 Additional possible entries to Glossary.  These are terms that have surfaced in textual or presentation materials.  Many of them are elements of cost; others are tangible or intangible benefits or costs, which can be considered in the development of a business case.  Definitions printed in green are those of the author, and are less authoritative than those in black (which are extracted from, or are based on, one of the standard English dictionaries).

Affordable/affordability 


Afford:  To meet the expense of, or to bear the loss of…

Alternatives, number of


One of two or more possible choices: Syn: option, selection, choice

Attrition (Material)

Attrition (Personnel)


Expected decrease in numbers or size; losses due to continuous pressure or harassment…
Bug

Defect or imperfection (in computer programs)
Change Request 


Proposed change to system design; usually generated as a result of design review or test results

Collaborative Behavior


Behavior characterized by working with another or others…  To cooperate (usually willingly) with an enemy nation, esp. with an enemy occupying one's country…

Collateral Damage Avoidance 


Collateral:  Accompanying; Collateral damage:  damage to other than the intended target(s)


Complexity, Level of


The condition or quality of being complex; complication.  Complex refers to that which is made up of many elaborately interrelated or interconnected partsw, so that much study or knowledge is needed to understand or operate it…

Composable, Composability 


Capable of being formed in combination; capable of being incorporated in a federation of Models

Confidence Level 

A measure of the degree of certainty that a simulation, model or system will perform in a specified manner
Convenience


The quality of being convenient; fitness; serviceability

Cost 


The amount of money, time, labor, etc., required to obtain a thin; price; expenditure

Cycle Time/Duration


The amount of time, actual or planned, to accomplish a portion of the acquisition or other (to be specified) repetitive action

Data Distribution Costs 


The cost of maintaining and distributing data, usually from a data distribution center, to users of those data

Decision Time


The amount of time required between the gathering of necessary information on which to base a decision, and the promulgation of that decision 

Development Time


The amount of time required between the decision to commence an acquisition program and the completion of a prototype, model or other artifact sufficient to support the decision to commence production (or Low-Rate Initial Procurement)

Economics 


The science that deals with the production, distribution, and consumption of wealth, and with the various related problems of labor, finance, taxation, etc.

Environmental Impact


The impact of an action (including combat, production, etc.) on the natural environment

Faster, More Reliable Information Transfer


A measure of the quality of information transfer (speed and accuracy) as a function of the design and quality of the system carrying that information.

Fix 


(with respect to "bug")  A complete repair or replacement action that deletes the "bug" from the system under design or development.

Impossible tasks (# of tasks accomplished by sim only)


In many cases, the use of simulation will allow the accomplishment of tests or examinations which could not be performed with the "real article".  The number of these impossible tasks or tests is a measure of the value of using simulation as a tool in development.

Improved Physical Environment


In some cases, the application of models and simulations will produce an improvement in the physical environment (of the developing or manufacturing organization; or of the physical environment encompassing the product.  This improvement may be an intangible benefit in the consideration of return on investment.

Increased Efficiency


Efficiency:  Ability to produce the desired effect with a minimum of effort, expense or waste; quality of being efficient. Increased efficiency is a possible measure of the value of investment in modeling and simulation, and may be an element of the benefits derived therefrom.
Increased Productivity 


Productivity: The quality or state of being productive; measure of the creation of economic value, or the producing of goods and services.  Increased productivity is a possible measure of the value of investment in modeling and simulation, and may be an element of the benefits derived therefrom.
Intangible/non-quantifiable Benefit 


A benefit that cannot be easily defined, formulated, or grasped; in addition, such a benefit cannot easily be quantified in a generally accepted measure of merit.
Internal Rate of Return 


(Need an economist or accountant to provide this definition)

Jigs/Prototypes/Mock-ups 


Jig:  A device used as a guide for a tool, or as a template


Prototype:  The first thing or being of its kind; original; model; pattern; archetype


Mock-up:  A model; usually a full-size replica of a structure, apparatus or weapon, used for instructional purposes or to test and evaluate the design


Use of M&S can reduce the number of prototypes, mockups or jigs required to provide decision-makers sufficient data to initiate, change or terminate an acquisition.  Such reduction can be considered a tangible/quantifiable benefit.

"Leave-Behind" capability

"Leave-behind" capability is a possible measure (probably intangible) of the value of investment in modeling and simulation, and may be an element of the benefits derived therefrom.  A leave-behind capability is one that extends the original operational utility or mission versatility. 

Maintainability

The quality of being able to be maintained, or kept in an optimum level of readiness and effectiveness.

Management Turbulence 

Turbulence: Disorder or commotion.  Management turbulence: the disorder or commotion of a management structure, as a function of the pressure of decision-making under uncertainty.  Employment of M&S can reduce this management turbulence, by reducing the uncertainty surrounding critical decisions.  This reduction in management turbulence can be an intangible/unquantifiable benefit. 

Marginal rate of substitution

(Need an economist or accountant to provide this definition) 

Market Dynamics 


The action of market forces on the various elements of a market--the buyers, sellers, price levels, quality and variety of products, etc.

Mission Enhancement 

Mission capability of a system/platform is the array of planned specific military activities required of the system/platform, and the required effectiveness in performing those activities.  If use of M&S enables the system/platform designer to meet these mission requirements, and in addition to enhance its performance either in other missions, or greater effectiveness, these extensions over and above the required capabilities are "mission enhancements" and may be considered as tangible or intangible benefits, as appropriate. 

Mission Success Rate (Coordination)

Mission Success Rate (Familiarity)

Mission Success Rate is a fundamental measure of effectiveness of a system or platform.  Use of M&S in a training mode can improve the mission success rate, either by allowing participants to examine the mission, and improve the planning of coordination actions, prior to actual execution of the mission.  Another benefit can accrue to the performers; as they practice the mission and become more familiar with the full array of environmental, operational and systematic issues, their familiarity can assure that proper weight is given to decision requirements during the performance of the mission. (See also Task Success Rate)

Operational Utility 

Usefulness; the property or quality of being useful in an operational sense.  That is, useful in achieving the operational goals of the system or platform.
Opportunity 


A combination of circumstances favorable for the purpose

Opportunity cost



(Need an economist or accountant to provide this definition)

Organizational Efficiency


Efficiency:  Ability to produce the desired effect with a minimum of effort, expense or waste; quality of being efficient.  Organizational efficiency is a measure of the capability of an organization to accomplish its responsibilities in an efficient manner.

Overall Return Factors: (OMB) 
Note:  these overall return factors are established by OMB in evaluating investments in Information Technology.
Return on Investment 
(For precision, need an economist or accountant to provide this definition)
Expected Improvement

See Mission Enhancement 
Business Impact


Non-quantifiable
Mission Effectiveness


See Mission Success Rate
Customer Needs


See Operational Utility, which reflects the operational goals of the system or platform.  These should reflect customer needs.
Organizational Impact


See Organizational Efficiency
Planning Time


The amount of time required from decision to initiate a phase of the acquisition process (e.g., concept development) to commence the effort required for that phase. 

Production Rate 

Rate at which a serial production delivers finished products (systems, or platforms).

Product Safety

The quality or condition of a product which is free from danger, injury or damage. 

Prototypes, number of 

Prototype:  The first thing or being of its kind; original; model; pattern; archetype


Use of M&S can reduce the number of prototypes required to provide decision-makers sufficient data to initiate, change or terminate an acquisition.  Such reduction can be considered a tangible/quantifiable benefit.
Rational Behavior 


(Of the M&S market) Behavior of the market (buyers and sellers) based on reasoning and logic, rather than emotion.

Readiness 


The state or quality of being ready; in military matters, a semi-quantified measure of the capability of a unit or system, as a fraction of its designed capability

Realism, Level of


(Of models or simulations) The quality of faithful representation of 

Reduction in Duplicate Assets and Resources 

See reusability

Reliability 


The state or quality of being reliable; a measure of the likelihood that the system or product in question will perform as specified

Retention (Training)


Power of, or capacity for, retaining the essentials of a training situation; a measure of the utility of training is the amount of material retained after a set period.  M&S may be able to improve that retention, and this benefit may be quantifiable.
Reusable/reusability


Reuse is a key benefit which may be delivered by use of common models or simulations, or essential elements of those M&S.  Reuse makes it possible to reduce the investment in developing unique tools to solve problems or implement training; this reduction may be a quantifiable benefit in calculating return on investment.  (See also "reduction in duplicate assets and resources")

Security


The state of being free from risk; the certainty that the data and essential characteristics of a system or product will not be released or available to opponents or competitors

Selection Criteria 


(Note:  author not sure this is applicable within the regime of economics)  Use of M&S may provide a clearer demarcation between alternatives under consideration; this demarcation may assist in defining selection criteria, hence improve the decision process.

Sensitivity Analysis 
(Note:  author not sure this is applicable within the regime of economics)  Examination of the simulation sensitivity -- the variation in output of a simulation as a result of variation of independent variables.
Tangible/Quantifiable Benefit

A benefit that can be defined, formulated, or grasped; in addition, such a benefit can be quantified in a generally accepted measure of merit.  Tangible benefits are more easily employed in determining the return on investment, or defining a business case for decision-makers.
Task Success Rate

(See Mission Success Rate)
Technology Transfer


(Note:  author not sure this is applicable within the regime of economics)  An intangible benefit which may accrue to a process or platform, as a result of use of simulation and following analyses or procurement decisions.
Time-to-Fix

Time to Implement Change Request


System development (either conventional or by applying substantial use of models and simulations) will frequently generate proposed changes (to fix bugs or to make improvements in capability).  Changes will require a measurable time to accomplish such changes.  The "time to fix" is a metric which may be used in determining cost and quantifying the benefits.  


Time to Market


Time required to move from a concept development to a finished product available to customers; a quantifiable metric, which may be used in evaluating competitive advantages and hence the return on investment.

Travel Costs 

Total costs of travel required for personnel, as a result of requiring assemblage at fixed points to collaborate in design, analysis, or test.  Use of distributed simulations, with other artifacts of Information Technology, allows these same personnel to conduct their necessary tasks while in their various normal work arenas, hence eliminating or reducing the need for expenditure of travel costs.  This reduction in travel costs is tangible, quantifiable benefit in determining the business case for distributed simulations.

Understanding, Level of

Similar to retention (q.v.), part of the value of training is the level of understanding of the essentials (physics, tactics, threat capabilities, etc.) of the situation.  Defining or improving the "level of understanding" is generally not quantifiable, but it is an intangible benefit. 
Variables, number of

(Note:  author not sure this is applicable within the regime of economics)  Use of M&S to examine a design or operational situation may be able to identify the major independent variables which affect the output, and hence improve the clarity of the alternatives under consideration.  Reduction of the number of such independent variables can be a useful benefit in the eyes of the decision-maker; this reduction may be quantifiable, but the resulting benefit is probably an intangible. 
Versatility


The quality or state of being versatile; competence in many things; the ability of a system or product to perform missions or undertake tasks other than those originally required or specified for the system 
