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NAVY COMBAT SYSTEM SIMULATION COMPUTER NETWORKS LAB

TRACK ENVIRONMENT SIMULATOR
TRACK FILE MESSAGE

Header :

SOURCE
NUMBYTES

- Message Source = 0 (Simulator)
- Message Type =0

» NumBytes In Message (2808)

- TimeTag in 1/1024 seconds

—~  TIMETAG —-—

ACTIVE
TRACK NUM

Track 0 Data :

- Track Active Flag (0 or 1)
- Track Number (O to 89)

- X Range in yards

« Y Range in yards

- Range in yards

~ Bearing in 1/100 degrees
- Course in 1/100 degrees
- Speed in 1/10 knots

- Aithude or Depth in yards

X RANGE

Y RANGE

—  RANGE -——

- Category of Track
BEARING 0 = Air
1 = Surface
COURSE 2 = Subsurface
3 = Missile
SPEED - identity of Track
ALT/DEPTH 0 = Hostile
1 = Unknown
CATEGORY 2 = Friend

IDENTITY

Data for Tracks 1 through 99

Timing: Muiticast to all Track Display Consoles at a 1 Hz rate.

Bandwidth Requirement: about 3K/second (2808 bytes/second)




NAVY COMBAT SYSTEM SIMULATION
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TRACK DISPLAY CONSOLE

DROP TRACK MESSAGE

15 0
SOURCE
NUMBYTES

TIMETAG

. p—_—

TRACK NUM

Timing: Aperiodic based on operator action,

Message Source =1 (Console) -
Message Type = 32

NumBytes in Message (10)
TimeTag in 1/1024 seconds

Track Number to Drop (0 to 99)

TRACK DISPLAY CONSOLE
TRACK MANEUVER MESSAGE

15
SOURCE
NUMBYTES

TIMETAG

TRACK NUM
NEW COURSE
NEW SPEED
NEW ALT/DEPTH
COURSE FLAG
SPEED FLAG
ALT/DEPTH FLAG

Timing: Aperiodic based on operator action,

Message Scurce = 1 {Console)
Message Type = 33

NumBytes in Message (22)
TimeTag in 1/1024 seconds

Track Number to Maneuver (0 to 99)
Come to Course in degrees

Come to Speed in knots

Come to Altitude or Depth In yards
Course Maneuver Flag (0 or 1)
Speed Maneuver Flag (0 or 1)
Alt/Depth Maneuver Flag (0 or 1)
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TRACK DISPLAY CONSOLE
TRACK ENTRY MESSAGE

15

SOURCE |
NUMBYTES

Message Source = 1 {Console)
Message Type = 34

NumBytes in Message (30)
TimeTag In 1/1024 seconds

—— TIMETAG ——

Display Center X Position In yards
Display Center Y Position in yards
Track Category

0 = Alr

1 = Surface

2 = Subsurface

3 = Missile
Track identity

G = Hostile

1 = Unknown

2 = Friend
Track Range from center in NM
Track Bearing from center in degrees
Track Course In degrees
Track Speed in knots
Track Altitude or Depth In yards

X POS

YPOS ——

CATEGORY
IDENTITY

RANGE

BEARING
COURSE
SPEED
ALT/DEPTH

Timing: Aperiodic based on operator action.

TRACK DISPLAY CONSOLE
MISSILE ENGAGEMENT MESSAGE

15
' Message Source = 1 {Console)
Message Type = 35

NumBytes in Message (12}
TimeTag in 1/1024 seconds

SOURCE
NUMBYTES

——  TIMETAG ——

Source Track Number (0 to 99)
(The track which will launch
a missile.)
Destination Track Number (0 to 99)
(the track which is being
engaged.)

SOURCE TRACK
DEST TRACK

Timing: Aperiodic based on operator action.
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TRACK DISPLAY CONSOLE
TRACK EDIT MESSAGE

SOURCE
NUMBYTES

Message Source = 1 {Console)
Message Type = 35

NumBytes in Message (46)
TimeTag in 1/1024 seconds

—=—  TIMETAG ——

TRACK NUM

Track Number to Edit (0to 99) .
Display Center X Position In yards
Display Center Y Paosition in yards
New Category

0 = Alr

1 = Surface

2 = Subsurface

3 = Missile
New ldentity

0 = Hostile

1 = Unknown

2 = Friend
New Range from center in NM
New Bearing from center in degrees
New Course in degrees
New Speed in knots
New Altitude or Depth in yards
Change Category Flag (O or 1)
Change Identity Fiag (0 or 1)
Change Course Flag (0 or 1)
Change Speed Flag (0 or 1)
Change Range Flag (0 or 1)
Change Bearing Flag (0 or 1)
Change Altitude/Depth Flag (0 or 1)

—~—  XPOS ——

Y POS

CATEGORY
IDENTITY
RANGE
BEARING
COURSE
SPEED
ALT/DEPTH

CAT CHANGE
ID CHANGE
CRS CHANGE
SPD CHANGE
RNG CHANGE
BRG CHANGE
ALT CHANGE

Timing: Aperiodic based on operator action,
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PROJECT BENEFITS

Sponsor relevance.

Identified several problems
in the XTP drivers and
documentation.

Proved the viability of converting
the XTP drivers to a TSR.

Showed that that the XTP
drivers are "well-behaved".
Conversion would free
developers from bemg tied
to TurboC.

Provided many software libraries
and coding examples.

- Mouse routines
-  VGA graphics routines
- Real Time Clock routines



