Q. Can you give some examples of immersive simulations? We build visual spacecraft and aircraft simulations but I wouldn't consider them immersive in the same sense as a computer game such as Halo.
A. We use the term “Immersive” to describe the way our simulations place users within a virtual environment. The Video Game HALO provides a similar concept to what we wish to accomplish with “MarsFlight” to the extent that we simulate a real-time, User-changeable view from a TV camera mounted on the Mars Airplane as users fly interactively or autonomously. Here are three examples of why we consider “MarsFlight” immersive including the example just mentioned … 
1. With “MarsFlight”, we place users in front of a visual display that mimic’s a display that may be similar to one seen by a scientist sitting at a control console in an Earth-bound laboratory. 
2. In one window seen on the main display (#1 above), we place the user on-location on the surface of Mars by simulating a real-time view from a TV camera mounted on the Mars Airplane (or traveling with it). The user can change views interactively.

3. “Immersive” could also refer to the fact that “MarsFlight” could be viewed on a Wide Screen Plasma display or other large display which effectively surrounds or immerses the user.  
Please note that this proposal DOES NOT require the support of 3-D hardware such as HMD’s or 3-D Glasses. 

