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Hvem er vi? 
•  HiNT – Høgskolen i Nord-Trøndelag 

– Stjørdal, Levanger, Verdal, Steinkjer Namsos 
•  LIT – Avdeling for Landbruk og IT (Steinkjer) 
•  GIT – Seksjon for Geografi og IT 
•  MMT og SPO – Bachelor 

Multimedieteknologi, bachelor Spill og 
opplevelsesteknologi 

•  Høgskolelektor Trond Olav Skevik og 
Høgskolelektor Ståle A. Nygård 
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MMT og SPO 

•  MMT: medieproduksjon, 3D/visuelle 
effekter (VFX), digital distribusjon, prosjekt 
og entreprenørskap 

•  SPO: utvikling av spill og digitale 
produkter, 3D/interaksjon, prosjekt og 
entreprenørskap 
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Oss og GSS 

•  Interreg-prosjektet GSS, HiNT – MIUN 
•  HiNT/GIT: Knut Ekker, Ivar S. Holand, 

Trond Olav Skevik, Ståle A. Nygård 
•  MIUN/IT/sosiologi: Viveca Asproth, Erik 

Borglund, Lena-Maria Öberg, Erna 
Danielsson, m.fl. 

•  Undertegnede er hovedsakelig involvert 
for å utvikle prosjektets øvingssystem/
simulator 
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Hvem skal øves? 

•  Ledningsøvelser (ikke fullskalaøvelser) 
•  Norske og svenske ”operasjonssentraler” 

– politi/polis, SOS Alarm, nødsentraler, 
brannvesen, redningstjenesten, 
elektrisitetsverk, kommuner, osv. 
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Hva skal øves? 

•  Krisehåndtering i grensetraktene Norge/
Sverige 

•  Kommunikasjon mellom deltakere, både 
innenlands og (ikke minst) over 
landegrensene 

•  Kartbruk (GGI) 
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Hvordan skal det øves? 

•  Tar utgangspunkt i tradisjonelle ”table-top”-
øvinger 

•  Scenarier kjøres distribuert (nettbasert) via 
øvingssystem/simulator 
– Deltakerne er lokalisert på sine respektive 

arbeidsplasser, med sine vante planverk, 
verktøy og kommunikasjonssystemer 

•  Loggføring i øvingssystem/simulator 
(kommunikasjon/beslutninger/kartbruk) 
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Emergency Training Software 

 
 

Multiple Software Systems  
vs. 

One Complete Package 
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Exercise Activities 
•  Pre Exercise 

–  Develop Exercise Scenario 
–  Prepare Media Assets 
–  Inviting Participants 

•  In-Game  
–  Present Game Events 
–  Record User Activities 

•  Post Exercise 
–  Playback of Exercise Events and User Actions  
–  Present Basic Exercise Statistics 
–  Prepare Exercise Data for Export and Analysis 
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Develop Exercise Scenario 

•  Inventing Events and Actions 
•  Setting up Gameplay 
•  Storing Completed Set Of Events 
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Prepare Media Assets 

•  Decide Which Assets to Develop 
•  Production Takes Time 
•  Storing and Linking Assets to Events 
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Inviting Participants 

•  Invitations and Participation Confirmations 
•  Assigning Roles 
•  Deciding Access Levels 
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Present Events and Actions 

•  According to Assigned Roles 
– Automatically 
– Timed 
– Moderated 
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Present Media Assets 

•  Web/Newspaper clippings 
•  Radio messages 
•  TV-reports 
•  Emergency Calls 
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Record User Actions 

•  Actions 
•  Communication 

– With Whom? 
•  Information Requests 

– From Whom? 
•  Resources Used 
•  Time Codes 
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Playback System 

•  Playback of  
– Exercise Events 
– User Actions  

•  Timed Playback 
•  User Controlled Playback 
•  Playback With User Interaction 
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Basic Exercise Statistics 

•  During the Game 
– Activity levels per event 

•  Immediately after EndEx  
– Actions  
– Communication 
– Resource Use 
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Data Export and Analysis 

•  Data Export Formats 
– Pre Defined 
– On-Demand 

•  Data Analysis 
– Communication Networks 
– Etc 
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Our Approach 

Goal: 
– A Single Software System 
– Multiple Applications 
– Common Database and Storage 
– Reusable Game Scenarios/Events 
– Reusable Game Assets 
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Scenario 

04.02.13 22 



04.02.13 23 



Technology 
•  Open Source, Web based, easy to move 
•  Server: 

–  Linux/Apache/PHP/MySQL 
– Drupal CMS 
– PHP-GD (Image) 
– Smooth Streaming module for Apache, ffmpeg, 

mp4split 
•  Clients: 

– HTML/CSS 
–  Javascript/AJAX 
– HTML5/Flash Video 
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Administrator 
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Normal User 
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Moderator 
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Observer 



Work in progress: Playback (1) 
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Work in progress: Playback (2) 
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