Military Simulation Programs


Ender’s Game can be read strictly for its face value, the transformation and development of Ender Wiggin, production of a super-warrior, to lead mankind into a battle of alien Buggers.  An alternate perception of Card’s novel translates the power of the new technologies of simulation and computers.  Ender signifies the adolescent group growing up in the new age of technology and sciences.  The effect, although devastatingly creates psychological issues for Ender, results in new intelligence and capabilities in the population of children.  Card creates a world in which children exists as the bodies mentally and physically capable of the technology available to fight against invasion.  Card wrote the novel at the first burst of the video game era, “a time when Atari was growing to billion-dollar status” (Pesce) and the electronic age in full swing.  The influences of the period have an exuding presence in Card’s novel.  On the flip side, Ender’s Game exists as the influence for technology and sciences.  Card’s innovative ideas and creative fantasies sculpted the vision for military simulation, putting the virtual reality into use for military purposes.  


In August of 1999, the army signed a $45 million contract with the University of Southern California to establish an institute to develop the technologies of a simulation program specified for military purposes.  The goal of the institute was to develop a simulation technology that depicted the realism of war environments, enabling soldiers to utilize the program for training.  The army wanted a program that could conduct mission rehearsals, experiencing actual terrain, atmosphere, and “a virtual reality of sensations and sights” (Boyce).  The program desired a mechanism to prepare American soldiers for the diverse environments of military operations.  Researchers from the University of Southern California combined the USC School of Cinema-Television, the USC School of Engineering, and the USC’s Annenberg School for Communication to begin this program and development of simulation.  Basic research stemmed into six different categories of simulated immersion, networking and databases, story, characters, setup, and direction.  The combination of a diverse research group enabled the program to capture the diverse role of the military forces, environments, and physical and emotional aspects.  The program exhibits striking similarities to the Battle School simulations of Card’s imagination.  

