the point of impact using
observation equipments.

Army

Anti-submarine tactical training

Na .
vy simulator

KT-1 Simulator
Virtual experience of possible
emergencies during aircraft
operation to cultivate pilots'
emergency treatment capabilities

Air force

Airlift dropping simulator
Cultivating a high degree of
descent ability such as parachute
aerial gathering and landings in
the target area

Marine

A7 SAAE

e
(Korea Combat Training Center)&#A|A|7} Ut

SAAAR] nrIZAAL}E KCTC
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ALAAE 22 =UHAL e AAZ vl VBS2
(Virtual Battlespace) & thst A|AE &5l 9o
U 22 CSTAB(Combat Simulation of Third
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