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Defining Web 2.0Defining Web 2.0

“Web 2.0 is participatory, collaborative, inclusive, creator & 
user-centric, unsettled, and very information-intensive.”

Dearstyne, Information Management Journal

“weapons of mass collaboration”
Don Tapscott, Wikinomics

“harnessing collective intelligence”
Tim O’Reilly, Radar Blog

“participatory web”
Bart Decrem on Wikipedia

My Synthesis: “Web tools that allow multiple authors to 
contribute to a shared body of knowledge or information”
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Expanding TechbaseExpanding Techbase
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The Pain of New TechnologyThe Pain of New Technology
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The Pain Without ItThe Pain Without It
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Latest in Communication TechnologyLatest in Communication Technology



7



8

My Web 2.0My Web 2.0

Presenter
Presentation Notes
Web Tech 2.0: 
- Wikipedia, Intellipedia – Scenario generation
- Blogs – Planning and AAR
- PodCasts - debriefing
- Facebook, MySpace, LinkedIn, Orkut – Unit collaboration, Planning, Execution interface
- Google Docs – Collaborative docs, planning, admin
- Digg, del.icio.us, Stumble Upon – Indexing, Organize Scenarios, Software and Tool Info
- YouTube – Debriefing, PreEx training
- Machinima – Training Movies
- Flickr, Slide, Picassa – Screen Capture, Event Photos
- Americas Army (esp. multiplayer online features) – Desktop 3D interface
- Second Life, A-SpaceX, possibly WoW because of size – Shared 3D space
- Twitter, Pownce, Jaiku, Kyte – Live system and sensor monitoring
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“The Network is the Computer” 
John Gage, Sun Microsystems, 1983-ish 

“The Network is the Computer” 
John Gage, Sun Microsystems, 1983-ish
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Geo-centric

Ego-centric
Idea-centric
Interest-centric
Activity-centric

Information-centric
Delivery-centric
Skill-centric
Organization-centric

Web 2.0 Tool PerspectiveWeb 2.0 Tool Perspective

Second Life, Active Worlds, 
Entropia, There.com

Facebook, MySpace
Millions of Blogs
del.icio.us, Digg, StumbleUpon
Twitter

Wikipedia, Intellipedia
YouTube, Flickr, Slideshow
Open Source, Linux
Guilds in WoW, Everquest
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Plan Prepare Execute Analyze Archive

•Blogs: 
Plan & Discuss
•Facebook: 
Workgroups
•Google Docs: 
Edit & Publish
•Second Life:
Proto & layout

•Wiki: 
Build Scenario
•Digg: 
Old Scenarios 
•Machinima: 
Create Tutorials

•Facebook: 
Realtime Collabor
•Flickr: 
Pub Maps & 3D
•Americas Army: 
Combat Environ
•Twitter:
Realtime Status 

•Podcast: 
Debrief
•Wiki: Build & 
Share Results
•Digg: Tag Info
•YouTube: 
Real and Virtual 
Video 

•Google Docs
•Wiki: Archive
•Digg: Tagged

Training Event Lifecycle

Information Reuse

Web 2.0 in the Training LifecycleWeb 2.0 in the Training Lifecycle
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…not everyone lives in a castle…not everyone lives in a castle

“But even here 80% of soldiers have access to a laptop computer and network”
- SFC Richard Colon, US SOCOM, Iraq
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Conclusion … Looking ForwardConclusion … Looking Forward

There are a number of advantages to deploying military 
simulations in the same way that IT applications are 
deployed. We have explored a few of them here, to 
include: 

Reduced equipment ownership costs and obsolescence, 
On-demand user access to the best applications, 
Commercial architectures to access advances in IT practices, 
Centralized control of server applications,
Currency of client applications, 
Interfaces between commercial and military infrastructure 
components. 

Presenter
Presentation Notes
“Hey guys. (for now, just pics...but tutorial will come later) �I was waiting to post this for a long time, but never had time to compile a guide. �Anyways, I have finally done it. I installed world of Warcraft on my Sony Ericsson cell phone. Model is w810. ��I am currently working to make it work on Motorlas (RAZR v3i and other motorolas and some Nokias. ��To actually play it, you would need unlimited data package from your cell phone provider. �Otherwise the costs will be insane. ��I cant post tutorial now due to not having a video camera, but once i find my webcam, i will record it and show you the tutorial. ���IF YOU HAVE SONY ERICSSON W810 AND 2GB MEMORY CARD, THEN YOU ARE READY! Otherwise, you have to wait for tutorials for other models/brands. ��Few things to think before you do this: ��-Insane data charges if you dont have unlimited data package. �-Can not play in subways or elevators or anywhere else where your cell phone does not work. �- You are limited to only 10 skills (1-2-3-4-5-6-7-8-9-0 keypads). �However i think most chars don't need that many skills. �-The speed is god because WoW doesn't require that much of a good conection. �-You can not have macros. I know it sucks but you will have to do without macros. �-And of course no big mods like CT_RA. Only tiny mods which dont require too much power. For example, titan bar = not too big mod...but raid assist is frigging huge. �-You need a cell phone with at least 1.5GB of memory. Most cellphones dont have that much, but that's why there are memory cards. So obviously yourt phone needs to have memory card slot that can support up to 2GB memory (WoW itself takes 1.5GB of data on memory card...so you have 500MB for your cellphone needs like mp3/videos/pics/etc) �-While you play WoW, you can not listen to MP3 player built in your phone. Nor you can take pictures. �-Chatting is hard, but doable...because you have to use cellphone keypad text just like you type text message. �-You CAN NOT change the toolbar icons. Or you can but i havent found a way to. For example, if you want Earth Shock on button 1, you can not change it to button 2 using your cellphone....u have to do it on your comp, and then it will get updated on ur cellphone once you log out. �-QUALITY IS MUCH BETTER THAN ON THESE PICTURES. �I have no other camera at the moment, so i have to use an old crappy cell phone camera to take picture of the main cell phone, and lightning is poor. But quality of the gameplay is much better due to nice quality LCD of Sony Ericssons .

1 pic from actual gameplay. This is from WSG match. we won by the way...and id diont lag a bit!   �you can se the screen to be vertical like here, or horizontal..but horizontal makes it look weird. �It takes time to get used to playing vertically, but i got used to it and already can do instances which require fast responce times �(there is a 0.5 second delay on all spells...just like u get on regular 56k connection) �
[http://edgeofnowhere.cc/viewtopic.php?t=328557&postdays=0&postorder=asc&start=0&sid=eaf3c626adc36591913d05a40e25c16c]”



	Web 2.0 and Warfighter Training
	Defining Web 2.0
	Expanding Techbase
	The Pain of New Technology
	The Pain Without It
	Latest in Communication Technology
	Slide Number 7
	My Web 2.0
	Slide Number 9
	“The Network is the Computer”�John Gage, Sun Microsystems, 1983-ish
	Web 2.0 Tool Perspective
	Web 2.0 in the Training Lifecycle
	…not everyone lives in a castle
	Conclusion … Looking Forward

