Personalities
One area of potential is the area of computer agent personality, whether the agent is a pure virtual human, e.g. an animated agent, or a live human, e.g. the use of a library of video-clips as in the MentoPal project (Burns et al., 2018).  The authors have, among them, more than half a century experience in leading personnel in dangerous military situations.  They know that a commander’s primary concern is knowing their people, understanding their needs and providing the guidance they require.  Some need their confidence bolstered, some are foolhardy and require constraints, and some need constant “motivation” in order to achieve mission goals. It seems clear that the passionless voice of HAL in the film 2001 (Kubrick, 1968) which was characterized by a lack of affect, would not be compelling or optimal in a highly stressed situation such as combat.  However, it might be beneficial to modify both the computer agent’s basic personality and their emotional tone, as may be warranted by the situation.  This would hold for situations calling for a human/non-human interface both up and down the Chain of Command.  This paper’s vision was the issues arising when a live human is controlling computer-driven entities, but it is within the authors’ Weltanschauung that there may be times when an intermediary computer agent will be relaying direction from a senior commander to the warfighter in the field (Khalid et al., 2018).

Recognizing the importance of seasoned senior enlisted personnel in the development of young commissioned officers (Juergens, 2010) and the more immediate concern of their optimal performance in combat (La Falce, 2018), it would be conceivable  to develop an entire repertoire of virtual human personalities to provide moral support for the unsure, moral fiber for the timid and moral restraint for the overly-aggressive.  This could be further “tuned” by having a range of emotionality displayed by the computer agent as evidence in word choice, speech volume and tone of voice (Craig et al., 2019).  These parameters could be set by senior officers, or with adequate neural net training, the computer server itself could begin to analyze human behavior in the light of mission accomplishment and begin to initiate changes to bring about a more mission-centered set of behaviors in the human’s in the loop, this would include compelling conformance with the Laws of War and other ethical issues (Mann et al., 2016).  Reactions of the human to input from the computer agents could be monitored and reports sent back to senior commanders, allowing them to take appropriate actions they felt necessary to ensure mission accomplishment.   
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