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~~. initial effort. led to the deve lopment of a mapboard game. The “boa rd
game” initially developed was a two-sided , f ree-p lay map exercis

~61or~j~~
ch

ing infantry tactics to small unit leaders at the plattnm Ievel,~ A~
’ origt

ally conceived , junior officers could p lay the game to develOp~ is
which .Ll *)L~s i14—e T5!U~11t~tY apply dur ing REALTRAIN ãiercise. wi th troops .

was found , however, that for the benef i t s  of t h i s  tra in ing to be
fully realised leaders had to have an opportunity to learn to work with
their NCOs and then to practice what they had learned tt ~ the field both with
and without troops. A variation of the basic game simulation was developed
which would permit  the unit leader team (platoon and squad leaders~ to work
together on the game board as they would during an actual engagement.

Concurrently wi th the developmen t of the mulci person infancxr’~~p
board

game, the developmen t of a field training technique that ~~vt6 further  focus -‘
on leader/subordinate in te rac t ion  processes waa explored . A smal l  unit Iea dei
tici d opposition exercise invol.ving only key leader personnel (without troop
support\ on each ,*de Was developed . The rationale for the development of
the ex.ref~e was that it would 

provide training for leader/group interaction
p r ogi~sses in a way tha t the map board games did not and could not .

~~ C ur r en t  A rmy doct r i n e  emphasizes  the importance of the integrat ion of
necha n ized  i n f a n t r y ,  armor, and ant i -a rmor  elements in conducting successful

~~c t i c a l  ope rat ion s aga ins t  a dep loyed enemy . 
~ 

There lore , a c ombined arm s
mapboard game tha t  would provide jun ior  o f f i c ~~ s w i t h  the opportun ity to
become familiar with  the na ture  of the.e_ coi5~ined aria operations was also
develope4,.~ . .

The products ot this r scarch have been: ( l~ an infantry squad/platoon
leve l game for two-player or mu l t ip l a y e r  use ; 2~ an infantry squad/platoon
level field opposition exercise ; and (5 ’s a combined arms pletoortlcoiupsny
level mapboard game . Th s report contains documentation in the infantry
squad/platoon leve l . Separate reports document the other two training
techniques. ARI Re arc Report 1219 sumear izes the research activities
conducted in the developme of these research products.
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FOREWORD

The US Army Training and Doctrine Comnand TRADOC~ has ident i f ied
small unit tactical engagement simulation training as one of Its  high-
est behavioral s~ ience research pr iortties . Research initiated by the
US Army Research Institut e for the Behavioral and Soc ial Sciences (AR I )
in l~r~ has led to the development ol a family of tactical engagement
simulation training techniques , including Squad Combat Operations Ex.v-
cises (Simulation) (SCOPES~ and REALTRAIN .

I~arly in this res~~rch program it became evident that special tac-
tic~ l training techniques were necessary for training the leaders of
small combat arms u n i t s .  & ) 1 t t ~n f i e l d  exerc ise  r equ ir ing  fu l l  un i t s
were found t o  prov ide training mainly for officer and senior NCO person-
nel and to provide little ettcc tiv e training for lover level troops.
This Led to  the development ot tactical training techniques specifically
directed at the train in)~ oi small unit leaders. The first techniques
developed were .* board game and a field opposition exercise involving
only leader personnel iu sing engagement simulation procedures) for in-
fantry squads and platoons .

Army doctrine emphasizes the importance of the integration of
mechanized infantry , armor , and anti-armor elements into a combined
arms force. Theretore , a combined arms map board game that would pro-
vid~ o ft i c e r s  with the opportunity to become familiar with the nature
of these combined arms operations was also developed.

Th is research was part of a larger research program designed to im-
prove tactical training in units. The entire program has been responsive
to the requirements of RDTE Projec t ~~~~~~~~~~~ and, at i ts incep tion,
the Combat Arms Train :ng Board CATh~ w h i c h  i s  now the TRADOC System Man-
ager f or  T a c t i c a l  ~~~~~~~~~~~~~ SLTrnhla tion ~TSM-TES’ of the TRADOC Training
Suppor t  C e n t e r .  The resea rch  r epor t ed  here augments  board game develop-
ments accomphshed  by the or,h ined Arms Training Development . Agency,
For t L eavenworth , K a n s a s .

() OSEPH ZEL~&ER
echnical Direc tor
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IN 1 u l f l (~Tl ON

A r r v ~ ide  int rod~ ct i on  ~ f scorr .~~ RT.ALT RAIN t ngagt~gnc n t siaulntion
~i t n c t  ic.d t r 4 i n i n g  t~~cIi . i qtt t ’ • p r ov id~.d the Army methods for tactiedl ly
tr.~ in 1i~; ~.r~’l 1 t o f  *u t  r v  , a r r ~~t , .in~ aut i—arm o r u n i t  :. under eondit1on~
app~ o~~ h i n ~ those of toni c tsnhat . i t ,  engnr .emcnt s i m ul a t I o n  t ac t i ca l

am i ng ex erc  i ‘..•~~. , p l a t  ~~~~ squ.i J , or combined ~ ‘~s team size u n i t s  can
•~~~.i~’e it .  f ~~~~ play exe~ ei ’~e~., a (t ively oppOsing ferc es  tha t  ha ve been
given .1 c o n f i l e t i n g  n1~~ston in order to insure contact between the two
f o r r  ~~~

The ~;imu l attd con~hat cnvironr~ent provi ded by SCOPES and REALTRAIN
p htcec nt~ the smal l unit leader many of the heavy behavioral demands of
actua l  combat. Leade rs mu st  make decisions quickly regarding events

.trt occuring in re al t i m e  as a joint function of the ac tion s bei ng
taken by both sides. Individual tactical skills that must be learned by
the ~.r’.tll un it leade r include : ant.icipation of enemy actions 1 planni ng
concer ted  actions against the enemy , placing personnel in locations most
likt’l v t~~ give them an advantage ove r the enemy , planning for use of the
mos t c f ! i ct i v .  ~ e .ipons in a given situation , comrand and control , and
coot i r g e n c y  p l a n n i n g  as nny, ’ 1n f or ~t : t t i on  about enemy and f r i end ly  actions
is r ece ived .  S im u l a t i o n  of combat provides a series of specific situs—
tion c for sma ll unit lcader~ to  learn what are end what are not effective
tactical bch&avtors .

Even during the initial deve lc~,mcnt of the first engagement simula-t ion t echn iques by a joint ARt , TRADOC and contractor team , it became
evident that the training of small unit leaders required special research
at t en t  ton .

W hi l e  e a r l i e r  REALTRAIN developments provided effective and motiva-
ting tactic al train ~. g  f or  t roopo , research was needed to develop related
techniques for unit leaders in the maneuver arms. Often field exercis..z
r e q t a i r i n g  f u l l  un i t s  provide t r a i n i n g  only for o f f i c e r  and senior NCO
peraonn.’l and may be count erpro duct1v ~ in term s of lover level t roop
t r a i n i n g  and m o t l v . i t i o n .

The object ive of this research project was to develop and evaluate
siaul .,t ion t t c h n t quc s for  t r a in i n g  sn’all unit  leaders which would provide
maximum t a c t i c a l  dec is ion —m ak ing t r a in in g  whi l e  minimizing the unnecessary .
and often wasteful , participation of lower level troops .

The fundamental approach of th i s  research effort has been to take
some of the b a s i c  instructional principles underlying the REALTRAIN
method and t o  develop ab s tr ac t ionc  of field exercises for leader training .

Init ial effort s led to the deve l opment of a .apboard game . The
concept of “board game s” has a great deal of intuitive appeal:
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o lhvy ruv b. t~- . d  to ‘~irtul.~te (to vatying degrc.-’~ of a!~~t raution )
‘ t cal ~. t  iii ’ sit ~~~~~ i ~nt~

o Tht y miru ’i,~ th.’ requir~~ient for equipment i. sources.

o Ihe~ —‘lnhrlze the i .~~ui Z-....’-nt for “expensive ” personne l tcsoitrcea .

o i .y may b~ r ep ioduce d  r e l a t i vely Inexp ens ive ly.

o lh.- v  ~.ay be n . j  as part. of forma l Li aining ot informally during
a s~’ d i ~ r s  u r , ~e tioe , if he i.~~ desires.

o “C.us’~ ” art’ inicrently Inot ivating because of their competitive
aspects and the in t e rp e r s on a l  i n t e rac t ions  involved .

The “board game’ in 1ti ~ lly deve loped was a two-sided , free -play map
exerci se for teaching in fant ry tactics to small uni t leaders at the pla-
toon lcv l . As o r i g i n a l l y  conceived , junior leaders could play the game
t~~ de vu le ;  t a c t i c a l  ak i l l a  which  they would subsequently apply during
RFJJ.TR.AIN exeicise’s v t t h  t roop s .

Preliminary tests of this gaming technique showed it to have value
in provic~in g infantiv off~~ers an opportunit y t ’ practice tactics in re—
Speist to r.alisti ~~, rcal—t~ rne ~it*nands of combat situations . It was
found , however, that for the benefits of this training to be full y real—
f red , leath-rs had to have an opportunity to learn to work with their NCOs
and then to practice what they had learned in the field both with and
without troops. Therefore, a variation of the basic game simulation was
developed which permitted the unit leader team (platoon and squad leaders)
to work together on the game hoard as they would during an actual engage-
ment -

Concurrently vtt?t the development of the multiperson infantry map-
board g.r—.- , the deve lopnent of a field training technique that would
further focus on lea~cr/subordinate iftteraction processes was explored.
A small t i n i t  leader 1i Id  oppo sitii n exercise involving only key leader
person: .’] (without troop su M . c r t )  on each side was developed . The ra-
tionale for the development of the exercise was that it would provide
training for leader/grou p Interaction processes in a way that the map—
board g tznes did n.”t and could not . It was recognized , however , that the
conduc t of the fiehi opposition exercise would be somewhat more expensive
In term s of t ime anti rt so’Irces than would either of the two aapboard
games, although less expensive than full—scale engagement simulation
exercises.

Current Army doctrine etphasizes the importance of the integration
of mechanized infantry, armor , and anti—ar mo r elements in conducting
successful tactical operatAons against a deployed enemy . Therefore , a
combined arms m.ipboard game wns also developed that would provide jun ior
officer- ; with th e  opportunity to become familiar with the nature of these
combined arms operat i ons.
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The p r o d uct s  of t h I s  i ~~~~~ a r c h  h. ’vc i~ . t u  (1) i~n infantry vquad /

p 1 o l o . a I .  v e l  ~an~ - f r  
~~~ 

p 1 o e r  or mult ipl:~y er  u~. (2) an Infantry

squ~id I I ~. uou I.. v. I I icid t~; j ’ . ’ . it ion e :erc I .- ; antI ) a combin ed arms
p 1 at ~~~~~~~ ,1 c ~~~~ c- I p vc 1 ~~~~~~ d ~‘ .. . lii i r epor t  - . a m a  documenta t ion

in the in  fan t v ~qu ~id/ p l~~t o . u  1 -v t- l ~~~~~~~~~~~~ Sepa r a t e  r e p o r t s  document the
other  two t r a i n i ’~~, t.. ch n i ~~n. -s . AR I l echu  f ‘- i l kepor t suamarizes the
research t . t i v i t i e s  c o n d u c t e d  ii  the develrpcwnt of these research products .
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The E ) 1-TiIAI ~ ‘n iant ry Ma 1ii~~:1rd Game or Tac t ica l  LXI rcise (TOX) is

1dn y - d  I , thr ee p~”~: ‘ 1 e — — t ~ • pl ayers ~nc1 0 controller . 11W two players s it fac ing

t’ ach oth.~r at t~~u mat ~~ar 1:~ scp &ra tcd Ic.- a v i sua l  barrte r . The maps are exa ct ly

ald .e an.! art ’  u rR’u ~~’d the san~t ’ ~~ ay . The two men represent a de fense leade r and

an atta~-P lcadt ’r .  Eac h comm:~a- i” an army unit with normal Tt )&E and weapon

cai t ii l i t  ies , r~’;~r~ st ntcd by mov ahk’ plastic playing p ieces . A 3:1 ratio of offense

to (l., ’ft’itS t is used , i’!te PIaV¼VS have conflicting missions , and each attempts to

aCcuin~) isi. his  fl’i~ss :.) fl  th r ou g h mo vement of h is  pieces and use of his weapons .

The control le r stt ’~ at the t ar r i er  whe re he can see both maps , and the moves

of the p 1~ v er s .  L. ’ determines when pi~’ces would be seen or heard by opponent

pLcec-~, whe n ~ea~~n~ would be used, and whethe r hits v~ouI d he achieved .

The game moves by time in terva l s  established by the controller, and each

player Is allomed to move any piece a distan ce on the maphoard that is within the

eap ab i l it tes  of the ~. e t : for ‘he t e r r a i n  it is on.  The moves of both sides are

simultaneous during each t ime interval .  Encounters while moving which result

in tire ’ f i gh t s  caus e ha l ts In that spot un t i l  the eng age ment is resolved. Figu res

whir) , in I i c a t e  personnel movement rates , detection , and weapon capabilities

are provided in th i s  document.

Whe n a player has accomplishe d h is mission or destroyed a sufficient numbe r

of h is  op~ionen1 ’~ pieces to render the opponct~t ine ffective , he has won the game .

The control le r usually stops the game at a p o in t  when the outcome would be obvious

10 all coflretflt - I ;  h~~% ever, playe rs often hi ke  to play to the last man . Afte r the

_  
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ic tin. re I: an : t f tL -  i’ — .t & t  i t  t i  rt -vw ~ in which the three pa rt Ici pali l S discuss the

t.o t u s e.teh ~
- . k- ~ . i - ~ to us.- , anl the en~~;q~cinent  that re sulted.

lkLt i- t - a tie mpting t • ~ ! :tv the game , a novice should read th rough the material

se ute.i 1w r , and lu-c t . ~u~’ ye i v  f a m i l i a r  Vt i t h  the rapteblhtivs t.tl men and weapous

an~ the rules o f  t h e  game . Uefore attempting to control a game , pe rsonne l must be—

c~~ra.’ t)iorou~ hl y f am i l i a r  ~ i th  the rules of the game and the responsibilities of the

controller .

The sect ions V I h i c h  fol l ow p r o v i . k  a detailed de s( -r ipt lon of the game mate rials

- i  h i~ to piay . The rules do not du tatc doctrine or tactics , hut are based on the

- t i v e n t ’ s ~; .c1~1 capabi lities of men and equipment on real missions la the field.

t y  have been revicVIe~l and accepted by many experienced Army personnel.

2.0 GENE}~A I.  DE SC 1~1PT1ON

2. 1 Part ic i p an t s

The game require’s two 7layers who fill  the riles of defense and offense

“leaders ”, and at :cast one othe r person , called the controller. The controller plays

a ~ariet of roles for the pl ay ers :  superior, subordinate , ump ire, f i re  direction

center , C U .  It is ri- comini -nted tha t  an assistant controller be ut i l t ~ed , when possible,

to assume the indirect fire responsibilities.

2 . 2 Game Timr Frame s and Act ion Sr guenco

Game p 1 v is divi ded into segments called time framcs . These are usually

one minute in lengt h , but can be increased or decreased to suit game conditions .

2 
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flurtn~ a gi~ en t i i i w  trame ki1 j i la~~ r~. :in mo~c a n y  of the ir  p ieces a distance

th :tt with in their eal.aI)il i. u , or t . i .t any action that could occur with in  such a

ti i i i ’~ ~. - r i’

;aine action occurs in t~ ie follow in;~ ~ .-quci~( e

o Mo~ r ment of pe rsonn& I and t 1U  t pinent

o Exchange of ‘ cue ” i nformation between i - l ay e r  leade r and subordinate

(th e controlle r net ing as sub ordinate ri-lays n;ituntioni information to

tine player kzuhe r , based on what a play ing i i i t ~ce might hear or see—

but the control ler  fo rwards this  ir .format ion 2~J~ 
if the piece would

have the communica t ion  capabil i ty  to make such a report) .

o Dire ct fire .~capo n firing and assessment of casualties.

o Indire ct  tire impact , assessment of casualties , and evaluation of

suppre ssion.

2 . 3 Game Force St ir

In the infan t ry game , force siv.e is flexible . Two basic fo rce sizes are

avaIlable ;

Module I - A pla toon-minus  elemen t In the defense versus an infantry platoon

in the offense .

Mo, i~; 1 c 2  - A platoon in the defe nse ye rain s a company—minus in the offense.

The TO&E of these opposition forces is at F igu re 1.

3.0 GAM E MATERIA LS

3.1 Playing Surt’aeea

Two playing su r laces are provide d . Each consists of two topographic two—

dtmcn.snoin. tL maps on which the piccc s are moved , and several aids used by both

3
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Figit et 1

PEfl3~ N N~;l .  PLATOON RIFLE RIFLE CO.
)L~ c f lh I ’ l ’~~)N SY M W) L !U- ;PHL-:S E.\ r i - :f l  M i N I S PLATOO N MINU S 8

M - 6  1 2 13 IC

M— lu TA-i P)~jnc 1 2 3 —

M — I t ~ ‘M-20 1 1 2 6 18

M—I C and M - .~ 14W 3 2 6 18

M— l1~ and flan~;alore 1 0 1 3

M— 16 and Star l  n ,,iit
Scope 1 1 2 3

M-1C and Squad
• 1 2 4 12

M—16 and P 1IC— 77 1 1 1 4

M— 6O MG 3 1 2

M—4 7 Dragon 3 1 3 9

Han d Creasdeb - - -
M— 16A 1 A P  M ine - 15’ —

M— 1$A l AP M ine — 5 35’ —

W[)-1 Wire — 1000 m’ 1000 m’ —

Conce rtina — . 25 m ’(4) 25 m’(8) —

Numbe r Personne l 14 41 149

Numbe r Play i ng Piece s 28 79 149

‘Ava ilable for u~c La a defens i ve posture .

a,l~Ior tar plalno n , composed of platoon lI qs. and three SImm mortar squads
(23 ind ivtdu aI e~i is assumed to be support ing the advancing company force from a rear
position. Morta r platoon }‘Os (3) arc assumed to be forward with the main element .

is Lcsumcd that each man carries three hand grenades.

£ ±
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Inc players and ii ru:  it r o l l e r . The 11) ZI~~~~ :t n-~ ,rodueed by i nc an ~ of a photographic

proecs-., and are prt~ti ctL~cl by clear pla st ic . The map:; r c;nre aennt portions of

U nited States niL l i t an y  reserval ions expanded to a scale of 1:4 , 000 ., Play ing aids

on tln ~- p la’~- I ng s~ -n ’ !~t~ - ’  in clud~’

o Or~ ani -tat i~in and equipment chart

o It ate of movement (-hart

o Indirec t  f ire casua lty assessment chart

o Detection dis tance chart

0 Weapous characteristics and effects chart

o CasuaI~v summat ion chart on which pieces are placed when they are

eliminated from the game .

A pictorial of the play i ng surfaces and playe r positions is at Figure 2.

3. 2 Playing, Pieces -

The playing pieces are made of plastic. Each represents one man and bears

a mil itary sy mbo l used to represen t equIpment and weapons carried by the indi-

vidual pl ayrn ~ piece . Wbcre possible, the symbols were taken f rom FM 21—30 . If

none existn ’i  for a par ticular v~caix)n , a flew symbol was created . The pieces are

color coded to distinguish be tween defense and offe nse playing pieces. Examples of

playing pieces follow;

1 
For exam ple , the M-203, Cl;iy morc mine .

S
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It should be noted Ih~tt the pi;~yii~ pieces arc not to scale ; on the 1:4,000 scale

the y arc appro~ ;rnateI y ~~ nac te rs in di :i ,oetcr . Thus , one man on the map sr~rfsoc

O~~eUL ) IC~~ 
a much large r area th :m 1w would in the real world.

3.3 Cue Pieces

Cue pieces arc small  grvcn beads used by the controller to provide a player

with I~ formutio n about the detection of enemy personnel. These are placcd on the

play ing surface and moved by the controller to indicate an enemy force that has been

detected by thc oppa sit lon. The use of the cue pieces minimiz e s the amc~”tt of

written or oral info rmation .cxchange necessary between player’s and the controller.

3.4 Movement Pieces

Movement pieces, approx imately 3/4” wide and 3” long, are provided kr  the

manIpul ation of mu lt ip le play ing pie es . These device~ allow the movement of up to

20 play ing pieces simultaneously . Playing pieces can be arranged In formation within

the moveme nt piece .

x~xx~cx:~~ xcx5~~c:~:~
) 

_ _ _ _ _

3.5 Numbe r B andomii-e r

A 10-sided die that displays numbe rs In a random orde r is prov ided for use

in determining casualties and weapons detection. Players are allowe d to roll the die

7 1 - 

- - - -  
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~~~~~~

. . .a - l ~ e:: to det erm in e the outcome of a part icular situation . The number in

the up 1~~5i ti(’fl I?; the one used . The number randoini~cr is used in conjunction

.~ it i the L i l t , Casualty , and Detection Prohal i i l ity Table .

_

.

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

3. C 1111, Casu:nl t ~-. and Detectio n ; Proli~th1Ii ty Table

This device is used by the control ler to determine weapon hits , assess

casua l t ies , and dete rmine the probability of detection weapons that have been

f red . Detailed ins t ru ctions for Its use are containe d on the table itself. Figure 3

(A ~nd fl) depicts the lilt , Casualty, and Detection Probability Table, It was con-

structed so that it could be used with either the infnatry game or a combined arms

game . TOW , tank , and .50 calibe r weapons on the table are not normal ly utilized

In the infantry game .

3. 7 IndIrect Fire Sheafa

Plastic indirect fi re overlay s are provided to Indicate the casualty area for

various indirect fire weapons and sheafs .  Areas of coverage (to scale) of Indirect

f ire abeat s arc depicted at Figu re 4.

3.8 Mine Ca Sual ~y OvC!l a.y

The mine casualty overlay Is a device used in association wIth the Hit Casualty ,

and Detection Probability Table to assess personnel casualties resulting from the

8

4 ________________________
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l i g u ic 4

81, 105, 107 indirect Fire Sheafs ~a~
robable Errors

Range and Deflection—

H
81 Par af lel  (Normal )  81 Converged

Width 95m x 9~~ Depth Width 45m x 9~kn Depth

Front

Q 

Front H
105 Parafl el (Normal ) 105 Open 105 Conve rged

Width 150m x 14(~n Depth Width 22C~u x 9(~n Depth Width 45a x 9~ii DeptP

Fron t
Fron t

107 Parafle l (Norma l ) 107 Conver ged
Width 176m a 1O~n Depth Width 86tn a lOOm Depth

2 probable errors account for 82% of the probable error .
. . 

1~

—
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tn natiun of .n: t t  i— pe r sonn el n~ ~IIc5 . (For convcnknee , thu indir ect fire sheals

: ;It t l  the mine casualty ov~’ r l t ~- h .—t vc been ( ‘Ofllb iflc (l int i ’ a s ingle playing aid.
- MIBA I -

‘I Player ’s Aid 
M I6AI

An aid is provide d (or each player to :nsstst him in his p lanning and help

~iim to kee p track of the indirect fire rounds he has used (see Figu re 5). It is

encased in plasti c and may he written on with  grease pencils . Notes or fire re-

quests w r it t en on this aid may be shown to the control ler , thus facilitati ng the

game communicat ion pmct” -s . The player aids an keyed to match a particular

~lavnng su r f n e . Play ing surface ~1) should be used with player aid (1), etc .

3. 10 Controller ’s Mci

This aid is provided to assist the controller In organizing fire requests and

in keeping track of location, rounds used , and game t ime . This aid Is also encased

in plastic so that grease pencils may he w;ed (see ~~~~~~~~~ 6A~. On the back of the

controller’s aid iFigu re 6B) ;s a conversion of Indirect fire percentages to nu mber

of casualties, and an exam ple of the calculation of Indirect fire casualties .

3. 1 1 Visual h arrier

A barrier Is provided to separate the two p laye rs so that they cannot see

each other’s moves or deployment . Symbels used in the game are displayed on the

barrier ~ar rca~iy refe rence. Two rectangular pieces of aluminum tubing with a

slot in one surface arc provided for holding the barr~cr upright. These are placed

12
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F i g ur e  4

81, 105, 107 indirect Fire Sheafs ~ ~robable Errors
Range and DPflCC~~1Ofla

LfIii H
81 Paraflel (Norma l) 81 Converged

Width 95m x 9Dm Depth Width 45m a 9Dm Depth

Front

0. 

Front I H
105 Parallel (Normal) 105 Open 105 Converged

Width 150m a 14Dm Depth Width 22Dm a 9Dm Depth Width 45ii x 9Om Depth

Front
Front

107 Parallel (Normal) 107 Converged
Width IThm a 10Dm Depth Width 86m x lOOm Depth

• 
2 probable errors account for 82% of the probable error .

. . 

11 
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t~na1i -~n of ;i ~l i— r n imel iniuCs . (Vor con%cnicnec , thu ind irec t f i re  shcaIs

~i t&I t h e  mine ca- - ~~~t ty o~ t t ’lr~v h:tve bet’ti combine d inte a single p laying aid . )

Player ’s Aid MI6AI

~~~ i” 4 i~
An aid is pr~~’ided 1’r  each play er  to assist  him in h is plann ing and help

tam to kee p tra c k of the in direct  f ire ro~.r~cis he has u~~ d (see Figu re 5). It is

encased In plast ic and may he writtc’n on with grease i’cncils , Notes or fire re—

quests wrttvn on this at 1 r- :u~ he shc~ a to the contr oller , thus faci l i ta t ing the

game commun l ( ’ t t t o n  process. The play er  aids are keyed to match a particular

~Iaying surLt - ’ - P iav i ng  ~ur1aee ii) should l~ used ~‘. ith player a id ( 1), etc.

3. 10 Controller s Aid

This aid is provided to assist the controller in organizing fire requests and

In keeping track of location, rounds used, and ga me time . This aid Is also encased

in plastic so that grease p~ iwils may tic te ed isee Fi~~.re 6A~ On the back of the

controllers aid (Figu re 6th is a conversion of indirect fire percentages to nu.’iber

of ~asuaLt ies , and an example ~~~~ t h& t .zleaia~ion of ind i rect f i re cuualtie s.

3. Ii Visual h arrier

A barrier is p r o v t k d  to separate the two players so that they cannot see

ca ch other ’s moves or deployment . Symbo ls used in the game are disp l ayed on the

barrier for re al s ’  reference. Two rectangular pieces of aluminum tubing with a

s lot in one sur face are provided for hnld sn~ the barrier upright . These arc placed

12
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Figu re 4

81, 105, 107 i nd i r ec t  Fire Sheafs ~a~
robable Errors

Range and Deflection—

r~~Ti
81 P d r a l l e l  (N o r m a l )  81 Converged

W i dt r~ 95m a 9Dm Depth Width 45m x 9Dm Depth

FrontQ Front

105 Parallel (Normal) 105 Open 105 Converged
Width 15Dm x 14Dm Depth Widt h 22Dm a 9Dm Depth Width 45m a 9Dm Depth

________— —— Front

r_

Front 

_ _

107 Parallel (Normal) 107 Converged
Width 176in a 10Dm Depth W i d t h  86m a lOOm Depth

2 probable errors account for 82t of the probable error.
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. : . ‘ n a t i r~ ot ,t :~~t— pe rsoiinel iu,acs. ~~1 - t i i  - I 1 ~~t a i i - n & - , t.hu ind i r ect  fire sheats

~tiid th e a - t t ~ e C .l’-~ 1ia~ t v  (c t- t i i  ii :tvc l,erit t ’a inbtnei l  i n t i  a s ngl&- u t ay lag aid.

~~~~~IBAT7

3 . ” h Ia’- .-’i s A i d 
MU,A i

An aid is ~ r uv  i ied t& ~ r each t t ’  a ssi st  h i m  in his planning and hel p

1iim to kt’t p tr a -~. ‘-it the in 6 r ’ - !  f i r ~- ro’,~ - 1 .~ he has cy ’ ci (see Figure 5). It Is

I in ~~ a ’— a and ?:i:tv lx’ w r i t t e n  w i t h  g rc :i:- - 
~‘ncils . Notes or fire re-

quests v, r~ ~
- n ott this ait i  c, he sh’’~’. ii t~ ~he cr int rotle r , thus fac i l i t at ing the

r a r w  comr:~ :- : . t~~t n ,  prt ’i t - - - - - The :iv ’ r aids are kt vcd to m atch a part icular

ph i ’ . ~ng surface . Pia y in g sur! :a- ’- I t  ~1~~ i i~ he u-n - -! w i t h  player aid (1), e~~.

3. 10 (‘u a t t i cr ’ Aid

This aid is provided to ~u—sist the con t ro l le r in organizing fire requests and

In keep ing t r a ck  of location , rounds used , and game time . Th is aid is also encased

in plastic so that lzrease ;icncils may he ti - ed ‘see ~~~~~ 6Ai On the back of the

cont roller ’ s a t - i  Ftgu re 6It is a cun%,’rsinn of indirect fire percentages to number

of c a s t i a t t ~es. and an t -xan ’p i i ’  o~ the (‘ah’ulaIiOn of indirect fire casualties.

3. 11 Vis ual Uarr ier

A barrier is provided tn separ~tte the two players so that they cannot see

cacti other’s moves or deployment. Symbols used in the game are dLspl~yed on the

barr ier for r,- ,~i - i v reference. Two rectangular p i c ’r c s  of aluminum tubing with a

slot in one surface arc provided for holding the barrier upright. These are placed

-- —— -—  - -
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TOX PLAY ER ’S AID ®
105/107 81 Fire Request
_ _ _ _ _  rds _ _ _ _ _  rcls 

f or: ~ 105/107 0 BATTERIES

0 81 U SECTIONS

1. iD~ iTI F lCATION : This Is 
______________________________

2. W ,4RN2~J&: Fire Mission

3. LOCATION (Coordinates or Adjustment):

DIRECTION (AzImuth) : 
___________

4. TAR GET DESCRIPTION :

[J Troops In Open [J Marker Round

[J Ene~iy Bunkers [] H & I

[J Suspected Enemy fl Other: 
-

Positions

5. METHOD OF C~AGEME t~” :

[J Point Detonating (PD) [3 Delay (DE )

LII Vari ab le Time ( V T )  [3 Other 
__________

6. METHOD OF CONTROL. :

jJ Adju st Fire ~J At My CoavTiand

~J Adjust F i r &  - LJ Other
Fire For Effect

-‘
--4
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?~ c .  V t i - r  J T U ’~ l e t  t ) i t ’  - - .,J f

1i ~~ u 1ty  
~

~‘c ’ rcentd ’- . 
-~~~ 

‘I 2 3 4 5 6 7 1- 9 10

05 - - - • -  - 1.00 1.00 1.O~ 1.00 1.00

10 - - 1.03 1.03 1.00 1.00 1.00 1.00 1.00 1.00
‘ IS - 1.00 1.00 1.00 LOU 1.00 1.00 1.00 2.00 2.00
20 ~

- 1.00 1.00 1.o:~ 1.00 1.00 2.00 2.00 2.00 2.00

?5 - l . (Y’ 1.00 1.00 1 .00 2.00 2.00 2.00 2.00 3.00

30 1.0(1 1.00 LOU 1.00 2.00 2.00 2.00 3.00 3.00 3.00
45 1 .00 1.00 2.OJ 2.00 2.00 3.00 3.00 4.00 4.00 5.00
so 1 .CJ 1.00 ?.00 2.00 3.03 3.00 4.00 4.00 5.00 5.00

60 1.0’) 1.03 ~.0) 3.00 3.00 4.00 4.00 5.00 6.00 6.00

75 1.00 2.00 2 .00 3.00 4 .00 5.00 5.00 6.00 7.00 8.00
90 1.C’~ 2.00 3.00 4.00 5.00 6.00 7.00 7.00 8.00 9.00
100 1.00 2.00 3.00 4.00 5.00 6.00 7.00 8.00 9.00 10.00

Based on Indirect Fire Casualty Assessment Table (Figure 13).

Indirect lire

Ca s-u ty St _ Fxanp]~
Si tu t io” :  T - ~’- c’~itrol1er has impacted the 105 artillery sheaf on the playing

surf a ’e as rec iuestcd by the defens ive player . The controller
Indicates ~l2 rounds , 105 , VT ” to both players . The controller then
counts thc nu:r~’:r of men under the sheaf (6 attackers In the open).
Referring to the Indirect Fire Casualty Assessment Table (Figure 13),the
controller notcs that for 12 rounds 105, VT , open conditions , 60
percent of the personnel under the sheaf will bec~ne casualties.
3y thc chart abrive ,4 attackers become casualties. (The remaining
2 attackers ~‘i1l bc suppr~--cs -d 1 rinute .)

15 - -
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- i , wh i c h i -  in~~- rLed in the slot . The harr ier  wa~ kpicted in
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“

Pli~ye i I t~ e tho l r ~‘‘  r o e  n~d and ~ c a1~~n5 syste ma to obtain a military

-~- 1 ’ . t~~:c I u - ’~ t r~i l I:’ ing c u  in fo rce’- . while attempt ing to minimize  friendly

c - - ~~lttes . Vor example , dcIender~. c:t ~~ aehieve an advantage by placing defe nse

~‘s in parapt-~ fox hole 1~~~i t Io n.s ~ ith overhead cover for added protection from

in direct fir’ Note that ~&~ i ~~ r ec play nothin,~ more sophisticated than parape t fox—

d~-~-, with ovc rlv ’.~d cover ( ‘) IR ’ ) shou l- .1 he a l lowed . When TA—Is are used , the

player i .  res~x~n sihle  foi- d r a~ ing the ~‘. ire (us ing  a grease  pencil) from plx ne to

on ti ’ - p~-tv ln g ~‘u rt.u-~- - ll (- also draws the foxhole ix sltlons on the playing

surface ~ lth grease pencil . These should not Ix~ large r than the examples given..

Pa rape t Foxhole Parapet Fox~~Ie 01-I C

LI_i 
-

The deo- - r ~ è - -’ e . ~ fl I~J S t t ’a l i ,, l.tui 1~ elements ” forward of the primary

k’Ie ’~c Irts l ’,on , t~ o~iacrye &uid detect the location of the advancing enemy for

ncutrali7ation by Ind irect Ir e , gains an advan t age . The attacker whe can avoid

enemy Indirect fire , and t lni~~Int the location of the primary defens ive positions

for neutral iiatkm by indirect fire , gains an advantage .

10
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2 (‘(‘~ -~ I~~il, r ,. -u ’

The ~- ‘~ r~t rolI~- r ’ i l ’ - - r uu i u l  to the ~uct ’csuful use of the  Tactical Opposition

l ’~ic cont roll ~’ r -
~~~‘ ~r d -.n~t ts - - all the el em ents of the l~~L tne , and is an active

but ~~~~~~~ r t  Ia ’- ~~ ~ of the • t i f l C  t~f l V I  r~-~i : i t - n t  for playc-r partieip~nts . He relays in-

to i’i~i:ttion tli :~ ~ uul - 1 he . - -
, ii red I ~ any of the playing pieces representing men and

equipment . fl- assun)c —~ ft’ rok~ of con,mander and subo rdinate for both players.

lie dcl iv t ’rs i ml i  ri-ut f ir e  :‘. both pl~ v in~ i faces , and asses es casualties accord—

ir .g to thu rules of the ~~~, i f l  e . He a’ - t to pre vent either playe r fron i violating the

rules of tl ~u g : i i i w , an d a t t - ~ npts to l.cep the pace of the game at an acceptable tempo .

In su m e i n a r y , ~h~- !- .~i t 5  of the controller are many and varied. The basic

lou ~ious he must j~ ’ rl- -- r ~ u be fo re , dur ing,  and at the conclusion of each game are

lis ted belov. and di~ c~;s .,~ in detail In the following paragraphs and later subsections .

o Issuing OPOHDS

o Establ i shing weathe r conditions

o l v alu at ing ~~fcnsv and offense plans

o Adv ancing t im~.’ f r , i , u - ~

0 1 val  i ! u i ~~ fl u ’’~- ’ t n ( ’ I I t

o ~:valtiating and rC iEr t la ~ d(’tect ions

o As’-~tu ;-.ing direct fire and mine casualties

o Asscssing in-i i rcct fire casualties and supp ression

o Co nducting a f t e r — a c t i o n  rev iew

- -
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4.2.  1 
_______

Prii~’r to th e ~- t  ~rt of each g aru e , one pl ay e r  in ust he assigned the role

of off&’ n~uc leade r and one the 1 - I t -use  role . The coni r( ik’r must then Issue in—

for m~ul OPURL)S t° each pl;uve r . At this t i m e  he ought to specify how many minute s

the players ha~c to p lzui their i n i i v i d u ~ l ope r ri t ions - Th i s  is esp ecia l ly applicable

in th e case of the dL ’fensc lead er—— i f  he ~&urc  given u.s much t ime  as he wished , he

could conceivab l y take up to an hour to establish hi s defe nse - It is recommended

that in in i t ia l  gnaws , play e rs be given no more than 20 m in i~ es in which to plan

their Qperatiuns ; in laW r~~ t :i’Cs , as players bccom~ more profic ient , preparation

time ihould be Linitud to 10 r 15 minutes. Finall y, the co ut roller should set a

time by which the attack leade r must comp le te his assigned objective or mission .

Operations Orders (OI~)RDS ,i are not provide d with the game . If they

arc desi red , they s& uld be prepare d by the un it  commande r or his designee .

Normall y ,  however they are left to the controller , who provides enough Informa-

tion oraLly to sot the stage for the ga me .

Misslon ; can be va r ied fro m gnmc to game , but the Init ial  games should in-

clude simp le a t t . ~- - and de fcn ’.c missions, in issuing the defense and offense

missions the following elements should be considered:

o Are as of Ope rations. Sector hound irics for game play are

marked on the maps . The controller must Insure that defe nse and

offena c sccL~ rs ‘~match” so that an engagement will  occur . These

bouudai’ics should be di ’au-n on the m a p  surface with a grease 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ -~~~~~~~~ - - - - -~~-
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2 (‘ou. ~ - ft r u -,~~ ‘ - !,.ht

The t on !  m ’ol Lu ~~~~~ i d  - u - ;  i - ru e  i:~l ~o the s uct ’csu~ful use of the Tac t ical Opposition

Ext~ re is - 
- The etintrolle r cooi’d :natt - all the d c  mitent s of the game , and is an active

but i u . u i . ~ r t  i ~ p:irt of th e -one envin n:ntmut for player partici pant s . He relays in—

iu :it iou t lt t ’ v. ould he m red I ~ any of the playing pieces representing men and

e9uip ment . !~~~‘ : tSSLif li t ’ s (!:c~ rOt L n of commander and subo rdinate for both players .

l ie delivers in li rt-c t fire :~. beth 
~

l
~

yj
~~ 

surf:&ces , and assesses casualties accord-

ing to the rules of ? } ut ’ ; : ; tu:c . lie :i -t ’ : to prevent eithe r player fro m violating the

rules of t l~ - game , and attempts to Le~’p the pace of the game at an acceptable ~~mpo.

In SU l u r n a r y , the !‘.~ u-~; of the (‘out roller are m any and varied. The basic

functions he m ust .~‘r f e rm  be fo re , dur ing ,  and at the conclusion of each game are

liste d belo~ and discusse d in detail In the following paragraphs and later subsections .

o Issuing OPOHDS

o Establi shing weathe r conditions

o Evaluat ing  defense and offense plans

o Ad~ anc l ug I r n .- f r am es

o ~~:i)uatirig mov~’mcnt

o F:valuatiiig and rcjx rt tng detections

o Assessing di rect fire anil mine casualties

o Assessing indirect f ire casualties and suppression

o Co nductIng after—action review

17 
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4 .2. 1 Js ~ t u !~_~!~~ t i - O r !  r~

Pr i~ r ~ the — - i . ~ ii f each game , one player  m ust be assigned the role

of o!tt ’n~e L ade r and one I It -  i~ 
- Ii’ nse ru k - The contr oLle r must  the n issue In—

fo rm al  OPt )Hi ) S to e tch j~ avt - r . At tl~ ’. t i m e  he ough t to specif y how many minutes

the playe rs have to ))l~u ti,t ir im- ~ t iv i ( fual  op erat ions . Thk ii~ especially applicable

in the case of the Ji -ft ’n ~-ie lca~k i’~ -i f  he were given as much t ime  as he wished , he

could conceivably take up to an hou r o establish his defense . It is recommended

that in in it ia l games, players be given no more than 20 minutes in which to plan

their operations ; in later gamues , as players become n-iorc pro ficient, preparation

time should be L im i t e d  to 10 or 15 minutes.  Finall y, the coatrollor should set a

time by which the attack leade r must com plete his assigned objective or mission .

Ope ra t ions Orders (O7VRDS) are not provided with the game. If they

are desired, they should be prepared by the unit commander or his designee .

Normally, however , they are left to the controller , who provides enough Informa-

tion orally to set the stage for the game .

Mi ssions can he var ii ’ t from game to game , but the initial games should In—

clucic simple a t t . ~ - - and de fense missions. In issuing the defe nse and offense

missions the following elements should be considered:

o Areas of Ope rations. Sector boundaries for game play are

marked on the maps . The controller must Insure that defense and

offense sectors “match’ so that an engagement will  occur . These

boundaries should he drav n on the m a p  surface w i th  a grease

18 -
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pemic~ I - T u e  l~ ,LI I Id .~~ ’ I&_ ~. it~I~t i ~ l~t~ gz~nie mn u dule . For the

p 1 :il& x n at ta t-h ~ ~~ us ~l uloc’n—minus defense , toe wid t h of the

beunda ry I :tne SIIOUJLI i’e tic fst ceo 200—300 ow!’ -rs . For the

c ompau y— m inu s  itt:tek vs . p latoon--minus dcft’nsè, the width

of die t ’ou mid. i r v l:um e should h- Lx: ’tweeu 500—COO meters . An

exam p le of L inda  r ies for usc ’ in game pl ay at Figure 7 .

o L D &  U . The offense ’s line of departure ( LI)) and line of

contact (LC) should both be at his end of the playing surface ,

I. t -  - , th_ line past which he will initiall y mnuv e his play ing

pieces .

o Offe nsive Oh~e~ t ive .  This should be a prominent terrain

feature Located at thc extreme opposite end of the playing

su rface from the offense Leader. This arrange ment will

insu re contact between defens ive and offens ive forces . The

attacke r s  oL~ective is not related to the defender , who

c:’sbllshes his de fens ive positions where be thinks best.

o Defense Mission. This should include the entire defensive area

of operat ions ; the defense should aim to prevent any enemy

penetration of sufficient strength to consolidate the aflack

objective .

o Ass~gnment of Fires. The following number of indirect fires are

suggestod for c~ ch attack and defense player~

19
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81 105 or 107 (not both)

Mou~i i~ 1: l’ l ;t t o ’) t t— !111IiU ~- ‘. plot OO fl 40 GO

Mo kil c  2 : i ’l i t’  ‘a - corn i aflY — imn u s  80 120

) t i ~- r n~ is . - ii ‘a ~ , ~uch ; 1 - ~ d i i  , n’t r~ ‘ ,~ i .t d e , amid ex i~loit a t lOfl , may be

~fl ‘-i i , 1~ c~~ ’ ~~~~i~ o- . l lmt - un i t  comn :i .ouI ~ r , bo~~evCr , roust be care fu l in

sP~~•~ Y in g t - m i ~- to I ) -  (- ) l i t l t  m n~ t , i  a misSion , or the game may result in an unreeolv—

able s itinitl on .

4 . 2. 3 I-:’t.tbl ishinjL~~~~t h Cr C0fl ( li~~
fl5

Weat i ,er -o n !~t ions  ( in c lud ing  win d strength and direction) are specified

by the coti~roiICr  ai~ l shoul d h -  l ia ~;ed on the actual  weathe r conditions outside on the

day the ~;ime is 1 l ;~yciI . This w i l l  a l low variat ion and ohjcc~ ive determination of

tteathc r ~ o;-i~t i t L O f l S  in g :ii : e p l~iV . l- x :ict weathe r d:ita can be obtained fro m the local

phone company . -

4 . 2. 4 E v a lu a t i n i~ ! LcflsC Rfld 0~~en5e Plans -

In orde r to control the game objectively , the controller needs to know

both the offe nse and the :ief~--n~~’ p lans and , part icularl y ,  what action each will take

on m a k in g  — -‘r . ta i t wi th  the enemy . He must , therefore , confe r with each leader

in divI duall y ,  but secretl y, pr ior  to the start of the game .

4 2 .5 Advanci~j~Ti ’n e F ra mes

The controller begins the game by stat ing to both players , “The time

is now 1400 bourn~’ (examp le) .  This may be the current time , or one selected by

the attacLer or specified in his OPORD . The controller then specifies a time

Inc rement of betw een I and 5 mInutes by stat ing , “The t ime is now 1402—take 2

21 
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a s i t  :~ ‘ ~ o i i i :  of at ’ . ‘‘ it  is n~corti  mi te ts ’kd th;sf t h e  t i m e  inci - t -rncnt s be long e r

(.
~ 

to 5 n - - ) wh en it s - . ‘ I - . t i tUS to ti - cont i~slle r tha t  U i - - re is no p o ss ib i l i ty  of

an ‘ - :i~~a~~ - - 01 tjt’tCe t ~o : or othe r i- - i  lois (don ’t fot -~~t - t nr t  t i l e  i - , ) • and sho rter

~J m n n i ~~ - , or  t -
~~~-n  I n  ( ) 5 ~ ~; n k  ) i’ ~u ’~ -n ~ . s ; : e Jn -; Y S  or  d i i -  -t i on s arc Imm i n e n t .

The lomi ~er t i n e  tn~ -r ’- n i t ~ ! - t~ I I  t i t id  1’’ ‘.p~
- ~tte ~~, 3 Y  play , e,d the shorter t ime . -

1u - r ’ - m t n~--- ~
- - i l l  i f l c ru : t .  

~
- p l a , - o i i j e t i — - d y .  l i o v -evs i , the corn o i l e r  should be

not to ~~i \ e  li-i i’~: i i  s l v ~o ! i i ;t1 y ,  i . i . , long Itme incre mCfl t~ should not

a lw ay s  be iudi :tt iv i - - of i i i  - di- U-t -Y ; o t l  r •mtt ~ i-- l , nor short m i - - S c  mcnts of imminent

cn~ ag~- n t e n t  -

The cont r oUt r m ust  record i-aeh t im e inc l-enwnt so that be will not lose

t ris~-k of ga~m -.c t i n - ’i - , or I to i n f l -  c t  mm t i : r ee t  f i r -  miss ion . This can be done by

marking each ii  ~~ j u n  t t  r id on ft ’- i - t n t  F 1 ii- r playing aid , Figu re 6 .

4 . 2 . L % a l u n f l r j~ M ov e me nt

After  a t ime iu ’~ r. ment has lme n given , the offe nsive player can begin

to move his play ing  pieci  s. The i~ - 1t-n. - iv e  player  may move his pl ay ing pieces

if li-i’ so i -h it - - .-.~~~ W hen mo ve mt -n t  m i - .intplt- te , the controlle r must determine whether

a player has ( X t ~~. k i  liii - t : nns  any ~i 1:s  ing piece could have moved

dur in g  the ( i n n -  i so - r emen t .  This is done l v  t-~ ft - r r i n ,~ to the R ate of Movement Table ,

Figure s~ Rate s of movcn-scnt indicated in the Table have been tested in the field

and reviewed by experienced infan t ry officers . Speeds should be reduced by one—

half in d i rkn c~ g.

22
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4. 2. 7 1 \ : d w  in H~cj ,~ r(~~~~~l~ ets n T h e - ,

The ,~~ t : L t ~~~~~~ t ;st \ , i n ~~5 t i l t s  t~~~~: l~ - s ie ( i - i - t t - iI S a t -  F l - a s ’- . - with unit size ,

n ) i  Si - lt-\ i - I , antI speed ol l S \  C Ii - i t  - ~~ i( ki  i i  0 j u l  t (’ : i t t s the detection distances

or the ‘~~~id t i S : -  - - n i t ~r-iI ~l:t : : i t s . The o u t  t o u t- m i n n - i ti- u to the J)eteet ion

(~~ -~~~ t i  t~ _ u 1 i - ~ I t _  r in se ~i l ’ - ul pieces nrc det et -ted . Light con-

d i t i o n —  .in i -
~~~~ i -m t - s i t  rn ’i-s : s s -  : s :~ Ft : e 1  eon -  ide rat ions irs  ii is determination.

Tin - i-
- - u - - I l l  r s~ - , u i i i i tct - n t ’ . - auditory detections to the player by

po in t sn ,:, and i~ n t  tag a note i -tn I s i s :  “This p iece hears moving t roops/a vchIcle/

autom -it - - u n —  or wh a t ev er , in t h  t~~ a r t - a  or in this direction , ‘‘ but the controller

does th i s  I . if U -  isiece L:L; a c o u s i u s t u u s i c a t l o n  device ! If no corumo is present ,

the on t t s ~l l t  r s!, altl ca rt - v out t i l t - mission of the playin g ~iCCC . For example ,

If the j~~~~~~~~~~~
j :~~ of (r oan w ith M—203) Is to observe and repo rt , then the controlle r

should move the p iece at :s r e a l i c t i c  rate of speed via time inc rements to a loca-

tion where the in formation ran k- conveyed--i .e . ,  to the piece representing the
A

play er  or FO w i t h  co rnn: o~~ J 9( man ~ ith M - - l t ;  and I squad radio). Example 2: If

a piece (mil a n ~ ‘h M — h i ~ i s - I  M—7 :U h i - :  a mission to engage bunkers , then the

controller  v- U carry out t P . - s n i s s i o u m  a- - he believe s appropriate .

~‘Isual detection s of infan t ry are indicated by placing cue pieces on the

player ’s map at the infan t ry loc at ion . Use of these pieces expedite Information

transfe r . The controller , without speaking , simply placea these cues Lu their

exact P~ s i t u , if the opposing player would be able to detect the infantry .

It is i i  . jI )  rt an t i t t note th at  at night visual  detection distances are re—

duccd by one—h a lf  P a. sound detection remains the same .

2-I 
-
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T u e  eunt rou t’ i’ nss.nt ii att ’h the i - iay - rs i-arc!ully to t *-t sure that they

do not i - .~~~~
- t - i - t I  t i ’  ~

n-s -
~

- i table 5 ‘- c s -is . Hi s  eyebal l judgm ent is gt~ne ral l y accurate

enough , tI~~ngh 1e ,-av une a gr id  rule i f lie is U i i S t l t- . llo w i -- , - i , const an t

unc at— uni - isu -ul s ~ i ll tt ’wi t i ~Io ’~ the ~~5i Yte , a i s i  liii’ coist ro lit r : ; Iu su i s - l  learn to rely

on hii ; i t t - a i d e d j t i I~’ ‘se nt as oon as ix)ssii) 1c

I f a player  t i t u s . 5 ( 1) fliOVi’ isis pieces less than maximum distance ,

the i-ontr oller should ascertain l o w  the pieces are moving. For ins t ance , after

a short sk i rmish , the defen sive player m a y  choose to ha~c his people crawl.

if the player  does not i n l o m  is the controUi r of h is action , the controller may in-

correctly ai—sumv that ~he mcii i- i -pci -t en t ed  by the playing pieces are In an uprigh t

po s i t i on , and th er ’ - t t i e  s- as icr to detect thai~ II thev w e r e crawling. The con—

t r i ’lk- r should he apprised not onl y of how a player ’s personnel are moving but

in what  formation they arc moving (l .c , bounding overwatch , file or column),

and he should kno w the distance between members of an advancIng element , The

manner of movc n-scnt is ext re m ely important  when determining whether any

pieces could be detccts -~l I~ l iii ’ op~x~t i~~ force , or when assessing casualties from

di rect lire , i~ dti - is-t f ire , OF ant i—p ersonne l  mine s , if either force could have

detcetc i any m ovement ot sounds of the enemy ,  the cont roller conveys this cue

to the appropri at e play cr  by pl acir-ig cut’ p ie ces in the proper location on the

detecting playe r ’s playing surface .

When moving pieces encounter , ditect enemy , or are dete cted and a

f ire engagement beg ins , the controller must resolve thi s eiv;a~ement before move-

ment  can continue.

_ 
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F igure 9

INFANTRY DETECT 1O~’J DISTANCES--
VISUAL A ND’ - SOUND~ ’ -~’

h at e  of tVi~1flFR or P1[tI
Travel

_ _ _ _ _ _ _ _ _ _  !J~~n 3 “ej~ Fi r-e lm - Squ ;i d Plt
MtrsJMin. WO0DS~ HEAVY RRUSH _~V isua1 Detection Distances)

0
(not -

~noving) 5 1~ 25 35 48

25
(crawling) 30 40 50 70 100

50 55 65 75 95 150

75 80 90 100 120 150

100 100 10 7 120 135 150

200 130 135 150 ‘150 150

C r I N , HICH GRASS (Visual Detection Distances) 
-

0
(not

f t - t - o V i I i O )  10 30 50 70 100
25

(crawl ing 60 80 100 150 200
50 550 650 750 950 1700

75 800 900 1000 1200 ‘1800
10’) 1050 1150 ‘1250 1450 1850
200 1250 1325 1350 1600 2000

a/ In dar k ness , reduce v i sua l detection distances by ¼;
sound d i s t a n c e s  ren a in  the same .

b/ Sound dc ’tcction fo r  m&-n on foot w i l l  not exceed 300mm.

26
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4 . 2. S Asss -’ss s i t ’  1) tni ’c f  I; re i t i  Mine_(‘;tsut - s lt ie~1 and Ik~tection of
l’i rui~ W - . s n  1~~catio i

Controllers ‘~isiu! d re fe r ‘ - s -  the Weapo n Cit :ar acterist ics/Ef fecta Chart ,

‘ , to determine tit - - - normal ef ft ’eI i ~~-nt - s~ ran~t’ of direct  f ire weapons -

T h i s  ‘~ h a m - t  a 1t -~ - s- ni :stn ~ cII t - - t i v c i w s ~ data  for ant i—p e rsonne l mines and hand

grenades . This i n f or m at i u~m i t - ;  pro~- i~k-d for plann ing l~urpost’s and to acquaint

jx’rsonne l ~ i th  th e e ffes - - t i v s - - t - . -  - - - of ~ eapons in norm~i use . It must be remembered

that efli - s-’ t i ~’eiit-ss it - ; downgrads l unde r conditions of limited visibili ty and in wooded

areas . The ranges p r o v t - l s d in the f igu re are based on actual  experience under

op t i m u m  cond ition— , i n ht’a~t - i l v  wooded t er r a in ,

Prob abil i t y  of h i t t i ng  the t ar~~-t deem-cases as the range Increases.

This was t aLen into accoun t in the design of the Hit , Casual ty , and Detection Table

(FIgure 4) .  To 1s t crm lnc  the probability of a hit (or detonation of trip—wired

mines), the controller must use the Hit ,  Casualty , and Detection Probability Table

in conjunction w i t h  the 10—sided die . Sp ecIfic directions for use of the Table are

on the aid itself . The Tah ie also shows how to determine whether the location of

a f i r ing  Ws - s~ o~ i l t ~~t i c .  n ds-~s- - . ~~~~~ b forces receiving fire .

4 . 2. 9 Controller -Jud gment

Subst ant i al  e f for t  has been devoted to the development of controller aids

to Incre ase game objectivity. There ~ ill be occasions , however, when controllers

must make personal j udgment decisions conce rning weapon effective ness, detection,

- 

- and engagement outcomes. Such judgments must be based on controlle r experience

and will bec’omne a part of the dh’-euss ion of the After-Action Review (paragraph 7. 0).
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4 .2.10

(‘om n I n m u m i c a i t s  mis k -t~ ~‘t-n the s- - o mi t  rt)lle r anti (l ie p l aycra arc necessary

thro u~ h ‘a t the i~- .i.nt - . It m ’-i t - iso  n~ - ‘- -ss :t - v that commun i , -ations on each side be

~~~ ‘c a m .s- from the op~-~ot-; t t i  t i  - The Ix-st T ime t hoi , cons ide ring security and cost , is

w r i t i u ~ note~: . rhL-~C fl~. v i~ - w r i t t  ii ~-, i i i .  grease pencil on the backs of the two

plat -- ;t R — ( f lCafed  imlsi:i~ning n ap:;. (i~ o~-c~~ ions whe n the opposition Is already aw are

of the m n f u r m a t i c i ~ , it can ise ,~iv ~-n by word and actIon. For example: “You are

re ce iving fi re f rom here . - , (Accom~ anicJ by pointing).

The contr c- ’ilt ’ r mL ’st prov ide onl y that information which the pieces

could hear or sec , and then uiìly if communications equipment would be available

to ri- l ay the informat ion to tre  eornn~and .t-r .

PRC-77 radios may be used as an alte rnatIve method of game communi-

cations . In that case four radios are needed : one for each player (on diffe rent NETS)

and two for the controller (one on each of the player ’s NETS). This configuration

requires the controller to sh i f t  from one radio to the other throughout game play . 
—

Should the player want the control ler  to come up on his  push , he must signal the

controlle r . Cues can be given to playe rs Isv the controlle r over the radio , as can

indIrect f ire nui c stoo s . Ik-cau~e of the close proximity of the radios being used ,

the frequencies must be as far apart as possible to eliminate the possibility of over-

riding frequencies, It is also recommended that players use PRC.-77 headsets as

op;x~ced to handsets. This will  free the ~-‘l era ’ hands to move playing pieces, etc .

F~ r plugs or a radio p lay in ,- music as b~icL ground noise should also be used to lessen

the lik chili ood of j ) laycr s hear i ng one another ’s communications . When radIos are

being used , the controlle r should give cu -n using call signs which represent 
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a ’ Pl :iY~’rS ’ ;~I : i y i i i -. .ie~-e~~. Fire mis s io n  i’ s- i s -~~’~~t~ should be delive red and

n-uei\ .- uses - . normal  SOP, This exers--m ~~-s and re in forces the learning of

c omimmo i),” ct - s- lu i -
~ S -

a. 0 l~ .L)mEcT FII~E , (‘A~~~A LTY ASSESSMENT , ANt) IN DI 1~ l-X’T FIRE
St PPHESSION

A number of S i— m m , ~07—mm mortar , or 105—mm artiLery rounds are

prov ided in the inforns -a l  operations orde r for supporting each assault or detcnse

operation . The player can obtai n the support by requesting it fro m the controller ,

who also acts as the fi re dire ction cente r for each side . The request mu-st he

comple te , or delivery may be delaycd while the controller asks for missing eleme nts.

I ’irc requests are carried out k- the controller , who places the appropriate

fire sheaf on the playing surface at the locatk~a specified in the request. He does

this immedia tely af ter any direct fire eng agements have been resolved for that

time frame. Pieces wi th in  the sheaf may become casualtIes and surviving pieces

may be suppres - .-rl .

An ordinary mi ssion spenifying target location by coordinates will be de—

live re d in three minu t e s . Previousl y planned or regIstere d targets or adjustments

f rom a registered targe t w i l l  be delIve red In two minutes;  repeats of the last

mission or suI~~equcnt adjustments wil l  be delive red in one minute . If so desired,

targets ( 1~Ti be re gistered before game time . Fires “bold on command” will be

delivered mu one minu te  upo n final request.

Fire requests should contain all the essential elements of Figu re 11. Howeve r ,

unless the ~~a ino Is k- um~ used to exe rcise the correct pro cedure , the requirements

can be r~’laxe.I.
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F igure 11

IN D I RECT FIRE RE QUE ~~T a
~/

RE QUEST [L.LI ~ENT EXAM PLE WHEN OMITTED

a. Identi f iceit ion “Hot One 1 T h is is Never
- Red Dog”

b. Warning TMFire Mission , Never
Battery 2”

c. Target Location
and Direction Never

Coordinates Grid 712 684 direction
63 (magnetic )

F rom a known From Target A~ 1000
point “Direction 63 add

500 left 100”

d. Target Description “Troops in Open ” In registration

e. Method of Engagement “Danger close; VT Area mission
HE , in  effect”

f. Method of Control Adjust fire or fire Never - j
for effect. Either
can be “At my
comand”

~‘During gan” play number of rounds desired Is normally given after the
warning elrrncnt in term s of the batteries required ; and if not ordered
otherwise, the artillery will fire one round of liP and await adjustment
reques t -
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I

Adjus Intents are mad -‘ ~ ith refe m~~- iu-c to the obse r~er ’ —ta r , -ct —I inc and the

u’np :u-t point. In thene ~aui ~~ the OTL is - s t  imated in degrees h~- the pZayer

leade r , au. t  the j x ) tnt  i~; a lso ~ i~’t-u vi z ’  a ( — s - I i g i t  coordinate or a reviously registered

ar~cI . In the L i tt e r ‘-a - ~c ;t ty~th -al  t d i i s - —  t i ent might be: “Eros-n registration delta

h r s - -~ t io:t I’~O° atli 3u0 rns- -l s-’rs left 300 meters . ” It n-l ay be necessary for a player

t~ p o int  out his observer so that  tbe OTI.. wi l l  be correct.

Numbe r of m-oms-r ls is given in mul t ip le - s  of a battery or sections (such as

“Ar t i l l e ry  l5attery 2 , 12 rounds ” or “81 Mortar Section 2 , 6 rounds ” immediatel y

afte r the warning element.

Fi res arc delivered by placing the fire overlay (see Figure  12) down on the

pl aying surface . “Lro nt ” mu st be placed !orward~ this wi l l  insure proper sheaf

ori ent at i on.  The battery is assumed to be behind the player , fIring parallel with

the sector boundaries - l3oth players should be told where the rounds come down

If they t~ave men with communicatio n capability in a position to see the explosions.

Also , the number  ai.d ty pe of rounds impacting shoul d be identified.

Calculat ion of casualt te s has been simp lifIed through the use of a table and

calculation example on the reverse side of the controller playing aid. Casualties

are assessed by enter ing  Figure 13 with the mulUple of a bauery or mortar section,

fuse—typ e, and cove r condition. The intersection of these indIces will be the per-

centage of those personne l under the overlay who become casualties . A simpl ified

method of ca leuhmti ~ ,; casualties i~t on the back of the controller playing aid (Figu re 6),

together with a calcul ation example .

1j~T~.- e. a smc r for 11w controller and players to work from registration points . Early
gnn ~e-~ sboulri u~t’ the rn , sh ift in g to coordinates later to provide map reading
op $Ii ) r tu nUI es, ~iid to s- ~- is-ow the increased delive ry time *ffects operatIons .
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Figure H

IND IRECT FI RE  LLQUEST aJ

REQUEST FLIMENT EXAMPLE WHEN OMITTED

a. Ident iu icdtion “Hot One , This is Never
Red Dog ”

b. Warning “Fire Mission , Never
Battery 2”

c. Target Loczition
and Direction Never

Coordinates Grid 712 684 direction
63 (magnetic )

From a known From Target A~ 1000
point “Direction 63 add

500 ‘left 100”

d. Target Description “Troo ps in Open ” In registration

e. Method of Ingagernent “Danger c lose; VT Area mission
HE , in effect”

f. Method of Control Adjust fire or fire Never -

for effect. Either
can be “At my
conmand”

!~
‘During ears-” play number of rounds desired Is norm ally given after the
warning e’lrrient in  ternis of the batteries required; and if not ordered
otherwise, the artillery will fire one round of WP and await adjustment
request.
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Adjust nients are ,natl ~ ith re Ic re-nec Lu the oi~sc rver —t : s - r , e l—i inc and the

im~ act point - In thc~:e l~ans -cs the OT L s - .  c- st s-mated in degrees i ,  the player

) e ; s - th - r , nit - I  the point i:; aI~ o ~ivt fl Vi :’ a C—d igit coordinate or :t previously registered

target - In the lat t er  ‘a~ a typ ic:s - i ~~flI~ t i t ’n t  might  be: ‘‘Front registration delta

is - r~-~ t~ ’:’t fl~0° ad ,1 300 nht -u ’ r~ le ft 300 s-ne -t ees , ” It may be necessary for a player

to po int out his observer so that the OTL t t i l l  be co rrect.

Numbe r of rounds Is given in mul t i ples of a battery or sections (such as

“Artilk’rv flattery 2, 32 rounds” or “81 Mortar Section 2, 6 rounds ” immediate ly

after the warn ing element.

Fire-s arc delivere d by placing the f i re  overlay (Sec F igu re 12) down on the

playing surface. “rront” must be placed forward; this wi l t  tns u re proper sheaf

orient at ion.  The battery is assume d to be behind the pl ayer , firing parallel w ith

Ux~ sector boundaries. l3oth players should be told where the rounds come down

if they )~ave men wIth communicatio n capability In a position to see the explosions.

Also, the numlrv ai.~ ty pe of rounds Impacting st~ uid be identified.

Calculation of casts -alt i t s  has been simplified through the use of a table and

calculat ion example on the reverse side of the controller playing aid. Casualties

are a~ st’ssr d by entering Figu re 13 with the multiple of a batte ry or mortar section, -

fuso-ty pe. and cove r condition . The intersection of these indices will be the p er—

centage of those personnel under the overlay who becomc casualties. A simplified

meth. d of caleuhiti~ g casualties is on the back of the controller playing aid (Figure 6),

togethe r with a calculation example .

Ti~Tc ea~s - ic r for the controller and pl ayers to work from registration points. Early
gante~ should u~e them , sh i f t i n g  to coordinates 1ate~- to provide map reading
op 1i’rtnnities , and to se~ how the increased delivery lime affects operations .
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Afte r a sess tug tu J ir ect  fire- cu s s - s -alt s- ..-s , (Is - i- eos- t ro l ler  ns -~ t appl y sup—

press ion ef fe c t’ - Vs-gi s- re 1 .~) to those p’ - r s -  s-~s- iel wider the in dir ect  fi re sheaf who

do not I -on~e rasua i t i e - - . Sup t~1t ~-~~-d p er~-o nncl are consi k- r -d to be disoriented

s-i i -ann  t . r ! t i - i ~’ s- U’ in b at ik  a c t i v i t i e s  for the t imes  indie s-I I in Figure 13.

p~ r sunnc l w i l t  s-io t respond to commander ’s orders , wi l l  not advance

or f ir e  their weapons in comI~~t , and wi l l  surrender if ~~ven t i e  oppo rtunity .

Su; ; rc~.sed pe rsonnel art - u l lus te t l  to r etre a t  and/o r use cornm ’wicatio u equipment

not destroyed .

5. 1 Ind irv -ct F i t - c I - flirts

o S~~cial lmportnncc——WP resu lts in casualties. l’ o~tcver , casualty

rat e pro port ion——Figure 13 open VT con dit ions— should be reduce d by

one—half . WI’ wil l  cause fire on dry grass, bush t errain , frame houses ,

etc . WP wil l  not normally penetrate overhead or hard cover, or -

adversely affec t but toned— 4p armore d vehicles. However , it will

burn it-hick- t i r e s ,  I l l umina t ion  and I I C  wi l l  not result in casualties

in game i~
t ’ty.

o Ant i- 1x ’r ’-onn el Min es .  Ind i rect fires ( l i E - ’Pl ) )  fa l l ing on Claymore mines

set up in boobytrap or comm a nd mode w i ll affect these m ineE - Mines or

tri p devices which arc within the overlay will be multi plied by one—half

the Pt) 1ope n proport ion to determine the numbe r of mine s activated

or neutr~tl ized . Gene rally , there must be at least 6-12 rounds to affect

the rninc ’~~. T h e  controller indicates secondary explosions to players if

(he y are in a j io ss-t i on to hcar/obscrvo rounds .
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FIGURE 13

\ INDiRECT FIRE CASUALT Y ASSESSMENT
~t)I.1IP~~S OF ~ MTTE~Y 1 2 3 4 S

g as’’ . ~E~ 1O) 2 (6) (12) 
6 
(1~~ 8

(24) ~~(3n )

FUSE ~~~ V~ PD DC VT PD DC ~T PD DC VI PD DI VI Pt) DC

OPEN 2~ 15 t- ~ 50 30 90 75 4~ 100 100 60 ~~. 100 75
‘*RA PET FC O’..:~ ~5 OS J 4~ ~O 10 60 45 15 - 80 60 20 100 75 25

‘~ ~~~ 00 15 D-~ 30 10 10 45 15 10 60 20 15 75 25

u - ~~4’~~~~1e ~~rt’ (Air B~ r~.t) ~D.Po~ r- ’. Detonating Ci el-t ,, ‘~~ne Action OHC.Overhead Cov er

FIRE DELIVERY TIMES
A. ~ar .4c- o~ 3p~ort-j r~ ty  ~~ r~ d Coor dina te s ) - 

3 minutes

8. Fc’F , R5~ 1’.tration . A tjre r.t fr~
gn Regs-~tratioit Point , P - planned Fires - 2manutes

C. S~...t-~~ent a~ijustMents to A , B. above - 1 minute
0. ~~i Co~imand Fl r~s - 1 minute —

FIRE SUPPRESSION/MINUTE INCREMENTS

_____ 
1-3 6—12 16-24 30-36

- 1 2 1

F zholes , 014C — — 1 2

Suppressed personnel are disoriented and cannot participate in batt le
a c t l v l t l e %  for the ti~~s Indicated .
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o ~~~~-~- t t a r i - i . As - s - t -  \ t  I t - f l 1~~~
- am oun t of ;tu ~~s - l J 1 r v  i~- s-eqii ir , . ,d to h,rvec)-s-

~ s - s - t~~. Th~ • i t s -  ~~~~t t -  - j i l a ~ , ~~ i t~~ y, ~l I nut n o r t s - s - a l ) v  I.- - brecebed by

mo r t ar  ol’ ar t  ) - s - - v  -

o c~ - :.!~ -
~~~~~. -\ 

~~ ;r o ~~~s - t e u  . :~o or abevt ’ v - I ~l 1-e s t  I n  one i~ divI d~~ 1

- :s-s~~t -~ 5~ aS a :t~ u~ lt ~ :n- i s - c  ni ’,vcd frt’i~ ~~ ~n( ~,I ay .

o I h luzo in .- s - t k n — s l /  I ~~
‘
~
‘ ‘1u ~i - I I  ins -n it ia t ion round ~ i~ i l ium s-nate  an are a

1200 i ,r t r  r~ in if ~ .t t ~~- ’ t - r  on a clear night . On lo,~ ~v ‘ r a iny  nights the

ar c a  i l i u n .  a~& ’d w i l l d~- - rva~ i - to 400 rs-eI~’~ — in ds-ameter.

o l ’ s -~~j ect s - k  j i ~~ure~~~h a r ;u - ’~, r~st i c s

~~~~~~~~~~~~~~~~~~~~~~~~~~~ Black ?nok c disco lored by

di rt . Ii u .J  i ’la .’~t c~ ,i be heard lot ’ n~i l es

I~~~~ M ino ~~~~~ ), i Ik ’ h~~~ h - ’uqc . Ens-ptlon o f a ve rtical column of

eart h , ~~s-y l i t t i c smoke . l xplos~~n is mumed , audible for 3—5,000

meter s .

HF~~V I .  l - I . ~~~, sharp explosion , puff of black smoke above the

WP : 1 o -  - - (  1 -  r- i~h i a n (  w h i t e  smn h.a’ , bu rning phosphorous,

Small h);t1i 0 ~~~~~ of phosphorous arc read u p v a r d  and outward -

as a pil lar of sns-oke form s and r ises , May be visible ~or great

distar cs-’s at s- si ght . Is audible to 1000 meters .

5.2 ~~ _~s- s- I ‘ oti ’ t~~ j Ic ’-  ‘~~~~ ‘ -
o Whcrs - a s-y e r - a -- s -’ - ( i s - c  • wat t the required time interval and

the n delis -cs-- s -h - rounds on the opposing player ’s board . Next, delive r



1 
-

the rounds on s--’-~ 1a--’~; t i ng  is-I ave i ’s board us - is- i  s - n d is -.- .~ ‘‘Splas h ! ‘‘

A s~~-a- - casualti es to ix~th sides as aj~~r oprs -a tc .  indicate ~~nc’ra1

n u n i l u .’ r of round~; ~o each 1 a~- r .

o if a Player lc - s - k - s  to ~ ith-iras ’. an ar t i l l e ry  request, he must do so

more tha.n one minute before it  is to I*. delivered. Otherwise , 8plaa h

thc rounds.

o 11 a pl ayer does s - ’ ~ indicate s-s-umber of rounds , type, fuse sett ing ,

etc . ,  provide one markin g round , ~VP , at (lie ri -queste d position .

o If a p lay er  asks  for onl y 1 or 2 rounds , assume that impact will be at

the center of the overlay .

6. 0 VICTOIIY CONI)ITIONS

The game should continue unti l  there is no doubt in the controller’s mind

as to the outcome of the battle activity . Categories of outcomes are as follows:

Platoon-Minu s Defense vs. Platoon Attack

o Destruction of the a t t ack ing  o Destruction of the defending
force and, ’or rt ’trcj t of the force with the survival  of
attacking force , at least 1 squad of attackers.

or

o Penetrat ion and/or bypass
of the defe ns ive force with
survival of at least ~ of the
attackers.
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Pl tt t a:~ 1k’ fense v-i, (‘ons-pany— MinUs Attack

o Ih- ~ s - Us -  I s -Ofl (.1 th e attack lug o liesi ru~ in of the defending
force ; s - s - i:1 ‘or  r etr eat of s - i .  - force v- th  the survival of
attack ing fo i’ct . at lea~:t 1 p latoo n of

attacke rs.

or

o Penetration and/or bypass
of the ~t~-ts - -ns~ve force with
survival  of at least ~ of the
att ackers .

As a it-n e nil rule . a t t a e k s - i s -~, !(‘rees will  wi thdraw when: 2 squads
become ca:-u.d t i - ~. s - n the platoon at ta ck and 2 platoo ns become
c~t sualt ics in the company—minus at tack .

Outcomes vs- hers-’ tx th side s are destroyed can be termed a tie .

7. 0 AFTER-ACTION HEVL}W (AAR)

At the conclusion of each game , an After—Act ion Review must be conducted

by the game part icipants. The normal sequence of this review follows:

o Once the gas -n ” is called , p l aye rs leave their playin g pieces on the

map surface aa I the v s - s t i i1  har r ier  between the two players Is removed.

o Fach player brie fly describe s his intende d tactics .

o What actually happened dur ing the course of the game is then reviewed

by the pl ayers and the con t roller. This Is done by discussing the

major occurrences in sequence. Alternat ive actions and potential

outcome should be reviewe d at this time to reveal bette r tactics, i.e.,

“What cisc could ~ou have dois-c and what might the outcome have been?”

38
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o The pros and cons of the tacUes and indirect fi re missions employed

by each p l.s -y s- -r should also be discussed.

The Aft er—Action Review is an imp ortant part d the effectiveness of this

ra ining te chni iut ’. The controlle r is responsible for leading the review, facilitat in g

the exchange of in formation and promoting discussizn s- by posing appropriate ques-

tions, e.g., “Why did you t ake this action instead of that?” Without his overall

pictur e of the game , the review has a tendency to be brief , and a lot of information

which should be exchanged by the players can be overlooked . If the training is to

be effective , the review must be considered as an integral par t of the exe rcise,

and must be conducted as seriously as the actual pl aying of the game .

The game controlle r should be aware of a potentially serious pitfall in the

conduct of the AA I1 . lie should remember that unit success (mission accomplish-

ment) La not always the product of good tactical planning and execution. Likewise,

unit failure (heavy casualties) is rX) t LnVMri ably the resul t of poor tactical planning

and execution. Casualties may occu r in any engagement when an individual or uni t

commits a tactical error. This is part icularly likely in initia l traini ng exerc ises

which are characterized by mistakes on both sides , When higher levels of training -
]

have been attained , casualties may be Inflicted by one fo rce or the other because

of exceptionally effective execution of tactical skills. It La possible , then , for the

results in a given situation to be attribute d to eithe r good execution by one force ,

poor execution by the other, or a combinatio n of the two. Failure to recogniae

these subtle distinctions ran reduce the effectiveness of the AAR .
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II~~~’ iii i~~;: ion accoi , ,~l s~ hmcnt  as the singl e crit erion for the cvaluat~~n of

t act icat d ’ssion ~ i .~si 1~ ~t Lt l l y dange rous . For examp le , suI)i~~se the leade r

of ~ un it , in a m~~ -efiaq U I’’ ~-o n t a ct , 1uid ~ly deploy s h i s  forc’c :ic ross a large open

are a in orde r to occuj v a i-ct of i~ey i t - i  s a m . This exc e l lent  ~,‘ : i t i o n  allows him

to ~uI~~e~ u cnt l y d efeat the o~~~ssing forc e . A sup erficial  evaluation of this sttua—

ion might lea -i  the senio r controller to conclude the AA H by re inforcing the leade r’s

decision and the un i t ’~; agg ressive movement. However , the anal ysts would not be

complete without a discus sion of the risl- that accompanied the decision. The unit

probably sacrificed securi ty to increase their speed. In the example situation the

decision rcsu ltc~i in success. On anothe r day with sli ghtl y different terrain and

against a diffe rent enemy , the unit might have been destroyed crossing the open area.

~~good AA R shou ld mak e all par~icip.ir.’~ a~~arc that there arc t~ “doctrinal”

solutions that always work. Eve ry decision I nvolves trade-otis. The goal in training

La to provide leaders with an understanding of these risks cosipled with a knowledge

of what has been successfu l (or un~ucct-s s fu l )  in .~imtaar  sittations .

8.0 A LTERNATIVE GAM i~. MO1M~I.LS

In add itsos . tcs the pr imary  game modules described at parag raph 2.3, extra

playing pieces save been provided so that various combat attachments may be used

in game p isy . For example , a Tank Platoon (3 tanks ) could be made available to the

attacking force and 2 add it ional M-4 7 Dragon antitank weapons could be provided to

the defende r . Such attachments can provide experience in the use of armor and

anti-armor we~spons In a heavil y wooded environment .
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In the play environment depicted by the game play i ng surfaces , tanks cannot

exceed 5 mph off—r oa d in forested areas (approximately 100 meters per minute).

On roads , tr a ils , open or gra ssy are as , tank speeds should be limited to 15 mph

or app roxI mately 400 meters per minu te . Alto rnauvc ly the LAW (M—72) and Dragon

(M-47) canno t be fi red through forested areas for more than 75-100 meters without

Impacting on t rees or brush . Note that large amounts of indire ct fire are required

to neutralize t anks . (Sec Figure 13.)

It is suggested that Imag ination be used to enhance the game to meet particular

needs .

9.0 TOX II - THE GROUP GAME

9. 1 Introduction

The two person game allow s pl ayer participants to assume all the personnel

roles associated with the accomplishment of a given i.fease or attack mission .

The player leader is In a “know aU-see all ” position rel ative to his subordinate

pcraonne l . As such , the simple game facilita tes the development of tactical con-

cepts, and the effective use of indirect lire. The TOX 11 exercIse requires the

in teraction of a platoon leader and a subo rdinate to accomplish a stated mission

objective. The TOX II enables player participants to become aware of the dtffl-

cultics assoelatod with:

o Communications

o Control and coordination

________________ 
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o J 1 a i I e r~- l i i 1 s  at~i :;u lX ~1 l 5 t i ~t t~ ii t t ( rftcIion

o I).,is~ t’ r (Iii ~t t~ -~ s 
~~

• )  of indirt- ’~t fire

9. 2 ~~~~~~~ - i~ 1~~
l’h i ~ I I  ‘t - ( r uu j  ( i i u ’  t~~~e~ ~ ,— l ) ~I 5 i ( 1~

)
~t I~ t , to includ e as a niinin~uin:

o 2 i~l :itoon le ad er s — one le ; tcJt -s in the att:wk , one leade r in the defcnse.

o 2 squad leade rs — one :1ttad~ su)x’ t I in ~ tc , one de fe nse subord inate .

o 1-2 controllers — one direct flrc controller , one indirect fi re

contr ller t ;~efe renee paragraph 2.1).

One platoon leade r as sume s the de fe nse r es ix )ns it )m L it ics  and the other the

a! tad- . re s 1x )nsm bmliUes . One squad leade r is assigned to each of the platoon

leade rs. It is recommended that each :~q’sad leade r IK ’ a member of the pLatoon

leade r ’s pl atoon. Uni t  integri ty can there by be mainta ine d , and the game can serve

as a unit-leade r t ra in ing  technique .

The personnel combination recommended he re is only one of several feasible

alternatives. For exam ple , the re could be two r 1ua . ~ ieaders on one side and only

one on the ot~ -r . One control ler in~.iead of two could be used; however , thi s may

alt” .~ the pace (
~! the ~~~. t f l  - cons ide • il ~i ,

9. 3 l~ ~Xi l  
~~~~~~~ 

;.d)~~~ PIay~’r ~ o i i tr o l le r  (‘o nf~g~iraun n

Ht’e o m n’ -n k - I  controller and player iositlons arc depicted at Figure 14.

9.4 TOX Li ( ; IUu j )  ( ;ame Plinj

Th TOX II ic pi .ivcd in the same manner as the two—person genie except that

the platoon leade rs do not nct~vely ~a~iic ip ate on the play ing surface or manipulate
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Figure 14
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~~~~~~ -~~~~iV  ~‘ :~~us . ‘1 t ic  1i l . t ~~w h ~tIk r~; ,‘ u st  work  from the play ing

~~i ~~~~~~~~ F ~~~~~ :~ ~uid m it : i - ~ t lv ~ el t h e  ~~~~~~ le :i~l~ r p a r t i c i —

U - F U’ ‘ t ~~~I . ~~ I ~I t  :t l t e r na t i  t t ~~ J~~ t~~ eil i~ ~i iagraph 4. 10 . in effect,

. t i  h - ~- u ’  l~~i i :~~t t ~ 1~ ts i t ’  - ‘ - .~~ e t , of )~ ~~~
i ;

~~ 
i i i  the  see a ( l — i . r io w a L l ”

1 , I ’~ 4 - r ~’.( - t  t : t  ,U i l  1 s l , ~~ v- i t l i  thit~ t i l i  i i  !~ ;el~ i t ’  is- lay i~ i t  nun in format ion

:1’  ‘L! i  ti ’~- c’:!;(’.t : - i ~~~ .i l i i .

Pr:~’i - t~
. (lie ~~~t r t  u~ (h ~~~~~~~~‘ -

~~~~t ~ , ,~~~d ’ i i  lea ’k- r and e— ~ subo rd inate(s )

1. ~~~~~~~ - - , - - i  ~~~~~ ~ - t i . e  Pl~~ . I i r  ( 1 ‘ F  i \ e p !at -ii l u a ’ -r this include s

(he at tu~ l ~ “‘ t ’ M- ’ i i i  t~~~ the ( t c Ie n s Iv ~- 
~~ -~~~ i- i i  ;tn i i ; t ~~ s i c a t  pla -cincnt of play ing

.~ ~ii 1 ~~~~~ ‘ ~~ 5 011 1 ~~~ ‘ - ~~~~‘~~~“ c • ~
‘i~on i~~e st a r t  of the game the

1- .~ k t xecu(es tlw lt . t i ~ ~- s  i .l :tr ~. •rhc ~~ eoou IC-ade rs are not

F -  ~ k-v .  t~-~ - l v  i i . . s u r l a  c dl i - 4 -l iv and niu ~ .t t te mpt to accomplish their

I I 5 ’~ i~-nt ’ 1  I U i s S I O : I  t~~i -o t tgb  t ) 11iIfl u Lttt ’at~on i~ ul~ their sti? i -i rd lnate. in the group game

all inJir ect I i .  v re1 1tit ”~t .—i utie -i t be t r i i n s n i i t ed liv the platoo n leade r to the indirect

fire controller . The fire i , sslons ar t - - - h a hed or ~~
‘it playing surface sic in the

t~k O — ; f l rS0fl ~: . i i i l . . .- ‘-~ iii ~t real combat  ~ i t ’~ - i t 1 o n , a pla too n leader may use hi s

sul~ ’i - hn : i tc ’~ F~~t~ - i i l j t is his fi re mi t , ’ i i , and to dete rm i ne the exact location

of incomtu ,~ F i m l i !-

hi note pas - uI ~: is the eommun icat i - I t e r n a t i v e  be ing used in group game

play , it is recommended that (be player subo rdinate and the pLatoon leader be

placed :n a b , i . —t ’ -—t ’ .~ Is I • ‘~~ ~t iOU . UU ~ i I f i ’  i l i  ;~t the trans fe r of information

IM l iscri l  11w I~- , , I -  r and sulii i vdinatc , s t  t t - i  l e i l e r wi l l  not be in a i~ sition where

he t .m ‘ - e ’  r l y ~ -u t the i~I . I v i i i b  ~ur I .fl-e . It i - a I ’o  ri conitnended that the leade r employ

a compass wi t h  .i l :2~ , 000 ~~id scale to enhance hi s use of the 1:25,000 playIng map.

41

I

— 
-~ - --- -~~~-— —----- - - . — — —— - - ——- - --


