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CHAPTER I
THE RESEARCH PROBLEM AND STRUCTURE

BACKGROUND

U.S. Marine Corps doctrine calls for the deployment of
one combat engineer platoon with every Battalion Landing
Team (BLT) aboard U.S. Navy shipping. The BLT tasks this
platoon with providing combat engineer support in areas such
as land mine warfare, preparation of obstacles and field

fortifications, demolitions, and 1ight road and landing zone

construction. Inherent in this mission is the requirement

to provide anti-mechanized defense expertise. The engineer

platoon commander (normally a First or Second Lieutenant) is |
a special staff officer to the BLT commander and provides

this expertise. Depending on the situation, each combat

engineer squad leader acts as a special advisor to the

infantry unit to which he is attached. As such, he must be

equally as knowledgeable as the platoon commander in the

employment of engineer support and its use in anti-

mechanized defense.

Training for the engineer squad leader in the area of
anti-mechanized defense is almost non-existent and is gen-
erally limited to practical experience. Expansion of this
training is very difficult because time, space, and equip-
ment constraints create a limited availability of assets for

actual "in-the-field" training. While deployed, training
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areas are not readily available to embarked Marines (those
on ships), and {i£t1e room exists for training during actual
shipboard periods. Classroom training is limited in its
ability to test the employment of specific tactics and their

effectiveness and therefore, is not a viable alternative.

The literature review portion of this research estab-
lishes the teaching effectiveness and external validity of
management games. ygr games have been shown to effectively
teach anti-mechanized tactics, however they currently exist
only on the platoon and larger levels
(10,25,26,35,46,47,50). Development of a war game on the
squad level, incorporating the decisions and actions per-
tinent to the engineer squad leader will solve the training

problem.

Included in this chapter are discussions of the prob-
lem, the research question and the supporting research
objectives, a literature review of management gaming,
analysis of exist%ng war games, and the methodology applied
in this research. The final portion of this chapter out-
lines the order of presentation of the remainder of this

research.

PROBLEM STATEMENT

Currently, no single training method exists which

encompasses the size, weapon, vehicle, and obstacle con-
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straints necessary in training the combat engineer squad

leader. Development of a single simulation war game will

provide this training, given all pertinent decisions are

included in the simulation.

RESEARCH QUESTION

Can a simulation war game be developed to incorporate
decisions pertinent to anti-mechanized support on the combat
engineer squad leader level? Specifically

a. How can the use of landmine warfare, obstacles, and

indirect and direct fire weapons against a Soviet
equipped enemy be modeled for effective use by en-
gineer squad leaders?

b. How does the simulation accurately reflect those
decisions germane to the squad leader's environment
(are the simulation results verified)?

c. How does the simulation war game provide realistic

training as determined through actual play testing
by Marine squad leaders?

OBJECTIVES

The primary objective of this research was to develop a
validated simulation war game incorporating decisions per-
tinent to direct and indirect fire, landmine warfare, and
obstacles applicable to the Marine combat engineer squad
leader. Intermediate objectives were to:

1. Evaluate current tactical military war games and
simulations to determine their fulfillment of the
research objectives and effects on, and possible
inclusion in, the prototype computerized
simulation.

2. Evaluate current commercial war games for their

———— -
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fulfillment of the research objectives and their

effect on and possible use in the prototype com-
puterized simulation.

3. Evaluate Marine Corps Combat Readiness Evaluation
System (MCCRES) criteria to determine if the proto-
type simulation accurately reflects decisions ger-
mane to the engineer squad leader.

4, Evaluate impressions of the prototype simulation's
realism as determined by actual play testing and
compare these with the results of the MCCRES eval-
uation,

SCOPE

This research was directed towards developing a compu-
terized simulation war game useful in training combat
engineer squad leaders in anti-mechanized defense. The war
game developed covers those aspects of anti-mechanized
defense applicable to the squad leader level. A1l actions
and results provide reinforcement of Marine Corps tactics
and doctrine in accordance with MCCRES standards. Simi-
larly, the prototype game increases the user's familiarity
with Marine Corps weapons and combined arms procedures in

conjunction with combat engineer support.

The prototype war game emphasizes the use of landmine
warfare and obstacles and their interaction with organic BLT
anti-tank and fire-support weapons. Inputs to the game
include representative U.S5. and Soviet weaponry and tactics
including direct and indirect fire weapons, and obstacle

construction and destruction.
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LITERATURE REVIEW

INTRODUCTION AND ORGANIZATION

In reviewing pertinent literature, this research inves-
tigated two separate areas; the teaching effectiveness of
games, and current simulations available to fulfill the
research objectives. In developing a war game to train per-
sonnel, the teaching effectiveness of war games was esta-
blished. Although no specific research has been performed
relevant to the teaching effectiveness of war games, manage-
ment games have been studied and empirical results deter-
mined. Numerous war games have been developed by both mili-
tary and commercial sources and these were reviewed with
respect to the research objectives. The first portion of
this literature review develops the teaching effectiveness
of games. The final portion reviews current military and

commercial games.

MANAGEMENT GAMES

Topic Statement

By definition, a war game, a game which simulates
actual combat conditions, is a subset of management games.
Management games are defined as role playing exercises
involving a simulated environment engaged in to increase and
reinforce managerial techniques and concepts (35). This

section reviews research on the teaching effectiveness and

i & ase.




external validity of management games. "Teaching effective-
ness" in this review is defined as the ability of management
games, through game participation, to increase management
skills. Conversely, Wolfe (55) defines "external validity"
as the transferrability of academic insights into useful and
effective real world orientations, perceptions, and prac-
tices. The academic insights referred to by Wolfe (53) are

gained through participation in games.

Justification of Review

Since their inception in 1957, management games have
enjoyed increased acceptance in providing experiential
learning for management students. Critics of management
games have questioned gaming's effectiveness in teaching
managerial skills and pointed to the absence of empirical
evidence as substantiation of their criticism. Recent find-
ings in well controiled and analyzed experiments have out-
dated earlier reviews (9,27,55). This review displays the
existing empirical base from which to decide the teaching

effectiveness of management games.

Scope of Review

Management games exist in two categories; general
management and functional. General management games attempt

to reinforce skills common to all managers. Functional

games, however, reinforce and stress skills relevant to




specific areas such as finance, production, or marketing.
Because of the transferrability of the results of general
management games, general management games are analyzed in
this review with respect to their teaching effectiveness and
external validity. Research concerning functional games and
the effects of differing demographic characteristics of gam-
ing individuals are not included due to their extremely
tangential relationship to the teaching effectiveness of war
games. A review of research from 1962 to the present pro-

vides an evolutionary perspective to the current research.

Method of Treatment and Organization

Prior to 1973, managerial skills were relatively unde-
fined and difficult to analyze (29). However, Mintzberg's
(24) research at McGill University focused upon eight basic
managerial skills. His eight skills consist of

1. peer skills

2. leadership skills

3. conflict resolution skills

4

information-processing skills

(8,
.

decision making skills

6. resource-allocation skills

7. entreprenurial skills

8. skills of introspection (24)
These skills are directly applicable to the skills of an
effective squad leader as defined by MCIO P1550.54, The

e @ arh




United States Marine ...Essential Subjects (22). Even
though the resources and decisions vary, both managers
(businessman and squad leader) must react to a changing
environment. This review separates pre- and post 1973
management game research. Further, the post 1973 research
is analyzed according to two criteria, (1) measurable learn-
ing of managerial skills and (2), pérceived learning of

managerial skills.

Measurable learning describes the ability to express
through quantifiable means the extent to which skills are
attained or improved. As defined by Mintzberg, eight skills
are evident in the effective manager (24). It is, at best,
difficult to objectively measure any single skill. The dif-
ficulty in defining objective measurement criteria can be
overcome by determining the perceived learning of game par-
ticipants. With participant awareness of the eight
managerial skills, perceptions of learning provide added
evidence of gaming's teaching effectiveness. The final por-
tion of this review deals with the external validity of

management games.

Pre-1973 Research

Prior to 1973, it was felt participation in management
games provided reinforcement and better understanding of
course objectives (managerial skills). The teaching effec-

tiveness of management gaming was accepted on face validity

T
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(9). Most of the research of this period failed to support

the acceptance on face validity of teaching effectiveness.
The major cause of failure evolved from the inability to
operationally define managerial skills. This research
resulted in two separate conclusions. First, management
games taught intangibles, and second, learning in a manage-
ment game was not necessarily related to game performance

(9). Research expressing these conclusions include Dill and

Doppelt (7), Strother, et al (44), Lewin and Weber (18), and
McKenney (23).

s

Di1ll1 and Doppelt (7) attempted to measure an increase

in perceived learning and interest by administering and
correlating pre- and post-test questionnaires to gaming par-
ticipants. Positive correlations indicated perceived learn-
ing increased in three areas; (1) problem recognition, (2) .
general solutions, and (3) specific solutions. The primary
conclusion of this research indicated management games

taught problem recognition and not problem soiving (7).

4 Strother, et al (44) chose to measure conceptual knowledge,
attitudes, and motivation through the administration of an
attitude questionnaire and a fact and concept test (44).
Using post-test only control group design, no significant
differences between test and control groups were evident in

any of the three measured variables (44).

Lewin and Weber (18) included risk taking in decision
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making and organizational structuring as their.dependent
variables. Pre-test and post-test administration of the
Social Risk Preference Questionnaire demonstrated higher
risk taking tendencies in game participants and no effect on

an individual's conception of organizational structure (18).

As well, McKenney (23) conducted a study choosing plan-
ning concepts as his dependent variable. A pre-test/post-
test case examination evaluated student learning of planning
concepts. High positive correlations, statistically signi-
ficant at the 0.05 level, existed between successful case
analysis and game participation. At the time of this study,
case analysis was the standard management teaching tool
(control group) against which games were compared. McKenny
(23) concluded gaming was a substitute for cases in manage-

ment education (23).

Participants in all studies, (7,18,23,44) were under-
graduates enrolled in management programs. The wide varia-
tion of dependent variables and the inconclusive results
provided no evidence that management games taught managerial

skills (9).

The most controlled and effective research of this
period was conducted by Raia (30). Raia's findings were in
direct opposition to the majority of the findings for the
period and provided evidence of teaching effectiveness.

Conducting pre-test and post-test written examinations of

10
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139 business school undergraduates, Raia (30) concluded
measurable learning of course objectives resulted from game
participation. A pre-test,post-test, control group with
randomization design, a post test only motivation question-
naire, and absentee and drop-out data provided empirical
evidence that management games had teaching effectiveness
and as well increased motivation and interest in partici-
pants (30). Although a majority of findings in this period
established a lack of teaching effectiveness, the empirical
nature of Raia's (30) study adds positive support to the

initial hypothesis, games are effective teaching tools. (9).

Measurable Learning of Managerial Skills

Previous research was inconclusive regarding the abil-
ity of management games to increase measurable learning of
managerial skills. Subsequent research provides support to
this claim. Five studies supported gaming's ability to
increase measurable learning of managerial skills
(49,51,52,53,56). In addition, Butler (4) expanded on the

research of Wolfe {56) with similar results.

Yora (49) established learning and motivation as his
dependent variables. A one shot design incorporated written
examinations and participant interviews to obtain data.
Analysis of the data revealed increased learning in problem
recognition and solution using structure and leadership

skills. Exact structure and leadership techniques varied

151




according to environmental needs.

Wolfe and Guth (53) compared the gaming approach to the
case approach in the measure of overall knowledge nf manage-
ment concepts. Seventy-one senior management students were
administered pre-test and post-test essay examinations to
determine the relative learning effects of case study versus
gaming. Using a pre-test/post-test control group with ran-
domization research design, Wolfe and Guth (53) achieved
high positive correlations, significant at the 0.01 level,
between gaming students and mastery of management concepts
and principles, and low positive correlations between fact
mastery and gaming participation. Principle and concept
mastery occurred in five aspects of decision making: (1)
goals, (2) time, (3) information processing, (4) environ-
ment, and (5) long run versus short run time frames.
According to Wolfe and Guth (53), fact mastery is the abil-
ity to describe a given principle with examples or facts
while principle mastery is the ability to redefine and ela-

borate on a given managerial skill.

A third study of measurable learning through game par-
ticipation was conducted individually by Wolfe (51). Two-
hundrea and eleven management students participated in one
of two management games. Using the critical incident tech-
nique, Wolfe identified 1,453 critical incidents outlining

effective and ineffective behaviors. Results showed manage-

12




ment games required participants to exhibit effective deci-
sion making skills and to display positive management poli-

cies (51).

In another study similar to Wolfe and Guth (53), Wolfe
(52) compared the teaching effectiveness of simulation gam-
ing and experiential techniques. He measured principle
mastery, fact mastery, and overall management knowledge in
eighty-four management students. The control group in this
experiment was the gaming group. Significant differences in
pre- and post-test examinations appeared for the gaming
group but not for the experiential group. These results
translated into an increase in measurable learning of prin-

ciples and fact mastery (52).

More recently, Wolfe (56) varied management game com-
plexity levels in assessing dependent variables of measur-
able learning and attitudinal reactions in participants.
Seventy-six business administration students played games of
simple, intermediate, or complex levels. Pre- and post-game
essay examinations were administered and greater reliability
was checked using the Spearman test-retest method. Results
of examinations showed the complex game had the highest
increase in measurable learning of concepts and facts
although all games produced some level of teaching effec-
tiveness. Additionally, all games increased peer skills in

participants (56).
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In a follow on study to Wolfe, Butler, et al (4) used
an identical research design to assess measurable learning
of both upper level (senior) management students and lower
level (freshmen) students playing an intermediate level com-
plexity (ILC) game. Butler, et al concluded the ILC game
developed decision making skills in lower level students

while honing skills already present in seniors (4).

Contradictory results to the aforementioned studies
exist in two research efforts, Catalanello and Berenstuhl
(5) and Rowland and Gardner (31). A medium difficulty simu-
lation game served as the independent variable and cases and
lectures served as the control groups in the Catalanello and
Berenstuhl research. Pre-test/post-test essay examinations
administered to 157 college juniors and seniors enrolled in
a basic management course collected data on the dependent
variables measurable learning, problem solving skills, and
examination performance. An analysis of variance conducted
between pre- and post-test scores denoted no significant
measurable learning, however development of problem solving
and decision making skills was highest of all managerial
skills in both control and test groups. The study conducted
by Rowland and Gardner was a correlational study in which
low positive correlations between game performance scores
and course grades existed. From this result the authors

determined management game participation had no effect on

14




measurable knowledge (31).

As is evidenced above, the majority of current research
provides substantiation to the teaching effectiveness of
simulation games. The two dissenting studies have certain
weaknesses which explain their contrary resuits.
Catalanello and Berenstuhl, while showing no measurable
learning, did show a statistically significant increase in
decision making skills (5). As defined by Mintzberg (24),
decision making ability is one of the eight managerial
skills. The Rowland and Gardner study used correlational
data to exhibit a Tack of measurablie learning. The authors
cite a lack of similarity between game success criteria and

course objectives as a cause of this result (31).

Perceived Learning of Managerial Skills

Numerous studies measured perceived learning a; a
dependent variable. Five research efforts, Catalanello and
Berenstuhl (5), Dittrich (8), Partridge and Sculli (29),
Rowland and Gardner (31), and Sims and Hand (37), showed
management games superior to traditional methods in provid-
ing perceived learning by game participants. Only one
study, Boseman and Schellenberger (3), failed to support
teaching effectiveness in management games through perceived
learning increases. This study however, identified poor

game administration as a major factor in its negative find-

ings.




Catalanello and Berenstuhl used a post-game Likert-type

scale questionnaire measuring participant's perceived learn-

ing of managerial skills. Questionnaire scores ranked game |

participants highest in perceived learning over case and |

discussion techniques (5).

Dittrich varied game complexity and measured its effect

on perceived realism and perceived learning in 203 students

—

from two universities. Using pre- and post-test question-

naires, the researcher collected perceived learning data.

An analysis of variance performed between pre- and post-test

questionnaires demonstrated no significant perceived learn-

I Ta——

ing in high and low complexity games. Middle complexity

- games displayed decidedly different results with higher per-
ceived learning. Additionally, perceived learning and per-
ceived realism scores were correlated denoting a reciprocal

relationship between these two variables (8).

Through the administration of three separate management
i games, Partridge and Sculli (29) used manager's responses to
a five point Likert-type questionnaire in determining the
degree to which management games assisted in developing
managerial skills. The managerial skills of decision making
under ambiguity and information processing were ranked

highest in. terms of perceived learning through game partici-

pation (29).
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In their 1973 experiment, Rowland and Gardner used a
post-test questionnaire to establish an increase in per-
ceived learning. Likewise, Sims and Hand (37) showed a per-

ceived increase in decision making and peer skills.

External Validity of Management Games

As defined by Wolfe (55), external validity of simula-
tion games is the transferrability of lessons learned to the
outside world. Two methods of research are used in deter-
mining external validity. The first is inferrential in
nature and offers the performance of businessmen against the
performance of students as evidence of external validity
{(48,54). The second method is the most accurate and uses a
longitudinal study of game performers and their later busi-

ness success as proof of external validity (28,55).

In a correlational study, Vance and Gray (48) admin-
istered post-game tests to both college students and busi-
ness executives in order to determine the relationship
between game performance scores and personal attributes.

The Edwards Personal Preference Schedule and the Ghiselli
Self Description Inventory as well as college transcripts
were utilized to collect data on the following independent
variables : all business GPA, dominance, intelligence,
decision making ability, occupational level, and initiative.
The Pearson Product Moment Correlation was used to determine

the relationships between game success and personal

17




characteristics, and between successful businessmen and suc-
cessful business gamers. Correlational studies identified a

positive relationship, significant at the 0.01 level,

between gaming success and business success. Further, suc-
cessful student participants exhibited the same individual

characteristics as successful managers. In both businessmen

e

and students, decision making ability had the highest corre- ]
lation to gaming success. For these reasons, the authors

inferred external validity (48). ' ;

The performance of businessmen and students in a
management game was compared to effective performance
behaviors of each in Wolfe's study of external validity. A
controlled double group research design used the critical
incident technique to identify effective performance
behaviors in both students and businessmen, and correlated
these behaviors to game performance scores. Additionally,
businessmen's game and career successes were correlated
using the Spearman Rank Difference Coefficient. Once again,
effective performance behaviors were the same in both stu-
dents and businessmen, and a significant, moderately high to
high positive correlation was obtained between game and
career success. Similarly, decision making and policy mak-
ing correlated highest inferring external validity for these

managerial skills (54).

Norris and Snyder (28) performed a longitudinal study

18
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on fifty-four graduates of a large university's school of
business comparing their gaming and career success. All
participants played the same game five years earlier during
undergraduate study. An analysis of variance conducted
between career and game success demonstrated no correlation
between gaming and career success and therefore failed to
support external validity claims. The authors offered
career success and game success criteria differences and
management perspective differences between the game and the

real world as possible causes of the failure.

Interpretation

The results of management gaming research strengthens
the transferrability of findings between management games
and war games. The majority of management gaming research
identified problem solving and recognition, decision making
skills, and peer skills (communication) as areas in which
games effectively taught participants. Measurable learning
increases in gaming participants demonstrates gaming's
effectiveness (48,49,51,52,53,54,56). The skills developed
corresponded directly to the skills common to managers and
military leaders. Likewise, increases in perceived learning
occurred in the areas of decision making, decision making
under ambiguity, peer skills, and policy and doctrine imple-
mentation (5,8,29, 31,37). Here again, these skills

correspond directly to those of both effective managers and

19
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military leaders (22,24). Due to the similarity in the
traits of effective managers and military leaders, it can be
inferred war games are effective in teaching problem solving
and recognition, decision making, and peer skills. Thus a
simulation war game is an effective means of teaching anti-

mechanized defense.

CURRENT MILITARY AND COMMERCIAL GAMES

Introduction

This section of the literature review researches
current military and commercial war games as they apply to
the research objective. No distinction between computerized
and manual games is made, and all military games maintain
the additional restriction of an "UNCLASSIFIED" security

classification.

Scope of the Review

For this review, the games discussed were analyzed with
respect to their ability to fulfill the research objective;
to train combat engineer squad leaders, on the squad level,
in the employment of engineer support in conjunction with
anti-mechanized defense. Games were not analyzed with
regard to their applicability in the prototype simulation
war game as this is discussed in Chapter Two. The specific
games analyzed resulted from personal experience, Defense

Technical Information Center (DTIC) searches, Defense
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Logistics Studies Information Exchange (DLSIE) searches and

telephone interviews with Lieutenant Colonel R. J. Morra,
Head, War Gaming Section, Marine Corps Development Center,

Quantico, Virginia (25).

Military War Games

None of the numerous, existent military war games ful-
filled the research objective. A1l were judged on the fol-
lowing criteria

1. Size of the maneuver element (Fireteam/Demoteam and
below acceptable).

2. Engineer assets available (landmine warfare and ob-
stacle construction/destruction as a minimum).

3. USMC and Soviet-equipped forces involved to include

combined arms support.

Approximately ten military war games exist which incor-
porate combined arms actions and'Soviet-equipped enemy
forces (10,25,26,46,47,50). A1l incorporate maneuver ele-
ments on the platoon to regimental level with the exception
of "Fipst te Figmt™, (126) 3. Ehesis effert by Captaif. R."d.
Murawski, USMC. The games and their associated levels of
play are as follows

1. Tacwar - company level (25)

2. Dunn Kempf - Company through Regimental level (47)

3. Pegasus - Battalion through Division level (46)

4. Area Domination II - platoon through Company level

(50)
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. Carmonette Il - Platoon level (50)

. Landing Force War Game (LFWG) - Company level (50)
Small Unit Action Simulation (SUAS) - squad level
(50)

Infantry Combat Model - one through four platoon

level (50)

: 9. Tactical Exercises Simulator and Evaluator (TESE)
t - Squad through Company level (50).

L In addition to not meeting the maneuver element size |
requirements, none of these games include the implementation

of engineer assets (10,25,26,46,47,50).

"First to Fight" is a two player, squad level, manual

war game, incorporating USMC and Soviet weapons and tactics !

with combined arms support modeled into the game. The obvi- 1
r ous disqualifying aspect of "First to Fight" exists in the

lack of engineer support. Landmine warfare, demolitions,

and obstacles are not modeled in "First to Fight" (26).

Only five military games exist which include the
employment of engineer assets (landmine warfare and obstacle
construction and destruction) (25,32,43,50,59). The
Engineer Appendix to the Simulation of Tactical Alternative

Responses (STAR) land combat model is a computerized simula-

tion which is designed to be used only in conjunction with
the STAR land combat model. This appendix allows the user

of the STAR model to incorporate relevant engineer missions
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into the play of the game. The drawback of the STAR model
with its Engineer Appendix is its size limitation. The STAR
land combat model uses platoon size and larger units as the
basic maneuver element. Further, no decisions are made at
the squad leader level. This did not meet the need for
squad level training. Extensive rewriting was required to

use this model in fulfilling the research objective (50).

The probabalistic model of a conventional minefield
(PMCM)(59) describes a static war game which represents a
single anti-tank weapon and various minefields. Basically,
the PMCM allows only for the effect of the minefield.
Defending units may not maneuver and the simulation makes
all fire and maneuver decisions. This did not meet the
research objective as the squad leader sees only the results
of the simulation's decisions. Furthermore, PMCM does not
provide for any reaction by the squad leader to changing
enemy positions. Again, an extensive rewrite was necessary
to bring the PMCM in line with the stated research objec-

tives.

The Improved Tactical Deterrents Effects Model (ITDEM)
(32) determines minefield effectiveness. The ITDEM allows
for no maneuver or decision on the squad leader level.
These attributes rejected the ITDEM as the solution to

training the engineer squad leader (32).

The Small Arms Unit Leader Training Techniques (Rules
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for Play for Two/ Multiplayer Infantry Mapboard) Games
(heretofore called Unit Leader) was developed by the Army
for training their junior enlisteds in infantry tactics.
Maneuver elements range from individuals to platoons (36).
The game incorporates landmines, however they are encoun-
tered individually and not in minefields. Unit Leader fails
to incorporate provisions for any wheeled or tracked vehi-
cles. These two factors rendered Unit leader useless in
training squad leaders in anti-mechanized defense, and
therefore insufficient in fulfilling the research objectives

(36 :

The final model to include engineer assets was the
Marine Corps Combat Analysis Model (MCCAM) (10,25). This
game simulates a Marine Amphibious Force (MAF) assault over
a single colored beach. Mines encountered, and
mine/countermine operations are modeled probabalistically.
The size of the maneuver elements constituted the major lim-
itation of this model. MCCAM uses company size and larger
maneuver elements, by far failing to meet the squad level

requirement.

Commercial War Games

This portion of the review analyzes commercial war

games subject to the same criteria as the military war
games. As with the military games, none of the numerous

games reviewed fulfilled the research objective
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Summary

(1,2,38,39,40,41,42,45,57). A1l commercial games reviewed

depict two player manual war games.

Six of the games analyzed met the first requirement of
appropriate maneuver element size. City fight (38), Fire
fight (39), Patrol (40), Sniper (43), Raid (41), and Squad

Leader (2) incorporate maneuver elements at or below the

fireteam/demoteam level, however none of these games include
the use of engineer assets. Further, only Fire fight and
Raid make use of USMC and Soviet equipment. For these rea-

sons, these games failed to meet the research objective. ]

0f the three remaining games analyzed, only one game

makes use of engineer assets, The Arab Israeli Wars (1).

The disqualifiers for this game were the size of its
maneuver elements (platoon and company) and the equipment
and tactics used. While the Soviet-equipped forces par-
tially satisfy our requirements, the lack of USMC equipment

and doctrine further invalidated Arab Israeli Wars with

respect to the research objective (1).

The review of military and commercial war games failed
to identify any single war game or model sufficient in

satisfying the research requirements. Table 1.1 contains a

summary of the games reviewed. A plus (+) indicates the

model or game fulfilled the designated requirements and a
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zero (0) indicates the model or game failed to fulfill the

designated requirements.

Table 1.1 Results of War Game Model Review

Unit Engineer Weaponsé&
War Game/Model Source Size Assets Tactics

Tacwar (50) Military

Dunn Kempf (47) -

Pegasus (46)

: Area Oomination II (50) "
Carmonette II (50) "

i LFWG (50) *
, SUAS (50) !
} ICM (50) -

WESE (500 .

First to Fight (26) E
3 Star Appendix (43) =
PMCM (59) .
_ ITDEM (32) i
{ Unit Leader (36) "
MCCAM (10,25) L
City Filght (38) Commercial
Fire Fight (39) "
Patrol (40) "
Sniper (43) "
Raid (41) B
Squad Leader (2) ?
Beachhead (57) 4
Operation Pegasus (26) X
Arab Israeli Wars (1)

COO 4+ 4+ 4+ 4+ 4+ +0O0+ 000+ 0O00COOCOOCO O,
+ OO0 OCOO0OOCOO++ 4+ ++O0OOCOCOOOOO

COOO+O0O+O+O++++ ++ + ++ 4+ + + +

METHODOLOGY

Because no effective war game capable of providing
training to the engineer squad leader was discovered, the
alternative remained to develop a simulation war game to
meet this need. The methodology applied in this effort is a

combination of the management cybernetics and systems
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simulation principles. The reasons for using this approach
in developing an effective simulation war game is two fold.
Firstf the applicability of cybernetic principles is easily
transformed to meet the needs of this research. Specifi-

cally, the basic principle governing management cybernetics

revolves around the four pillars of systems thinking,

namely organicism, holism, modeling, and understanding "
(34). According to Schoderbek, Kefalas, and Schoderbek, the
following four step process takes place in developing an
understanding of any organization

1. Organizations (squads) are viewed as organisms.

2. Organisms are studied as wholes (complete in them-
selves and yet part of a greater environment).

3. Holistic studies of complex organisms can only be
studied through a multi-stage modeling process
(gaming).

4. Modeling of complex organisms (creation of and
participation in a simulation war game) can only
lead to an appreciation of the structure,func-
tion, and evolution (abilities,control,and reac-
tions) of the organism (squad) (34).

Second, the systems simulation process requires the modeling
of a " real system and conducting experiments with it for
the purpose of understanding the behavior of the system or
the evaluation of various strategies being considered for
the operation of the system" (33). These criteria relate
directly to this research in that a squad (real system) can
be modeled in the form of a war game and through participa-
tion in this war game the engineer squad leader develops an
understanding of the behavior of his system. Further, he

can evaluate the effectiveness of his strategies. Although
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no strict experimentation is undertaken with a war game,

each time the game is played, those involved can experiment

with various tactics and planning at an insignificant cost

- to their subordinates or themselves.

APPLIED METHODOLOGY

Shannon (33) has described the system simulation pro-

cess and determined eleven separate stages evident in creat-
ing and using the simulation. These stages are

System Definition
Model Formulation
Data Preparation
Model Translation
Validation (verification)
Strategic Planning
Tactical Planning
Experimentation
Interpretation
.Implementation
.Documentation (33)

PO ONOOTE WN
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The following paragraphs explain how these stages were
implemented in this research and Figure 1.1 presents a pic-
torial representation of this process. The iterative nature
of simulation analysis is readily evident in Figure 1.1.
With the exception of the experimentation portion of this
process, all areas apply directly to this research. The
experimentation stage is not directly applicable because,
although each individual can see the results of various
strategies, no sensitivity analysis is performed and no
strict rules of experimentation are maintained. Only after

repeated exposure to the game will the desired data,
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competence in anti-mechanized defense, be generated.
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Figure 1.1 - Systems Simulation Process
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The system definition used in this research was based
on documented military doctrine and personal experience.
Briefly, the system consists of a USMC combat engineer
squad, augmented with organic BLT weapons systems, defending
against a Soviet-equipped motorized rifle platoon. The
engineer squad defends for a specified duration of time or
to a given fighting capability. Combined arms assets avail-
able to all Marine units are implemented and integrated with

landmines and other obstacles in defending against the

Soviet-equipped opponent. The inclusion of Soviet equipment

f provides for realistic training against the most likely

; weapons an engineer squad leader will encounter. The major- A
- ity of forces hostile to the United States maintain Soviet

: weapon systems. Figure 1.2 illustrates the reduction of

5 this system into a logic flow diagram.

1

; START

RECEIVE ORDER
ISSUE ORDER 1

il

ORGANIZE
DEFENSE
ORGANTIZE
OFFENSE

L

Figqure 1.2 Logic Flow Diagram of Squad Combat Environment
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Figure 1.2 (continued)

In formulating the model (war game), the seven attri-

butes of a good simulation (33) were used. As defined by
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Shannon these are

Simple to understand

Goal or purpose oriented

Robust in that it does not give absurd answers

Easy for the user to control and manipulate
Complete on important issues

Adaptive with an easy procedure for model modifica-
tion or updating

7. Evolutionary, in that it should start simply and
become more complex in conjunction with the

user (33).
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The analysis of commercial war games discovered |
unreferenced weapons effectiveness criteria used in deter-
mining the game's outcome. This rendered the commercial
game's effectiveness criteria useless for implementation in
the prototype simulation because the outcome from weapons
employment was unverified. The data necessary for this
simulation was taken from several previous studies and cer-
tain published weapons effectiveness criteria. Each weapon
system, including landmines and obstacles, was modeled pro-
babalistically in order to ascertain their effectiveness
against specific targets. The exact nature of this data is
explained in Chapter Two. The implementation of each
weapons system by the user requires knowledge of each weapon
and the manner in which it is executed. This was done in
order to ingrain procedures as well as weapons sSystem fami-

liarity into the user.

In order to translate this model into a usable computer
simulation, an acceptable computer language was chosen. The

determination of this language was based on the systems
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available for execution of the game. Because the purpose of
the simulation was training of combat engineers and because
of the limited computer assets available while deployed, it
was determined the language chosen need be compatible with
most micro computers. This narrowed the available choices
to primarily two languages; BASIC and PASCAL. Due to the
more powerful data structures available in the PASCAL
language, PASCAL became the language of choice. The actual
implementation of this model in PASCAL is discussed in

Chapter Two.

Use of modeling techniques established in previous
research efforts and technical data collected and proven on
the battlefield provided validation of the game's output.
Eecause all of the techniques were individually verified,
the output from the game is verified. Although the proba-
bility distributions and their resultant deviates had to be
checked for adherence to expected standards, the simulation
required no further verification. The verification of the
games output does not guarantee however, the realism or
teaching effectiveness of the game (validity). Initial
validation attempts (determining realism and teaching effec-
tiveness) were gathered by means of play testing the proto-
type simulation and administering a post-game questionnaire.
Interpretation of this data and its comparison to the
results of MCCRES evaluation was then performed. The exact

nature of this process is discussed in Chapter Three.

53




- y

Strategic and tactical planning of the experimentation
and the experimentation are beyond the scope of this
research. For this reason these portions of the systems

simulation methodology do not directly apply. Discussion of

these steps is contained in the "recommendations" section of ’

the final chapter. ) !
ORDER OF PRESENTATION )

The remainder of this report discusses the implementa- 1
tion of the research methodology, gaming results and evalua-

tion, and recommendations for further research.

Chapter Two, The War Game, describes the actual
development of the game to include the empirical justifica- |
tion of weapons systems performance. Additionally, U.S.
Marine Corps and Soviet doctrine are discussed as they per-
tain to the simulation. The use of command and control pro-
cedures are developed and required reports within the game
are described in order to provide meaning to the players

input.

Discussed in Chapter Three, Analysis of Game Validity,
are the results of comparing the requirements imposed on the
squad leader by the game to those imposed by MCCRES stan-
dards and the results of play testing. Specifically, this
chapter discusses the strengths and weaknesses of the game

as perceived by the Marine enlisted personnel engaged in the
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play testing.

Finally, Chapter Four (Summary, Recommendations, and
Conclusions) outlines the conclusions drawn from this
research and contains the recommendations for further study.

CHAPTER SUMMARY

Chapter One has presented the problem, research ques-
tion, a literature review of the teaching effectiveness of
? games and existing war games pertinent to the research
objective, and the methodology applied in this research.

Chapter Two presents the development of the simulation war

game.
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CHAPTER 1.

THE WAR GAME

l, This chapter describes Marine Corps doctrine, the
engineer squad leader's tactical responsibilities, Soviet
tactics and doctrine, and the modeling of these areas into
the simulation war game. The incorporation of existing tac-
tics and doctrine into the prototype war game occurred in
three stages; development of the terrain, development of the
engineer squad leader's anti-mechanized (antimech) defense

decision process, and development of the specific weapons

subroutines necessary in executing the decision making pro-

cess. Each of these stages are discussed in detail,

T —

highlighting those areas which reinforce military doctrine

and tactics.

MARINE CORPS DOCTRINE AND TACTICS

ORGANTZATION OF COMBAT ENGINEERS WITHIN THE BLT

As stated in Chapter One, Marine Corps doctrine |
currently requires deployment of one combat engineer platoon
with each BLT. Figure 2.1 shows the normal organizational
structure of the Marine BLT. The combat engineer platoon
generally consists of approximately forty enlisted personnel
and one officer, the platoon commander. The engineer pla-
toon is further broken down into three squads of eleven to

thirteen men, a platoon guide/construction foreman, and a




platoon sergeant/construction chief. Each squad consists of
three demolition (demo) teams of three to four men, and a
squad leader {usually a sergeant §E-5t). Demo teams
(equivalent to a rifle squads fire team) consists of a demo
team leader (usually a Corporal §E-4%) and two to three demo
team members. Each member of the engineer platoon, with the
exception of the platoon commander, platoon sergeant, and
the M-60 machine gunners, is armed with the M16Al, 5.56mm
rifle. Those not armed with the MI6Al, are armed with the
M1911A1 .45 cal pistol. In addition to the M1911Al, each

machine gunner operates the 7.62mm M-60 machine gun.

Depending upon the tactical situation, any of the
engineer squads may be attached to an infantry rifle company
from the BLT. Figure 2.2 depicts the organizational struc-
ture of a standard reinforced rifle company. When attached
to an infantry rifle company, the engineer squad leader
becomes a special assistant to the rifle company commander
for matters of antimech defense. He must know how to
integrate engineer support, antimech weapons, and indirect
fire weapons into the antimech defense plan. For this he
must know the general principles of ground defense and as
well the employment of antimech weapons and engineer obsta-

cles.
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GROUND DEFENSE

Ground defense is a general term encompassing all
actions taken to:

1. Gain time pending development of more favorable
attack conditions

. Deny the enemy access to an area

Economize forces in one area to provide superior

manpower elsewhere ,

4. Reduce enemy capability with minimum friendly force
involvement

. Destroy hostile forces

Permit employment of nuclear weapons

Ensure terrain security(19:134)
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Two types of ground defense exist. The first, area
defense, applies to squad level defense and emphasizes the
destruction of the enemy force from strongly held forward
positions. Area defense necessitates retention of specific
terrain. Unlike area defense, the second type of defense,
mobile defense, is not terrain specific. Only division and
larger sized units employ mobile defense and thus it is
unimportant to squad and demo team level operations {(14).
Military doctrine divides the defensive area into three
zones with re<pect to distance from the forward edge of the
battle area (FEBA). The first zone, designated the security
zone, extends from tiie FEBA toward the enemy to a distance
of 460 meters (small arms range). The second zone, called
the forward defense zone, is an area extending 200 meters
behind the FEBA (toward friendly forces). The third zone is
designated the reserve area and the accompanying unit's size

determines its dimensions. The reserve area is used only at
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the company and above levels and therefore is not important

in squad level tactics.

In addition to zoning the battle area with respect to
distance from the FEBA, distances along the FEBA (frontages)
are also assigned. Doctrine does not require assigned fron-
tages for squad and demo team level units, however, the
engineer squad, when reinforced with antimech weapons may be
assigned frontages (14). Table 2.1 lists the standard

assigned unit frontages in meters.

Table 2.1 - Unit Defensive Frontages(14)

UNIT RESPONSIBLE FRONTAGE PHYSICAL FRONTAGE
Company 1500 meters 1200 meters
Platoon 750 meters 460 meters
Squad 250 meters 150 meters
Fireteam/Demoteam 85 meters 50 meters

Organizing a defensive position involves concurrent
accomplishment of various tasks. Depending on the tactical
situation, individual tasks assume various priorities (11).
Although the involved unit commander specifies the appropri-
ate sequence of events, the normal sequence is:

1. Establish security,

2. Position weapons,

3. Clear fields of fire and determine probable target

ranges,

4. Prepare weapons and individual emplacements,
5. Establish communications,

41




6. Emplace obstacles,

7. Prepare alternative positions, and

8. Prepare deceptive positions (11:84).

When the defense is organized and the enemy is
discovered or has passed a designated engagement point, the
unit commander employs supporting arms in order to break up
the assault. As the enemy units come within range of the
organic and attached weapons, the unit takes the enemy for-
mation under fire. Once the assault is broken up, the unit
reorganizes, redistributes ammunition, provides medical
attention, and repairs damaged positions. Should the enemy
break through, the unit responds with a counter attack,
attempting to dislodge the enemy and regain their specific

terrain.

THE PHILOSOPHY QF FIGHTING ARMOR

In situations dominated by enemy use of armor forma-
tions, success is largely dependent on proper use of, and
unity of combined arms. The backbone of any armor formation
is the tank, yet the tank cannot survive without the assis-
tance of infantry, engineers, close air support, and exten-
sive logistical support (21:37). Defending against enemy
armor formations requires the use of direct fire anti-
mechanized weapons in concert with infantry, engineers, and
artillery support. Artillery, mortars, automatic weapons

and small arms cause armored crews to button-up (seal all

hatches), thus restricting vision and degrading their
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weapons accuracy and availability to avoid obstacles

(21:37).

To effectively engage an enemy mechanized force

requires the concentration of antimech resources at .a

- " o e — P T

decisive place and time. The unit leader determines the
place and time to engage the enemy and relies upon the con-
cepts of antimech fires and the principles of their employ-

ment.

The concepts of antimech fires necessitate the engage-

ment of armor targets at the farthest possible range with

available artillery, air, and all classifications (heavy,

medium, and 1ight) of antimech weapons. The Marine Corps'

W TGS i, T T T

heavy antimech weapon is the M220 tube-launched, optically-

tracked, wire-guided (TOW) antitank guided missile, capable

——TYT

of effective target engagement at a range of 3000 meters.

The M47 Dragon antitank guided missile constitutes the |
Marine medium antimech weapon, and the M72A1 Light Assault
Anti-tank Weapon (LAAW) provides the Marine Corps with a

1ight antimech weapon (21:39-40).

The principles of employment govern the successful use
of organic and attached antimech weapons by small units
(company, platoon, squad){(21:41). The first principle to be
followed calls for the employment of anti-mechanized weapons
in pairs wherever possible (mutual support). This provides

continuous coverage of a sector of fire during the reloading |
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or moving of one of the weapons. The second principle deals
1 with the positioning of antimech weapons. The following
3 rules should be followed whenever possible (21:41-42)

1. Use terrain for cover and concealment.
2. Locate weapons in positions which provide good fields
of fire out to their maximum effective range.

3. Position weapons so as to engage the enemy from the
flank.

: 4. Integrate antimech weapons with nearby troops for se-

i curity.

5. Avoid conspicuous terrain.

b Several techniques of employment are essential to suc-
4 cessful target engagement. For the unit leader, the most
1 important of these techniques is establishing priorities of

engagement. When engaging enemy armored formations, infan-
try should be separated from the accompanying tanks through
the use of mortars, artillery, and small arms fires. When
armored personnel carriers (APC's) accompany the tanks, the
priority of engagement éoes to the most dangerous target.

Depending on the type of enemy formation, either flank-to-

center (if the enemy is on line) or ends-to-center (if enemy
is in a column) fire patterns will engage the most dangerous
target and provide systematic destruction of the enemy
(21:46). In addition to the use of organic, attached, and
supporting weapons, antimech defenses incorporate the use of

obstacles and barriers.

OBSTACLES AND BARRIERS

Regardless of the obstacle to be employed, numerous
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considerations must be made in obstacle planning. First,
one must consider the mission of the unit being supported.
In antimech defense for example, wire is of limited use.
Further, one must consider higher headquarters instructions
as well as the current tactical and strategic situation.
Time of enemy delay, obstacle preparation time, and support-
ing fires available all enter into these considerations.

A11 obstacles should tie in with other natural and manmade
obstacles and the planned defensive fires. 1In addition to
these considerations obstacle manpower and material require-
ments, passage needs of friendly forces, possible reoccupa-
tion of the obstacle area, and the immediate and long term
effect on the local population all affect the unit

commander's obstacle planning.

Imagination is the only limit to the number of direct
type obstacles. Any object used to delay or restrict enemy

movement represents an obstacle. In planning ground defense

R P TS Pare

however, prudence generally limits obstacles to the follow-

ing types.

t

£ 1. Minefields,

ﬂ 2. Road craters,

Anti-tank ditches,

Bridge demolitions,

Road block by l1og obstacles, and

Wire (43:36) ]
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The following paragraphs discuss each of these obstacles and

their application to anti-mechanized defense.
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Minefields

Marine Corps doctrine classifies minefields into five
types according to their function and method of employment
(11). Table 2.2 outlines the characteristics of the various

minefield types.

TABLE 2.2 - Minefield Types (11 :40,42)

Protective

(Hasty) None None Battalion

{Deliberate) None None Area Cmdr
Tactical Standard Yes .Division
Point Irregular Yes Division
Interdiction Scatterable None Division
Phony As Needed N/A As Needed

Tactically each of these minefield types provides a separate
Y function. Protective minefields provide local, close-in

protection for either deployed units (hasty) or semi-fixed

structures (deliberate). The tactical minefield stops,
delays, and disrupts an enemy attack; reduces enemy mobil-
jty, blocks penetrations, and strengthens manned positions.
Point minefields delay and disorganize an enemy or restrict
his use of key areas. Interdiction minefields provide
results similar to point minefields, however they normally

occur behind enemy 1ines and restrict use of facilities
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| instead of terrain. Phony minefields rely on a mine cons- 1

cious enemy for effectiveness. This form of minefield uses

i its resemblance to one of the above minefield types to slow

down and channelize the enemy.

Regardless of the minefield type, certain employment
! practices increase the effectiveness of any minefield
I (11:47). First, all minefields should be covered by fire

(small arms and antimech weapons). Second, mine types,

fuzes, and tripwires should be varied. Finally, some means
of intrusion or breaching alert should be used to notify

| those units covering the minefield (11:47).

l Road Craters and Anti-tank Ditches

As effective obstacles, road craters and anti-tank
ditches require sufficient width to delay tracked vehicles,
and sufficient depth and steepness to prevent any vehicle
from passing. These obstacles cannot stop modern tanks or
APC's indefinitely, however doctrine considers an obstacle
efficient if the vehicle attempting to pass requires three
or more attempts to cross the obstacle. This standard pro-
vides sufficient time for antimech weapons to destroy or
disable their targets. Road craters are created either
through emplacement of explosives, or use of earthmoving
equipment. Explosives are preferred for short distance
cratering, however earthmoving equipment is preferrable when

the length of the crater is greater than the road width.
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Bridge Demolitions

The demolition of bridges delays the enemy's advance,
however seldom do bridges require complete demolition to
provide this benefit. Normally, emplaced explosives create
a gap wider than the enemy's rapid bridging capability.

This allows economical reconstruction of the bridge by
friendly troops during future operations and still provides
for enemy slowdown. Because bridges vary in their demoli-
tion requirements, each bridge must be studied and destroyed
in a unique manner, bearing in mind the previous general

principles.

Log Obstacles

Log obstacles define a general class of expedient obs-
tacles used to stop mechanized forces. Triangular and rec-
tangular log cribs, log hurdles, abatis' (a series of felled
trees which remain attached to their stumps), and post obs-
tacles are all effective means of slowing enemy forces. The
drawback to the use and planning of log obstacles is reli-
ance on the availability of sufficient lumber in the area of
interest and the destruction of natural camouflage and con-

cealment for antimech weapons (11:121),

Wire

Although wire obstacles are extremely effective in

slowing and channelling infantry forces, their effectiveness
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against mechanized forces is minimal. For this reason, no
further discussion of wire obstacles is offered in this
research (11:123).

SOVIET OFFENSIVE DOCTRINE AND TACTICS

SOVIET OFFENSIVE ACTIONS

"The offensive is the basic form of combat action.
Only by a resolute offensive conducted at a high tempo and a
great depth is total destruction of the enemy achieved
[16:31]." The previous quote by Soviet General V. G. Rezni-
chko verbalizes the basic Soviet military doctrine. For the
Soviet, victory in war represents the only possible outcome,
and victory is achieved through the offensive. The Soviet
offensive depends on the transition from movement to
assault. For this reason, the Soviets move in standardized
formations to allow units to attack from the march (16:33).
The principle Soviet movement elements consist of the bat-

talion, regiment, and division (16:33).

Soviet doctrine acknowledges three three basic types of
offensive action: the meeting engagement, the breakthrough
attack, and the pursuit. The meeting engagement occurs when
the Soviet element and his opponent meet on the move. The
Soviets consider this their most important form of offensive
action. The breakthrough attack develops when the opposing
forces defend in place. Breakthrough attacks are further

classified as hasty (no assembly area used) or deliberate
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(extensive assembly and planning). The pursuit attack
attempts to destroy a disengaging enemy force (16:33). For
purposes of the Marine combat engineer, the most likely form

of Soviet offensive action is the breakthrough attack.

THE COMBINED ARMS ASSAULT

The rudimentary elements of military tactics are fire
and maneuver. Fire destroys the enemy while maneuver gains
an advantageous position from which to implement fire.
Movement without fire is suicidal. The Soviet combined arms
assault attempts to maximize both fire and maneuver. The
general Soviet Organization used for the combined arms
assault is the motorized rifle battalion. Figure 2.3 indi-
cates the organizational structure of the motorized rifle
battalion. When on the move, the battalion creates an
advance guard (one moiorized rifle company). The advance
guard creates a combat reconnaissance patrol traveling five
to ten kilometers ahead of the advance guard and this ele-

ment acts as the point element for the movement.

The combat reconnaissance patrol includes a motorized
rifle platoon (3 APC's§BMP's or BTR'st) and one half of a
tank platoon (2 Tanks§T-62's or T-72'st). Figure 2.4 out-
lines the structure of the combat reconnaissance patrol.
Average daily movement of the combat reconnaissance patrol
(and the motorized rifle battalion) is between twenty and

forty kilometers per day. Soviet doctrine dictates the
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advance guard engages the enemy and destroys enemy resis-
tance or fights until the main body arrives (16:43). Like-
wise, the combat reconnaissance patrol engages any enemy
resistance and either eliminates the resistance or continues
the engagement until reinforced by the remainder of the
advance guard. The amount of time the combat reconnaissance

patrol operates alone is approximately thirty minutes.

As stated earlier, breakthrough attacks are either
hasty or deliberate. Regardless of the type of attack, the
tactical principles followed by the combat reconnaissance
patrol remain the same. At a distance of 300 to 400 meters
from the enemy's defensive positions, the Soviets dismount
their APC's. Figure 2.5 diagrams the dismounting procedure
and the standard attack formation used by the Soviet motor-
ized infantry. The procedure diagrammed illustrates the
rear debarkation used from the BMP. When the troops are
mounted in the BTR, debarkation occurs over the sides of the
vehicle, however the attack formation and final Tocations of
each individual remains the same. Soviet motorized riflemen
remain mounted only when nuclear, biological, or radiologi-
cal weapons or conventional firepower have neutralized the
defending forces. Once dismounted, the riflemen follow 100
meters behind the tanks and continue the assault. As the
Soviets assault on line, the tanks provide suppressing fire.
When the tanks arrive within 100 meters of the defending

forces, doctrine dictates the cessation of the artillery
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Figure 2.3 Structure of the Soviet Motorised Rifle Battalion
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As the Soviet riflemen come within twenty-five to
thirty meters of the defender's emplacements they cry
“URRA", an old Russian battle cry, and complete the assault
with grenades and automatic rifle fire. Figure 2.6
represents this combined arms assault by the combat recon-
naissance patrol (16:47). Should the defenders ground the
Soviet skirmish lines, the Soviets will alternately advance
and fire in order to maintain the speed of the advance and

also to provide protection to the accompanying tanks.
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Figure 2.5 Soviet APC Dismount Procedures
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If the assault is stopped, the Soviets will take up hasty
defensive positions and await the arrival of the remainder

of the advance guard (16:46).

Although the Soviet doctrine has many obvious flaws and
possible means of defeat, exercises carried out using the
Soviet-style combined arms assault have shown their system

to be abie to achieve an undoubtable success (16:50).

The preceeding discussion outlined current Marine Courps
and Soviet doctrine. The following discussion outlines the
implementation of this doctrine in the prototype war game
and how the prototype game reinforces both doctrine and tac-
tics.

DEVELOPMENT OF THE WAR GAME

GENERAL

This portion of Chapter Two discusses the development
of the war game beginning with a description of the simu-
Tated terrain, and is followed by discussion of the main
sequence of the game, its derivation, and discussion of the
supporting subroutines necessary in implementation of the
main program. Discussion of the terrain provides a basis
for evaluation of the realism in the prototype simuliation.
Likewise, discussion of the main program and appropriate
subroutines emphasize the reinforcement of doctrine previ-

cusly discussed. As outliined in the methodology section of
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decision model was PASCAL. The use of PASCAL resulted in
several problems, none of which were insurmountable. Each
of these problems are discussed as they pertain to the

development of the model.

TERRAIN

The development of the terrain representation within
the prototype game resulted from an iterative process
balancing computing power, realism, and desired resolution
in the combat operating area. 1In order to provide realis-
tic, three-dimensional terrain and yet remain within com-
puter limitations, the vertical dimension of the simulated
terrain was implemented strictly on the playing board in the
form of contour lines. Graphically described, the four
dimensional array representing the terrain is a matrix of
six squares across and four squares down, each of which is
further divided into fifty elements across and down. This
corresponds directly to the game map provided in Appendix C
and gives two meter by two meter resolution in the emplace-
ment of forces. Figure 2.7 pictorially represents the

array.

Although the terrain array portion would compile
separately, it was too large to be implemented in the play-
ing sequence of the game. As an alternative, the coding
which loaded the initial integer values into the array was

developed as a separate program (see Appendix D). This

57




separate program then created a separate data file of
integers which provided the initial terrain values for the
four dimensional terrain array. In order to load the ter-
rain values into the main program, the values are merely

read from the external data file.

1l 2 3 4 S 6

a1 60 #
1

%)
50

4

Figure 2.7 - Pictorial Representation of the Terrain Array

The four digit identifier used to determine the value
of location "A" in the terrain array would be 2-3-25-25.
Similarly, location "B" is at value storage location 3-3-
25-25. Likewise, "C" represents location 3-4-1-1, "D"
represents location 3-4-1-50, "E" represents 3-4-50-1, and
"F" represents 3-4-50-50. Each storage location (3-3-3-3)
simulates a two meter by two meter section of terrain.
Attempts at larger resolution {(squares representing more

than two meter by two meter plots) resulted in insufficient
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resolution for realistic emplacement of individual person-

nel.

The program represents terrain using the integers zero
through three, one representing inclined terrain, two
representing a building, three representing water, and zero
representing flat ground. The use of these integers in
addition to those representing men {four), APC's (five),
tanks (six), and landmines (eight) reduces the record keep-
ing required of the game's players and allows discriminating
scoring when the players employ specific weapons. As an
example, the results of small arms against tanks is negligi-
ble, while the effect of small arms against personnel is
quite substantial. The use of terrain features allows the
program, not the player to discriminate between weapons

employment results.

An increase in computing power could provide greater
resolution and an expanded area of operations by allowing a
larger array representation. As an example, one meter by
one meter resolution of the same sized operating area would
require an array four times as large as the existant array.
If the vertical dimension of the terrain were implemented,
an array more than eighty times as large would be required.
These additions are not essential to rea’istic terrain
representation however, they only further enhance the exis-

tant realism.




SQUAD LEADER'S DECISION PROCESS

Having developed the terrain suitable for realistic
squad level combat, further game development required incor-
f porating Marine and Soviet tactics and doctrine into a gen-
eral sequence of actions for both players. Analysis of the
ground defensive scenario involving a Marine force defending
i against a Soviet armored force determined the Marine unit

commander as the principle planner in any engagement. As

T

stated earlier, the Soviet combat reconnaissance patrol com-
mander merely advances along a predetermined route, engaging
and destroying any encountered resistance. For this reason,
the squad level decision process involved in establishing

ground defensive positions in the antimech environment

i s G e

created the basis for the playing sequence.

Analysis of this decision process occurred in two

stages. First, the decision process was reduced to a
flowchart, highlighting the important decisions. Next, the
decision process was modeled using Integrated Computer

"+ Assisted Manufacturing (ICAM) Definition modeling (IDEF
modeling) techniques incorporating inputs, outputs, con-
trols, and mechanisms involved in the decision process.
Interpretation of these decision process representations
resulted in the general sequence of action in the prototype
simulation. The PASCAL implementation of this sequence

exists in the main program coding of the prototype simula-
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tion. Appendices E and F contain the flowcharting and IDEF

modeling of the decision process.

SEQUENCE OF ACTION IN THE MAIN PROGRAM

In brief, the squad leaders decision process is as fol-

lows:

1. Identify the threat.

2. Create and implement a squad defensive plan to in-
clude weapons and obstacle placement.

3. Execute the defensive plan to include engaging the
enemy with organic and supporting weapons and ob-
stacles.

4, Consolidate forces and complete reports.

Appendix A contains a listing of the complete computer pro-
gram resulting from analysis of the flowchart and IDEF
representations of the squad leader's decision process. The
following discussion describes the incorporation of the

decision process within the prototype war game.

The first portions of the war game prégram initialize
key variables in the simulation and provide a trace on
weapons system output. The request for identification of a
system test versus actual play allows the developer to trace
the random numbers generated for determination of weapons
effectiveness and the follow on seed. The specific nature
of the random number generator is discussed in the subrou-

tine portion of this chapter.

Actual play of the game commences when the player at

the terminal identifies himself (Marine or Enemy), whereupon
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the terminal identifies himself (Marine or Enemy), whereupon

he receives his combat operation order. This is.fo11owed by

S

the printing of his opponent's combat operation order. Both
E of these actions are consistent with the decision process as
developed in the IDEF and flowchart representations. Fol-
lowing delivery of the combat orders, the program loads the
terrain with the integer values maintained on the external
; fite, "filel"™. This initializes the terrain array, creating

an internal representation of the map used by the players.

After loading the terrain, the main program calls a

subroutine and generates an enemy arrival time. By adding

F thirty minutes (the time the combat recon patrol operates

: alone) to the arrival time, the program generates the com-

4 pletion time of the simulation. Although either player may
; terminate the game depending on manpower attrition, the game
E automatically terminates at the completion time.

Once the program establishes the enemy arrival and com-
pletion times, it requires the Marine player to emplace his
weapons and personnel. The Marine player interactively
enters the locations he wishes to occupy on his map board
which correspond to the storage locations in the terrain

array.

Upon completion of this task sixty minutes of simulated
time is added to the clock and the program questions the

Marine player about the emplacement of obstacles. If the
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menu of choices including a minefield, antitank ditch,
demolition charges, and a road crater. Depending on the
player's choice, the program calls a subroutine and calcu-
lates the time to complete the task. Having calculated task
completion time, the program questions the player regarding

further emplacement of obstacles.

Once the player terminates choosing obstacles, the pro-
gram provides feedback on those tasks accomplished before
the enemy arrival time. Should sufficient time exist, the
Marine player next decides on the preparation of fighting
emplacements (foxholes) and the registration of artillery
fires. The priority of accomplishment of these tasks has
been purposefully adjusted from the priority outlined in the
doctrine section of this chapter. The wise squad leader
will reject the chance to emplace obstacles before he has
prepared foxholes and registered his defensive fires. The
combined arms subroutine portion of this chapter discusses
the importance of personnel emplacements and registration of

combined arms (mortars and artillery) fires.

Having completed the defensive planning and deployment
of forces phases of the squad leader's decision process, the
program notifies the players of imminent attack. If the
Marine player has properly prepared the ground defense and
all obstacles are in place, he has the first option to

engage the enemy. This process corresponds to real combat
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in that the advancing Soviet forces would be unaware of the
Marine defenders until engaged by‘organic weapons. Con-
versely, should the Marine player ﬁave personnel emplacing
obstacles as the Soviet forces arrive, first choice goes to
the Soviet, simulating the advancing forces surprise of the
defenders. Should the Marine be surprised, he must readjust
his forces and relocate them as outlined in Appendix C,

Rules for Play.

At this point in the main program the player exercising
the engagement option employs a portion of his forces
depending on the tactical needs of the situation. The

Soviet player mutt choose from the following menu.

1 STOP AND DISMOUNT

2 - STOP/ENGAGE WITH VEHICLE WEAPONS

A - BMp
B - BTR
C - T-62
D - T-72

3 - STOP/ENGAGE WITH INFANTRY WEAPONS

A - AKMS
B - PK LMG
€ - RPG-7

4 - MOVE/RETREAT
5 -~ MOUNT VEHICLES

6 -~ EMPLOY COMBINED ARMS
A - 120mm MORTAR
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B - 122mm SELF-PROPELLED GUN

Similarly the Marine player must choose from the following
menu.

1 - ENGAGE WITH ORGANIC WEAPONS

A - M16A1 5.56mm RIFLE
B - M-60 LMG

C - TOW

b - DRAGON

E - LAAYW

2 - REQUEST FIRE SUPPORT
A - 8lmm MORTAR
B - 105mm GUN

3 < WART

4 - DISENGAGE RETREAT

Depending on the players choice of action, the main program |

calls a subroutine, executes it, displays the results, and
completes the players turn by adding one-half minute of
simulated time to the clock. The main program then requests
the next player's identity (Marine or Enemy) signifying the
commencement of another turn. From this point on the
players exercise their forces until one of two situations
occurs. The first situation involves the attrition of
Soviet infantry manpower from the original twenty-seven to
any strength less than twelve. If this occurs, the main

program questions the Soviet player regarding continuation




3 of the engagement. Should the Soviet player decide to con-
tinue, he is notified he has made a poor strategic decision
- and play continues as before. However, should he decide not

: to continue, he is notified he has made a wise strategic

decision and the Marine is notified he has successfully
defended by the printing of the final results. Similarly,

if the Marine squad strength falls below six the Marine is

—— T

querried regarding continuation of the defense. As with the
i Soviet, the main program chastises the Marine for his poor
strategic decision. The purpose for allowing each of the
players to make their own decision regarding termination is
to provide a positive learning experience for both players.
b Even if a player loses (fails to maintain sufficient man-

power), he still receives a positive reinforcement in the

form of the message regarding his wise decision.

The only portion of the squad leader's decision process
not directly modeled in the prototype simulation consists of
the reporting phase. Because reporting varies from unit to
unit the reporting phase is dealt with at the conclusion of

each game and is performed manually. Reporting normally

occurs at the conclusion of a battle, thus maintaining real-
ism in the play of the game and maximizing computer usage.
Appendix C, Rules for Play, outlines the procedures used in

reporting.
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DETERMINING THE EFFECTIVENESS OF WEAPONS AND OBSTACLES

The entire basis of determining weapons and obstacle
effectiveness centers around random number generation and
existent weapons effectiveness criteria. If the random
numbers generated in the simulation (game) conform to the
uniform distribution, then the probability of generating a
value is the same for all values. Likewise, the probability
of generating a random number less than or equal to 0.95 is
95%. The prototype simulation generates random numbers and
by comparing these to effectiveness criteria, determine
weapons hits and misses. As an example, if the probability
of a first round TOW missile hit on a Soviet tank is 0.95,
and the number generated is less than or equal to 0.95, then
a hit occurs. Conversely, if the number generated is
greater than 0.95, the simulated TOW missile misses the tar-

get.

In the prototype simulation a PASCAL derived function
("rnum") generates random deviates. Pascal functions compute
and represent values (6:220). Unlike procedures (subrou-
tines), functions represent values and therefore can be
manipulated as such. Because no verified random deviate
generator normally exists (for PASCAL implementation) in a
microcomputer, one was constructed using the multiplicative

congruent method (33:352).

In the multiplicative congruent method, an initial
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value (seed) is chosen and then manipulated to create a ran-

dom number (the next seed) and another random.number between
zero and one. The multiplicative method uses the following

basic relationship in creating a random number.
X2 = A*X1(mod M)

This relationship uses non-negative numbers (A and M), the
seed (X1), and integer arithmetic to create random numbers
(33:350). The random number (next seed) provides a deviate
between zero and one when divided by M. No random number
generator can create an infinite string of random deviates.
The maximum number of deviates depends on the computer
implementing the coding and the modulus (M) chosen. The
statistical properties of the sequence (correlation and
autocorrelation of terms) depend on the seed (X1) and the

multiplier (A).

The proper choice of a modulus depends on the computer
used to implement the coding. To maximize the number of
different deviates generated, the modulus (M) equals two
raised to the "b" power, where "b" equals the word size of
the computer. For purposes uf this simulation "b" equals
sixteen and the modulus equals 65,536. Having selected the
modulus, the resultant length of the deviate sequence is
16,384. The value of the multiplier (A) was chosen using the
established rule requiring it to be an integer of five or

more digits void of long strings of zeroes or ones (33:351).
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The following summarizes the process of computing ran-

dom numbers between zero and one (33:352).

Choose the seed (nine digits or less)

Multiply the seed by a five digit number (A)

Divide the result from step two by the modulus (M)

and use the integer remainder as the next seed

4., Divide the new seed by the modulus and use the deci-
mal as a random number (0 < X2/M < 1)

5. Repeat steps two through five as necessary.

LW N =

Verification of the simulation is guaranteed if all
parts of the simulation are independently verified. Verifi-
cation requires actual model behavior correspond to expected
model behavior. In the prototype game, all weapons, vehicle
and obstacle effectiveness criteria are based on experimen-
tally or experientially verified probabilities. Because the
gaming output depends on both the effectiveness criteria and
the random number generated in determining weapons system
effectiveness, gaming output verification requires generator

verification.

Verification of the generator involves aquiring sta-
tistical proof that the generator creates uniformly distri-
buted deviates. Two common tests used to determine the
"goodness-of-fit" of an unknown distribution (deviates) to a
known distribution (uniform) are the Chi-square and
Kolmogrov-Smirnov goodness-of-fit tests (33:355). When test-

fng Targe sample sizes the Chi-square test is preferrable to

the Kolmogrov-Smirnov test (33:79). 1In using the Chi-square
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test, the null hypothesis states no difference exists
between the sample distribution and the known distribution.

The following formula calculates the Chi-square statistic:
R

)(t Z (fo-fe)?
fe

= observed frequency in each class

6*)6+ﬂ
' '

= expected frequency in each class

"

the sum over all k classes

Use of "S" (a statistical package available on the VAX
11/780 computer), 16,000 random numbers created with the
developed generator, and ten classes, resulted in the fol-
lowing statistics;

CLASSES TEST STATISTIC DEGREES OF FREEDOM P-VALUE
10 0.17625 8 0.999998

Interpretation of these results indicate the generator
does produce uniformly distributed random numbers. The con-
fidence with which we can say this is 99.9998%. The low
Chi-square statistic caused us to fail to reject the null
hypothesis (no difference between sample and known distribu-
tions), thus verifying the generator, and in turn, verifying
the probabilistic output of the game (weapons and obstacle

effectiveness).
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SUBROUTINES TO THE MAIN PROGRAM

In the foregoing discussion, several references identi-
fied separate subroutines as the generators of specific out-
put. The PASCAL language identifies subroutines with the
keyword “procedure". Clancy and Cooper define procedures as
“subprograms that cannot be run on their own, but do part of
the work of the main program [6:72]." Subroutines were used
in the prototype game to facilitate easy updating of weapons
characteristics, to simplify additions to existent weapons
systems, and to minimize the coding involved. The following
paragraphs describe each of the subroutines used in the pro-
totype war game and any significant implications of that

subroutine.

Procedure Skipblanks

This subroutine enables the main program to read
integer values from an external text file. Reading integer
values creates the terrain array and is therefore essential

to the operation of the main program. Procedure skipblanks

was obtained directly from Clancy and Cooper's book Oh! Pas-

ClatlEi

Procedure Rangefinder

Several subroutines call this procedure because it cal-
culates both range from the weapon to the target, as well as

distance from present position to final destination. By

71

o e b o




B roce = e

requesting start and stop grid locations (weapon and target

grid locations) this subroutine calculates the straightline
distance between these points using the pythagorean theorem.
Output from this subroutine consists of range/distance, and
the vertical and horizontal components of the range/distance

vector.

Procedure Marord

This procedure prints the company combat order issued
to the Marine squad leader. It consists of the standard
five paragraphs of the 5-paragraph order, however it has
been streamlined to contain only information pertinent to

the engineer squad leader.

Procedure Enemyord

The main program uses this subroutine to print the
Soviet player's marching orders. It contains the assets
available to the Soviet patrol commander and his basic

order, to destroy all enemy resistance along his direction

of movement.

Procedure Minefield

When called from the main program, procedure minefield
calculates the time necessary to implement a minefield of a
given frontage in a standard 1-1-1 (one Anti-tank mine, one

Anti-personnel blast mine, one Anti-personnel fragmentation
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mine) minefield density and changes the terrain integers to
represent landmines. As in each of the other obstacle sub-
routines, procedure minefield considers movement time as
well as manpower assigned in computing completion time for
the obstacle. Both the minefield frontage (50,100,150, or
200) and the manpower assigned to emplace the obstacle
determine the required obstacle completion time. A1l mine-
fields, regardless of frontage, use a sixty meter depth.

The number of rows in the minefield determines the depth of
the minefield and the minefield density determines the
number of rows. Because all of the minefields use the stan-
dard 1-1-1 density, all use the sixty meter minefield depth
(11:48). Depending on the location desired, the minefield
occupies twenty-five elements horizontally (1-25 or 25-50 in
the x direction) for each fifty meters of frontage and all
minefields occupy the first thirty elements vertically (1-30
in the y direction) in the designated grid square. Appendix
C, Rules for Play, outlines the specifics of emplacing mine-

fields in the prototype wargame.

Procedure Atditch

One of the obstacle choices available to the Marine
player consists of an anti-tank ditch. When called by the
main program, this procedure notifies the Marine player of
the necessity for earth moving equipment held by the service

support group, and then asks for the length of the desired

73




anti-tank ditch. With this information the subroutine cal-
culates the obstacle completion time and pgsses this infor-

mation back to the main program (43:83).

Procedure Demchrg

Calling this procedure provides bridge demolition capa-
bility to the Marine player. Using standard manpower
requirement calculations for the bridge type existent in the
prototype terrain (primary two-lane highway), this subrou-
tine calculates the time necessary to destroy the existing
structure (43:72). Destruction of the bridge is defined as

the time required to cut the span at each end (43:71).

Procedure Crater

A standard, demolition prepared, road crater results
from successful enactment of this subroutine. Through
interactive input, the player establishes the length of the
road crater and the number of personnel involved in creating
the obstacle. With this data the subroutine generates the
completion time for the obstacle and passes this information

back to the main program (43:71).

Procedure Arrive

Impending enemy arrival limits defensive planning and
emplacement of obstacles. This subroutine creates the enemy

arrival time by assigning a specific value (720 minutes) to
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the enemy arrival time variable. The use of a twelve hour
time limit forces the Marine player to budget his resources
in accordance with this restraint. Feedback on the Marine
player's time management ab: *y occurs when he is either
surprised by the advancing forces or he is totally prepared

at the time of engagement.

Procedure Akms

Employment of Soviet small arms requires calling this
subroutine. Because the akms is the personal weapon of all
Soviet infantry, the weapon is employed in squad sized ele-
ments. Using the range from the employing unit (one of the
two BTR mounted squads or the BMP mounted squad) to the tar-
get and a random number generated from the function “rnum",
this subroutine determines if a hit occurs for each weapon
in the employing unit. Should the employed weapon hit the
target, another random number determines the seriousness of

the wound. Table 2.3 lists the specific weapons effective-

ness criteria (16:299) and Table 2.4 represents the proba-
bilities of each wound severity classification (26:134).
Printed results of the weapons firing appear before the
player, providing fource update input for the opposing
player. Each weapon in the squad is fired only once as the
time simulated per turn is only thirty seconds. When the

range to the target exceeds the maximum effective range of

any weapon system, the player is notified and all rounds are




tallied as misses. If the Soviet player decides to fire

while mounted in the BMP/BTR, the availability of only four
firing ports reduces his firepower accordingly. Addition-
ally, firing while mounted reduces the weapons effectiveness

by a factor of six (16:299).

Table 2.3 Probability of a Hit with Soviet Small Arms

RANGE (meters) AKMS PXLMG RPG7
50 0.81 0.97 0.97
100 0.67 0.83 0.91
175 0.50 0.69 0.52
200 0.50 0.69 0.52
250 0.33 0.69 0.27
300 0.33 0.42 0.27
400 0.33 0.42 0.10
500 N/A 0.42 0.05
750 N/A 0.31 N/A
1000 N/A 0.03 N/A

.........................................................

WEAPON NE WH LC KIA
AXMS/M16A1 0.19 0.25 0.22 0.34
PKLMG/M-60 0.19 0.25 0.22 0.34
RPG-7 0.00 0.00 0.67 0.33

NE = NO EFFECT LC = LITER CASUALTY
WW = WALKING WOUNDED KIA = KILLED

Procedure Pklmg

Each of the Soviet squads maintains one PK light
machine gun (LMG). When employed by the Soviet player, this
subroutine determines the weapons effectiveness and wound
severity just as did the procedure akms. Due to the thirty

second span of each turn, the PK LMG engages only one target
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per turn. As a result, only one casualty results from the
employment of this weapon. The advantage of the PK LMG over
the AKMS 1ies in its ability to engage targets at greater
range with superior accuracy {16:301). Tables 2.3 and 2.4

display the effectiveness data for the PX LMG.

Procedure Rpg?

One RPG-7 (rocket propelled grenade) gunner is desig-
nated in each Soviet squad. This subroutine calculates
weapons firing results in the same manner as the AKMS sub-
routine. Tables 2.3 and 2.4 contain the appropriate effec-
tiveness measures. Unlike small arms fire, the RPG-7 either
immobilizes or totally destroys the targets it hits. Simi-
lar to the AKMS subroutine, random numbers determine the

severity of each hit.

Procedures Artyl22 and Mortl20

The Soviet offensive is based on the combined arms
assault. Combined arms support is provided to the advance
guard from the towed 120mm mortars and the 122mm self-
propelled guns {SAU-122). Procedures mortl20 and artyl22
simulate these weapons in the prototype war game. These
procedures simulate combined arms support by searching an
area in the vicinity of the target location (interactive
input from the player) and generating random numbers for

each non-terrain integer encountered. The procedure then

itk
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assigns wound severity (killed, walking wounded, no effect)
in accordance with another random number and the guidelines
established in Table 2.5. Because the Marine defenders may
be dug-in (in emplacements), the procedure discriminates
between dug-in trﬂops'and troops in the open when determin-
ing hits. The size of the area searched depends on the
weapon type (120mm or 122mm) and the location designated as
the target. The 120mm mortar battery creates a casualty
zone 45 meters deep and 65 meters wide while the 122mm gun's
casualty zone extends 50 meters deep and 70 meters wide
(16:179). Procedure mortl20 simulates this by searching an
area plus and minus eleven elements in the vertical (y)
direction and plus and minus sixteen elements in the hor-
jzontal (x) direction. Procedure artyl22 searches an area
plus and minus twelve elements in the vertical direction and
plus and minus seventeen elements in the horizontal direc-
tion. Figure 2.8 depicts these search areas on the terrain

array.

!
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Figure 2.8 Artillery Search Areas
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Although neither procedure accounts directly for first round
inaccuracies (probabilistic determination of round impact),

both procedures render first round fires ineffective because

the Soviets have no opportunity to register fires. Simi- 1
larly, each procedure only searches within the major grid
t square of the target designation, simulating inaccuracies in

delivered rounds.

Procedures T62 and T72

S

i The main battle tank of the Soviet forces currently
consists of the T-62 which is being replaced by the T-72
main battle tank. For training purposes the prototype war
game includes one of each type in the combet recon patrol.
In actual combat both tanks would be of the same type.
Soviet doctrine reduires tanks to engage only other tanks
and anti-tank weapons. General infantry targets are engaged
with combined arms (SAU-122 or 120mm Mortar)support (16:73).
For these reasons, both procedures require the player to
identify his target and the weapon he plans to employ

against it. Should he choose to employ the main gun against

infantry targets, the procedure reminds him of Soviet doc-

trine and terminates the players turn. Should the player
engage the appropriate target, the procedure determines main

gun effectiveness by calling a random number and comparing

!’
'r

it to established weapons effectiveness for the given range.

Similar to other weapons subroutines, once a hit is

19
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registered, a separate random number determines the severity

of the hit. Tables 2.5 and 2.6 contain the weapons effec-
tiveness and hit severity characteristics for the T7-62 and
T-72. 1If the player chooses to employ the 7.62mm coaxial
machine gun the procedure pkimg is called and weapons effec-

tiveness is determined.

Procedures Bmp and Btr

Soviet doctrine deploys either the BMP (tracked APC) or
the BTR-60 (six-wheeled APC) as the main armored personnel
carrier in the Soviet motorized rifle battalion. Contro-
versy over the actual classification of the BMP as an APC
and not a tank seems to have subsided and for the purposes
of this research it is referred to as an APC. Although all
APC's within a platoon would normally be BTR-60's, each
Division has one BMP equipped regiment. For training pur-
poses, the prototype war game equips the combat recon patrol
with one BMP and two BTR's. As in the tank subroutines,
both the BMP and the BTR procedures require the player to
identify the target and the weapon he wishes to use. The
73mm gun on the BMP is, according to doctrine, employed
against obstacles and anti-tank weapons (16:132). Variance
from this doctrine by the player forfeits his turn as it
does when the player improperly employs the main gun of the
T-62 or T-72. Similarly the 12.7mm anti-aircraft gun on the

BTR is, according to doctrine, employed only against air-
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craft or anti-tank targets. Effectiveness of the weapons i
(main gun or coaxial 7.62mm machine gun) are determined

exactly as in the T-62 and T7-72 subroutines. Tables 2.5 and

2.6 contain weapons effectiveness data for the BMP (73 mm

gun) and the BTR-60 (12.7mm heavy machine gun).

Table 2.5 Soviet Armored Weapons Hit Probabilities (6)

TANKS APC'S |
RANGE HIT PROBABILITY RANGE HIT PROBABILITY ,
__________________________________________________________ ]
T-62 T-72 BMP BTR-60
500 0.98 0.98 50 0.97 0.95
1000 0.79 0.94 100 0.89 0.95
1500 0.50 0.75 175 0.89 0.80
2000 0.27 0.55 250 0.83 0.70
2500 0.14 0.40 500 0.64 0.50
3000 0.08 0.35 800 0.50 0.40
1000 0.40 0.20
1300 0.28 N/A
1800 0.24 N/A
Table 2.6 Soviet Effect's Probabilities i
for Armored Weapons (6) :
B e oy S ey v Sy e S v b= s D T o & Py et e v oy pis Py v P 4
EFFECT WEAPON 1
T-62 T-72 BMP BTR
Destroy 0.71 0.71 0.50 0.35 ;
Immobilize 0.29 0.29 0.50 0.65 1

Procedures M16A1 and M60

The M-16A1 5.56mm rifle is the standard Marine weapon
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and roughly equates to the Soviet AKMS. Marine Corps doc-
trine has established the M-6C as the standard Marine Corps
light machine gun, roughly corresponding to the Soviet PK
LMG. The procedures M16A1 and M60 determine weapons effec-
tiveness and hit effects in exactly the same manner as the
procedures akms and pkimg. As with the AKMS, the M-15A1 is
employed in unit element exchanges. ‘The standard unit
employed is the demo team, thus the maximum firepower in any
single exchange becomes four weapons. Similar to the pro-
cedure akms, each demoteam member fires one round during the
thirty seconds simulated by a turn. As with the PK LMG, the
M-60 engages only one target during a single turn resulting
in a single casualty. The advantage of the M-60 is its
superior accuracy at extended ranges as outlined in Table
2.7. The effect of a hit from Marine small arms is the same

as that for Soviet small arms and Table 2.4 lists the

specific probabilities.

Procedures TOW,Dragon, and LAAW

These procedures calculate employment results for the
Marine antimech weapons. Each procedure calls procedure
rangefinder and combires target range and a random number to
determine the results of specific weapon employment. Should
a hit occur, the procedure uses another number to determine
the hit effects. The result of a hit with any of these

weapons is either target destruction or immobilization. If
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the simulated missile (TOW,Dragon, or LAAW) misses the tar-
get, thé appropriate subroutine notifies the player and
requires him to give the exact weapon location to his
opponent. This simulates positive enemy identification of
the antimech weapon's signature caused by backblast. Each
of the antimech weapons has a specific ammunition allowance
and each time a player employs a weabon he expends one
round. As a player fires his last round for a specific
weapon he is notified by the appropriate subroutine. Should
he attempt further employment of this weapon, the subroutine
informs him he has exceeded his ammunition allowance and his
turn is terminated. Table 2.8 lists the antimech weapons
effectiveness probabilities and TaB]e 2.9 gives the associ-

ated hit effects probabilities (16:78).

Table 2.7 USMC Small Arms Hit Probabilities (26)

RANGE WEAPON

(meters) M-16A1 M-60
50 0.73 0.81
100 0.56 0.64
200 0.44 0.53
300 0.36 0.44
400 0.31 0.39
500 0.25 0.33

1000 N/A 0.19
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Table 2.8 USMC Antimech Weapons Hit Probabilities (6)

RANGE - WEAPON
(meters) TOW Dragon LAAY
50 0.00 0.00 0.97
250 0.75 0.75 0.17
1000 0.90 0.90 N/A
3000 0.90 N/A N/A

---------------------------------------------------------

Table 2.9 USMC Antimech Weapons Hit
Effects Probabilities (6)

---------------------------------------------------------

EFFECT WEAPON
TOW Dragon LAAW
Destroy 0.90 0.80 0.33
Immobilize 0.10 0.20 0.67

Table 2.10 Indirect Fire Weapons Hit Probabilities
(USMC and Soviet)

TARGET HLF EEFECT
NE WW KTA DESTROY*

Troops in the Open 0150 104 L3 N/A

Troops Dug In 0.75 0.095 0.155 N/A
Armored Vehicles 0.50 N/A N/A 0.50
Tanks 0.64 N/A N/A 0.36
NE = NO EFFECT WW = WALKING WOUNDED

NA = KILLED DESTROY = VEHICLE DESTROYED

* = Applies to Tanks and Armored Vehicles Only

Procedures Mort8l1 and Artyl05

U.S. Marine Corps indirect fire weapons available in

the simulation include the 81mm mortar and the towed 105mm
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gun. Procedures mort81 and artyl05 calculate the casualties
resulting from employment of these weapons. As in pro-
cedures mortl20 and artyl22, the subroutine searches the
terrain array for non-terrain integers and generates a ran-
dom number to determine the effect of a chosen weapon. The
81lmm mortar section creates an effective casualty area forty
meters deep and fifty-five meters wide while the 105mm gun
produces casualties in an area forty meters wide and sixty
meters wide (20:97). To simulate the 8lmm mortar casualty
zone the subroutine mort81 searches the terrain matrix in an
area plus and minus ten elements (from the target location)
vertically and plus and minus thirteen elements horizon-
tally. Similarly, procedure artyl05 simulates the 105mm gun
casualty area by searching the terrain array plus and minus
ten elements vertically and plus and minus fifteen elements
horizontaily. Table 2.10 lists the indirect fire hit

effects probabilities.

Procedure Move

This procedure provides for the second of the two basic
principles of tactics, maneuver. When a player desires to
move his assets he invokes this subroutine. The first item
necessary for movement calculations is travel distance.
Table 2.11 outlines maximum allowable travel distances per
turn based on mode of travel (wheeled vehicle, tracked vehi-

cle, or on foot) and type of terrain traversed (clear/flat,
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inclined, or water). These maximum distances are calculated

using tactical movement rates and the thirty seconds simu-
Tated in each turn (26:121). The intended travel distance
is calculated in the procedure rangefinder just as target

ranges were calculated for the weapons subroutines.

Once the distance, mode of travel, and terrain type are
established, the subroutine updates the terrain array for
each vacated location. In order to allow 360 degree move-
ment and still check the movement path for obstacles (mine-
fields), the subroutine identifies any grid borders crossed
during movement. Once the crossing points are established
the procedure checks these locations and the start and stop
points for obstacles. By checking start,stop,and grid
border points, the simulation checks all possible encounters
because the minefields (if present) occupy grid elements one
to twenty-five, twenty-five to fifty, or one to fifty in the
horizontal (x) direction and grid elements one to thirty in
the vertical (y) direction. 1If obstacles exist, the pro-
cedure generates a random number to determine if an
; encounter occurs. Should an encounter occur, another random
number determines the effect of the encounter based on pro-

bability and the mode of travel,.

The probability of an encounter in a standard pattern

minefield (0.9328) resulted from manipulation of the follow-

ing formula:

NMf A
PROBABILITY DF ENCOUNTER: Z NMS -K! Pcij TVJ (I0=Dﬁ)
isg
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= area of the traveled lane

>

area of the minefield
Pztj = countermeasure effectiveness

number of mine types

=
3

damage width of the mines

Y;
ne
Lw

number of vehicles transiting minefield

lane width

1}

Since the number of mines is directly proportional to
the area of the minefield and the area of the minefield is
proportional to the frontage, the probability of an
encounter remains the same regardless of minefield frontage,
given all other factors remain the same. The countermeasure
effectiveness equals one for all cases because of the lack
of countermeasures employed by the Soviets in the combat
recon patrol. In a 1-1-1 density minefield the number of
mine types equals three. The anti-handling devices emplaced
with each mine create a damage width of one meter for each
mine. Finally, the lane width (wheel/track or foot path
width) covers 1.16 meters and the number of vehicles or per-
sonnel entering the minefield remains one (one vehicle moved

per turn, one person enters the minefield at a time).

Table 2.12 displays the encounter effect probabilities

for landmine encounters. When a player's forces encounter a

landmine, the procedure terminates his turn and emplaces his
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forces at the point of encounter. Upon successful comple-
tion of the move the procedure notifies the player of a suc-
cessful move and places his forces appropriately in the ter-
rain array. Crossing of water by any means other than a
bridge requires vehicular assistance. This and other
specifics of movement are covered in Appendix C, Rules for

Play.

Procedures Mount and Dismount

To effectively employ his infantry assets and maintain
Soviet doctrine, the Soviet player must have the ability to
mount and dismount his troops from their APC's. These pro-
cedures provide this flexibility and adjust the terrain
array to reflect simulated mounting or dismounting. When
dismounting a vehicle, the procedure dismount asks for the
number of personnel to be deployed and their prospective
location. It then checks the location for landmines and
either places the person at his location or notifies the
player the individual has encountered a landmine. When
mounting a vehicle, the procedure mount merely clears the

terrain locations vacated by the mounting forces.

Table 2.11 Maximum Travel Distances per Turn (meters)(6,26)

TERRAIN TYPE MODE OF TRAVEL
ON FOOT TRACKED VEHICLE WHEELED VEHICLE
Flat/Clear 50 150 100
Inclined 25 100 40
Water N/A 25 25




Table 2.12 Casualty Effects Probabilities
from Landmine Encounters (10)

MODE OF ENCOUNTER WW/IMMOBILIZE KILL/DESTROY
Personnel 0.67 0.33
Vehicles 1.00 0.00
ﬁw Walking Wounded IMMOBILIZE Weapons function

Killed DESTROY Nothing functions

CHAPTER SUMMARY

This chapter began with a discussion of both Marine
Corps and Soviet doctrine and tactics including ground
defense, the philosophy of fighting armor, the Soviet com-
bined arms assault, and USMC obstacles and barriers. Fol-
lowing these discussions, the chapter treated the develop-
ment of the prototype war game to include the development of
prototype terrain, implementation of the squad leader's
decision process, and the specifics of the random deviate
generator and each subroutine supporting the main program.
General information on the play of the prototype game is
contained in the chapter, however Appendix C, Rules for
Play, contains the specific rules necessary for implementa-

tion of the prototype simulation wargame.

This chapter treated the model translation and verifi-
cation phases of the methodology of this research. Chapter
Three discusses initial validation of the game through com-

parison with MCCRES criteria and discussion of the
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playtesting results.
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CHAPTER TII
ANALYSIS OF GAME VALIOITY

This chapter contains discussion of the various
approaches to simulation validation, the general approach
chosen for this research, and a detailed discussion of the
specific approaches employed. The specific techniques

employed consisted of an analysis of game playtesting and a

i comparison of the actions and planning required by the game

E as opposed to that required by Marine Corps Combat Readiness
Evaluation criteria. Validation as discussed in this
chapter deals with the determination of the game's teaching

1 effectiveness and reinforcement of critical antimech defense

concepts. In general, is the simulation game's behavior

comparable to real system behavior.

STANDARD APPRCACHES TO SIMULATION VALIDATION

GENERAL

The process of evaluation consists of three sections

4 {332 0V 5
1. verification - to insure the model behaves as in-
tended.
2. validation - to test the agreement between behavior
of the model and system behavior.

3. problem analysis - analysis and interpretation of
the data generated by the simu-
lation,

As stated in the methodology portion of Chapter One,

gaming in general and the scope of this research in particu-
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lar do not lend themselves directly to problem analysis.
}his is not to say experimentation is impossible with simu-
lation games, rather that effective data collection and
problem analysis differ from normal analysis of simulation
data. Validity therefore, remains the only determination
applicable to development of the prototype simulation war

game.

Several different theories of scientific inquiry and
the following paragraphs summarize their differences as
described by Shannon (33:211-217). Almost more important to
war game validation than agreement between model behavior
and real system behavior is the extent to which the simula-
tion war game is an isomorphic reflection of the real system
(33:210). A simulation war game which is homomorphic is of
little value in the teaching of concepts and principles
because it is the isomorphic nature of a simulation war game
which makes it an effective teaching tool. Because of this
emphasis, isomorphic versus homomorphic, the choice of vali-

dation techniques included these considerations.

SUBJECTIVE VERSUS OBJECTIVE METHODS

The development phase of any simulation war game is
primarily a subjective experience where subjective beliefs
(opinion, intuition, gut-feel, experience) mold a model from
the infinite possibilities. Due to the iterative nature of

simulation development, the development process alternates
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between construction and verification, thus requiring alter-
nating between subjective and objective methods. Although
the creation of any simulation entails the iterative process
of subjective input (construction) and objective input
(model verification) final validation of the end product
requires objective measurement of the game's reality,
separate from any subjective biases (33:211-212). The fol-
lowing discussion outlines four objective means of simula-

tion validation.

RATIONALIST VERSUS EMPIRICIST

Rationalist thinking is closely aligned with logic and
mathematics. The rationalist view of validation holds a
simulation model to be merely a collection of logical deduc-
tions based on a set of premises. These premises may or may
not be open to objective verification or subjective experi-
ence. In their purest form, rationalist premises become
premises of unquestionable truth (33:211). Applied to the
validation of the prototype simulation, rationalists valida-
tion would not require controlled procedures because the
basic premises upon which the war game was developed are so
much a part of everyday life, merely stating them makes the
result obvious. The critical discrepancy involved in using
the rationalist approach is the "obviousness" of the prem-
ises and their result. Nothing dealing with combat is so

much a part of everyday life as to be obvious, and further,




rapidly chanéing technology and tactics complicate even the

most basic of assumptions (33:212-214).

Opposite the rationalists on the philosophical spectrum
are the empiricists. Generally, the empiricist viewpoint
emphasizes the necessity of basing a model on facts and not
assumptions. Strict proofs using statistical testing pro-
vides the basis of empiricist validation. "“In short, in its
purest form, empiricism asks that we begin with proven or
verifiable facfs; nct assumptions [33:214]." The detrimen-
tal aspects of this approach lie in the fact that no simula-
tion involving human decision making in the combat environ-
ment can possibly begin with proven facts. Given any set of
circumstances, any two people may make drastically different

decisions based on their training and experience.

ABSOLUTE PRAGMATIST

Whereas rationalist and empiricist validation involve
the entire model, a third view, absolute pragmatism concerns
itself only with the end product of the simulation. 1If the
simulation fulfills the purpose for which it was developed,
the absolute pragmatist assumes validity (33:214). 1In vali-
dation of the prototype simulation, the absolute pragmatist
approach offers the best alternative yet discussed. Diffi-
culties arise in implementing this approach because the
internal operation of a simulation war game is critical in

the development of teaching effectiveness, thus, measuring
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the end result overlooks important parameters in simulation

validation.

UTILITARIAN APPROACH

As could be expected, black and white distinction
between the previous approaches seldom occurs. Because of
this, the utilitarian approached was developed incorporating
all three approaches in a multi-stage validation process.
The utilitarian approach was used in initial validation of

the prototype war game.

Stage one of the utilitarian process seeks face vali-
dity of the internal structure of the model based on "“a
priori knowledge, past research, and existing theory
[33:215]." Execution of stage one validation in this
research constituted development of the main program and
each of the supporting subroutines in compliance with Marine
Corps and Soviet doctrine and tactics. This is discussed
extensively in Chapter Two of this research. Stage one is
therefore, a modified rationalist's approach, requiring the
assumptions used merely to be sensible. Numerous executions
of each of the subroutines were necessary in completing

stage one validation.

Stage two validation also concerns the internal struc-
ture of the simulation. Unlike stage one, stage two

requires empirical testing of the assumptions used in each
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of the building blocks (procedures) of the simulation.
Because each of the subroutines is based on statistically
substantiated hypotheses, the only empirical testing

i required in stage two concerned the uniform generater
developed in the PASCAL function "rnum". As stated in
Chapter Two, this generator was empirically tested using the
Chi-square goodness of fit test and was shown to produce
uniformly distributed deviates at a confidence level of

| 99.9998%.

i The final stage of validation requires vigorous verifi-
f cation that the model represents real world behaviors
(33:216). This portion of the validation requires the

developer to convince the user his model will perform to
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specifications, namely, teach the principles and concepts of j
anti-mechanized defense on the squad leader level. The
choices available for third stage analysis vary from compli-
cated spectral analysis to behaviorally oriented tests, to
| field tests and prototype displays. Time constraints and
the original scope of this research effort limited the stage
three analysis techniques employed. 1In an effort to provide
initial validation of the prototype simulation war game, two
means of stage three analysis were applied. First, the
decisions germane to the game were compared to those
required by Marine Corps Combat Readiness Evaluation System
(MCCRES) standards. Second, the game was administered to

several Marine Corps squad lTeaders and analysis of a post-
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game questionnaire subjectively measured the teaching effec-
tiveness of the prototype simulation. The remainder of this
chapter is dedicated to discussion of these analyses.

ANALYSIS OF APPLICABLE MCCRES STANDARDS

GENERAL

The following discussions highlight each of the MCCRES
standards applicable to squad level defense. The numbers
following the applicable topics correspond to the subheading

designators used within the MCCRES publication (12,13).

CONTINUING ACTION BY MARINES (S2A.1)

Discipline

Of the nine sub-categories detailing discipline, the
prototype simulation only effectively measures two, fire
discipline and supply discipline. Fire discipline defines
the process of controlling rifle and automatic weapons fires
and precisely executing unit fire orders. Fire discipline
is essential in maximizing unit fire effectiveness (15:60).
Supply discipline constitutes the effective use of ammuni-
tion, rations, water, and equipment. Doctrine allots
specific loads for each man and weapon system. The proto-
type accomplishes these through limited availability of
antimech rounds (supply discipline) and the employment of

M-16A1 fires in demo team elements (fire discipline).
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"The remaining seven categories, including items such as
self discipline, weapons and equipment discipline, communi-
cation discipline, noise and light discipline, and hygenic
discipline, represent areas only reinforceable under field
conditions. These areas are not reinforceable in any simu-

lation war game and therefore do not reflect on the validity

of the prototype simulation.

Disgersion

Correct dispersion allows for minimum effect from a
single enemy weapons exchange. This results in minimal loss
of combat power from both enemy direct fire and indirect
fire fragmentation weapons. The prototype war game specifi-
cally reinforces these standards for individual dispersion
(distance between personnel), unit dispersion (distance
between demo teams), dispersion of leaders, and weapons
dispersion by allowing the players to position individuals
in demo team order, weapons, and themselves. Feedback on
proper dispersion occurs in the form of the opposing forces
direct and indirect fire results. With proper dispersion
fewer casualties will be suffered when engaged by the enemy.
The only element of dispersion not modeled in the prototype
and required by MCCRES deals with material dispersion.
Material dispersion constitutes the spread loading of sup-
plies throughout the squad. Because of the purely adminis-

trative nature of this task, no provisions for such activity
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were made in the construction of the game.

P

Use gﬁ Cover

The principle of cover dictates positioning of person-

nel where they may not be observed by hostile forces and
where they are protected from enemy direct fire weapons. As

in the area of discipline, certain sub-categories of this

standard are only feasible in actual field conditions. This
does not detract from the realism of the prototype simula-
tion but is a weakness of simulation war games in general.
Certain categories of this performance standard do, however,
lend themselves to implementation in a simulation, and the

prototype war game includes these decisions. With an under-

. [ Te——

standing of the terrain and personnel emplacement portions
of the prototype simulation, the player makes decisions
necessary to take advantage of covered movement routes and

crew-served weapons (TOW, Dragon, M-60) firing positions.
Security

E - Preventing enemy observation of and information gather-
ing on friendly forces, preserving freedom of action, and
preventing enemy surprise all define parts of the principle
of security. In the defense, security concentrates on
preventing surprise and denying the enemy information on the
defensive plan. Security is normally attained through the

posting of crew-served weapons for observation and enforcing
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noise diséip]ine {(15:161). The model effectively models
this subtask in its entirety by rewarding proper security
and planning by the Marine with the first option in the com-
bat phase of the game. Should the Marine fail to provide
sufficient security, the element of surprise is lost and the
first option goes to the Soviet player. 1In numerous tests
of the prototype, maintaining the first option was critical

to successful defense.

Use of Camouflage and Concealment

The principles of camouflage and concealment are simi-
lar to the the principle of cover. Camouflage and conceal-
ment provide only for prevention of enemy observation and do
not provide for protection from enemy direct fire weapons.
The model effectively includes this action when the Marine
organizes the defense so as to prevent detection by enemy
forces. The use of camouflage is not modeled in the proto-
type simulation and as in other areas this is better meas-

ured in actual field conditions.

COMMAND AND CONTROL (S2A.2)

Control of Organic Firepower

In general, control of organic firepower requires the
employing unit leader be aware of weapons effectiveness cri-
teria (ranges, shell types , and burst patterns) and be able

to employ these weapons effectively. The prototype game
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incorporates all decisions and actions required of the squad
leader by MCCRES standard with the exception of the squad
leader's awareness and ability to use alternative communica-
tion assets linked to his fire support weapons. Use of 8lmm
mortar, antitank weapon, and organic firepower control tech-
niques exist in various forms throughout the simulation
including demo team employment of M-16's, registration of
artillery and mortar fires, and use of an armor engagement
line in conjunction with the antimech weapons. The initial
combat order addresses a majority of these issues and the
choice of availability and weapon type is an integral part
of the game. The inability to model the various communica-
tion assets stems from the two-player format of the game and
the scope of theis research. Because the squad leader is
the only "communicator" in the game, he communicates over
all assets in the play of the game. Differentiation in
assets would only further complicate the game and detract

from its teaching effectiveness.

L Control of Artillery Fires

Indirect fire weapons (mortars and artillery) require
two or more personnel to engage enemy targets. The request-
ing unit commander uses the following call to implement
these weapons.

1. FIRE MISSION

2: KNOWN REFERENCE POINT OR GRID LOCATION
3. DIRECTION FROM OBSERVER TO TARGET (OPTIONAL)
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4. DESCRIPTION OF TARGET
5. SHELL TYPE REQUESTED (OPTIONAL)

Control of artillery fires is based on knowledge and fami-
liarity with the preceding procedures and knowledge of the
terrain. The prototype simulation models most of the
required standards dealing with control of artillery fires.
The sequence involved in employing simulated artillery rein-
forces the standard call for fire, and the rounds must be
registered in order to achieve first round hits. As in the
control of organic firepower, however, the alternate means

of communication have not been modeled.

Control of Naval Gunfire and Close Air Support

Naval gunfire and close air support are strictly con-
trolled by forward observers specifically designated for
that task. Neither 6f these performance objectives were
modeled because they require only knowledge of the existence
of these assets, a task more efficiently performed in the

classroom.

Coordination of Logistics

The duration and purpose of the simulated combat negate
the need for logistical support during the play of the game.
For this reason, the prototype game does not include deci-

sions pertinent to logistics.
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Coordination of Casualty Treatment and Evacuation

Casualty treatment and evacuation are the responsibili-
ties of the unit leader and attached medical support (usu-
ally a Navy corpsman). Efficient treatment of casualties
directly affects morale and the unit's further fighting
capability. The prototype game models only the reporting
phase of this performance objective. The casualty report
completed at the conclusion of the game satisfies the
reporting of casualties however it fails to test the actual
administration of first aid and demonstration of these tech-
niques by other members of the squad. Once again, this
feature is symptomatic of all simulation war games and not a

specific lack of realism or teaching effectiveness on the

part of the game.

Reports Control

The reporting phase of the simulation fulfiils all
squad level performance objectives (see Appendix C, Rules

for Play).

Coordination of Intelligence and Comm Coordination

Neither of these performance objectives is explicitly
modeied in thé play of the game, however submission of the
SALUTE report impiies the forwarding of gathered intelli-
gence. No modeling of POWs or POW handiing occurs in the

prototype simulation. As well, the combat order establishes
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wire as the means of communication and the time required to
emplace personnel includes the time to establish wire land
lines. This is, however, indirect modeling of this perfor-

mance objective.

FIRE SUPPORT COORDINATION (SzA.3)

Defensive Fire Support

Although similar to the "control of fire support” and

“control of artillery fires" performance objectives, this

standard involves more of the planning of artillery fires
than the actual employment of fires. Primarily, this objec-
tive stresses the planning and registering of targets. The
prototype simulation reinforces these concepts by requiring
registration of fires for accurate delivery and casualty [
assessment. The areas not directly modeled by the simula-
tion include use of a final protective fire (FPF) and plan-
ning for illumination in the night defensive scenario. The
first of these areas is modeled in principle because the FPF
is merely a planned and registered target fired on command.
A1l of the artillery fire is treated in this manner in the
simulation. In effect, all fires which have been registered
are FPFs. The lack of appropriate night planning is a gen-
eral weakness of the simulation. None of the parameters

take into the account of the night defense. The final area

covered in this performance objective includes coordination

with superiors on matters of fire support. The only
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modeling of this portion of the objective occurs in the end

of game reports.

DEFENSE (S2B.6)

Planning

This requires the squad leader to receive the five-
paragraph order from his company commander, synthesize this
order into a squad five-paragraph order, and deliver his
order to include the supervision of its execution. The pro-
totype war game does not require the physical writing of his
five-paragraph order, however he is responsible for the
placement of his personnel and crew served weapons. This
requires him to plan for their employment even if he does

not put his plan on paper.

Organization of the Ground

The "planning performance objective deals strictly
with the generation and supervision of the squad five-
paragraph order. The "organization of the ground" perfor-
mance objective emphasizes the actual implementation of the
plan and requires use of the general sequence of planning as
described in Chapter Two. These objectives include estab-
lishing local security, digging in, positioning crew served
weapons, establishing communications, preparing obstacles,
and planning fire support. Play of the prototype game

satisfies these requirements with the exception of
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estab]iéhing communications. Specific responses requested
in the play of the game require the players to execute these

performance objectives.

In addition to these requirements, Combat Support
MCCRES standards require the combat engineer be able to cal-
culate the requirements for minefields, 1og obstacles,
bridge demolitions, road craters, and antitank ditches (13).
Once planned, MCCRES objectives require the combat engineer
be technically proficient in their emplacement. Simulation
of these concepts occur in the prototype war game during the
choice of obstacles, the manpower assigned to each obstacle,
and the size of each obstacle. Feedback on the effective-
ness of squad leader planning consists of the opening play
of the game where the Marine squad is either preparred for
the Soviet advance, or he is caught attempting to prepare

obstacles.

Play of the game does not provide any reinforcement or
simulation of technical skills involved in obstacle place-
ment. This again stems from the basic shortcomings of simu-
lation gaming and not a specific lack of validity in the

prototype simulation.

SUMMARY OF MCCRES STANDARDS COMPARISON

The prototype simulation effectively reinforces those

skills required by MCCRES standards. Several items not
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included 1in the model are an alternate communication means,
no reinforcement of technical skills (first aid,weapon
cleaning, mine emplacement), and night combat effects. The
lack of available communication assets and incorporation of
night combat factors result from the 1imits of the scope of
this research. The inability to reinforce technical skills
is merely a limitation of gaming in general,

ANALYSIS OF PROTOTYPE PLAYTESTING

GENERAL

The second test of game validity involved actual playtesting
of the prototype war game by seven Marine Corps enlisted
personnel and the analysis of their perceptions as obtained
through a post-game questionnaire. Appendix H contains a
copy of the questionnaire administered following playtest-
ing. The following paragraphs discuss the conduct of the
test, demographics of the sample population, interpretive
results of the post-game questionnaire, and observations

regarding the playtesting phase of validation.

CONDUCT OF THE TEST

A random sample of seven Marine enlisted personnel
comprised the sample population. Randomness in the selec-
tion of personnel was obtained by requesting support from
the Inspector and Instructor (1&1) Staff, Dayton, Ohio.

Initial guidelines established participant qualifications as
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enlisted Marines between the ranks of Private (E-1) and

Staff Sergeant (E-6). No other qualifications were stipu-
Tated. Selection of the participants was solely dependent
on individual availability. The Administrative Chief, I & I
Staff, Dayton, Ohio performed participant selections and
game participation or the lack thereof provided no reward or

punishment.

The author conducted playtesting at the Air Force
Institute of Technology, buildings 640 and 641. Computer
assets involved included the VISUAL 550 remote terminal and
printer located in room 133, building 640, and the Teletype
Model 43 remote terminals in room 312, building 641. A1l

terminals accessed the VAX 11/780 computer for processing of

the compiled simulation program.

Prior to playtesting, the author instructed the parti-
cipants in the rules for play and the administration of the
post-game questionnaire. Further, the author issued a gen-
eral statement of ambivalence toward the results of play and
the perceptions of those individuals involved in playtest-
ing. This general statement stressed the importance of
gathering honest feedback and the unimportance of purely

positive perceptions.

The participants were divided into three teams consist-
ing of two two-man teams and one three-man team. Playtest-

ing consisted of three to four runs per two-man section.

108




9

Each Marine played both the role of the Soviet and the role

of Marine squad leader. One of the two-man groups utilized

both the Model 43 terminal and the VISUAL 550 terminal.

Total time of playtesting was four and one-half hours, with
i each game ranging from forty-five minutes to one and one-

half hours in length.

m Following playtesting, each individual completed the
post-game questionnaire and took part in a general discus-

f sion of the prototype simulation. Discussion of the results

]

from these evolutions appears in the following paragraphs. :

Due to the limited sample size, rigorous statistical meas-
! ures were not performed but rather interpretive results from

the questionnaire responses were assembled.

DEMOGRAPHICS

The initial responses on the questionnaire provided the
sample population demographics. Analysis of the responses

! indicated the following averages:

e AGE 26 YEARS
| GRADE SERGEANT (E-5)
TIME IN SERVICE 7 YEARS

In addition, all respondents had previous squad leader
experience and all maintained military occupational special-
ties in the combat (infantry, tanks, aviation) or combat
support (artillery,engineers,amphibious vehicles) fields.
These qualities ensure accurate interpretation of the game's

realism and establish face validity in the questionnaire
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responses.

Approximately fifty percent of the respondents had
active duty experience and educational levels ranged from
high school graduates to graduates of two year degree pro-
grams. A1l respondents were currently serving in the Marine

Corps Reserve.

INTERPRETIVE RESULTS OF QUESTIONNAIRE ANALYSIS

A five point Likert-type scale measured the
respondent's agreement or disagreement regarding the sixteen
statements on the questionnaire covering their perceptions
of the game's teaching effectiveness and realism. The scale
ranged from strongly agree to strongly disagree with neutral

as the modal response.

Two of the sixteen questionnaire statements (statements
one and twelve) commanded unanimous responses of strongly
agree. Statement one reflected the unanimous perception of
enjoyment in playing the game. Investigating related state-
ments eight and eleven revealed further support to this per-
ception. Statement eight responses indicated general
disagreement regarding the need to force individuals to
train using the prototype simulation. Although all state-
ments were not in the same category, all statements indi-
cated disagreement. Statement eleven responses also sup-

ported the perception of playing enjoyment. Responses to
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this statement established the game was not too difficult
(complicated) for squad level implementation. The second

statement gathering a unanimous response was number twelve.

Response to this statement established the perception of the
g "~ providing effective shipboard training. Responses to

statements four and sixteen support this perception.

] A1l players' responses to the remaining statements were

T

similar in their tone. Specifically, all responses to indi-
vidual statements were either agree-strongly agree or

disagree-strongly disagree. The following provides a

i synopsis of the interpretatiqn of these responses. Overall,
the players perceived the game provided effective training

(teaching effectiveness) not only in the squad leader's

[ employment of antimech defense but as well in the weapons

and tactics of the Soviet forces. Several perceptions led

to this general feeling. First, the decisions required in

i the simulation were germane to the squad leader level and |
they incorporated all areas of ground defense. Second, the
players perceived both the use of barriers and combined arms

essential to successful defense, both in the game and in

reality. Further, defensive planning in the game required
o an appreciation for the time and support effort required in

constructing antimech obstacles.

- Aside from the overall perception of teaching effec-

tiveness, the players perceived the provided materials (map

111




level.

1.

! 3.
4.

tion.

and rules) sufficient to conduct training at the squad

Comments regarding improvement of the game included

the following suggestions:

Addition of graphics ranging from simple to three-
dimensional.

Addition of more units, perhaps three squads to
provide unit leader interaction.

Addition of new Soviet technology.

Expanded terrain model.

p A1l suggestions were positive and no suggestions mentioned

deleting or reworking any portion of the prototype simula-

W -

Several

f
t
L OBSERVATIONS DURING PLAYTESTING
b

In addition to interpretation of questionnaire
[ responses, the author used personal observations made during
the playtesting to further substantiate game validity. The

following 1ist generalizes these observations.

Measurable learning occurred during playtesting.
Game play was enjoyable for the participants.
The terrain grid system caused problems in
understanding the prototype.

The game provided a realistic experience to the
players.

The following discussion expands and substantiates each of

these observations.

Several occurrences established the first observation.

of the players were unaware at the beginning of the
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playtesting of many of the characteristics of the Soviet
weapons systems. At completion of the playtesting, these
same individuals made intelligent employment decisions
regarding Soviet weapons which demonstrated their learning.
Not only did the players recognize the physical characteris-
tics of the weapons systems (wheeled versus tracked vehi-
cles), they also knew which weapons were more effective (T-
72 versus T-62) at given ranges. Additionally, certain
players were initially ignorant of time and manpower
requirements needed for the various obstacles. Again, by
completion of the playtesting, intelligent manpower and obs-
tacle frontage decisions were obvious among the players.

The final area in which measurable learning occurred was
employment of combined arms. By the end of the game, each
player could anticipate the requests for necessary informa-
tion and the processing time of calls for fire rapidly

reduced.

The additional sessions engaged in by several of the
players evidenced the enjoyment involved in playing the
simulation. Originally, each team was to complete three
games per team member. Most teams preferred to play at
least one {time permitting) and sometimes two additional
rounds of the game. Good natured competition furthered the
enthusiasm and enjoyment ignited by immediate feedback from

weapons and obstacle employment.
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Although not mentioned in any of the post-game ques-

tionnaires, several players had difficulty in initially

understanding the grid reference system. Most players |
: required one full game before feeling comfortable with the i
system. The major barrier to understanding developed from |
the difference between the prototype grid reference system

and the standard military grid identification system taught
during land navigation training. The game uses the first

: two digits of the grid number to identify the major grid of

interest and the last two integers to define the variance in

] the horizontal (x) and vertical (y) directions. Conversely,
the military system uses the first two integers to identify

i the major grid horizontally and the distance horizontally

within that grid, and the second two integers to identif]
the major grid vertically and the distance verticaily within
that grid. Further, a major grid square in the prototype
simulation represents a 100 meter by 100 meter area, whereas
in the standard grid system, each major grid represents a
1000 meter by 1000 meter area. This caused confusion in
calculating mental map ranges used to determine which weapon
to employ. This problem is solved by thoroughly indoctri-
nating the players in the game's coordinate system prior to

play. Appendix C contains guidelines for this procedure.

The game provided a realistically structured combat |
problem to the players. Individuals' comments provided the l

basis for this observation, both during the play of the game
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basis for this observation, both during the play of the game
and during the general discussion which followed playtest-
ing. Comments highlighted the rapid response of the system
as the key to realism in the simulation. The employment of
weapons within prescribed ranges produced expected results
for the players, further enhancing the game's realism.
Additionally, 360 degree movement and the ability to load
and unload troops was seen as essential to realistic simula-

tion of the combat environment.

SUMMARY OF PLAYTESTING

Playtesting the prototype simulation using Marine
enlisted personnel established initial simulation validity.
Both perceived and measurable learning occurred in the
players during playtesting. A1l players strongly agreed
playing the game was enjoyable and it provided very effec-
tive training. A1l playtesting participants perceived the
prototype simulation to be realistic and to effectively
teach antimech defense principles.

CHAPTER SUMMARY

Chapter Three described several approaches to valida-
tion, the approach chosen for this research, and the specif-
ics of the chosens tests for validity. A comparison of the
decisions and knowledge required in the prototype simulation
and those decisions and actions required by MCCRES criteria

revealed similar requirements. The major limitations of the
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communication assets and night time defensive parameters.

The source of this limitation stems from the scope of this
research and is not an oversight or weakness of the proto-
type game. The determination of the simulation's inability
to reinforce technical skills was expected from the litera-
ture review and did not reduce the validity -of the prototype
simulation. Analysis of game p]aytésting and resultant
post-game questionnaires substantiated the validity claim
established through MCCRES evaluation and established the
teaching effectiveness of the prototype through the percep-
tions of those involved in the playtesting. 1In addition to
perceived learning, the author observed measurable learning
in several participants. Chapter Four presents the summary
and conclusions of this research and recommendations for

further research.
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CHAPTER IV
SUMMARY, RECOMMENDATIONS, AND CONCLUSIONS

This chapter summarizes the research effort discussing
the accomplishment of each research objective, how the
research objectives answered the research question, recom-
mendations for further research, and the general conclusion
drawn from this research. The research objectives summary
includes a brief synopsis of the actions involved in playing
the prototype simulation, noting its strengths and lTimita- :
tions. Discussion of the means by which the rescecarch objec-
tives satisfied the research question emphasizes further
research and the effort required to fully satisfy the
research question. Finally, the suggestions for further
research summarize possible follow-on research efforts and
lead to the final conclusions drawn from this research.

SUMMARY OF RESEARCH ACCOMPLISHMENTS

The primary objective of this research was to develop a
validated simulation war game incorporating decisions per-
tinent to direct and indirect fire weapons, landmine war-
fare, and other obstacles pertinent to Marine combat
engineer squad leaders. Several intermediate objectives

provided for evaluation of applicable military and commer-

cifal war games, comparison of the decisions and actions
required by the prototype game to those required by Marine

Corps Combat Readiness Evaluation System (MCCRES) standards,
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and evaluation of the teaching effectiveness and realism of
the game as perceived by Marine squad leaders through actual
playtesting. Accomplishment of the objectives of this
research required utilization of the system simulation and
management cybernetics principles. An interactive, two-
player, PASCAL-based, computerized simulation war game
resulted from implementation of this.methodo1ogy and
answered the primary research question. Appendices A and B
include copies of the resultant program and a sample of its

output.

The prototype war game consists of a simulated Marine
engineer squad defending against a simulated Soviet combat
reconnaissaince patrol (reinforced motorized rifle platoon).
The game requires the simulated Marine squad leader to
create a defensive plan and offers the opportunity to stra-
tegically locate all personnel {three four-man demolition
teams), direct fire antimech weapons (one TOW and two Dra-
gons), himself, and various obstacles (minefield, road
craters, anti-tank ditches, and bridge demolitions). \Upon
either completion of the defense or arrival of the enemy,
the engagement portion of the simulation begins. Each
player selects a course of action from a menu provided by
the prototype program, the simulation then determines the
outcome of the selected action, time is added to the simu-
lated clock, and play continues, allowing the second player

his choice of action. Play continues until the completion
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criteria, time since the engagement began or manpower attri-

tion, have been met.

The prototype war game incorporates pertinent decisions
in all areas outlined in the primary research objective pro-
viding a solution to specific research question "a". The
game incorporates direct fire decisions by allowing the
Marine player his choice of employing; the M-15A1, 5.56mm
rifle; the M-60, 7.62mm light machine gun; the M72A1, 66mm
Light Assault Anti-tank Weapon (LAAW); the M 47, Dragon
Anti-tank Guided Missile; and the M 220, TOW Anti-tank
Guided Missile. Indirect fire weapons modeled include the
M101Al, 105mm gun and the 81mm mortar. Fire support plan-
ning occurs in the registration of fires during the defen-
sive plYanning phase of the game and decisions pertinent to
protection from enemy indirect fire weapons exist in the
simulated preparation of personal emplacements (fox holes).
The defensive preparation phase of the war game incorporates
the use and implementation of landmine warfare and other
obstacles. The play of the game offers the choice of
emplacing a minefield, anti-tank ditch, road crater, or
bridge demolitions, fulfilling the second and third decision

criteria of the primary research objective.

A1l enemy weapons included in the simulation are
modeled probabilistically from known Soviet weapons charac-

teristics. The number and types of weapons included in the




simulated Soviet arsenal correspond to those currently in

use by frontline Soviet military units. The rules for play
incorporate Soviet tactics by requiring the Soviet player to
advance and attack in certain patterns. Al1l of these meas-
ures provide a realistic enemy and a scenario applicable to
the Marine combat engineer. Inclusion of these items answer

the basic research question and Specﬁfically sub-question

un all

Accomplishment of intermediate objectives one and two
of this research resulted in negative findings with regard
to fulfilling the primary research question. A1l military
and commercial war games failed to meet either the pertinent
decision or level of play requirements established in the
primary research question. Commercial war games further
failed to be of use because the weapons, obstacle, and vehi-
cle movement data were unverifiable. Unverifiable data is
useless in developing a war game designed for training
because the nature of the game is designed to reinforce real
world systems characteristics. Several of the military war
games provided either experimentally or experientially veri-

fied data included in the prototype simulation.

Completion of intermediate objective three, MCCRES
versus prototype evaluation, resulted in initial validation
of the realism and teaching effectiveness of the prototype

war game. Further, completion of this objective provided an
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answer to research sub-question "b". A comparison of the
decisions and planning required by MCCRES standards and
those required in the simulation indicated all pertinent
decisions were modeled with the exceptions of alternative
communication assets and conduct of the night defense. The
following MCCRES performance objectives are effectively

modeled in the prototype game (12,13):

1. Continuing Actions by Marines

Discipline (fire/supply)

Dispersion

Use of Cover

Use of Camouflage and Concealment

Control of Firepower

Coordination of Intelligence

Coordination of Casualty Treatment and Evacuation

Q DA OO
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2. Fire Support Coordination
3. Defensive Fire Support
4. Defense

a. Planning
b. Organizing the Ground (weapons and obstacles)

The major action not included in the game and discovered
during the MCCRES comparison constituted the game's inabil-
jty to test or require technical competence. This is
characteristic of gaming in general and not a specific weak-

ness of the prototype simulation.

Accomplishment of the fourth and final intermediate
objective, validation through playtesting, identified
several positive aspects of the simulation and answered

research sub-question "c". A post-game questionnaire admin-
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istered to the sample population after playtesting indicated
enjoyment in playing the game and the effectiveness of the
game in shipboard training as the two outstanding percep-
tions. Further, analysis of the post-game questionnaire
indicated the players perceived the game to be realistic and
a true representation antimech defense on the squa. leader
level. Al1 players maintained combined arms and barrier
implementation were essential to successful mission comple-
tion. Observations made of the game's play produced find-
ings similar to those obtained through questionnaire
analysis. Observations differed from the questionnaire
analysis on two counts. First, the grid reference system
implemented in the game produced initial difficulties in
player understanding due to its variance from the standard
military grid reference system. Second, in addition to the
perceived learning documented by questionnaire analysis, the
author observed measurable learning in several players. A
majority of the learning occurred in the areas of Soviet
weapons systems characteristics and obstacle planning and

support requirements.

In summary, completion of research objectives 1, 2, 3,
and 4 has answered the primary research question and
research sub-questions a, b, and c. The satisfaction of
these questions has produced a game effective in training

combat engineer squad leaders in antimech defense.
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RECOMMENDATIONS FOR FURTHER RESEARCH

Several avenues of further research exist. First, due
to the scope of this research, only a limited validation was
possible. Final validation of this model involving a larger
test population is necessary prior to acceptance and imple-
mentation of the game as a training technique. The alter-
nate avenue for further research entails embellishment of
the prototype model and its use in evaluating new combat
engineer strategy and tactics. This expands the use of the
game and provides a secondary benefit from its further

development.

Most important to Marine Corps adaptation of this
"training through simulation"” concept is the statistical
validation of the prototype model. The validation tests
performed to date demonstrated the game's realism and teach-
ing effectiveness through direct observation and the percep-
tions of a limited sample size. Certainly no dynamic model

ever becomes totally complete. Nor does any war game

achieve absolute validity. Specific steps, however, may be
taken to provide established statistical validity within the

war game.

The literature review portion of this research esta-
blished the teaching effectiveness of management gaming and

outlined several suitable approaches in determining statist-

fcally significant validity in the prototype simulation. 1In
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general, follow-on research could validate the prototype war
game by creating an appropriate research design and test for
validity using a Marine Corps wide sample population of

enlisted personnel. Compilation and interpretation of pre-

.
|
\

game and post-game testing would establish the statistical
significance of the teaching effectiveness of the simulation

war game,

As stated in the methodology section of this research,
the approach used in the conduct of this research generally
followed the system simulation process. Strategic and tac-
tical planning, and their resultant experimentation were
beyond the scope of this research. These portions of the
process however, provide a tremendous opportunity for
follow-on research. Experimentation in areas such as

engineer squad reorganization, implementation of engineers

in the Light Armored Vehicle (LAV) battalion, and introduc-
tion of new weapons systems (U.S. and Soviet) could provide

valuable information to Marine Corps tactical planners.

Prior to either further validation or experimentation
with the prototype war game, the involved researchers could
embellish the game to provide for those areas not modelled
due to the scope of this research. As identified in this
research, this would include establishment of alternative
communication assets, night fighting capabilities, and the

inclusion of graphics and multiple forces into the scenario.
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The inclusion of these additional aspects to the game would
provide a more realistic experience to the players by
involving their visual senses to a greater degree.

CONCLUSIONS

The prototype game developed in this research satisfies
the research question and all research sub-questions, and
provides realistic training of anti-mechanized defense on
the squad leader level. Use of this simulation provides
effective training and an appreciation for the effectiveness
of Marine Corps weapons and obstacles and Soviet weapons and
equipment. Teaching effectiveness and initial game validity
were demonstrated in limited playtesting involving Marine
enlisted personnel. Further statistical validation is

necessary prior to Marine Corps wide implementation.

Marine Corps wide adaptation of the prototype war game
could provide excellent training at minimal cost. With the
increasing costs of fuel and ammunition, limited availabil-
ity of training areas, and a need for quality leadership in
the junior enlisted ranks, new and effective training
methods must be developed. 1In the words of Marshall Saxe,
“Wars are not won by big armies, but by good ones [16:11]."
Adaptation of new training methods are necessary in creating
the "good armies". Implementation of simulation war games

for training provides

...an opportunity that is both trivial and immense
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- immense in that they can embed the computer in
the decision making activities where they can pro-
vide large payoffs and trivial in that they repre-
sent no major advance in technique [17:243].
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PROTOTYPE WAR GAME PROGRAM LISTING
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This appendix contains a complete listing of the Pascal
program used in creating the prototype simulation. The pro-
gram maintains the following general format:

1. Declaration statements

2. Functions

3. Subroutines

4. Main program

The subroutines begin with the obstacle subroutines,
followed by the Soviet weapons system subroutines, USMC
weapons subroutines, and the movement subroutines including
mounting and dismounting vehicles. The main program begins
with the placement of engineer personnel, and is followed by
the placement of obstacles, preparation of emplacements,
registration of artillery fires, and the engagement by
either player of his opponent. The final portion of the
main program prints the final statistics for each side. As
play switches from player to player within the main, updates

are made by the player beginning his turn.

A1l subroutines and functions are separated by lines
constructed of asteriks (*) and the structured nature of the

coding is highlighted using indentation.
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prograrn thesis {output. fite);
label 1000, 2000, 3000, 2050, 3075, 4G00;
type board= array{1..4,1..6,1..50, 1..50] of integer;
type mines = array{1..4,1..12] of integer;
4 var fllel: text;
a e nX Y, d clr, constant, rpwr, ictmpwr, obstype, build, answ: intezern
switch, seed, brnppwr, bt pwr, bL2pwr t82pwn t72pwr, arm « integen;
] firepwrl, firepwr2, firepwr(3, i, wpns update, sovpwr, register : integer;
firepwr, engege, digin, minepwr, demopwr, craterpwr, ditchpar @ integer;
dock, stopt, dernot, aatert, ditcht, miret, arvt, readyt : real;
map : board;
mine : mines;

(l#tttiltttt"tttltt#t!tt#tttxttttltttlﬂ'ttttttxlttttt##tttt!##tttxxxxtttttt)

; procedure skipblanks(var filel: text);
1 var finished: boolean;
3 begin
3 'finished: = false;
repeat

! if eof{file1) then

finished: = true
% else if filel~=" "then gei{fllel)
) else finished:= true;
: ;until finished

end;

("'lt"*‘*t"l‘“‘tt#tt#tl**t‘*‘t"tltll#*l*‘tt'tl‘tttl#‘,t:“ttl‘l:‘tl‘l‘tl)
function ranurr{var seed : integer): real;
‘const m= 65536;
a= 20173,
‘begin
sced:= (seed*a) rnod
ranum = seed /In;
end;

(tttttttt#t:tttttttttttttttxxrttx:-tl‘mxutt-tt-t«nxaxtt-t:mxtxi:txt#t:x-x:ttt)

procedure rangefinder{var n,nl, e el, x,x1,y,y1 :intezer; var ns,ew,range
= : real);

begin

'writeln;

writeln('W hat is the location of your weapon,demotearn?");
wwriteln(" Dnter a four digit code as before.');

'writeln(* Examnple 12 34 45');

‘writeln(*?");

‘Tead{n, e, x.y);

'writeln;

writeln("W hat is the epprosimate location of your');
‘writeln(’ target /destination 2');

writeln(® Enter a four digit code as before.');

wnteln(' Exarnple 12 34 45');

‘writeln{'?");

read(nl,el,xl,y1);

writeln;

begin

if {(n= n1) then
ns= (abs(y-y1))*2
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if (e=el) then
ew:= (abs(x-x1))*2
end;
begin
if (n> n1) and {abs(n-n1)> 1) then
;s: ({({({r-n1-1)*100) + 2*y) + ((50 - y1)*2));
end;
begin
if {(n1> n) and (abs{n-n1)> 1) then
dns-_- (({({n1-n-1)*100) + 2*y1) + ({50 - y)*2)):
enda;

if {(e> el) and (abs{e-e1)> 1) then
ew:= ((((e-e1-1)*100) + 2%) + ((50 - x1)*2));
end;

begin
if (e1> €) and (abs {(e-el)> 1) then
ew:= ({((el-e1)*100) + 2%1) + ((50- x)*2));
end;
begin
if (n> n1) and ({n-n1)= 1) then
ns=2%y+ (50- yl1));
end;

if (n1> n) and {{n1-n)= 1) then
ns=2%yl + (50- y}):
end;
tegin
if (> el) and ((e-cl1)= 1) then
ew:=2%x + (50 - x1));
end;
begin
if (e1> e) and ({el-e)= 1) then
ew:= 2%x1 + {50 - x));
end;
range:= sqri{sqr(ns) + sqr{ew));
writeln;
writeln(’ Range to' the target,destination is',{range):4, meters’);
writeln;
end;

(*#tt‘tttttittl'tlt”ﬁt!“iltt!ttttltﬁttttl'ttlttltlttttttt‘tt“‘ﬁt“*ttﬁt) .

procedure marord;

begin
writelry;
writeln;
writeln ('SITUATION');
writeln (*Friendly-The company to which you are attached is');
writeln (" defending the access routes to battalion objective "A*');
writeln ("The remiainder of the cormpany is located to your rear,’);
writeln (’ preparing extensive defensive positions in the vicnity');
writeln ("of battalion objective "A"');
writeln ("Enemy-A battalion sized enemy motorized rifle battalion');
writeln (*was recently observed moving toward your position. The');

130




writeln {'lead element of this movement-to-contact is a reinforved');
writeln (' motorised rifle platoon onsisting of a BM P, two BTRs,one’);

writeln (" T-62 tank, and one T-72 tanlc. Expecied eneny amival is');
writeln ('in twelve (12) hours.");

writeln ("Attachments and D etachments-In addition to your engineer’);
writeln ('squed, the company has both TOW and Dregon assets.');
writeln ('No detachments.');

writeln ("MISSION');

writeln ('Y our company is to provide anti-mechanized defense in');
writeln (‘order to delay/destroy the enemy in the vicinity of the');
writeln (' crossroads bridge area, thus providing the remainder of');
writeln (' the battalion sufficient time to prepare adequate defen-);
writeln ('ses and ample waming of the enemy advance.');

writeln ("EXECUTICN");

writeln (' Engineer squad, you will have one TOW and two D ragons');
writeln ('attached. The TOW has 3 rounds and the Dregons have');
writeln ('four (4) rounds eaeh. Y our squad is respongtble for an');
writeln ("area 100 meters west of the bridge to approximately’):
writeln (* 100 meters east of the erossroads and extending from’):
writeln ('the arrnor alert line [approxinately 300 meters north of');
writeln ('the bridze] to a line 100 meters south of the bridze.');
writeln (' This area covers all of your detziled map. You will tie');
writeln ('in with (irst platoon on your right and second platoon');
writeln ('on your left.  Fire suppert is available from 2" baitery’);
writeln ("and the 81mm mortars of weapons company. Prienty for');
writeln {'the 60mm mortars goes to the line platoons.');

writeln "ADMINISTRATICON AND LOGISTICS');

writeln (*Chow wili ke drawn prior to your departure from this *);
writeln ("area The tattalion aid station is located 1500 meters');
writeln ('to our rear. Tngineer squad, draw 12 LAAW s from weagpons');
writeln (*platoon and standard ammunition load for your persona’);
writeln ('weapons. A dditicnally rnines are available, upon request');
writeln (“from the MSSG. All POW s will be processed al the bat-");
writeln (‘talion CP. *);

writeln 'COMMAND AND SIGNAL');

writeln ("N o enerny engegement is to be undertaken until the enemy’);
writeln {'is located on your detailed map. This constitutes cros-');
writeln ('sing the annor aert line. Primary communication will be');
writeln ('by wire, alternate is nessenger. 1 will be located with');

writeln ("the firt platoon. ANY QUESTIONS?....GOOD LUCK!");
“writeln;

wnteln;
end;

(-tt-t-ttttt.t-.t--t-.tl.tt-tt--t.-ttt-t-tttt'tt-‘tt-ttm'-xtxtut.t----lt-t‘)

procedure enemyort;

begin

wnteln;

wrteln;

writeln (" You are a Soviet motorised nifle platoon com');
writeln ("‘mander. You have a T-62, T-72, BM P, and two');
writeln ("BTR 60PBs at your disposal. A ttack and conguer');
writeln ("the cypitalist dogs defending in your area. Your');
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writeln ('company is acting es the lead company in a bat-');

writeln ('talion movement to contact GOOD LUCK COMRADEN!");
writeln;

writeln;

end;
(*!#!*!*ttt!ttl!itt!t*t!tit-&l*t!z!ttxkit**!!ii!it*i**lti*!*i*!i!l!!*i*itt*)

procedure minefield (var minet ; real; var minepwr : integer;
= var map : board; var mine : mines);
var minefmt, X, v.a b, h, z, clr minearea :integer;
begin
writeln;
writeln(’ This requires delivery of mines from the M SSG.');
writeln;
writeln(® W het'meter of minefield frontage do you wish to emplace?’);
writeln(" Enter one of the following 50 100 150 200');
writeln(® Exarple 1C0');
writeln('?');
writeln;
read(minefmt);
minet:= (({minefmt*0.66) Aninepwr) *60.0) + 72.0;
writeln;
writeln{'Eow many grid squares does the minefield reside in?');
writeln('If youhave cver 100 meters of frontage, you must be in');
writeln(" two (2) or more squarcs. Enter the appropriate numter.');
writeln;
read(ctr):
fori:t=1toctrdo
begin
writeln;
wnteln('Enter a grid that the minefield either totally or');
writeln(' partially covers. If the mine field is in squarc');
writeln(' 1-2, enter 1 2.°);
writeln('?');
read(h.z);

' writeln('W hich portion of the square does the minefield cover?');
writeln(* ***Erter 1 for west***2 for east***3 for entire square’);
writeln(*?'):
read( minearce);
if (minearca= 1) then

begin
a= (2*2)-1;

._ minefh,al:= 1;

o for x= 1t0.25 do

fory:= 1to 30 do

i maplh.z,x.y]:= 8

' end;

if (minearea= 2) then

begin
= (fzoR)
minc[h.b]:= 1;
for x= 268 to &0 do
fory=110 30 do
map{h.z.x.v):= 8;




end;
if (minearea= 3) then
begin
a= (z*2)-1;
bi= 2*2;
mine[h,a}:= 1;
minefh,bl:= 1;
for x:= 1 to 50 do
fory:= 110 30 do
megfh,z, xy):= %
end;
end;
end;
(”“"t*""“""""“t"l‘i"t‘l““*lt“ll“l‘l‘tl‘l““‘lltl"‘tl-ll)
procedure atditch (var diteht @ real; var ditchpwr dinteger);
var ditchlen :integer;
begin
writeln;
writeln(* This requires a dozer [Case 1150] and a scoop loader');
writeln(" from the M SSG.'); ’
writeln;
writeln(" W hat length of anti tank ditch do you wish to construct?');
writeln(’ Enter one of the followirg 50 100 150 200');
writeln('?"); '
wrniteln;
read(ditchlen);
ditcht:= (0.6*ditchlen) + 1850.C;
end;
(u:at:tt:.tt:.tt:t::t:t:g...:yxtguuutuutv-utt-ntuu--tt:-tt:tt:ruuu:-ut:)
procedure demnchirg (ver dermwt : real; var dermopwr tinteger);
begin
demot:= ((26 demopwr) *6C.0) + 10.0;
end:
(”""""""“'l".“""t'-“‘l‘l““'lil“ l“l"ll"'l“lllt‘l‘l")
procedure azter (var gatert @ real; var craterpwr tinteger);
var araterlen tintogen
begin
writeln;
writeln(" W hat is the length of road you wish to aer?'):
writeln(® Enter the number in meters BExample- 20 '),
writeln;
read(craterien);
aatert: = (((2.6*cmterien) eraterpwr) *680.0) + 10.0;
end,
("""""""l"‘l"‘“""""'l"““"lll""l‘l‘ll"“-l‘l“l“")
procedure arrive (var arvt: real);
begin
arvt:= 720.0;
wnteln;
writeln (EXPECTED ENEMY ARRIVAL IN , (art,80.0):3, " EQURS):
writeln;
end;

(:tu‘tttttttntltttnn‘:lnttttnttt-ttt-t-t----n-lltn-llltu‘nltlt-llttt‘ll::)
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procedure akms(var bmppwr, btr1pwr, btr2pwr, seed, switch © integer);
ver n,nl, e el x xl,y,yl dernonum, avwpns, ne, ww,lc kiai :integer;
mount,a: integer; ’
prob, kill, ns, ew, range : real;
: begin
i ww:= (0
ne:=0;

F le=0;
] kia= 0
writeln;
L writeln{' W hich squad do you wish to empioy?’);
: writeln{’ *****Enter 1 for BM P**** 2 for BTR 1**** 3 for BTR2');
i writeln("?');
i read{demonum);
begin

if {demonum= 1) then
t avwpns:= bmppwn,
if {demonum= 2) then

avwpns:= btripwn
if {demonum= 3) then
| avwpns: = btrlpwr;
end;
writeln;
: writeln(’Is your squad dismounted {out of the vehicle) or mounted');
] writeln(’ (inside the vehicle) ?2');
4 writeln(* *****Enter 1 rnounted***** 0 for dismounted');

if (a= 0) then
mount:= 1;
rangefinder(n, nl,e,el, x,x1,y.y1, ns,ew,range);
dr=(;
fori:= 1 to avwpns do
begin
prob:= ronurm( seed);
if (switch= 1) then
begin
writeln;
writeln(* probability = *,prob);
writeln('seed = ', seed);
writeln;
end;
begin
if (range< 50.0) then
begin
if (prob< {(0.81/mount)) then
begin
Kilt:= ranum(seed);
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if (kill< 0.19) then
ne=ne + 1;
if (kill> 0.19) and (kill< 0.44) then
wwi= ww + 1;
if (kill> 0.44) and (kill< 0.67) then
le=le+ 1
if (k> 0.87) and (kill< 1.0) then
Ka=Ka+ 1,
end
else
ne=ne+ 1;
end
else if (range> 50.0) and (renge< 100.0) then
begin
if (prob< {0.67/fmount)) then
begin
kill:= ranum(seed);
if (kill< 0.19) then
nee=ne + 1; a
if (kill> 0.19) and (kill< 0.44) then
wwi= ww + 1;
if (kill> 0.44) and (Kili< 0.67) then
le=le+ I
if (kill> 0.67) and (kill< 1.0) then
Kia=ka+ 1,
end
else
ne:=ne + 1;
end
else if (renge> 100.0) and (renge< 200.0) then
begin
if {prob< (0.50,/fmount)) then
begin
kill:= ranum(seed);
if (kill< 0.19) then
ne=ne+ 1;
if (kill> 0.19) and (kill< 0.44) then
wwiz= ww + 1
if (kill> 0.44) and (kill< 0.67) then
le=le+ §;
if (kill> 0.67) and (kill< 1.0) then
ka=ka+ 1;
end
else
ne=ne + 1;
end
else if (range> 200.0) and (range< 250.0) then
begin
if (probg (0.33/mount)) then
begin
kill:= ronurn(seed);
if (Kill< 0.19) then
ne=ne + 1;




T

if (kill> 0.19) and (kill< 0.44) then
wwi= ww + 1
if (ll> 0.41) and (kll< 0.67) then
le=le+ 1;
if (}dll> 0.67) and {kill< 1.0) then
Ka=ka+ J;
end
‘else
ne=ne + 1L
end
else if {range> 250.0) and (renge< 400.0) then
begin
if {prob< (0.05/mmount)) then
begin
kill: = ranurn(seed);
if (kill< 0.19) then
ne=ne + {;
if (}all> 0.19) and (kill< 0.4-4) then
wwi= ww 4+ 1
if {(Kill> 0.4:4) and (kill< 0.67) then
le=1lc+ I
if (kill> 0.87) and (kill< 1.0) then
kia=kia+ 1;
end
else
nee=ne + 1,
end
else if {rang=> 400.0) then
begin
wrniteln;
writeln( " ou are out of range for the AKMS");
writeln;
ne:=ne + |;
end
end;
begin
writeln;
writeln(' Results of squad finng am below');
writeln:
wrileln{"No Bffect.is v, " ne:2);
writeln('W elking W ou. ded............ Lowwi2);
writeln{' Liter Casualties...........",1=2);
writeln('Killed. ..., "Kia2);
writeln;
writeln{' Casualties occurred in vieinity'):
wrteln(’grid ', nl:2,'-", 21:2," - x1:2,"-" ,y1:2);
end;
end;
end;
("l‘tttt-t.ttttl!tﬂt!'ttttlltlttttttttttttttllt!tttt-tlttttttt-tttt-)
procedure pkime(var sced, switch @ integer);
var nnl.e el xl.y vl ne,ww,le kiaintegen
prob, kill. nis,ew, range : real;
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‘begin
1 ww:=0;
ne:= 0;
le=0;
Ka=0;
rangefinder{n, nl,eel,x,x1,y,yl,ns,ew,range);
dr=0;
begin
prob:= ranum{seed);
if (switch= 1) then
begin
writeln;
writeln(’ probability = ', prob);
writeln(' seed = °,seed);
writeln;
end;
begin
if (range< 50.0) then
begin
if {prob< 0.97) then
begin
kill:= ranum(seed);
if (kill< 0.19) then
ne=ne+ 1;
if {kill> 0.19) and (ki< 0.44) then
wwi= ww + 1;
if (Kill> 0.44) and (kill< 0.67) then
lc=lc+ 1;
if (kill> 0.67) and (kill< 1.0) then
Ka=kia + I
end
else
ne=ne + 1;
end
else if (range> 50.0) and (range< 100.0) then
begin
if {prob< 0.82) then
begin
kill:= ranurn{seed);
if (kill< 0.19) then
ne=ne + 1;
if (kill> 0.19) and (kill< 0.44) then |
wwi= ww + 1;
if (kill> 0.44) and (kill< 0.67) then
le=le+ 1
if (lall> 0.67) and (kill< 1.0) then
kia=kia+ {;
end
clse
ne=ne + |
end
else if (range> 100.0) and (range< 175.0) then
begin
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if (prob< 0.59) then |
begin |
kill: = ranumn( seed);
if (kill< 0.19) then
ne:=ne + |;
if (kill> 0.19) and (kill< 0.44) then
wwi= ww + 1;
if (kill> 0.44) and (kili< 0.67) then
le=lc+ |
if (Kill> 0.67) and (kill< 1.0) then
kKa=kia + 1;
end
else
ne=ne + I
end
else if (range> 175.0) and (renge< 250.0) then
begin
if (prob< 0.56) then
begin
kill:= ranum( secd);
if (kill< 0.19) then
ne=ne + 1;
if (kill> 0.19) and (kill< 0.44) then
wwi= ww + 1;
if (kill> 0.44) and (kili< 0.57) then
k le=lc+ 1
[ if (kill> 0.67) and (kill< 1.0) then
3 kKa=kia + 1;
: end
else
ne:=ne + 1;
end
else if (renge> 230.0) and (renge< 500.0) then
begin
! if (prob< 0.12) then
begin
kill: = ranum(seed);
if (kill< 0.19) then
= ne:=ne + I; |
t if (K> 0.19) and (kili< 0.44) then
2 wwi= ww + 1;
if (kill> 0.44) and (kill< 0.67) then |
BSlga= i |
if (Kill> 0.67) and (kill< 1.0) then
_ kia=kia + 1; I
1 end y
else
k: ne=ne + 1;
L end
i else if (range> 900.0) and (range< 730.0) then
begin
if (prob< 0.31) then
b | begin
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kill:= ranum{ seed);
if (kill< 0.19) then
ne:=ne + 1,
if (kill> 0.19) and (kill< 0.44) then
wwi= ww + 1
if (Kill> 0.44) and (kill< 0.67) then
; le=lc+ 1;
1 if (Kill> 0.67) and (kill< 1.0) then
‘ kia=kia+ I;
end
else
b nee=ne + I;
end
else if (renge> 730.0) and (range< 1000.0) then
begin
if (prob< 0.03) then
begin
kill:= ranum{ seed);
if (kill< 0.19) then :
nee=ne + 1; ’
if (kill> 0.19) and (kill< 0.44) then
ww:=ww + 1;
if (kill> 0.44) and (kill< 0.67) then
1 le=le+ I
- if (kill> 0.67) and (kill< 1.0) then
s da=lda+ 1;
: end
else
ne:=ne+ 1I;
end
else if (range> 1000.0) then
begin
writeln;
writeln('Y ou are out of range for the PK LMG .');
writeln;
ne=ne+ 1;
end
] cnd;
1 begin
writeln;
writeln{' Results of PK machinegun firing are below:");
i writeln;
- writeln(*No Effcct.nn........ *ne:2);
writeln{' W alking W ounded............ ww:2);
. writeln(' Liter Casualties........... " 1e2):
writeln(" Killed....oooveue v ' Ka2);
writeln;
writeln(’ Casunlties occurred in vidnity’):
writeln{ grid ", n1:2,'~",e:2,"-", x1:2,"-", y 1:2);
end;
end;
end;

(‘.l.“““.l‘l“...-“.t‘...--‘.l‘llt“ t-tt'tttlt-t‘tl.t.-;ttt-----tt)
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procedure rpg?(var seed,switch: integer);
var n,nl, eel, vx1,y.yl: integen
prob, kill, range, ns,ew : real;
begin
prob: = ranurr( sced);
if (switch= 1) then
begin
writeln;
writeln{’ probability = *,prob);
writeln{ 'seed = ' seed);
wnteln;
end;
begin
rangefinder{n,ni,e,el,x,x1,y,y1,ns ew, range);
end;
begin
if (range< 50.0) and (prob> 0.88) then
begin
writeln;
writeln(' Rocket has rnissed the target!');
writeln;
end
else if (range < 50.0) and (prob< 0.97) then
begin
writeln;
writeIn(" Rocket hit M arine target in vicinity');
writeln('locction', nl:2," " e 1:2,' - x 1:2," ",y 1:2);
writeln('G ood shooting!!1");
writeln;
kill:= ranum(seed);
begin
if (k> 0.33) then
begin
wrileln;
writeln(* M arine target immobilized - not destroyed.’);
writeln;
end
else
begin
writeln;
writeln(’ Target desbroyedi!);
writeln;
end
end
end
end;
begin
if ((range> 50.0) and (ringe< 100.0)) and { prob> 0.91) then
begin
writeln;
writeln(' [ocket nas missed the target!”);
writeln;
end
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. else if ({renge> 50.0) and (range< 100.0)) and (pmb< 0.91) then
begin
writeln;
writeln('Rocket hit M arine target in vicinity’);
writeln('location’, nt:2,'-",et:2,"-" x1:2,'~",y1:2);
writeln(' G ood shooting!!!*);
wrteln;
ill:= ranurm({ seed);
begin
if (kill> 0.33) then
begin
writeln;
writeln(' M arine target immokilized - not destroyed.');
writeln;
end
else
begin
writeln;
writeln(' Target destroyed!');
writeln;
end
end
end
end;
begin
if ({range> 100.0) and (range< 200.0)) end {prob> 0.52) then
begin
writeln;
writeln(’ Rocket has rissed the target!');
writeln;
end
else if ({renge> 100.0) and (range< 200.0)) and (prob< 0.52) then
begin
writeln;
writeln('Rocket hit M arine target in vicinity');
writeln('location’,n1:2,'~" e 1:2,"-' X 1:2, " y1:2);
writeln{’ G ood shcoting!!!");
writeln;
kill:=*renum(seed);
begin
if (kill> 0.33) then
begin
wrnteln;
writeln(' M arine target. inunobilized - not destroyed.');
writeln;
end
else
begin
writeln:
writeln(' Target destroyedi!');
writeln;
end
end




end
end;
begin
if {{range> 200.0) and (range< 300.0}) and {prob> 0.27) then
begin

wnteln;
writeln(' Roeket has missed the target!');
wrniteln;

‘end

else if ((range> 200.0) and {range< 300.0)) and (prob< 0.27) then
begin
wnteln;
writeln(' Rockst hit M anne target in vieinity');
writeln('location’,n1:2,"~" e 1:2,"~", x 1:2,"-",v1:2);
writeln(' G ond shooting!!!*);
wnteln;
kill:= ranum(seed);
begin
if (k1> 0.33) then
begin
writeln;
writeln(’ M arine target immobilized - not destroyed.");
writeln;
end
else
begin
writeln;
writeln(’ Target destroyedi!');
writeln;
end
end
:end
end;
begin
if ({range> 300.0) and (reng=< 100.0)) and (prob> 0.10) then
‘begin
writeln;
wnteln('Roeket has missed the target!’);
wnteln;
‘end
clse if ((range> 300.0) and (renge< 400.0)) and (probg 0.10) then
‘begin
writeln;
writeln(’ Roeket hit Soviet target in vidnity');
wrnteln('location’,n1:2,"-", e 1:2,'-", x 1:2,"-", y1:2);
writeln(’ G ood shooting!!!");
writeln;
Kill:= ranum(seed);
begin
if (kill> 0.332) then
tegin
writeln;
writeln(' M arine target irnmobilized - not destroyed.');
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writeln;
end
else
begin
writeln;
writeln(’ Target destroyed!’);
writelrny
end
end
end
end;
begin
if {{range> 400.0) and (range< 5C0.0)) and (prob> 0.05) then
begin
writeln;
writeln('Rocket has missed the target!*);
wnieln;
end
etse if {(range> 40C.0) and (range< 500.0)) and (prob< 0.05) then
begin ’
writeln;
writeln{’ Rocket hit M arine target in vicinity’);
writeln{'location’,n1:2,"-", e1:2," ", x1:2," ", y1:2);
writeln('G ood shooting!!!"); :
wnieln;
kill:= ranum(seed);
begin
if {lall> £.33) then
begin
writeln;
wrileln(® M arine target immobilized - not desiroyed.');
wnteln;
end
else
begin
writeln;
writeln{' Target destroyed!!);
wnteln;
end
end
end
end;
begin
if (ranze> 500.0) then
hegin
wnteln;
wnteln(' The target is out of your range.’);
wnileln;
end
end;
ene;

(tt‘t‘. t‘l--tc‘t-tt.-ttﬁtl-tc-ttt.tﬁ-‘-i-i.‘tttt‘t‘tttt.ttttttt‘tctttttt‘ct“‘)

procedure arty 122(var seerd register. digin @ integer;var map @ board);
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var n,nl,eel,x,xl,y,yl,hed, kia ww,ne, tdest, apcdest : integen,
startx, endx;, starty, endy, etiect : integer;

preb : real;
begin

Ka=10;

ww:=0;

ne=0;

tdest:= C;

apcdest:= O;

if (digin= 1) :then
effeci= 2;

if (digin= 0) .then
effec:= 1;

writeln;

writeln(*W hat is the approximate location of your target?');
writeln(* Enter a four digit code - Examgle 1 2 34 45');
writeln('?");
writeln;
read(nil,el, x1,y1);
writeln;
writeln('Is your target enemy armmor or troops in the open?’);
writeln(" *****Enter 1 for armnor ***** 0 for troops');
writeln('?*);
writeln;
read(hard);
if (register= 0) then
begin
writeln;
writeln("Y ou have not registered your fires,");
writeln(" your initial rounds are ineflective however');
writeln(’all further calls for fire shouid have some impact.’);

writeln;
enc;
if (register= 1) then
begin
if ((x1> = 17) end (x1< = 33)) and ((y1> = 12) and (y1< = 38)) then
begin
startxe= x1 - 17,
endxw=x1 + 17,
statty:= y1 - 12
endy:=yl + 12
end;
if (x1< 17) and {{y1> = 12) and (y1< = 38)) then
begin
startxx= |{;
end<:=x1 + 17,
starty:= y1 - 12
endy:= yl + 12
end;
if (x1> 33) and ((y1> = 12) and (y1< = 38)) then
begin
startxe= x1 - 17;
endx:= 50;
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starty:= y1 - 12;

endy:= y1 + 12;
end;
if ((x1> = 17) and (x1< =33)) and (y1< 12) then
begin
startc= x1 - 17;
endx=x1 + 17
starty:= 1;
endy:=yl + 12
end;
if ((x1> = 17) and (xi< = 33)) and (yi> 38) then
begin
starte= x1 - 17;
endxw=x1 + 17;
starty:=y1 - 12;
endy:= 50;
end;
if (x1< 17) and (y1< 12) then
begin ¢
starte= 1; ’
endx=x1+ 17,
starty:= 1;
endy:=yl + 12
end;
if (x1< 17) and (y1> 38) then
begin
starte= 1;
endx=x1 + 17;
startyi=y1 - 12
endy.= 50;
end;
if (x1> 33) and (y1< 12) then
begin
startc= x1 - 17;
endx= 50;
starty:= 1;
endy:= yl + 12
end;
if (x1> 33) end (y1> 38) then
begin
startx=x1 - 17;
endxc= 50;
starty:=y1 - 12
endy:= 50;
end;
begin

for xx= startx to endx do
for y:= starty to endy do
begin
prob:= ranum(seed);
if (map{nl.el,x,y]= 4) then
begin
if (prob< (0.31 /fefTect)) then
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‘Ka=kia+ 1;
if (prob> (0.31/efTect)) and (prob< (C.50/effect))then
wwi= ww + 1
if (prob> (0.50/cffect)) then
ne=ne + 1;
end
else if (map[nl,el.x,y]= 5) and (herd= 1) then

if (prob> 0.50) then
iapadest: = apedest + 1
if (prob< 0.50) then
ine:=ne + 1;
end
elselif (map{nl.el,x,y]= 5) and (hard= 0) then

writeln;
writeln(’ A rtillery has no effect on APC because');
writeln('anti-personnel armrmunition was requested.’);
end
elsc if (map{nt.el,x,¥]= 6) and (hard= 1) then
begin
if (prob> 0.64) then
itdest: = tdest + 1;
if (prob< 0.64) then
me:= ne + 1;
end
else if (magn!.el,x.y]=6) and (hard= 0) then
begin
writelmn,
writeln(" A rtillery has no efTect on tanks because');
writeln(" anti-personnel amrmunilion was requested.');

end
end

end;
end;
register:= 1;
writeln;
writeln(' RESULTS OF ARTILLERY FIRES ARE ASFOLLOW S;*);
writeln('  Enemy Killed............. " a3y,
writeln('  Enerny wounded............ L ww:2);

writeln("  No effect on the enemy...", ne:2);
writeln("  Enerny APC s destroyed....", apedest:2);
writeln(" Enemny Tanks destroyed....", tdest:2);
writeln;
end;
(‘,""""“‘tt'tt"“""tt""""l.lt'tt"""tt"“""‘t‘ttttt“"“‘tt
procedure mort120(var seed. register, digin : integer var nup : board);
var n,nl,eel, x.x1,y y1 hard kia ww,ne,tdest, apadest : integen
startx, endx, starty, endy, effect @ integen
prob : real:
begin
Ka= 0,
ww:i= 0
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ne:= 0;
tdest:= §;
apcdest:= G;
if (digin= 1) ithen
effect.= 2;
if (digin= 0) then
-effect=1;
writelr;
writeln(’ W hat is the approximate location of your target?');
writeln(* Enter a four digit code - Example 1 2 34 45');
writeln('?');
writeln;
read(ni,el,xl,yl);
writeln;
writeln('Is your target enemy armor or troops in the open?');
writeln(’ *****Enter 1 for armor ***** ( for troops');
writetn('?');
writeln;
read{ hard); .
if (register= 0) then
begin
wnteln;
writeln(' Y ou have not registered your fires,");
writeln('your initial rounds ere ineffective however');
writeln(' e!l further calls for fire should have sorme impact.');
wniteln;

end;
if {register= 1) then
begin
if ((x1> = 16) and (x1< = 34)) and ((y1> = 11) and (v1< = 39)) then
begin
startx:= x1 - U6,
endx=x1 + 16;
starty:=y1 - 11;
endy:=1yl + "11;
end;
if (x1< 16) and ((y1> = 11) and (yi< = 59)) then
begin
startx:= 1;
endx= x1 + " 1B;
starty:=yl - 11,
endy:=yl + 11;
end;
it (x1> 34) and {(y1> = 11) and (y1< = 39)) then -
begin
startx:= x1 - 16;
endx="50;
statyr=y1- 11
endy:= yl + 11;
end;
if ((x1> = 16) and (x1< = 34)) and (y1< 11) then
begin
startx:= x1 - 16;
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endx:= x1 + 16;

starty:= 1;
endy:=v1 + 11;
end;
if ((x1> = 16) and (x1< = 34)) and (y1> 39) then
begin
startxe= x1 - 16;
endx:= x1 + 16;
starty:= y1 - 11;
endy:= 50;
end;
if (x1< 18) and (y1< 11) then
begin
startxe = 1;
endx:= x1 + 16;
starty:= 1;
endy:=yl + 11;
end;
if (x1< 18) and (y1> 39) then
begin
startxe= 1;
endx:= x1 + 16;
starty:= y1 - 11;
endy:= €0,
end;
if (x1> 34) and (y1< 11) then
begin
startxx= x1 - 16;
endx:= 50;
starty:= 1;
endy:= y1 + 11;
end;
if (x1> 34) and (y1> 39) then
begin
| starlx= x1 - 16;
endx:= 50;
sarty:= y1 - 11;
endy:= 50,
1 end;
begin

for x:= startx to endx do
for y:= starty to endy do
begin
prob:= ranum(seed);
if {map[n1l,et,x.y]=4) then
begin
if {prob< (0.31/effect)) then
kia=kia+ 1,
if (prob> (0.31,efTect)) and (prob< (0.50, effect) Ythen
wwi=ww + 1;
if (prob> (0.50,efTect)) then
ne:=ne + 1;
end
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else if (map[n1,el,x,y]=5) and (hard= 1) then
. begin
if (prob> 0.50) then
:apedest: = apedest + 1
if (prob< 0.50) then
ne:=ne + I;
‘end
else if (mop[n1,el,x,y]=5) and (hard= 0) then
‘begin
writeln;
writeln(’ A rtillery has no effeet on A PC because');
writeln(’ anti-personnel ammunition was requested.”);
‘end
else if (map[n1,el,x,y]=6) and (hard= 1) then
:begin
if (prob> 0.64) then
tdest:= tdest + 1,
if (prob< 0.64) then
ne:=ne + 1;
tend
else if (map{n1,el,x,y]=6) and {hard= 0) then
‘begin
writeln;
writeln(’ A rtillery has no effect on tanks because');
writeln('anti-personnel ammunition was requested.');
iend
end
end;
end:
register:= 1;
writeln;
writeln("RESULTS OF ARTILLERY FIRES ARE ASFOLLOW S*);
writeln("  Enemy Killed............. *Kiw2);
writeln(®  Enemy wounded............ Lwwi2):
writdn{"  No effect on the enciny...", ne:2);
writeln{®  Enemy APC s destroyed....', apedest. 2);
writeln(®  Ernemy Tanks destroyed....", tdest:2);
wnteln;
rend;
(..‘..‘....‘.‘...."l..'.t".'.‘.'.""“".l.'...."".i-"".“l."‘.)
i procedure Y82( var sced, switch : integer);
‘var nnlelel, x.x1,y.vl,ne ww lc kia hard :integen
prob, kill, ns,ew, range, hit : redl;
‘begin
ww:= 0
ne=0;
le=0;
Kda=0;
ranigefinder{n,nl,e,el,x,x1,y.¥1,ns ew, range);
ctr=0;
writeln;
writeln('1s your target enemy armor A-ehicles or troops *);
wnteln('in the open ? Bnemy Dragon and TOW positions');
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writeln(' are considered armor/Aehicle targets.');
writeln(' *****Enter 1 for ermor/vehides ***** 0 for troops');
writeln(*?");
read( hard);
if (hard= 0) then
“begin
writeln;
writeln("Sovict policy:dictates artillery or the coaxal');
writeln("7.62rm machinegun be used against troops.');
writeln;
:end;
if (hard= 1) then

“begin

prob:= renurr(seed);
if (switch= 1) then
begin
writeln;
swriteln('probability = ', prob);
writeln(’seed = *;seed);
wwriteln;
end;
‘begin
if (range< 500.0) then
:begin
hit:= 0.85
rend
else if (range> 500.0) and (range< 1000.0) then
begin
‘hit= 079,
end
else if {renge> 1000.0) and (renge< 1500.0) then
begin
‘hit:= 0.50;
end
else if (range> 1500.0) and (runge< 2000.0) then
begin
‘hit= 027,
end
else if (range> 2000.0) and (range< 2500.0) then
begin
hit=0.14;
end
else if {rang=> 2500.0) and (range< 3000.0) then
begin
hit= 0.08;
end;
begin
if {prob< hit) then
begin
kill:= ranum(seect);
if (kill< 0.29) then
wwis ww + 1
if (dll> 0.20) then
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kKa=lka+ 1;
end
else
1 ne:=ne + 1,
t; end
1 . else if (range> 3000.0) then
s begin
*writeln(*Y ou are out of range for the T-62.");
rwriteln;
b me=ne + 1;
i end
E vend;
Ibegin
F writeln;
,_ writeln{’ Results of T-62 tank flring are betow:’);
'f" writeln;
writeln(*No Effect...cccvuennenn. *.ne:2);
writeln('Disabled Vehides.......... ' ww:2);
3 writeln(' D estroyed Vehides........." kia2),
writeln;
] writeln{’Casualties occurred in vicinity’);
1 vriteln('grid ', n1:2,’-" e1:2,’-",x1:2,"-",y1:2);
! rend; '
9 end;
1 end;
i ('ttttttt*ttumtttu:u:twﬂ:ttttttttttttttmt*i*tu‘tttttttttttttntttt:ttttt)
% procedure t72{var seed,switch : integer);
L ~var n,nleel x,x1,v,vl,ne ww,lckia hard :integer;
prob, kill, ns, ew, range, hit : real;
‘begin y
wwi=0;
ne:= 0;
le=0;
kia=0;
rengefinder{n,nl,e,el,x.x1,y.y1,ns ew,range); |
cr=0; -
wnteln;

wrteln('Is your target enerny arrnor/vehides or troops ');
wnteln(’in the open ? Enemy D ragon and TOW positions’);
writeln('are considered armor,vehide targets.’):
writeln(’ *****Linter 1 for armor/vehides ***** O for troops'):
writeln('?");
read{hard);
if (hard= 0) then
begin
wrteln;
writeln{’ Sovict policy dictates artillery or the coaxial’);
writeln('7.62mm tnachinegun be used against troops.');
writeln;
end; ‘
if (hard= 1) then |
begin
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prob:= ranum( seed);
if (switch= 1) then
begin
writeln;
writeln(’ probability = °,prob);
writeln('seed = *,seed);
writeln;
end;
begin
if {range< 500.0) then
begin
hit= 0.98;
end
else if {renge> 500.0) and (range< 1000.0) then
begin
hit= 0.94;
end
else if (range> 1000.0) and (range< 1500.0) then
begin
hit:= 0.75;
end
else if (range> 1500.0) and (range< 2000.0) then
begin
hit:= 0.55;
end
else if (renge> 2000.0) and (range< 2500.0) then
begin
hit:= 0.40;
and
else if {range> 2500.0) and (range< 3000.0) then
begin
hit= 0.35;
end;
begin
if (prob< hit) then
begin
kill:= ranum{sced);
if (kill< 0.29) then
wwi=ww + 1;
if (kill> 0.29) then
kia=kia+ 1
end
else
ne=ne+ |;
end
else if (range> 3000.0) then
begin
writeln;
writeln(' Y ou are out of range for the T-72.");
writeln;
ne=ne + 1;
end

end;
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begin
writeln;
writeln{' Results of T-72 tank firing are below:');
writeln;
writeln('No Effect................. ' ne:d);
- writeln{’Disabled Vehides.......... L ww);
writeln('D estroyed Vehides......... ' kia:2);
~writeln;

-writeln(' Casualties occurred in vidnity’ );
writeln(" grid *,n1:2,"-",e1:2,°-' ,x1:2,’-", y1:2);

end;
‘end;
end;

A tﬁ‘t““t‘#‘ﬁ“‘tttt'“t‘tttl‘t"tt“‘tt‘lltt*‘ul‘lttl“tltlttl*"ttll)
procedure bmp{var seed, switch : integer);
var nnl.ecel,x x1,y,yl,ne ww,lc kia hard :integer;
prob, kill, ns, ew, range, hit : real;

begin

kia=D;
‘rangefinder(n.nl,e.el, x.x1,y,yl,ns,ew,range);
.ar=0
writeln;
writeln('Is your target enerny armor;vehicles or troops ');
writeln("in the open 7 Enemy D ragon and TOW positions');
writeln(’ are ‘considered annor/vehide targets.');
writeln{" *****Enter 1 for armor,vehicles ***** 0 for troops’);
writeln{*?');
read( hard):
if (hard= 0) then
‘begin
writeln;
writeln(' Soviet policy ditates artillery or the coaxial');
writeln(* 7.62mum machinegun be used against troops.'):

writeln;
end;
if (hard= 1) then
ng"r\

prob:= ranum(seed);

if (switch= 1) then

'begin
‘writeln;
*writeln(' probability = *,prob);
*writeln{'seed = *,seed);
“writeln;

‘end;

bégin

"if (range< 50.0) then
'b-_'gin

hit=0.97;

‘end
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else if (range> 50.0) and (range< 100.0) then
begin
hit:= 0.89;
end
else if (range> 100.0) and (range< 175.0) then
begin
hit:= 0.89;
end
else if (range> 175.0) and (range< 250.0) then

else if {renge> 250.0) and (range< 500.0) then
begin
hit:= 0.64;
end
else if (range> 500.0) and (range< 800.0) then
begin
it= 0.50;
end
else if (range> 800.0) and (renge< 10C0.0) then
begin
hit:= 0.40; i
end
else if (range> 1000.0) and (range< 1300.0) then
1 begin
; hit:= 0.28;
end
else if (range> 1300.0) and (range< 1800.0) then
begin
F hit:= 0.24;
§ end;
begin
if (prob< hit) then
begin
kill:= ranum(seed);
if (kill< 0.50) then
g wwi=ww + 1;
i if (Kill> 0.50) then
A kKa=kia+ 1;
' end
else
ne=ne + 1;
end
else if (range> 1800.0) then
begin
writeln;
writeln(’ Y ou are out of range for the BM P-73mm Gun.');
writeln;
nee=ne+ 1;
end
" end;
[ begin




writeln;

writeln(' Results of BM P-73mm gun firing are below:');
writeln;

writeln{'No Effect.................",ne:2);

writeln(’Disabled V ehides.......... L ww:2);

writeln(’D estroyed V ehidles......... ' kiar2);

writeln;

writeln(’ Casualties occurred in vicinity’);
wﬁtcln('gdd'.nl:z.'-'.el: .'-',x1:2,'-'.y1:2);
end;
end;
end;
‘(*"**‘**'**'"t*t"lt.l‘“.‘ﬂl'*‘l*...'*tll.lﬂﬂllt**.ﬂit't‘ﬂ‘it.i'l.l....)
procedure bir{var seed, switch : integer);
var n,nl,eel,x,x1,y,yl,ne, ww,lckia hard :integer;
prob, kill, ns, ew, range, hit. : real;
t begin
i ww:= 0
ne=0 .
lc=0;
Ka= G
tangefinder{n, nl,e,el,x,x1,y.y1,ns, ew,range);
adr=0;
writeln;
writeln('Is your target enemy armoer/~ehides or troops *);
writeln('in the open ? Enemy D ragon and TOW positions’);
writeln{’ are considered armor/Aehide targets.');
wiiteln(® *****Enter 1 for ammor,Aehicles ***** 0 for troops’);
writeln(’?");
read(hard):
if (hard= 0) then
begin
writeln;
writeln("Soviet policy dictates artillery or the coaxial');
writeln(’7.682mm machinegun be used against troops.");
writeln;
end;
if (bard= 1) then
H1 &gin
prob:= ranum(sced);
if {switch= 1) then
begin
writeln;
writeln(’ probability = °,prob);
writeln("sced = ’,seed);
writeln;
end;
begin
if (range< 100.0) then
begin
hit= 0.95;
end
else if (range> 100.0) and (range< 200.0) then




—

tbegin
hit= 0.80;
end
relse if (range> 200.0) and (range< 300.0) then
begin
hit= 0.70;
=nd
else if (range> 200.0) and (range< 500.0) then
begin
hit:= 0.50;
end
else if (range> 500.0) and (range< 800.0) then
begin
hit= 0.40;
end
else if (range> 800.0) and {range< 1000.0) then
begin
hit:= 0.20;
end;
begin
if (prob< hit) then
begin
:kill:= renum({ seed);
Aif (kill< 0.35) then
wwi=ww + 1
AF (kill> 0.35) then
Ka=kia+ 1;
end
else
ne=ne + 1;
end
else if (range> 1000.0) then
‘begin
writeln;
writeln("'Y ou are out of range for the BTR-60.");
writelm;
ne=ne+ I;
tend
end;
begin
writeln;
writeln(’ Results of BI'R-60 12.7mm MG firing are below:');
writeln;
writeln('No Effect................. 'ne?);
writeln('Disabled Vehicles......... Lwwi2);
writeln('D estroyed Vehicles........ L kia?d);
writeln;
writeln(’ Casualties occurrad in vicinity’);
writeln("grid *,n1:2,"-",e1:2,"-",x 1:2," ", y1:2);
end,
end;

end;

3 .
(“““““‘““““““““-“““-‘-““‘-““.““‘“.“‘-“-"““““-“‘)
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procedure M 16A 1{var firepwrl, firepwr2, firepwi3,seed, switch . integer);
var n,nl, e el,x x1,y,yl,demonurn, avwpns,ne,ww,lc kia i tinteger;
prob kill, ns, ew, renge : real;
begin
ww:= 0;
ne:=D0;
le=0;
Ka=:10:
writeln;
writeln{'W hich dermoteam do you wish to employ?’);
writeln(* *****Enter 1, 2, or 3');
writeln("?");
read{ demonum);
begin
if {(dermonum= 1) then
avwpns = firepwri;
if {(demonum= 2) then
avwpns = firepwr2;
if {demonum= 3) then (
avwpns = firepwr3; ’
end,
rangefinder{n,n1, e,e1,x,x1,y,y1,ns,ew, range);
dr=D0
‘fori:= 1 to avwpns do
begin
prob:= ranum(seed);
if (switch= 1) then
begin
writeln;
writeln(’ probability = *,prob);
writeln("seed = °,seed);
wrniteln;
end;
begin
if {range< 50.0) then
begin
if (prob< 0.73) then
begin
kill:= ranum(seed);
if (kill< 0.19) then
ne=ne+ 1,
if (kitl> 0.19) and (kill< 0.44) then
ww.=ww + 1;
if (kill> 0.44) and (kill< 0.67) then
le=le+ 1,
if (kill> 0.67) and (kill< 1.0) then
kia=kia+ 1;
end
else
nee=ne+ I;
end
else if (range> 50.C) and (range< 100.0) then
begin
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if {prob< 0.56) then
begin
kill:= ranum(seed);
if (kill< 0.19) then
ne=ne+ |;
if (Kill> 0.19) and (kili< 0.44) then
wwi= ww + |;
if (kill> 0.44) and (ki< 0.87) then
le=lc+ 1
if (kll> 0.67) and (killi< 1.0) then
kia=ka+ 1;
end
else
ne=ne + 1;
end

else if (range> 100.0) and (range< 200.0) then

begin
if (prob< 0.44) then
begin
kill:= ranum(seed);
if (kill< 0.19) then
ne=ne+ 1,
if (kill> 0.19) and (kill< 0.44) then
wwi=ww + 1
if {kill> 0.44) and (kill< 0.87) then
le=lc+ 1;
if (kill> 0.67) and (kill< 1.0) then
kiaz=ka+ I,
end
else
ne=ne+ 1;
end

else if (range> 200.0) and (range< 300.0) then

begin
if (prob< 0.35) then
begin
kill: = ranurn{seed);
if (kall< 0.19) then
ne=ne + 1;
if (kill> 0.19) and (kill< 0.44) then
wwi= ww + 1;
if (kill> 0.44) and (kill< 0.67) then
le=lc+ |;
if (ll> 0.67) and (kili< 1.0) then
Ka=kia+ 1;
end
else
ne=ne + 1;
end

else if (renge> 300.0) and (range< 400.0) then

begin
if {(prob< 0.31) then
begin
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kill:= ranum(seed);
.if (kill< 0.19) then
ne:=ne + |I;
“if (kill> 0.18) and (kill< 0.44) then
wwi= ww + 1;
“if (kill> 0.44) and (kill< 0.67) then
le=lc+ 1;
.if (kill> 0.67) and (kill< 1.0) then
Ka=kia + 1;
end
else
ne=ne + I;
rend
else if (range> 400.0) and (renge< 500.0) then
begin
if (prob< 0.25) then
begin
:kill:= ranum({seed);
“if (kill< 0.19) then ¢
ne:=ne + |;
“if (kill> 0.19) and (kill< 0.44) then
ww:=ww + 1;
:if (k> 0.44) and (kili< 0.67) then
le=lc+ 1
if (kill> 0.67) and (kili< 1.0) then
kKia=lda+ 1;
end
else
ne:=ne + 1I;
tend
else if (range> 500.0) then
begin

writeln;
writeln(' you are out of range for the M-16A 1.');
writeln;
ne:=ne+ 1;
end
rend;
:begin
writeln;
writeln(’Results of demotearn’, (demonum):2,' firing are below');
writeln;
writeln{'No Effect ......covunene. ' ne:2);
writeln('W alking W ounded............ " wwi2);
writeln(’ Liter Casualties........... "le2):
writeln{ Killed....vernereenn. ' kia2);
writeln;

writeln(' Casualties occurred in vieinity');
writeln('grid ,n1:2,’-", e1:2,' -, x1:2,"~", y1:2);
‘end;
end;
end;

[
(*.‘.‘“‘.“.‘.““"‘.‘..‘--.“..‘l..t.‘..t.‘.‘tt‘tt‘t.‘t.t.t“.t‘tt“‘.‘.)

R




R S T T

procedure M 80(var seed, switch : integer);
var n;nl,eel,x x1,y,yl,ne,ww,lc kia :integer;
:prob,kill, ns, ew, range : real;
begin
wwi=0;
ne:=0;
le=0;
Xa=0;
rengefinder(n,nl,e,el,x,x1,y,y1,ns,ew,range);
dr=0
prob:= ranum( sced);
if (switch= 1) then
begin
writeln;
writeln(’ probability = *,prob);
writeln(*seed = °,seed);
writeln;
end;
begin
if (range< 50.0) then
begin
if (prob< 0.81) then
begin
kill:= ranum(seed);
if (kili< 0.19) then
ne:=ne + 1;
if (kill> 0.19) and (kill< 0.44) then
wwi=ww + 1;
if (kill> 0.44) and (kill< 0.67) then
le=lc+ 1
if (kill> 0.67) and (kill< 1.0) then
Ka=kia+ 1;
end
else
ne=ne+ |I;
end
relse if (range> 50.0) and (range< 100.0) then
‘begin
if {(prob< 0.64) then
begin
kill: = ranurn(seced):
if (kill< 0.19) then
ne:=ne + 1;
if (kill> 0.19) and (kill< 0.44) then
wwi= ww + 1
if (kill> 0.44) and (kill< 0.67) then
lc=le+ 1;
if (kill> 0.67) and (kill< 1.0) then
Ka=lda+ 1;
end
clse
ne:=ne + 1;
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end
else if (range> 100.0) and (range< 200.0) then
begin
if {(prob< 0.53) then
begin
kill: = ranum(seed);
if (kill< 0.18) then
ne=ne + I
if (kill> 0.19) and (kill< 0.44) then
wwi= ww + 1;
if (kill> 0.44) and (kill< 0.67) then
le=lc+ 1;
if (kill> 0.67) and (kill< 1.0) then
Ka=ka + 1,
end
else
ne=ne+ 1;
end
else if (renge> 200.0) and (range< 300.0) then
begin ’
if (prob< 0.44) then
begin
kill:= ranurn(seed);
if (kili< 0.19) then
ne=ne+ 1;
if (kill> 0.19) and (kill< 0.44) then
wwi= ww T+ 1
if (kill> 0.4-4) and (kill< 0.67) then
le=le+ L
if (kill> 0.87) and {kill< 1.0) then
kia= kia + |;
end
else
ne=ne + 1;
end
else if (range> 300.0) and (range< 400.0) then
begin
if (prob< 0.39) then
begin
kill:= ranumi(seed);
if (kill< 0.19) then
ne=ne+ I
if (lall> 0.19) and (kill< 0.44) then
wwi= ww + 1;
if (Kill> 0.44) and (kill< 0.87) then
le=lc+ 1
if (kill> 0.67) and (kill< 1.0) then
kia=laa + [;
end
elsc
ne=ne+ I;
end
else if (range> 400.0) and (range< 500.0) then
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begin
.if {(prob< 0.33) then
begin
kill:= renum(seed);
if (kill< 0.19) then
ne=ne + 1;
if,(Jdll> 0.19) and (kill< 0.44) then
wwi= ww + 1
if (kill> 0.44) and (kill< 0.67) then
lc=lc+ 1;
if (Jdll> 0.67) and (kill< 1.0) then
kia=kia + 1;
rend
else
me:=ne + 1;
'end
else if (range> 500.0) and (range< 10C0.0) then

if (prob< 0.19) then
ibegin
kill:= ranum{ seed);
if (kill< 0.19) then
ne=ne+ 1;
if (kill> 0.19) end (kill< 0.44) then
wwi=ww + 1;
if (kill> 0.44) and (kili< 0.67) then
le=le+ 1;
if (Kill> 0.67) and (kili< 1.0) then
Ka=kia+ 1;
rend
else
ne:=ne + I
rend
else if (range> 1000.0) then
begin
writeln,;
writeln('Y ou are out of range for the M-60.");
writeln;
ne=ne + |[;
end
end;
- begin
writeln;

writeln(' Results of M 60 machinegun firing are below:');

writeln;

writeln('No Effech....ccooeunane. ', ne:2);

writeln('W alking W ounded............ Lwwe2);

writeln(' Liter Casualties........... ' 1z2);

writeln(' Killed..........ccco..... L ka2);

writeln;

writeln(' Casuallies occurred in vieinity’ );

writeln{'gAd ' ,n1:2,'-" e 1:2, -, x1:2," ", y1:2):
end;
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end;
end;
(‘t‘*‘tﬁtt**tt*‘***ttt*ttltt*t*t#t*tt*t*****t**tltttttttttt*t**#tttlt*xtt*ttt)
procedure TOW (var seed, switch: integer);
var n,nl,e el x,x1,y,yl,rounds : integer,

k prob, Kill, range, ns, ew : real;
' begin
rounds=:0;
if (rounds< = 2) then
-begin
.prob:= renum(sced);
i if (switch= 1) then
“begin
I writeln;

writeln(' probability = °,prob);
writeln(’seed = ’°,seed);
writeln;
“end:
‘begin ¢
rangefinder{n,nl,e.el,x,x1,y,yl,ns ew,range);
] end;
E :begin
if (range<:i50.0) then
begin
writeln;
writeln('The TOW missile is ineffective at this short rang=.");
writeln;
end;
end;
‘begin
if ({range> 50.0) end (range< 250.0)) and (prob> 0.75) then
begin
writeln;
writeln('TOW missile has missed the target!');
writeln(’ Give the exact weapon location to your');
writeln(' opponent.  Your weapon signature has given');
wnteln(’ away your position.');
1 writeln;
end
else if ({range > 50.0) and (renge< 250.0)) and {prob< 0.75) then
begin
writeln;
writeln("TOW missile hit Soviet target. in vidnity );
writeln('location’, n1:2,°-" e 1:2," ", x 1:2," -, v1:2);
writeln(’ G oud shooting!!!");
writeln;
Kill:= ranum(seed);
begin
il (lkall> 0.50) then
begin
writeln;
writeln(’ Soviet target immobilized - not destroyed.');
‘ writeln,
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end
else
begin
writeln;
writeln(' T arget destroyed!!');
“wrniteln;
end
end
iend
end;
begin
if ((renge> 250.0) and (range< 3000.0)) and (prob> 0.90) then
begin
writeln;
writeln(' TOW missile has missed the target!');
writeln(’ Give the exact weapon location to your');
writeln(’ opponent. Y our weapon signature has given');
writeln(’ away your position.");
writeln;
‘end
else if ({range> 250.0) and (range< 3000.0)) and (prob< 0.80) then
begin
writeln;
writeln{"TOW missile hit Soviet target in vidnity’);
writeln(*location’,n1:2,"-",e1:2,"~" x1:2,"-',y1:2);
writeln{’ G ood shooting!!!");
writeln;
Kill:= ranum(seed);
begin
if (kill> 0.90) then
begin
writeln;
writeln{"Soviet target irnmobilized - not destroyed.");
wnteln;
end
telse
begin
writeln;
writeln(' Target destroyed!!");
wnteln;
end
end
end
end;
begin
if (range> 3000.0) then
begin
writeln;
writeln(’ The target is out of your range.');
wnteln;
end
end;
end;
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rounds =:rounds + 1;
if (rounds> = 3) then
begin
writeln;
writeln(' You have met/exceeded your TOW ammunition allowance.');
writeln;
end;
rend;
;(t*xxttttttttttatttttt#tt#t#tttttttttttttt***tttttttt:lttttttt:#t:txttttt)
;procedure D ragon(var seed, switch : integer);
rvar n,nl,eel, x,x1,y,yl,rounds : integer;
prob, kill, range, ns,ew : real;
tbegin
rrounds= 0;
iif (rounds< = 3} then
begin
prob:= ranum(seed);
if (switch= 1) then
begin
wrteln;
writeln(' probability = *, prob);
writeln(’seed = ’,seed);
writeln;
end;
begin
rangefinder{n,ni,e,el,x,x1,y,y1,ns ew,rangc);
end;
begin
if (range< 50) then
begin
writeln;
writeln('The Dregon missile is incffective at this short range.');
writelm;
end,
end; ;
begin
if ({range> 50.0) and (range< 250.0)) and (prob> 0.75) then i
begin
‘writeln; ’
writeln('D ragon missile has missed the target!”);
writeln(‘ G ive the exact weapon location to your');
writeln('opponent. Y our weapon signature has given'):
writeln(’away your position.');
writéln;
end 1
else if ({range > 50.0) and (range< 250.0)) and (prob< 0.75) then
begin
writeln; .
writeln(' D ragon missile hit Soviet target in vidnity’');
writeln('location’, n1:2,'-*,e1:2,'-', x1:2,'-", y1:2); {
writeln(’G ood shooting!!!*);
writeln;
kill:= ranumn( seed):
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‘begin -
if (iill> 0.80) then
begin
writeln;
writeln(’ Soviet target immoebilized - not destroyed.");
writeln;
end
else
begin
writeln;
writeln(" Target destroyed!!');
writeln;
end
end
end
rend;
Ibegin
if ({range> 250.0) and (renge< 1000.0)) and (prob> 0.90) then
begin
writeln;
writeln(’ D ragon missile hes missed the target!');
writeln(' G ive the exact weapon location to your' );
writeln(" opponent. *Your weapon signature has given');
writeln(' away your position.");
writeln;
end
else if ((range> 250.0) and (range< 1000.0)) and (prob< 0.90) then
begin
writeln;
writeln(' D regon missile hit Soviel target in vianity');
writeln('location’, n1:2,'-',e1:2,"-", x1:2,"-", y1:2);
writeln(’ G ocd shooting!!!");
writeln;
KL= ranurn(seed);
begin
if (kill> 0.80) then
begin
writeln(" Soviet: target immobilized - not. destroyed.");
wrteln;
end
ese
begin
writeln;
writeln(' T arget destroyedi!);
writeln;
end
end
end
'end;
"begin
if (range> 10C0.0) then
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writeln;
writeln(' The target is out of your range.’);
writeln;
end
end;
end;
rounds=rounds + 1;
if (rounds> = 4) then
begin
wniteln;
writeln('Y ou have met,/exceeded your D ragon ammunition allowance.");
writeln; i
end;
end:
(*“*'*‘*d;***“ttﬂ***l"***“**'*****‘***"*t**‘*“**‘***"l‘*‘****‘**'ﬂ*t)
procedure LA AW (var seed, switch: integer);
var n.nl,eel, xxl,y,yl,rounds : integer;
prob, kill,range,ns,ew : real;

! begin .
3 rounds:= O :
F if (rounds< = 11) then

| ibegin

;prob:= ranum{ seed);
- if (switch= 1) then
r tbegin
. writeln;
writeln(’ probabitity = °,prob):
writeln('seed = °*,seed);
writeln;
tend;
begin
rangefinder{n,nl,e,el,x,x1,y,y1.ns,ew,range);
end;
begin
if (range< 50.0) and (prob> 0.97) then
begin
writeln;
writeln('LAAW roeket has missed the target!');
# writeln('Give the exact weapon location to your'); |
E writeln('opponent. Your weapon signature has given'); |
: writeln('away your position.');
: writeln;
< end
' else if (renge < 50.0) and (prob< 0.97) then
begin
writeln;
writeln("LAAW rocket hit Soviet target in vidnity');
writeln('location’,n1:2,'-" e 1:2,'~', x1:2,' ', y1:2);
writeln('G ood shooting!!!");
writeln;
kill:= ranumn(seed);
begin
if (kill> 0.32) then




- begin
writeln;
writeln(’Soviet target immobilized - not destroyed.’);
writeln;
end
else
-begin
writelry
writeln(" Target destroyed!!");
writeln;
:end
end
end
end;
begin
if ((range> 50.0) and (range<:250.0)) and (prob> 0.17) then
begin
writeln;
writeln('LAAW rocket has missed the target!’);
writeln('Give the exact weapon location to your');
writeln(" opponent. 'Y our weapon signature hes given’);
writeln(’ away your position.’);
writeln;
end
else if {{range> 50.0) and (range< 250.0)) and (prob< 0.17) then
begin
writeln;
writeln('UAAW rocket hit Soviet target in vidnity');
writeln(’location’, n1:2,"-' e1:2,'~', x1:2,"-", y1:2);
writeln(’ G ood shooting!!!*);
wnteln;
kill:= renum(seed);
‘begin
if (kill> 0.33) then
‘begin
writeln;
writeln(’ Soviet target immobilized - not destroyed.’);
writeln;
'end
else
begin
writeln;
writeln(’ Target destroyed!!*);
writeln;
end
‘end
end
end;
begin )
if (range> 250.0) then
begin
writeln;
writeln('The target is out of your range.’);
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wrteln;
end
end;
‘end;
rrounds= rounds + 1;
if (rounds> = 12) then
begin
writeln;
writeln(' Y-ou have met, exceeded your LAAW ammunition allowance.");
writeln;
end;
end;
(tttttt#ltttl*ttllttttttllt‘#tllttltlt‘##lltttt‘tt"ttl‘#tttttlttt‘#"tltll)

procedure montB1{var seed, register : integer;var map : board);
var n,nl;e el x xl1,y,y1, hard kia, ww,ne, tdest, apcdest : integer;
startx, endx, startyiendy : integer,
prob : real;
begin
lkda= 0; :
3 ww:= 0, :
ne= 0;
tdest: -:TOZ
. apcdest:= ;
' “writeln;
writeln("What is the approximate location of your target?');
writeln(’ Enter a four digit code - Example 1 2 34 45');
writeln(*?");
writeln;
read(ni,el,x1,y1):
writeln;
wrileln('1s your target enemy armmor or troops in the open?');
writeln(' *****Enter 1 for anmor ***** 0 for troops');
writeln('?");
writeln;
[ read( hard);
if (register= 0) then
begin
4 writeln; 3
writeln('Y ou have not registered your defensive fires.');
writeln("your initial rounds are inefTective however’);
writeln("all further calls for fire should have some impact.");

writeln;
end;
if (register= 1) then
begin
if ((x1> =13) and (x1< = 37)) and ((y1> = 10) and (y1< = 40)) then
begin
startx:= x1 - 13;
endw= x1 + 13;
starty:= y1 - 10;
endy:=yl + 10;
end;

if (x1< 13) and ((y1> = 10) and (y1< = 40)) then
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begin
starte= 1;
endx= x1-+ 13;
-starty:= yJ - 10;
endy:= y1-+ 10;
end;
if (x1> 37) and ({y1> = 10) and (y1< = 40)) then
begin

.startxec= x1 - 13,
-endx= 50;
:starty:= y1 - 10;
-endy:= yl-+ 10;
end;
if ((x1>= 13) and (x1< = 37)) and (y1< 10) then
begin
sstarte= x1 - 13;
‘endxc= x1-+ 13;
:starty:= 1,
‘endy:= yl -+ 10;
end;
if {(x1>= 13) and (x1< = 37)) and (y1> 40) then
begin
sstarte= x1 - 13;
‘endc= x1-+ 13,
starty:= y1 - 10;
‘endy:= 50;
end;
if (x1< 13) and (y1< 10) then
begin
startxe= 1;
endc= x1-+ 13;
startyr= 1;
endy:=yl+ 10
end;
if (x1< 13) and (y1> 40) then
begin
startc= 1;
endx= x1:+ 13;
starty:= y!1 - 10;
endy:= 50,
end;
if (x1> 37) and (y1< 10) then
begin
‘starte= x1 - 13;
endx:= 80,
starty:= 1;
endy:= yl + 10;
end,
if (x1> 37) and (y1> 40) then
begin
startc= x1 - 13,
endx= 90;

starty:= y1 - 10;




endy:= 50,
end;
begin ]
for x:= startx to endx do :
for y»= starty to endy do

;prob:= ranum(sced);
if (mapni,el,x,y]= 4) then
begin
if (prob< 0.31) then
kia=kia+ 1
[ if (prob> 0.31) and (prob< 0.50) then
E wwi= ww + 1;
if {prob> 0.50) then
ne=ne+ 1;

¥
Fﬂ end
welse if (mag{nt,el,xy]= 5) and (hard= 1) then
1 begin
‘ if {(prob> 0.50) then ‘
} apcdest: = apedest + 15

if {(prob< 0.50) then
ne:=ne + 1;
end

2 else if (map{nl,el,x.y]= 5) and (hard= 0) then
| begin
L writeln;

writeln(’ Artillery has no effect on APC because’);
writeln(’ anti-personnel ammunition was requested.”);
end
else if (rngp[nl.el,x.y]= 6) and (hard= 1) then
begin
if (prob> 0.64) then
tdest=tdest + 1;
if (prob< 0.61) then
ne:=ne + 1;
end
else if (map[nl,el,x,y]= 6) and (hard=0) then
begin
writeln;
writeln(' Artillery has no effect on tanks because');
writeln(' anti-personnel ammunition was requested.");

end
tend
end;

end;
register:= 1;
writeln;
writeln(' RESULTS OF MORTAR FIRESARE ASFOLLOWS;");
writeln("  Enemy Killed............. K& ?);
writeln('  Enemy wounded............ L ww:2):

writeln('  No effect on the enemy...',ne:2);
writeln('  Enerny APC s destroyed....',apcdest:2);
writeln('  Enemy Tanks destroyed....", tdest: 2);
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writeln; -
end;
(“ﬁ#n*t*ﬂ*ﬁﬁ'*#ﬁ#t#ﬁt#***tt#l#*#*#t##t#**#l*t*#**t**t#!******ﬁﬁ**t*t*t*t)
procedure arty105(var seed, register : integer;var map : board);
varn,nl,eel, x, xl,y,yl.-hard, kia, ww, ne, tdest, apedest : integen;
: startx, endx, starty, endy : integer;
prob : real;

Ka= 10,

4 writeln('W hat is the approximate location of your target?');
P writeln(’ Enter a four digit code - Example 1 2 34 45');
writeln(*2"):
writeln;
read(nl,el,x1,yl);
] writeln;
; writeln('Is your target enemy armor or troops in the open?');
writeln(' *****Enter 1 foriarmor ***** 0 for troops’);
writeln{'?');
writeln;
read(hard);
if {register= 0) then
‘begin
mwriteln;
writeln('You have not registered your defensive fires,');
writeln(' your initial rounds are ineflective however' );
writeln(’all further calls for fire should have sorme impact.');

T T

wrteln;
rend;
if (register= 1) then
' begin
if ((x1> = 15) and (x1< = 35)) and ((y1> = 10) and (y1< = 40)) then
begin
I starte=x1 - 15;
endx=x1 + 15;
starty.= y1 - 10;
endy:= yl + 10;
end:
if (x1< 15) and ((y¥1> = 10) and (y1< = 40)) then
begin
f startx:= 1;
endc= x1 + 15;
starty:= y1 - 10;
endy:= yl + 10;
end;
if (x1> 35) and {{(y1> = 10) and (y1< = 40)) then
begin
startxe= x1 - 15;
H endx:= 50;
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starty:= y1 - 10;
endy:=y1 + 1G;

end;
if ((x1> = 15) and (x1< = 35)) and (y1< 10) then
begin
startxx= x1 - 15;
endx=x1+ 15
starty:= 1;
endy:= yl + 10;
end;
if ({x1> = 15) and {(x1< = 35)) and (y1> 40) then
begin
startxc= x1 - 15;
endx:= x1 + 15
starty:= y1 - 10;
endy:= 50;
end;
if (¥1< 15) and (y1< 10) then
begin .
startxe= 1; .
endx:= x1 + 15
starty:= 1;
endy:= y1 + 10;
end;
if (x1< 15) and {y1> 40) then
begin
startx= 1;
endx:=x1+ 15
starty:= y1 - 10
endy = 50;
end;
if (:¢1> 35) and (yi< 10) then
begin
startxc= x1 - 15;
endx:= 50;
staity:= 1;
endy:= y1 + 10;
end;
Af (x1> 35) and (y1> 40) then
begin
startxe= x1 - 15;
endx:= 50;
starty:= y1 - 10;
endy:= 50;
end;
begin

for x:= startx to endx do
'for y:= starty to endy do
begin
prob:= ranum(seed);
if (map(nl,el,x,y]=4) then
begin
if (prob< 0.31) then
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Ka=kia+ 1;
iif (prob> 0.31) and (preb< 0.50) then
wwi=ww + 1;
iif ( prob> '0.50) then
ne:=ne-+ I
end
else if (map[nl.el,x,y]=5) and (hard= 1) then
begin
if {(prob> 0.50) then
apcdest:= apcdest + L
if (prob< 0.50) then
nee=ne+'1;
end
else if {(map{nl,el,x,y]=5) and (hard=0) then
begin
writeln;
writeln(® A rtillery has no effect on APC because');
swriteln(" anti-personne! amrmunition was requested.');
end
else if (map[nl.el,x,y]= 6) and (hard= 1) then
begin
if (prob> D.64) then
tdest= tdest + 1;
if (prob< 0.64) then
ne:=ne + '1;
end
else if (map{nl,el,x.v]=6) and (hard= 0) then
begin
writeln;
writeln(* A rtillery has no effect on tanks because'):
writeln(’ anti-personnel ammunition was requested.');

end
end

end;
end;
register= 1,
writeln;
writeln{’RESULTS OF ARTILLERY FIRESARE AS FOLLOW &');
writein(' Enemy Killed............. ' kiar2);
writeln{(" Enemy wounded............ " ww:2);

writeln("  No effect on'the enemy...",ne:2);

writeln(" Enemy APC's destroyed....." ,apcdest:2);

writeln(" Enemy Tanks destroyed....’, tdest:2);

writcln;
end;

(‘“““““‘ﬁ.‘*“““‘“"““““"‘t"I'"t“““'"t“""l‘t"""""‘)

procedure move(var seed : integer,var map : board;var mine : mines);
label 50;
varn,nl,eecl,x xl,y.yl.hhl, zzl,ab.cdstuv,etrl,q: integen

ttype,ctr.i,j.mode,r,1.r1,11 : integer;

prob,kill,ns, ew, range, dist : real;
begin

ctr= 0
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=0
rengefinder(n,ni,e,el.x,x1,y,yl.ns, ew,range);
writeln;
writeln('W hat is your mode of travel ?');
writeln(* Enter one of the following.");
writeln(" 1- on foot');
writeln(* 2 - traded vehicle');
writeln(" 3 - wheeled vehicle');
writeln;
read{mode);
writeln; )
writeln(*W hat type of terrain are you travelling over ?');
writeln(* Enter one ofithe following.');
writeln(® 1 - dear, fat’);
writeln(" 2 - uphill /downhill');
writeln(* 3 - across water');

writeln;
read( ttype):
if (mode= 1) then ‘
begin
if (ttype= 1) then
dist: = 50.0;
if (ttype= 2) then
dist:= 25.0;
if (ttype= 3) then
begin
writeln;

writeln(' Personnel must be in vehides in order 0');

writeln(’ cross the river. You may only travel to the near');

writeln('shore.");
writeln;
rangefinder{n,nl, e el,x,x1,y.y1, ns ew, range);
end;
writeln;
writeln(' How many men do you have to move?');
writeln(* Enter the nurnber in your derno team,/~ehicle.);
writeln(’?');
read(ctr);
forit= I'toctrdo
begin
wniteln:
writeln(’ Enter the location of a spot you are vacating.');
writeln(® Enter a four digit location as before');
writeln{'Example 1 1 23 3¢');
writeln;
read(s,t,u,v);
map{s.t.uv]=1;
‘end;
end;
if (mode=2) then
begin
writeln;
wiriteln('Enter the location of the spot you are vacating.');
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writeln(’ Enter a four digit iocetion as before');
writeln(’ Example 1 1 23 34');
writeln;
read(st,uv):
map(s,t,u;v]i= 1
if {ttype = 1) then
dist= 150.0;
if {ttype = 2) then
dist:= 100.0;
if {ttype = 3) then
dist:= 25.0;
end;
“if (mode= 3)‘then
begin
writeln;
writeln(’ Enter the location of & spot you are vacating.’);
writeln(’ Enter a four digit location as before’);
writeln(' Example 1 1 23 34');

writeln;
read(s t.u,v);
map{stuv}=1;
if (ttype = 1) then
dist.= 100.0;
if {ttvpe = 2) then
dist:= 40.0;
if (ttype = 3) then
dist:= 25.0;
end;
if (range< = dist) then
begin
writeln;

writeln(' How many grid borders do you eross?');
writeln{® example - if you go from square 1-2 to');
writeln(' square 1-3, you cross One (1) boundary.');
writeln(' You would then enter 1');
writeln(" If you move within the same square, enter 1');
writeln(* ?');
writeln;
read{dr);
prob:= ranurmn(seed);
if (ctr> 0) then
begin
for i:= 1'to dr do
begin
writeln(' A pproximately where do you eross a grid');
writeln(' border. Fnter the coordinates of the square’);
writeln(' you are leaving and the square you are entering.’);
writeln(’ If you are moving within a square, enter your');
writeln(’ starting and ending locations.");
writeln(® Example - 12 50 25');
writeln(' )
writeln;
read(h.z.a.c);
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‘read{11,z1,b,d):

= (z%2);
L={(z*2)-1;
l:= (21%2);

11:= (z1*2)-L;
if (a< = 25) and (< = 30) then

.begin
if (mine[h,1]= 1) then
begin
if (prob< 0.9328) then
begin

Kill:= ranum(seed);
if (mode> = 2) then
begin
writeln;
writeln(’Y our vehicle is irmmobilized due to');
writeln('mine damage at grid location,');
writein(h:2,'-",22,'-",a2,'~",c2);
wiiteln; ‘
mepih.zaclk= 5 ’
~end
else if (kill< 0.33) and (niode= 1) then
'begin
writeln;
writeln(’Y our point man has been killed by a *);
writeln('landmine at grid location,');
writeln(h:2,’-", %#2,'-" ,a2,’-",c¢2);
writeln('How many remaining personnel do you ');
writen("have to emplace?');
writeln("?');
read(ctrl};
forg=1toctrl do
begin
wrleln;
-writeln(' Enter the four digit grid to');
‘writeln('be occupied. Examgle 111 2');
writeln('?");
wnteln;
‘read(s, bu,v);
mapishuvl= 4;
end
‘end
else if (kill> 0.33) and (rnode= 1) then
‘begin
writeln;
writeln('Y our point man has been wounded ');
writeln(' by landmines.');
writdn('Y ou must remain in this position until');
writeln(’ your next tum');
writdn(' D isperse your personnel');
writeln('} ow many personnel do you ');
writeln("have b emplaoa?');
writeln('?");
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read{ctrl);
forg=1to crl do
begin
writeln;
writeln(’ Enter the four digit grid .»');
writeln(’ be occupied. Example 1 11 2');
writeln(’ ?*);
writeln;
read(s,t,u,v);
map[s.t,uvl= 4
end
end
tend
end
end;
if (a> = 26) and (c< = 30) then
begin
if (mine[h.r]= 1) then
begin
if {prob< 0.9328) then
ibegin
-Kill:= ranum({sead);
Af (mode> = 2) then
begin
writeln;
writeln(’ Your vehicie is immobilized due to');
writeln(’ mine darmage at grid location,');
writeln(h:2,’-',2:2,"-",&2,"-",c¢2);
writeln;
megh.z,acl= 5;
end
‘else if (kill< 0.33) and (mode= 1) then
begin
writeln;
writeln("Y our point man has been killed by a *);
writeln(" lendmine at grid location,*);
writeln(h:2,’-",z:2,'-",a:2,"-',=2);
writeln(’ How many remiining personnel do you ');
writeln(" have to ernplace?');
writeln("?");
read(etrl);
forg= 1to drl do
begin
writeln;
writeln{’ Enter the four digit grid to');
writeln(' be occupied. Example 111 2');
writeln("?'):
writeln;
read(s,tu,v);
map[s.t.u,v]):= 4;
encd
end
else if (kill> 0.33) and (mode= 1) then
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begin
writeln;
“writeln('Y our point rnan has been wounded *);
writeln('by landmines.");
-writeln{"Y ou must remain in this position until');
“writeln(' ycur next tum’);
‘writeln(' D isperse your personnel’);
‘writeln{'How many personnel do you');
‘writeln('have to erngace?’);
rwriteln(*?');
'read(cirl);
forq@= 1to ctrl do
begin
writeln;
writeln(" Enter the four digit grd to');
writeln(' be occupied. Example 11 1 2');
writeln(*?");
writeln;
read(s t,u,v); ‘
map[s,tu,v]=4;
end
end
‘end
end
end;
if (b< = 25) and (d< = 30) then
begin
if {(mire[ht,tt]= 1) then
begin
if (prob< 0.2328) then
‘begin
kill:= ranumy(sced);
if (mode> =.2) then
begin
writeln;
writeln{'Y our vehicle is imnobilized due to');
writeln/'mine damnge at gnd location,");
writeln(h1:2,°~,21:2,"~" , b:2,"-',d:2);
writeln;
‘map{hl,z1,b,d):= 5;
end
else if (kill<'0.33) and {(mode= 1) then
begin
writeln;
writeln("Y our point man has been killed by a');
writeln{'landmine at grid location,');
writeln(h1:2,"=", 21:2," " b:2," ", d:2);
‘writeln{'How many remaining personnel do you ');
‘writeln('have to emplace?');
writeln{'?*);
read(ctrl);
for g=1tocirl do
bugin
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writeln;
writeln(’ Einter the four digit grid to');
writeln(’be occupied. Exarnple 11 12');
writeln("?');
writeln;
mai(s,tu.v);
map{s,Lu,v}=4;
‘end
end
else if (Kill> 0.33) and {mode= 1) then
begin
writeln; :
writeln('Y our point man has been wounded by *);
writeln('landmines.’ );
writeln('Y ou'must remain in this position until’);
writeln(* your next tum');
writeln(' D isperse your personnel');
awriteln{'How many personnel do you *);
writeln("have to emplace?');
writeln('?');
read(ctrl);
forq=1to ctrl do
writeln;
writeln('Enter the four digit grid to');
writeln(’be occupied Example 11 12');
writeln("2");
writeln;
read(s,tu,v);
map(stuv]=4:
end
end
rend
end
end;
if (b> = 26) and (d< = 30) then
in
Jif {mine[h1,r1]= 1) then
begin
if (prob< 0.9328) then
‘begin
kill:= ranum(seed);
if (mode> = 2) then
begin
writeln;
writeln('Y our vehide is immobilized due to’);
writeln(' mine damage at grid location, ');
writeln(h1:2,'-",21:2,"-", b:2, -, &2);
writeln;
maglhl.z1,b,d}:= 5,
end
else if (ldll< 0.33) and (rmode= 1) then
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writeln;
writeln(’ Your point man hes been killed by a’');
writeln(’ landmine at grid location,');
writeln(h1:2,"-",z1:2,"-", b:2,"-", &2);
writeln(* How many remaining personnel do you ');
writeln(* have to emplace?');
writeln(’?');
read(ctrl);
forg=1to clrl do
begin
writelny;
rwriteln(' Enter the four digit grid to');
swriteln(' be occupied. Example 12 1 2');
writeln(*?");
‘writeln,
read(s, t.u,v);
‘mep{s,t.uv]= 4
end
end ‘
else if (kill> 0.33) and (rmode= 1) then
begin
writeln; |
writeln(" Y our point man has been wounded by’ ); i
writeln(" landmines."); "
writeln(' You must rermain in this position until');
writeln(* your next turm');
writeln(' Dispersa your personnel');
writeln{’ How many personnel do you ');
writeln(* have to ernplace?’);
wrteln('?');
read{ctri);
forg=1to ctrl do
begin
writeln; ‘
writeln(’ Enter the four digit grid to'),
‘writeln(' be occupied. Example 1 1 12');

writeln('?');
writeln;
read(s,t.u.v);
mapls tuv]= 4
erud
end
end
‘end
‘end
end;
end;
if ((mine[h,r}= 0) and (mine[h,1]= 0) and (mindh1,r1]= 0)) then
begin
if (mine[h1,11]= 0) .nd (mep{nl,el.xl.yl]< > 8) then
begin
writeln;

writeln('Y ou have sucosssfully cornpleted your move.’);
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writeln(*How many personnel /ehides do you have to emplace?');

writeln(*?"):
5 writeln;
. read(ctr);
: fori:= 1 to ctr do
: ‘begin
Tﬁ writeln;
writeln(' Enter a four digit grid to be occupied.’);
writeln(' Example 1 2 23 45');
writeln(' ?');
3 read(s,t,u,v);
] if (mode= 1) then
{ map[s.tuv]:= 4
1 if (mode= 2) then
3 map{s, tu,v}= 6
* if (mode= 3) then
i map[s tuvl=5
E rend
end
end;
‘end;
if (prob> 0:9323) then
begin
writeln;

writeln(*Y ou have successfully completed your move.');
writeln("F ow many personnel ~ehides do you have to emplace?');
writeln('?");
writeln;
read(ctr);
fori:=1to drdo
‘begin
writeln;
writeln(’ Enter a four digit grid to be ocaupied.’);
writeln(’ Example 1 2 23 45');

writeln(’ 2');
read(s.t.u,v);
if (mode= 1) then
map{s tu, v]= 4;
if (mode= 2) then
map{s tu,v]=6;
if (mode= 3) then
map(s tuvl=5;
tend
end
if (range> dist) then
begin
writeln;

writeln('Y ou ‘cannot travel fast enough by your present means');
writeln('to cover your intended distance. Pick a new destination’);
goto 50
end;
end;

2 . »
(...“.‘..l.‘.“l.‘.l.“....“...-‘..‘“t.“‘..‘.....‘.‘.‘..“““.“‘.“)
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procedure dismount{var map : board);
var stuyv,dri integer,
begin
writeln;
writeln("How many personnel do you have to emplace?');
writeln("?");
writeln;
read(ctr);
fori:=1to drdo
begin
writeln;
writeln(’ Enter a four digit grid to be occupied.’);
awriteln(' Example 12 23 45');
writeln(*?');
Tead(s.t, uv);
if (map(s t,u,v]=8) then
begin
writeln;
writeln(' T his individual has been killed by’);
writeln(’a landmine, update your forces as’);
writeln(' necessary.');
writeln;
end;
if (map[s t.u,v]< >'8) then
map[s Lu,vl= 4
end
end;
(“““-.““".‘““““.-““.“.‘-“...““.‘.‘..-.-“.“‘.“..-..-..-.-..)
procedure mount{var map : board);
var stuv,dri: integer;
begin
writeln;
writeln(' How many perscnnel do you have to load on the vehide?');
| writeln(*?");
writeln;
read(ctr);
1 fori:= 1'to drdo
begin
writeln;
writeln{’ Enter a four digit grid to be vacated.');
writeln('Exarnple 1'2 23 45');
writeln('?");
read(s,t, u,v);
map{s,t.u,v]:= 1;
end
‘end;
(l.“‘.ttt‘...t.tttt.\{ AIN PROGRAM uau.tt-tutt--.atat-.anttaa-uau-tu..attt--)
begin
sovpwr= 27,
t62pwr=1;
Vrzpwri= 1i
i minet:= 100000.C;
demot:= 100000.0;
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cratert:= 100000.0;
ditcht:= 100000.0;
writeln;
writeln ('1s this a system test or actual play?');
writeln (******Enter 1 for test, ***** 0 for play');
writeln (*2');
read(switch);
writeln;
writeln;
writeln(® Enter a random seed ');
writeln{"?');
read(seed);
writeln;
writeln;
writeln(' Enter your status (M arine or enemy)');
writeln(' ****Enter a "1 for Marine ****"0" for Enemy’ );
writeln(' ?');
writeln;
writeln;
readin{a);
if a= 1 then
begin
rarord;
enemyord;
end
else
begin
enemyord;
marord;
end;
reset{filel);
skipblanks(file1);
while not eof{file1) do
begin
forni= 1to4do
fore:= 1toB8do
fory:= 1to 50do
forx:= 1to 50 do
read(filel,map[n,e,x.y));
skipblanks(file1)
end;
begin
arrive(arvt);
end;
begin
stopt= arvt + 30.0
end;
cn= 1,
while ctr< = 3 do
begin
writeln;
writeln;
writeln ("W here do you wish to locate dermo team', ctr);
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writeln (* Give a 4 digit location, exarmple 2 140 40"');
writeln (* for each of your four demoteam members.");
read(n,e,X.y);
mapn.eX,yl= 4
read(n,e,x.y);
map[n, e xyk= 4
read(n, e,x.y);
map[n,e;xyl:= 4
read(n, e:x.y);
map[n,e;x.y}= 4;
dr=ctrt 1;
end,
begin
writeln;
writeln;
writeln {* W here do you wish to locate your TOW crew?');
writeln (* Give a four digit location as you did for each');
writeln (" Marine.’);
writeln (*?'); ¢
read(n,e.x.y): ’
map{nexyl=4%
writeln;
writeln; '
writeln (* W here do you wish to locate your DRAGON s ?');
writeln (" Give a four digit location for each weapon as you ');
writeln (' did for each M arine.");
writeln ("2');
read(n,e,x.y);
map{n,e;x,y}= 4
read(n, ¢,X.y);
map nexyl:= 4
writeln;
writeln;
writeln (* W bere do you wish to locate yourself ?*);
writeln (* Give a four digit location as you did for each');
writeln (' M arine.’);
writeln ("?2');
read(n.e,x.y);
map[n.e;x.yk= 4
writeln;
writeln;
end;
iclodc= clock+ B60.0;
writetn (*Enemy forces enroute to square 1-3');
writeln;
writeln;
writeln (* M arine, do you wish to emplace obstacles?");
writeln (" enter 1 for yes, 0 for no');
Wwriteln;
‘read(d);
begin
if (d=1) then
begin

185

B




—— e e

goto 1000
end
relse
begin
] goto 2000
5;' end;
ﬁ vend;
1000: writeln (" Enter the obstacle type and the number of men');
-writeln (*, you are sending to complete this task');
] writeln (*"The table below identifies the obstede type.’);
swriteln (* 1 - MINEFIELD');
writeln ("2 - ANTI-TANK DITCH');
writeln ('3 - DEM OLITION CHARGES);
‘writeln (* 4 - ROAD .CRATER');
writeln ("rexample : 1 4');
writeln (" This is a minefield emplaced by 4 men');
writeln;
.read{ obstype, mpwr);
begin-
:if (mpwr= Q) then
begin
writeln;
aritéln(’ Impossible to accornplish a task without assigning’);
writeln(’ personnel.’);
writeln;
goto: 1000
end
eng;
‘totmpwr: = totmpwr + mpwr;
‘begin |
if (totmpwr> 13) then |
'begin
totmpwr: = totmpwr - mpwr,
*writeln ('Y ou do not have enough engineer personneli!!’);
rwriteln (" This obstacle is incapable of construction.');
rwriteln (*Y ou only have',( 13 - totmpwr):2," M arines not working' );
writeln ('on another obstacle.’);
rwriteln,
1goto 2000,
tend
-end;
if (obstype = 1) then
begin
MINEepwri= [mpwr,
‘minefield(minet, minepwr,map, mine);

‘end |
end;
begin |
if {obstype = 2) then
n
‘ditchpwr:= mpwr,
‘atditch(diteht, ditchpwr);
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end
end;
begin
if (obstype = 3) then
begin
demopwr:= mpwr
demchrg( demot; dermopwr);
end
end;
begin
if (obstype = 4) then
begin
clerpwr= mpwr,
creter{ aatert, caterpwr);
end
end;
writeln (' Do you wish o emplace another obstacle ?*);
writeln (*enter 1 for yes, 0 for no');
“writeln (*?');
‘writeln;
‘read(build):
‘begin
Af (build = 1) then
‘begin
‘goto 10C0
-end
else
‘begin
.goto 20C0
end
rend;
2000: begin
if {demot< arvt) then
begin
totmpwr= totmpwr - demopwr;
writeln;
writeln (' D emolitions are in place - your squad members have');
writeln (" returmed.’);

writeln(’ Squad memters in place.............. ',13 - totmpwr);
writeln(' Squad membears ermnplacing obstacles....", totmpwr):
wnteln;
clock:= demok:
end
end;
begin
if (minet< arvt) then
begin
totmpwr= totmpwr - minepwr,
writeln;

vrriteln(’ The minefield is in place - your squad members have');
writeln(' retumend.');

writeln(" Syuad rmembers in place............... ",13 - totmpwr);
writeln(' Squad members ernplacing obstacles...", totmpwr);
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writeln;
begin
if (minet> cdlock) then
begin
clock = minet;
writeln(* Enemy expected in *,(arvt - minet):4," minutes');
end
end
end
end;
begin
if (cratert<-arvt) then
begin
totmpwr:= totinpwr - craterpwr,
writeln;
writeln{' The road has been cratered - your squad members have');
writeln(* retumed.');

writeln(' Squad rnembers in plece............... ",13 - totmpwr);
writeln(’ Squad members ernplacing obstades...", totrmpwr);
writeln; [
‘begin
1if (cratert> dock) then
begin
cock= cratert;
writeln{* Enemy expectad in *,(arvt - cretert):4," minutes');
end
end
end
end;
begin
if (ditcht< arvt) then
begin
totmpwr= totmpwr - ditchpwr
wrileln;

writeln(* The anti-tank ditch is in place - your squad members');
writeln(’ have retumed.’);
writeln(’ Squid members in place............... ’,13 - totmpwr);
writeln(' Squad members emplacing obstades...", totmpwr);
writeln;
‘begin
if (ditcht> dock) then
begin
clock = ditcht;
writeln(’ Encmy expected in ', (arvt - ditcht):4," minutes');
end
end
end
end;
begin
wrnteln;
writeln(’ Enemy expected in *, (arvt-clock): 4, minutes');
writeln;
if (dock < arvt) then
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begin
if (digin= 1) then
begin
writeln;
writeln(' Enemy altack is imminent!!!*);
writeln(’ Prepare to engage the enemny.');
writeln;
goto 3000
-end
end;
begin
writeln (D o you wish to prepare foxholes ?');
writeln' (" *****Enter ! for yes***** 0 for no');
wiiteln ("2');
wrnitelr;
read(digin);
writeln;
writein(*Do you wish to register defensive fires?');
writeln(' *****Enter 1 for yes ***** 0 for no');
writeln(*?'):
read{register);
if {register= 1) then
cdodc= clock + 30.0;

begin
if (digin = 1) then
begin
‘readyt:= dock + 120.C;
' begin
if (readyt< arvt) then
begin
digin:= 1;

writeln('Y our squad is dug in, enemy attack expected');
writeln('in’, (arvt - readyt):3, minutes.'):
writelry
idock = readyt;
end
else
begin
digin:= 0,
writeln(' Enemy Forees have amrived, your squad is not');
writeln(' properdy dug in, however you still have the');
writeln(advantage of surprise - you have the first option');
end
"end;
end
else
‘begin
readyt:= doclkg
writeln;
writeln(' Enemy attack expected in ', (arvt - readyt):3," minuted*);
wiiteln;
end
end;
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begin
minet:= 100000.0;
demot:= 100000.0;
cratert:= 100000.0;
ditcht:= 100000.0;
writeln;
writeln (‘M arine, do you wish to emplace obstacles ?');
writeln (*enter 1 for yes, 0 forno');
writeln ('?2);
writeln;
read (d);
begin
if (d= 1) then
begin
goto 1000
end
else
begin
wﬁtdn; i
writeln{'The enemny is approaching square 1-3.');
writeln;
end
end
end
end
end;
3000: wnteln;
dock= anvt;
map{1,3,1,1]:= 6;
map( 1,4,1,1]:= 6;
firepwrl:= 4;
{irepwr2:= 4;
firepwrli= 4;
firepwr:= 13 - totmpwr;

if (firepwr< 13) then
begin
writeln;
writeln (*Soviet forces have surprised the M arine defenders');
writeln (*The Soviet player now has the first option!");
writeln ('The M arines have only *,(firepwr):2," defenders in');
writeln (*addition to the dragon and TOW crewrren.');
writeln;
for i:= 1 to totmpwr do
begin
wnteln;
writeln(’ Update personne! locations vacated by enemy surprise.’);
writeln(’ Enter one of the onginal locations which is emply’ ):
writein{'due to the M arine being caught emplacing obstacles.');
writeln('Example 1 1 8 25');
writeln(*?');
read(n,e,x.y):
map[n,e,x.y):= 1
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rend;
wwriteln;
rwriteln('W hat is the updated strength of demotearn one?'):
wwriteln(’ Enter the nurmber of in-place M arines from this team.');
writeln('Example - 2');
Tead(firepwrl);
swriteln;
writeln;
rwriteln(' W hat is the:updated strength of demoteam two?');
writeln(’ Enter the number of in-place M arines from this team.");
writeln('Example - 2');
wead(firepwr2);
swriteln;
writeln;
writeln{'W hat is the.updated strength of demotearn three?');
writeln(’ Enter the number of in-place M arines from this team.');
writeln(' Example - 2');
Tead(firepwr3);
writeln;
1end
end;

3050: writeln;

wnteln;
Wnteln(‘ tttttt”tttttttttttttttttttttttttttt“tttttttlttttttttt‘):
writeln (* Identify yourself *** Marine enter 1 *** Enemy enter 0'):
wﬁt‘em(‘tt‘u“‘ltttt*‘t“““‘“ti‘lt‘t“‘!““t‘t“‘t‘tttt“tt‘):
writeln;
firepvn:= firepwrl + firepva2 + firepwi3;
if (dock= arvt+ '1.0) then

begin

writeln;
'writeln('1t has been’,(clock - rarvt):3, 'minutes since’);
writeln('the defense of tbattalion objective "A ' began.'):
writeln;
writeln;
writeln('D o you need to update your forees?’):
writeln(’ *****Enter 1 for yes ***** 0 for no.');
writeln('?");
read(update);
begin
if {(update = 1) and (&= 1) then
begin
writeln;
writeln(' How many positions do you need to update?*);
writeln(’Enter the hurnber i.c. 3');
writeln(?");
vritelry
read( ctr):
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begin
fori:= ltoctrdo
begin
writeln(' Enter the four digit code you wish to change.'):
‘writeln(' Example...1 1:2.24');
“writeln(' 2*);
‘read(n,e,x.y);
‘mapn.ex.y:= 1
end;

*writeln;

‘writeln('W hat is the updated strength of demoteam one?');
writeln(' Enter the nurnber of in-place M arines from this');
writeln('team Example - 2');

:read(firepwrl);

“writeln;

*writeln;

‘writeln('W bat is the updated strength of demoteam two?");
“writeln(' Enter the nurnber of in-place M arines from this');
‘writeln('tean.  Exarrple - 2); .

‘read( firepwr2); |

‘writeln;

writeln;

writeln{'W hat is the updated strength of demoteam three?');
swriteln(' Enter the number of in-place M arines from this');
writeln(*team. Example - 2°);

‘read(firepwr3):
-writeln;
‘firepwr:= firepwrl + “firepwr2 + firepwr3;
end
end;
end;
begin
if (update = 1) and (a= 0) then
begin
writeln;

writeln(' How many positions do you need to update?');
writeln(' Finter the number i.e. 3');

writeln('?');

writeln;

read(ctr);

forit= 1to drdo

writeln('Enter the four digit code you wish to change.');
‘writeln('Exarmnple...1 1 2 24');
writeln(*?');
read(n, e, x.y):
nexyk= I
end;
writeln;
writeln('W hat is the manpower in the BM P ?');
wnteln('If no casualties have been suffered,');
writeln{'enter "9". Otherwise, enter 9 minus the'):
writeln(' number of killed or severely wounded.');
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writeln(*?");
read(brppwr);
writeln;
writeln(*W hat is the manpower in BTR-1 ?');
writeln(*If no casualties have been suffered,');
writeln{'enter "9". Otherwise, enter 9 minus the');
writeln(' number of killed or severely wounded.');
! writeln("?"):
| Tead(btrlpwr);
writeln;
writeln(‘'W hat is the manpower in BTR-2 ?');
writeln('If no casualties have been suffered,’);
writeln('enter *'9". Otherwise, enter @ minus the');
writeln(’ number of killed or severely wounded.’);
writeln(*?*);
read(bt2pwr);
writeln;
writeln('Is your T-62 operational?');
writeln(’ *****Enter 1 for yes ***** 0 for no');
writeln(*?");
‘ Tead(t62pwr);
i writeln;
b writeln('ls your T-72 operational?’);
," writeln(" *****Enter 1 for yes ***** 0 for no');
writeln(*?");
read(t72pwr);
sovpwr:= bmppwr + btripwr + btrlpwr;
end
end;
begin
if ((clode> = stopt) or (sovpwr< 12) or (firepwr< 6)) then
begin
goto 4000
end
end;
3075 writeln;
writeln (* W hat do you wish to do ?');
writeln;
writeln ('Enter the appropriate number.");
writeln;
begin
if (a= 1) then
begin
writeln;
writeln ("1 - ENGAGE W ITH ORGANIC WEAPONS);
writeln (‘2 - REQUEST FIRE SUPPORT");
writeln (‘3 - W AIT");
writeln ("4 - DISENGAGE /RETREAT');
writeln;
end
else
begin
writeln;

e
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mwriteln ("1 - STOP AND DISMOUNT');
writeln ('2 - STOP/ENGAGE W ITH VEEICLE WEAPONS');
writeln ('3 - STOP/ENGAGE WITE INFANTRY W EAPONS');
writeln ('4 - MOVE /RETREAT');
writeln (‘5 - MOUNT VEHICLES');
writeln (‘6 - EMPLOY COMBINED ARMS');
end
end;
read(engage);
begin
if (engage = 1) and (a= 1) then
begin
writeln;
writeln (" Choose the appropriate weapons to engage the enemy.’);
writeln;
writeln{’ 1- M-16A1");
writeln(' 2 - M -60 machinegun’);
writeln(* 3- TOW');
writeln(' 4 - Dragon');
writeln(* 5- LAAW');
writeln;
writeln(’Enter the appropriate number.");
writeln(*?');
read(wpns);

palh B 2 i ot s Sl
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iif (wpns = 1) then
begin
M 16A 1(firepwrl, firepwr2, firepwr3, seed, switch);
end
end;
begin
Aif (wpns = 2) then
begin
M 60(seed, switch);
end
end;
begin
:if (wpns = 3) then
begin
TOW (sced, switch);
end
end;
begin
if (wpns = 4) then
begin
D ragon( seed, switch);
end
end;
begin
Jif (wpns = 5) then
begin
LAAW (seed, switch);
end
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end;
dodk= clock + 0.50;
goto 3050
end
end;
begin
if (engage = 2) and (a= 1) then
begin
writeln;
writeln(’Choose the appropriate weapon to engage the enemy.');
writeln(" 1 - 8tmm M ortar');
writeln(’ 2 - 105mm Gun');
writeln("Enter one of the above numbers - Example...3.");
writeln("?");

read(wpns);
if (wpns = 1) then
begin
mort81(seed, register, map);
end;
if (wpns = 2) then
begin
arty105(seed, register, map);
end;
clodc= clock + 0.50;
goto 3050
end
end;
begin
if (engage = 3) and (a= 1) then
begin
clodc= clock + 0.50;
goto 3050
end
end;
begin
if (engage = 4) and (a= 1) then
begin
move( seed, map, mine);
clode= clodk + 0.50;
goto 3050
end
end;
begin
if (cngage = 1) and (a= 0) then
begin
disrnount{map);
dodc= clock + 0.50;
goto 3050
end;
end:
begin
if (engage = 2) and (a= 0) then
begin

e
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writeln;
writeln(* W hich vehide do you wish to employ?’);
writeln(* 1 - B\ P");
writeln(* 2 - BTR-60P');
writeln(* 3 - T-62);
writeln(* 4 - T-72);
writeln;
writeln(’ Enter one of the above numbers’);
writeln('example.....3');
writeln(*?');
read{wpns);
if (wpns = 1) then
begin
writeln;
writeln('Do you wish to employ the main gun or the');
writeln(* 7.62mm machine gun?');
writeln;
writeln(" *****Enter 1 for main gun ***** 0 for 7.62mm M G");
read{arm);
if (arm= 1) then
brmp(seed, switch);
if (arm= 0) then
pkimg(seed, switch);
end;
if (wpns = 2) then
begin
writeln;
writeln(’D o you wish to emgloy the main gun or the');
writeln(’ 7.62mm machine gun?');
writeln;
writeln(’ *****Enter 1 for main gun ***** 0 for 7.62mm M G');
read(arm);
if (arm= 1) then
btr( seed, switch);
if (arm= 0) then
pkimg(seed, switch);
end;
if (wpns = J) then
begin
writeln;
writeln('Do you wish to employ the main gun or the');
writeln(* 7.62mm machine gun?');
writeln;
writeln(* *****Enter 1 for main gun ***** 0 for 7.62mm M G');
read(arm);
if (arm= 1) then
t62{ seed, switch);
if (arm=0) then
pkimg(seed, switch);
end;
if (wpns = 4) then
begin
writeln;
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writeln(' Do you wish to employ the main gun or the');
writeln(’ 7.62mm machine gun?');
writeln;
writeln(’ *****Enter 1 for main gun ***** 0 for 7.62mm MG");
read(arm);
if (arm= 1) then
t72(seed, switch);
if (arm= 0) then
pkimg( seed, switch);
end;
dock= dock + 0.50;
end
end;
begin
if {engege = 3) and (a= 0) then
begin
writeln;
writeln(’ Choose the appropriate weapon from the');
writeln('following menu.'); a
writeln; ’
writeln{’ 1 - AKMS');
writeln{* 2 - PK Light M achinegun'};
writeln(’ 3 - RPG-7');

writeln;
read{wpns);
if {(wpns = 1) then
begin
akamns(bmppwr, btripwr, btr2pwr, seed, switch);
end;
if (wpns = 2) then
begin
pklmg(seed, switch);
end;
if {(wpns = 3) then
begin
rpg?(seed, switch);
end;
clock= dock + 0.50;
end
end;
begin
if (engage = 4) and (a= 0) then
begin
move{ seed, map, rine);
dock= dock + 0.50;
end
end;
begin
if (engage = 5) and (a= 0) then
begin
mount(map);
clockc= dock + 0.50;

end
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end;
' if (engage = 6) and {a= 0) then
e begin
1 rwnteln;
] writeln(’ Choose the appropriate weapon to engage the enemny.’);
9 rwniteln;
rwriteln(’ 1 - 120mm M ortar');
swriteln(’ 2 - SA U 122mm Self-propelled Gun');
swriteln;
rwritdn(’ Enter. one of the above numbers Le. 2');
swriteln('2*);
rread(wpns);
if (wpns = 1)!then
begin
mort120(seed, register, digin, map);
end;
if (wpns = 2)ithen
begin
arty122(seed, register, digin, map);
end;
rdodc= clock+ 0.50;
end
end;
goto 3050;
4000:  begin

writeln;

writeln{' Do you wish to continue the battle?');

writelrn{" *****Enter 1 for yes ***** 0 for no');

writeln('?'):

read{answ):

if (a= 1) and (firepwr< 6) and (answ= 1) then
begin
writeln;

" writeln(‘This is a:poor strategic decision due to limited');
writeln{' manpower resources....live to fight another day!");
writeln;

. goto 3075,
end;

if (a= 1) and (firepwr> 5) and {(answ= 1) then
begin
1 goto 3075,
end;

if (a= 0) and (sovpwr< 12) and (answ= 1) then
begin
writeln;
writeln("This is a poor stmtegic decision due to limited');
writeln(" manpower resources....live to fight another day!");
writeln;
goto 3075;
end; :

if (a= 0) and (firegwr> 11) and {answ= 1) then
begin
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:goto 3075;
end;
if (a= 1) and (firepwr< 6) and {answ= 0) then
begin
writeln;
writeln('This is a wise strategic dedsion due to limited');
writeln(’ manpower resources....live to fight enother day!');
writeln;
end;
if (a= 0) and (sovpwr< 12) and {answ= 0) then
begin
writeln;
writeln{'This is a wise strategic decision due to lirnited');
writeln(' manpower resources....live to fight another day!');
writeln;
end;
if (dock> = stopt) or ({answ= 0) and (a= 0)) then
begin
writeln;
writeln('M arines have successfully defended !');
writeln(" Soviets withdrew after’,(dock - arvt):3,’ minutes');
writeln(’ of beginning the engagement.');
writeln;
end
‘else if {a= 1) and (answ= 0) then
begin
writeln; .
writetn(" Soviet pleyer has cleared the path for Soviat');
-writeln(' advancerment.");
writeln(* M arines retreated after’,(dock - arvt):3);
writeln(' minutes of combat.');
end
end;
writeln(' FINAL MARINE STATISTICSARE ASFOLLOW S');
writeln;
vriteln(" D emoteam one survivors...',firepwr1:2);
writeln(' D emoteam two survivors....", firepwr22);
writeln(® D emoteam three survivors..’, firepwr3:2);
writeln;
writeln(* SOVIET FINAL STATISTICS ARE ASFOLLOW S');
writeln;
writeln(" 'BM P survivors ......" ,bmppwr:2);
writeln(’ BTR1 survivors ....." birlpwr2);
writeln(" BTR2 survivors .....", btr2pwri2);
writeln(' T-62s operational ...’ {82pwr:2);
writeln(' T-72s operetional ...",t72pwr:2);
writeln;
end
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a.0ut

Is this a system test or actual play?
KkkXEnter 1 for test,X¥x¥x¥ 0 for play
?
0

Enter a random seed
7

6063

Enter vour statue (Marine or enemy)

KXXKEnter a "1* for Marine XXXX ®"0°® for Enemy
7

SITUATION ., .

Friendly-The company to which you are attached is
defending the access routes to battalion ob.jective "A°.
The remainder of the company is located to your rear,
preparing extensive defensive positions in the vicinity
of battalion ob.jective "A",

Enemy—-A battalion sized enemy motorized rifle battalion
was recently observed moving toward your pesition. The
lend element of this movement-to-contnct is a reinforced
motoricsed rifle platoon consisting of a ERMF, two kTRs,one
T-62 tank, and one T7-72 tank. E:xpected enemy arrival is
in twelve (12) hours.

Attochment= and Detachments-In addition to your engineer
squad, the company has both TOW and Dragon assets,

No detachments.

MISSION

Your company is to provide anti-mechanized defense in
order to delay/destroy the enemy in the vicinity of the
crossroads bridge area, thus providing the remainder of
the battalion sufficient time to prepare adequote defen-
ses and ample warning of the enemy advance.

EXECUTION

Engineer sqguad, you will have one TOW and two Dragons
attached., The TOW has 3 rounds and the I[ragons have
four (4) rouands each. Your squad is responsible for an
area 100 meters wect of the bridge to approximately

100 meters east of the crossroads and extending from

the armor alert line Capproximately 300 meters north of
the bridgel to a line 100 meters south of the bridge.
This area covers all of your detailed map. You will tie
in with first platoon on your right and second platoon
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on vour left., Fire support is available from *Z° battery
and the 8imm mortare of weapons compuany. Friority for
the $0Omm mortars goes to the line platoons.
AIMINISTRATION AND LOGISTICS

Chow will be drawn prior to your departure from this
area. The battalion aid station ic located 1500 meters
to our rear, Engineer squad, draw 12 LAAWs from weapone
platoon and standard ammunition load for your personal
weaponss. Additionally mine¢ are available, upon request
from the MSSG. A1l FOWs will be processed at the bat-
talion CF,

COMMAND AND SIGNAL .

No enemy engagement is to be undertaken until the enemy
is located on your detailed map. This constitutes cros-
sing the armor alert line. Frimary communication will be
by wirey, alternate is messenger, I will be located with
the first platoon, ANY QUESTIONS?.....GOOD LUCK!

You are a Soviet motorised rifle platoon com-
mander. You have a T 2. T-72, BMF, and two
ETR &0FERs at your disposal. Attack and conquer
the capitalist dogs defending in your area. Your
company is acting as the lead company in a bat-
talion movement to contact. GOOD LUCK COMRADE! 1!

EXFECTEDL ENEMY ARRIVAL IN 1.2e+01 HOURS

Where do you wish to locate demo team 1
Give a 4 digit location, example 2 1 40 40
for each of your four demoteam members.
1 10 19
10 12
10 14
10 16

RS JNCA I % Y o8

b

Where do you wish to locate demo team

Give a 4 digit location, example 2 1 40 40
for each of your four demoteam membercs.
2Ol 25

2

4
4
4
3

&

L)L)
—a

24

D> oS5 d
32t
o

26

Where do you wish to locate demo team

[92]
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T

Give a 4 digit location, example 2 1 40 40
for each of your four demoteam members.

4 4 36 25

4 4 38 2%

25
4 4 40 28
4 4 42 25

5
f
i
g_

Where do you wish to locate your TOW crew?
Give a four digit location as you did for each
Marine.

i
2110 20

Where do vyou wish to locate your LORAGIN s 7
Give 2 four digit location for each weapon as you

did for each Marine.
T
21 15 3%
4 4 30 27

Where do you wish to locate yourself 7

Give a four digit location as you did for each
HMarine.,

7

4 4 29 27

Enemy forces enroute to square 1-3

Marine, do you wisn to emplace obstacles?
enter 1 for yes, O for no

Enter the obestacle type and the number of men
you are sending to complete this task.
The table below adentifies the obstacle type.
1 - MINEFIELD

- ANTI-TANKN DITCH

- DEMOLITIOM CHARGES

- ROAD CRATER
dample ¢ 1 4
‘has i3 a minefield emplaced by 4 men

i > Ll

-

1 2
Thic requirec delivery of mines from the MSSG.

What meter of minefield frontage do vyou wish to emplace?
Enter one of the following S0 100 150 200
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Example 100

100

How many grid sguares does the minefield reside 1n?
If you have over 100 meters of frontage, you must be an
two (2) or more squares, Enter the appropriate number,

Enter a grid that the minefield either totally or
partially covers. If the mine field is in square
1-2, enter 1 2.

?

2 3

Which portion of the square does the minefield cover?
f X¥XEnter 1 for west¥kk¥2 for eastdi%Z for entire square

=

3

Ilo vyou wish to emplace another obstacle 7
enter 1 for yes, 0 for no

i i

| |

¢ 0

B
The minefield is in place - your squad members have
returned.
Squad members 1n placesiiressorvvovsen 13
Sguad members emplacing obstacles.... 0

Enemy e:pected in 2,1e4+02 minutes
Enemy expected in 2.1e+02 winutes.

Ilo you wish to prepare fortholeg 7
XX¥XLEnter 1 for yeskxxXx O for no
=

[lo yout wish to register defensive firec?
Xxkkfknter 1 for yes X¥xkX O for no

=

]

Your squad is dug in, enemy attack expected
in 8.8et0iminutes,

Marine, do you wish to emplace obstacles 7
enter + for vyes, 0 for no
<
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0

The enemy is approaching square L1-3.

NCK KK KK 0K K KK KKK TR HOR SKOK SOKKOR K SOKK SKOK R K OKOK KKK KK KK ROK K KKK R K
Identify yourself ¥¥X¥ Marine enter 1 ¥¥X¥X Enemy enter 0
KKK K K K KKK OK OICK KR SOKOK KK KOROK K KK S SO SOK KK KOKKOR K KO KCK K KK KKK K

1

It hns been 0.0e+00minutes cince
the defense of battalion ob.jective *A" began.

Lo you need to updante your forces?
XXK¥kKkEnter 1 for yes X%Xkx¥X O for no.
? )

0
What do you wish to do 7

Enter the appropriate number,

1 ENGAGE WITH ORGANIC WEAFONS
2 REQUEST FIRE SUFFORT

WAIT

NISENGAGE / RETREAT

R
| |

0K KK ACK SOK KOO K KK KKK KK R NOKON SR 4K YK SOK KK KKK OK 3K CKOR K ACoR ok kok
Identify yourcelt X¥X Marine enter 1 %X Epemy enter O
3K SR OH SKOKOKKKOK KK KOR KON HOKCK SKOK K S SR OK KO OK K OK SKOFSKOK KK KK K KK CKOK K K % K

0

It has been S5.0e-0Olminutes since
the defense of battalion obgective *A* began.

o you need to update your forces?

KXXKKENnter | for yes XXXxX¥x O for no.
?

0
What do you wicsh to do 7

Enter the appropriate number.
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~ STOF AND DISMOUNT

- STOF/ENGAGE WITH VEHICLE WEAFONS
- STOF/ENGAGE WITH INFANTRY WEAFONS
MOVE / RETREAT

- MOUNT VYEHICLES

- EMPLOY COMEINED ARMS

R S R A
|

What is the location of your weapon/demoteam?
1 Enter a four digit code as before..
: Estample 1 2 34 45

T
1 311

1 What is the approximate location of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 4%

7

23 11

Range to the target/dectination ic 1.0e+02meters

What ic your mode of travel 7T

Enter one of the following,
1 - on foot

- tracked vehicle

- wheeled vehicle

s

-~

=
.

What type of terrain are you travelling over 7
Enter one of the following.

1 - clear/flat

2 - uphill/downhill

3 - across water

1

Enter the location of the spot you are vacating.
Enter o four diqgit location as before 3
Example 1 1 23 34

13 1t
How many grid borders do you cross?
example - 1f you go from square 1-2 to

square 1-3, you cross One (1) boundary.
You would then enter 1
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If you move within the same square, enter 1
?

1
Approximately where do you cross a grid
border. . ter the coordinates of the square

you are 2aving and the square you are entering.

If you are moving within a square, enter your

starting and ending locations.

Example - 1 2 S50 25
1 31

J

25

r

31 50
31

[ SO I o
= 1

Your vehicle is immobilized due to
mine damage at grid location,
2- 3- 1- 1

KK R K ORORCHOKOR SO K KRR KOKORROKOKCRCIK OK KRR SOK K KRR SR KOIOK K IR KOK ROk
Identify yourself XX¥ Marine enter 1 XXX Enemy enter 0
x****x*****x***mm**x**mxm***m*x*m*$*$**x*xx**m***xx***x*

1
It has been 1.0e+00minutes since

the defense of battalion ob.jective *A" began.

o you need to update your forces?
kx¥kkEnter 1 for yes XXXx¥ O for no.

K4
0
What do you wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGANIC WEAFONS
2 - REQUEST FIRE SUFFORT

3 - WUAIT

4 - DISENGAGE s RETREAT

1

Choose the appropriate weapons to engage the enemy.

1 - M-16A1
2 - M-50 machinegun
3 - TOW
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4 - [Diragaon
9 - LAAW

Enter the approprinte number.
?

4

What is the location of your weapon/demoteam?
Enter a four digit code as before,
Example 1 2 34 45

7
28 1L

w

¥

&4

What is the approximate location of your
inrget/destination 7

Enter a four digit code as before,
Example 1 2 34 45

7
2311
Range to the target/destination is 1.8e+02meterc

Iragon missile has missed the target!

Give the e:xact weapon location to your
opponent, Your weapon signature has given
away your position.

KK S S KR KOO OK K ORI SK KOK KK K OOK EOK K IR KK KK SKOK K NOR OR SOROKOR KKK KK
Identify yourself XXX Marine enter 1 XXX Enemy enter O
3K KKK SRR KO K S OKOK SRR SHOR KKK OR K KO SOICHESEOK KK KKK K SOR K AR KR K K

0

It has been 1.%9et00minutes since
phe defense of battalion ob.jective "A" began,

[lo you need to update your forces?
Xkk¥XEnter 1 for yes ¥X%X¥xk O for no.

7
0
What do you wish to do 7

Enter the approprinote number.

1 ~ STOF AND DISMOUNT
2 - STOF/ENGAGE WITH VEHICLE WEAFONS
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- STOF/ENGAGE WITH INFANTRY WEAFONS
- MOVE / RETREAT

- MOUMT VEHICLES

- EMFLOY COMRBINED ARMS

R e i

Which vehicle do you wish to employ?

1 - EBMF

2 - KTR-&0F
3 - T-62

4 - 7-72

Enter one oif the above numbers.
example.dses 3
?

3

o vyou wish to employ the main gun or the
7+¢62mm machine qun?

i
KkxkkEnter 1 for main gun XXXX¥ O for 7.42mm MG
1

What iz the location of your weapon/demoteam?
Enter a four digit code as before.

Example 1 2 34 4%

i
2

I

11

What is the approximate location of your
target/destination 7

Enter a four diqgqit code as before.
Example 1 2 34 45

?

21 15 35
Fange to the target/destination 1c 1.8et02meterc

Is your targer enemy armor/vehicles or troops
in the open ? Enemy Dragon and TOW positions
are considered armor/vehicle targets.
kxxkiznter 1 for armor/vehicles XX¥xx O for troops
1
Results of T-62 tankK firing are below!
No Effecteeeeeesresssseeens O

Dicsabled VehicleSeeevsvoeere O
Ilestroyed Vehicleseseveeeesr 1
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Casunlties occurred in vicinity
grid 2- 1-15-39

3 KK OR AR ORI OCROK KKK S HOKORKOHKSK KK 300K ACKOK K R KKK ACK K OROKCROK SO0 Aok
Identify yourself XX¥ Marine enter 1 XXX Enemy enter O
ACHOK K K MK K SRR K KKK R KKK KOE SOKOKCHOH IO R O KRR ECK KKK KOK KOO K

1

It has been 2.02+00minutes since
the defense of battalion objective *A° began.

Do you need to update your forces?
4 XkkxkEnter 1 for yes ¥XXk¥kx O for no,
?

1

How many positions do you need to update?
] Enter the number i.e. 3

?
) 1
Enter the four digit code you wish to change.
Example...1 1 2 24
?
RIS RS

What is the updated strength of demoteam one?
Enter the number of in-pluce Marines from thic
team. Esample - 2

4

What is the updated strength of demoteam two?
Enter the number of in-place Marines from this
team. Example - 2

4

What is the updated strength of democteam three?
Enter the number of in-place Marines from this
team. Example - 2

4

What do you wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGAMIC WEAFONS
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2 - REQUEST FIRE SUFFOKT
3 - WAIT

4 - DISENGAGE / RETREAT
1

Choose the appropriate weapons to engnde the enemy.

1 - M-16a1

2 - M-60 machinegun
3 - TOW

4 - Dragon

5 - LAANW

Enter the appropriate number.
?

4

What is the locatien of your weapon/demoteam?
Enter a four digit code as before,

Example 1 2 34 43

i

4 4 30 27

What ic the approximate location of your
target/destination 7

Enter o four digit code as before.
Example 1 2 34 45

Ronge to the target/destination ic 3.0etO02meters

Ilragon missile hit Soviet target in vicinity
location 2- 3- 1- 1
Good shooting!!!

Target destroyed!!

K K KSR KON OTOIOKK O K K KK KA N R KOKSKOHCKKKOKSKOR OKOK KKK KK OR Y K
Identify vyourself XXX Marine enter 1 %X¥X¥ Enemy enter O
KKK KKK SCRIOKOKH R KOSOKCROYKCK KKK K K KK KOK KK ROKK MOK KK KKK SO K OKOK KK

0

It has been 2.%9e+00minutes since
the defense of battalion ob.jective A" began.
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llo you need to update your forces?
XXXkXkEnter 1 for yves ¥XX¥k¥XXx 0 for no.

g

1

How many pesitions do you need to update?

Enter the number i.e. 3
?

1

Enter the four digit code you wish to change.
Example.. .1 1 2 24 ‘

>

231 1

What is the manpower in the BMF 7

If no casualties have been sufferedy
enter "9". Otherwise, enter 9 minus the
number of Killed or severely wounded.

-

Y

What is the monpower in BTR-1 7

If no casuanlties have been suffered,
enter "?". Otherwise, enter 9 minus the
number of Killed or severely wounded.

%

9

What i1s the manpower in ERTR-2 7

If no casualties have been suffered,
enter *?'., Otherwise, enter ? minus the
number of Killed or severely wounded.

T

?

Is your T-62 operntionnl?

kkkkEnter 1 for yes X¥Xxkxk O for no
?
0

Is your T-72 operational?

XXXXkkEnter 1 for yes XXXXX O for no
?

1
Whnt do you wish to do 7

Enter the appropriate number.

1 = STOF AND DISHOUMT
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- STOF/ENGAGE WITH VEHICLE WEAFONS
- STOF/ENGAGE WITH INFANTRY WEAFONS
- MOVE / RETREAT

- MOUNT VEHICLES

- EMFLOY COMBINED ARMHS

2070 S &/ BN 3 I (N

Which vehicle do you wish to employ?

1 - EMF

2 - ETR-60F
3 - T-62

4 - T-72

Enter one of the nbove numbers.

exampless. 3
-

4

I'o you wish to employ the main gun or the
7+62mm machine gqun? q

¥kkX¥Enter 1 for main gun Xkkkk O for 7.62mm MG
1

What is the locntion of your weapon/demoteam?
Enter a four digit code as before.

Example 1 2 34 45

&

1411

What is the approximate location of your
target/destination 7

Enter o four digit code as before.
Esiample 1 2 34 4%

7
4 4 30 27
Range to the target/destination 1s 3.%5e+02meters

Is your target enemy armor/vehicles or troops

in the open 7 Enemy lragon and TOW positionsg

are considered armor/vehicle targets.

rxXkkEnter 1 for armor/vehicles X¥xxk¥ 0 for troops
1

Results of T-72 tank firing are below!

NeW B et s ammamean o % o o on 0

Disabled thicleSoooooooooo 1
[lestrovyed Vehiclesieeierveses O
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Casualties occurred in vicinity
grid 4- 4-30-27

PRy R —

KK NCHOK K 0N KOIOKKOKOKKONOR K KKK SR S SROSOROKCIOKOICHOCR SOIOKRCKOROK XK
Identify vourcelf XX% Marine enter 1 XXX Enemy enter 0O
KKK OO SIOKOH KKK KKK KO OK R N KNCOR AOK 30K 30K KKK KK X KKK KK K K R

e

1

It has been 3.0et+00minutes since
the defense of battalion obJjective "A" began.

l'o you need to update your forces?
XXXX¥Enter 1 for yes ¥Xx¥¥x O for no.

?

1

How many positions do you need to dpdqte?
Enter the number i,e. 3

?

ot

1
F Enter the four digit code vou wish to change.
4 E‘/(-:\mple...l 1 2 24
°

4 4 30 27

What is the updated strength of demoteam oneT

Enter the number of in-place Marines from this
team, Example - 2
4

What is the updated strength of demoteam two?
Enter the number of in-place Marines from this
team. Estample - 2

4

What is the updated strength of demoteam three?
Enter the number of in-place Marines from this
team. Example - 2

4

What do you wish to do 7

Enter the appropriate number,
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1 -~ ENGAGE WITH ORGANIC WEAFONS
2 - REQUEST FIRE SUPFORT

31 = WIS

4 - DISENGAGE / RETREAT

1

Choose the approprinte weapons to engaye the enemy.

1 - M-16A1

2 - M-60 machinequn

3 - 10w

4 - D'ragon

S - LAAW
Enter the appropriate number.
?
3

What i1g the location ef your weapon/demoteam?
Enter o four digit code as before.

Example 1 2 34 495

?

1) -

1 10 20

What is the approximate location of your
target/destination 7
Enter o four digit code a5 before.
Example 1 2 34 435
?
1 411

Range to the target/destination is 3.1et02meterc

TOW missile has missed the target!

Give the exact weapon location to your
opponent. Your weapon signature has given
away your position.

ACHOKAOK K KA K OR K OK KCKOREXOK KRR KA KONKOR SKORKOR K SOR SOK SO CR R SOKOROROKOCRRNOK
Identify yourself %% Marine enter 1 XXX Enemy enter ©
KK KK OKSIOKOKOR K KOK KK KOK O ROR O RCHOR KKK SORCSOR KK CHOK SOKCKOROR KKK

0

It has been 3.3et00minutes since
the defensce of battalion ob.jective "A' beaqan.
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Ilo you need to update your forces?
XX%XXXEnter 1 for yes X¥%XXkx O for no.

?
0] \
What do you wish to do 7
b
| Enter the appropriate number. :
:
i 1 - STOF aND DISMOUNT
2 - STOF/ENGAGE WITH VEHICLE WEAFONS
k 3 - STOF/EMGAGE WITH INFANTRY WEAFONS
i 4 - MOVT , RETREAT
1 S - MOUNT VEHICLES
' 6 - EMPLOY COMEINED ARMS
. 4
What is the location of your weapon/demoteam?
E Enter a four digit code as before..
Example 1 2 34 45
4
?
$ 1 411
. What is the approximnate location of your
i target/destination 7
Enter o four digit code as before,

Example 1 2 34 4%
»

13 -

411

Range to the target/destinntion is 1.0et02meters

Whnt ic your mode of travel 7
Enter one of the following.
1 - on foot
2 - tracKked vehicle
3 - wheeled vehicle
2l

What type of terrain are you travelling over 7
Enter one of the following.

1 - clear/flint

2 - uphill/downhill

3 - across wanter

1

Enter the location of the spot you are vacatina.
Enter o four diqit location as before
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Example 1 1 23 34
AN I (R |

How many grid borders do you cross?

example - if you go from square 1-2 to

square 1-3, you cross One (1) boundary.

You would then enter 1 o

If you move within the same square, enter 1
?

1

Approximately where do you cross a qrid

border. Enter the coordinates of the square

you are leaving and the sgquare you are entering.
If you are moving within a square, enter your
starting and ending locations.,

Example - 1 2 50 28
131 2%

241 50

2411

You have succecssfully completed your move.
How many perconnel/vehicles do you have to emplaceT
P

1

Enter a four digit grid to be occcupied.
E:ample | 2 23 4%

in

2411

KSR RSO HCOR SOK K K N0K KK CIOR KKK RO CK KRR S0K 0OK KK S0CH KKK OK XK
Identify yourcelf X¥¥x Marine enter 1 XX%¥ Enemy enter O
RO KKOK SR YR KO RO ORI 0 SOE KOKCHOK K MOROICICR SO CR KR O XK KSR KKK

1

It hac been 4.0e+t00minutes since
the defense of battalion ob.jective *A* beqan.,

Ilo you need to update your forces?
XKXXKXEnter 1 for yes XX¥%XX O for no.

7
0
What do you wicsh to deo 7

Enter the appropriate number,
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i

1 ~ ENGAGE WITH ORGANIC WEAFONS
2 - REQUEST FIRE SUFFORT

3 - WAIT

4 - DISENGAGE ~ RETREAT

1

Choose the appropriate weapons to engage the enemy.

1 - M~-15A1

2 - M-60 machinegun
3 - 70U

4 - Lragon

S - LAanu

Enter the appropriate number.
?

R i

&)

Whet is the location of your weapon/demoteam?
Enter o four digit code nas before,.

Example 1 2 34 4%

-

2110 20

What is the appronimnte location of your
target/destination 7

Enter o four digit code ac before.
Example 1 2 34 45

?

2411

Range to the target/destination is 2.8et02meters

TOW missile hit Sowviet turget in vicinity
location 2- 4- 1- 1
Good shooting!!!

Target destroyed!!

KO NOR RO K KRR 0K NORNOKSORORSOR SRR R ICK SORKROK KOR KK ROKOR O
Identify yourcelf ¥X¥X Marine enter 1 X¥X Enemy enter 0
KK ROKCR ¥ A O SORCKKOKOKCHHOKCH NORCROKOK O ¥ OKOHKOCK SOR Y0IOR AICK KK KKK YOKOK R

0
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It has been 4,5e+00minutes since
the defense of battalion ob.ective *A* began.

[lo you need to update your forces?
XkkXEnter 1 for yes XXXk O for no.
?

1

How many positions do you need to update?

Enter the number i.e, 3
-

1

Enter the four digit code you wish to change.
E:-(Omple. ol 12 24

T

2411

What is the manpower in the BMP 7

If no casualties have been suffered,
enter "9, Otherwise, enter ? minucs the
number of Killed or severely wounded.

7

P

What is the manpower in RBTR-1 7

If no cacualties have been suffered,
enter °"9°", Otherwise, enter 9 minuzs the
number of Killed or severely wounded
-

9

-

What is the manpower in ETR-2 7

I¥ no casualties have been suffered,
enter "2'. Otherwise, enter 9 minus the
number of Killed or severely wounded.

?

9

Is your T-62 operational?

Xfkkkinter 1 for vyes X¥kx% O for no
-

0

Is your T-72 operational?
¥XxkkEnter 1 for yes ¥Xiokk¥ O for no

7
]
Whnat do you wish to do 7

Enter the approprinte number.
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MOVE / RETREAT
MOUNT VEHICLES

Lol SR &L B SR I S

EMFLOY COMBINED

STOF AND DISMOUNT
STOF/ENGAGE WITH VEHICLE WEAFONS
STOFP/ENGAGE WITH INFANTRY WEAFONS

ARMS

How many personnel do you have to emplace?

?
9

Enter a2 four digit
Example 1 2 23 43
P

% 3 o7

Enter o four digit
Extample 1 2 23 45
?

1 3817

Enter o four digit
Example 1 2 23 45
?

1 3 10 17

Enter a four digit
Estample 1 2 23 45
i

3L LAl

Enter a four digit
Esxample 1 2 23 4%
?

1 3 14 17

Enter a four digit
Extample 1 2 23 45
?

1 3 16 17
Enter 2 four digit

Extample 1 2 23 4%
?

1318 17

Enter a four diqgit
Example 1 2 23 4%
P

grid

grid

arid

grid

grid

grid

arid

grid

to

to

to

to

to

to

to

to

be occupied.

3

be occupied.

be occupied.

be occupied.

be occupied.

be occupied.

be occupied.

be occcupied.
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1 3 20 17

Enter a four digait grid to be occupied.
Extample 1 2 23 495

7

3 IR i

FCKOK 3K KRR KKK R O CIOKCKOK R KCKSOR SO OR K K OK O CKROR A RO oKk .
Identify yourself XXX Marine enter 1 X¥x Enemy enter O
XK OROKORCACE KOKCROR SR NCRIOKKGROR XK ICK KOO KRR X RN KR X KXok ¥

1
It has been S5.0e+00minutes since

the defense of battalion ob.jective "A" began.

[lo you need teo update your forces?
X¥kkxXkEnter 1 for yes ¥XX¥X O for no.

v
0
What do you wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGAMIC WEAFOMS
2 - REQUEST FIRE SUFFORT

I - WAIT

4 - DISENGAGE ~ RETREAT

2

Choose the appropriate weapon to engage the enemy.,
1 ~ 81mm Mortar

2 - 105mm Gun
Enter cne of the above numbers - Example.. .3,
?
1

What is the approiimate location of your target?
Enter a four diqit code - Example 1 2 34 4%
=

Is your target enemy armor or troops in the open?
kkkkEnter 1 for armor XXX%X O.for troops
v

0




You have not registered your defensive firec,
your initial rounds are ineffective however
21l further calls for fire should have some impact.,

RESULTS OF MORTAR FIRES ARE AS FOLLOWS)
Enemy Rilledeeeoveoooooe o
EI'\&‘ITIY WoUNAdEed o s o0 v oo s 00 6
Mo effect on the enemy...
Enemy AFC 5 destrovyed....
Enemy Tanks destroyed....

OO OO0

KKK K KRR K KK KK KOOI K KK K 30OK KOK KK KKK KSR SO OO CK KK KK K ook oK
Identify yourself XXX Marine enter 1 XXX Enemy enter 0
KKK AOICKSCROK KK KK KKK OK SOK K OE 3 KOK R OK OKCHOK SOKOK KCRCOK KR SOICIOR ook ok X

0 5

It hags been 5.5et00minutes since
the defense of battalion ob.jective "A® began.

[lo you need to update your forces?
X¥kkkiZnter 1 for yes X¥¥XX O for no.
?

o]
What do you wish to do 7

Enter the appropriate number.,

- STOF AND DISMOUNT

- STOF/ZENGAGLE WITH VEHICLE WEAFONS
~ STOF/ENMGAGE WITH INFANTRY WEAFONE
- MOVE / RETREAT

- MOUNT VEHICLES

- EMFLOY COMBIMEDR ARMS

IO LD i M)

Choose the appropriante weapon from the
following menu,

1 - AKHS
2 - FK Light HMachinegun
3 - RFG-7

1

Which squad do you wish to employ?
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$¥kkXkEnter 1 for BMPXXXX 2 for ETR1XKkX%X 3 for HTR2
?

3

Is your squad dismounted (out of the vehicle) or mounted
(inside the wvehicle) 7

EXXXXEnter 1 mountedxXx¥XXk O for dismounted

P

0

What is the location of your wenpon/demoteam?
Enter a four digit code as before.

Example 1 2 34 45 ’

i
1 3 15 15

What is the approximate location of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 45

?
21 10 20

Range to the target/destination is 2.4e+02meters

Results of squad firing are below

No Effecteeseservossorrnnns
U-:lKir\(_J Woundedes e s s osonn o
Liter Casualtiecsisssevsssne
Rilledeeoooronsvvossennnson

O = OO

Casualties occurred in vicinity ]
grid 2- 1-10-20 ]

Resulte of squad firing are below '

No Effect i s s s svnrnonnrsnne
UolKing Woundedesso oo v
Liter CasunltiesSeeess o
Killediseoso s oo novosonnsnns

* o o o

=0 O

Casunlties occurred in vicinity
grid 2- 1-10-20

S

Resultc of squad firing are below

INGLLELF S @IEET R oLl o] a1 ohs s /o LIl
Walking Wounded..sssss
Liter Casunltiessees e
Killed’.’.00000000000000000

-
-
-
-
-

-
-
.
-
-

= 1O O
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Casuanlties occurred in vicinity
arid 2- 1-10-20

Results of squad firing are below

No Effecteeeroverenvsnnnees 1
WQllxlng Woundedessvvooreess O
Liter CasualtieSeessesooeee 2
Rilledsesoevovooroonrrsonnes 1

Casunlties occurred in vicinity
grid 2- 1-10-20

Results of squad firing are below

No Effectiseseerisronnsoeses 1
Nulklng Woundedeeeeeooovoee 1
Liter CasunltieSsieeessovers 2
Killed'...'."'...'..'."..1

Casualties occurred in vicinity
grid 2- 1-10-20

Results of squad firing are below
NO Effecteseseseroorsoreness 2
wﬂlking Woundedssooorsonnes 1
titer CasunltieSer s oo eeee 2
Killedeseoosoosororeoronnees 1

Casualties occurred in vicinity
grid 2- 1-10-20

Results of squad firing are below

NO Effect e s essoososnnnonns
U-JlKing Woundedseeooo oo oo
Liter CacsualtieSieervoosens
Killedeeerooooooorossvossne

R R &)

Casunities occurred in vicinity
grid 2- 1-10-20

Resulte of squad firing are below

NO Effecteeererosssosoneeons
w‘llking Houndedees oo oo oo
Liter CasunlticSeeseosvsnns
NSEC N @A S 6 7o Fo%el 1ok of 0 1o et 61 7o) ¥ sra ety

[ 2 S N

Casuanlties occurred in vicinity
girid 2= 1=10~20
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Results of squad firing are below

NO Effecteerrerrrerronerens
anking Wounded s e e er v ervos
Liter CasunlitieSeerreve e
Killedeeossorvooooovovovronee

Ll O N A

Casunlties occurred in vicinity
grid 2- 1-10-20

| KKK KKK KK R AOK S OK KKK KKK SR KOK SKOK S SR KK KR KKK KOO OR KOR X
Identify yourself X¥X Marine enter 1 X%X Enemy enter O
XK SOKOROKREKHOKOR OROKCKHONKOKRSOIOK K HOK K KKOR OROR ROIOK R MOR SO O CR KX KR X X

1

T

It has been $.0et00minutes since
the defense of buattalion ob.gjective *A" began.

e you need 1o update vour forces?
XkKkkEnter 1 for ves XKX¥x O for no.
! i

1

How many positions do you need to updateT

Enter the number i1.e. 3
?

1

Enter the four digit code you wich to change.
Example...1 1 2 24

i

21 10 20

What is the updated strength of demoteam oneT
Enter the number of in-place Marines from this
team. Estample - 2

4

What 1s the updated strength of demoteam twof
Enter the number of in-place Marines from this
team. Esiample - 2

4

What ie the updated ctrength of demoteam three?
Enter the number of in-place Marines from thic«
team. Estample - 2

4
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What do you wish to do 7T

Enter the appropriute number.

- ENGAGE WITH ORGANIC WEAFONS
- REQUEST FIRE SUPRFORT

- WAIT

4 - DISENGAGE / RETREAT

[SHRE

rd

Choose the appropriate weapon to engage the enemy.
1 - 8lmm Mortar
2 - 105mm Gun

Enter one of the above numbers - Example...3.

tJ

What ie the approximate location of vour target?
Enter a four digit code - Example 1 2 34 4%
=

1 3 1% 1%

Is your target enemy armor or troopc in the copen?

¥¥xXk¥Enter 1 for armor XXXX¥% O for troops
=

0

Artillery has no effect on AFC because
anti-personnel ammunition was requested.

RESULTS OF ARTILLERY FIRES ARE AS FOLLOWS;,

Enemy AL L0550 0 0.0 00 000 oond BE)
Enemy wounded.seveoeesoes 2
No effect on the enemyY.ss. 3
Enemy AFC s destroved.s.s O
Enemy TankKs destroyeds... O

KKK KOKOKOK K KKK NCHOR ONOKCK KKK R KOR XK KOO KOOSO X IOROR OR X ¥
Identify yourself kXX Marine enter 1 XXX Enemy enter O
AKCKOKOK KKK SR SOKNCKROK S0KOKN0OKSOK SO 0K KOKOK KK KK SRR OO CK SOXROR RO R X

0

It has been 4.5%e4+00minutes since
the defense of battalion ob.gective *A* beagan.
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Lo o

filbeie Ladias - 2o e

i

had

e

o you need to update your forces?
YEXXiEnter 1 for ves XXx%¥ 0 for no.
=

1

How many positione do you need to update?

Enter the number i.e, 3
-

4 .

Enter the four digit code you wish to change.
Example.sel 1 2 24

7

13 2 187

Enter the four digit code yYou wish to change.
Esxtample.sel 1 2 24

=

1 3 14 17

Enter the four digit code you wish to change.
Estamplec. sl 1 2 24

T

LW Bl

Enter the four digit ceode you wish to change.
Example...1 1 2 24

?

1 3 18 1?7

What is the manpower in the BMF 7
If no casunlties have been suffered,
enter "2°. Otherwise, enter ? minus the

number of Killed or severely wounded.
-

S

What is the manpower in BTR-1 7

If no casualties have been suffered,
enter "9", Otherwise, enter 9 minus the
number of Killed or severely wounded.

&

?

What ies the manpower in BTR-2 7

If no cacsualties have been suffered,
enter "9". Otherwise, enter ? minus the
number of Killed or severely wounded.

=

?

Is your T7-62 operational?
XKk ¥Enter 1 for yes XXXx¥X O for no
=
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0

Is your T-72 operational?

X¥¥xxkXkEnter 1 for yes X¥¥XXX O for no
?
0

What do you wish to do 7

Enter the appropriate number.

- STOP AND DISMOUNT

- STOF/ENGAGE WITH VEHICLE WEAFONS
- STOF/ENGAGE WITH INFANTRY WEAFQONS
MOVE / RETREAT

- MOUNT VEHICLES

- EMFPLOY COMEBINED ARMS

S0 U DG
1

‘4
What 15 the location of your weapon/demoteam?
Enter a four digit code as before.
Example 1 2 34 45

What 1=z the approximate location of your
target/destinaotion 7

Enter a2 four digit code as before.
Example 1 2 34 495 2

7

23 135 1%
Range to the taryets/destination 1 1.4et02meterc

What 15 your mode of travel 7
Enter one of the following.

1 - on foot
2 - tracked vehicle
3 - wheeled vehicle

3

What type of terrain are you travelling over 7
Enter one of the following.

1 - clear/flat

2 - uphilli/downhill

3 - across water

228
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Enter the location of o spot you are vacating.
Enter a four digit location as before ¢
Example 1 1 23 34

1 4 15 15

You cannot travel fast enough by your present means
to cover your intended distance. FickK 2 new destination

What is the location of your weapon/demoteam?
Enter a four digit code as before.
Exomple 1 2 34 45

What is the approximate location of vour
target/destination 7

Enter a four digit code ac before,
Example 1 2 34 4%

Range to the target/destination is 7.8e+01lmeters

What is your mode of travel 7
Enter cne of the following.

1 - on foot
2 - tracked vehicle
3 - wheeled vehicle

3

What type of terrain are you travellinag over 7
Enter one of the following.

- clear/flat

- uphill/downhill

- acraoss water

Giry —

1

Enter the locaotion of a2 spot you are vacating.
Enter a four digqit location as before
Example 1 1 23 34

15 4F 1S5S

How many grid borders do you cross?

example - if you go from square 1-2 to
square 1-3, you cross One (1) boundary.

Youu would then enter 1

If vyou move within the game square, enter 1
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1
Approximately where do you cross a grid
border, Enter the coordinatecs of the sgquare

vyou are leaving and the square you are entering.
If you are moving within a square, enter your
starting and ending locations.

Example - 1

50
1

U

4
3

[V o

0

Your vehicle is immobilized due to
mine damage at agrid location,
2- 3-50- 1

KK KON K KOOSR ROKORCKOR S OKOK XCKCKOR KK RO  SOE OKOKCRKCKKOKK XX
Identify yourself ¥%XX Marine enter 1 XXX Enemy enter O
AR O NI RORGR ORI SOK K OK 30K O SKNORIOR JOK KRR RKOK R KOG KR KKK OR XXX

1
It has been 7,0e+00minutes since

the defense of battalion ob.jective *A" began.

o you need to update your forcec?
¥XXX¥Enter 1 for yes X¥¥k¥X O for no.

?
0
What do vou wich to do 7

Enter the appropriate number,

ENGAGE WITH ORGAMIC WEAFONS
REQUEST FIRE SUFFORT

WalIT

LDISENGAGE / RETRENT

D LI
[ I

()
-

Choose the appropriate weapon to engage the enemy.
1 - 81lmm Mortar

2 - 105mm Gun
Enter one of the above numbers - Example..«.3.
7
1
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What 1s the approximate location of your target?

Enter a four digit code - Example 1 2 34 495
4

SRS L e

Is your target enemy armor or troops in the open?
XKXX¥XEnter 1 for armor XXXkX O for troops

1

RESULTS OF MORTAR FIRES ARE AS FOLLOWS:
Enemy Killedeeseoo oo oo o
Enemy WoINA@d e e e v e v o b s e o
No effect on the enemy...
Enemy AFC < destroyed....
Enemy Tanks destroyed....

O ) =)

KKK KOOSR ORI O CIOR CKOR SRR KK KKK CICK OROK KKK SCKONKOK KR X X KX
Identify yourself xX¥ Marine enter 1 %X¥%X Enemy enter 0
RSO RCEKONOK N SO K SR OK SOKOK SOK K O 0K KK SIOK HOK K OK K RCKOR K ORCK 0K R K

0

It has been 7.35e+00minnutes since
the defense of battalion ob.jgective *A" began.

['o you nced to update your forces?
XkkkXknter 1 for yes XX&¥¥x O for no.
=

1

How many pocitions do you need to update?
Enter the number 1.e. 3
=

3

Enter the four digit code you wish to change.
Estample...1 1 2 24

?

163 BRSNS

Enter the four digit code vou wish to change.
Example...1 1 2 24

i

5 88 17

Enter the four digit code you wish to change.
Estample.sol 1 2 24

ke




1N S e

What is the manpower in the EMF 7

If no casualties have been suffered,
enter "9°, Otherwise, enter ? minus the
number of Killed or severely wounded,

?

Z

-

What is the manpower in RTR-1 7

If no casunlties have been suffered,
enter "9", Otherwise, enter ?2 minus the
number o Killed or severely wounded.

?

9

What is the manpower in RBTR-2 7

If no casualties have been suffered,
enter "9°., Otherwice, enter 9 minue the
number of Killed or severely wounded.

~

]

3

Is vyour T-62 operational?

X¥kx¥XEnter 1 for yes XkX¥X O for no
=
0

Is your T-72 operational?
X¥xxkk¥kEnter 1 for yes X¥X¥k O for no
?

0
What do you wizh to do 7

Enter the appropriate number,

— STOM AND DISHMOUNT

- STOF/ENGAGE WITH VEHICLZI WEAPONS
- STOF/EHGAGE WITH INFANTRY WEAFOMS
MOVE / RETREAT

- MOUMT VEHICLES

- EMFLOY COMEBINED ARMS

Lol o S S-S SR R
|

How many personnel do you have to emplace?
7?

)

Enter a four digit grid to be occupied.
Example 1 2 23 45
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2 3 48 8

Thie individual has been Killed by
a landmine, updnte your forces as
necessary.

Enter o four digit grid to be occupied.
xample 1 2 23 45

1 -~ M

3 48 5

This individual hac been kKilled by
a landmine, update your forceec as
necessary.

Enter a2 four digit grid to be occupied.
Example 1 2 23 4G s

-

3 48 4

This individual has been Killed by
a2 landmine, update ycur forces as
necessary.

Enter a four diqit grid to be occupied.
Example 1 2 23 45

?

23 48 2

This individual has been kKilled by

a landmine, update your forces as
necessary.,

Enter a four digit grid to be occupied.
Example 1 2 23 4%

¥

2 3 48 50

Enter a four digit grid to be occupied,.
E:xample 1 2 23 45 :
P

1 3 48 48

Enter a four digit grid to be occupied.
Estample 1 2 23 4%
?

1 3 48 46
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Enter a four digit grid to be occupied.
Esample 1 2 23 45
-

1 3 48 44

Enter o four digit aqrid to be occupied.
Example 1 2 23 45
i

1 3 48 42

3K ROKOK KR SKRORKOR KKK MK KK KN N K ORSKOOK OROK RORKK R SORONOK O ROR R K X
; Identify yourself XXX Marine enter 1 XXX Enemy enter 0
] ACKR KKK HCRCKKOKCE FOK KKK SOK K ROKAOK KKK KK SO K R O OK SOR KN CK R KK KK KX

. 1

It has been 8.,0e+00minutes since
the defence of battalion ob.gective "A" began.,

Il'o you need to update your forces?
XK¥XXkEnter 1 for yec XXXXX O for no.
»

0

What do vyou wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGANIC WEAFONS
2 - REQUEST FIRE SUFFORT

3 = WAILT

4 - DISENGAGE / RETREAT

1

Choose the appropriate wenpons to engage the enemy.

- M-16M1

- M-60 machinegun
TOU

- Diragon

- Loy

(4, - 7 6 O
|

Enter the appropriate number.
=

1

Which demoteam do you wicsh to employ?
X¥xxxEnter Ly 2, or 3
?
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1

What is the location of your weapon/demoteam?
Enter n four diqit code as before,

Example 1 2 34 45

?

2110 10

What is the approximate location of your
target/destination 7

Enter a four digit code ns before,
Esxtample 1 2 34 43

?
1 3 13 1

n

L

Range to the target/destination is 2,3et+02meters

Results of demoteam 1firing are below

Mo E'Ffect.................. 1
Walking Woundedeseervoorsses O
titer Casualtiessessesseses O

0

Killedesssoooooonnnone

-

L

Casualties occurred in vicinity
grid 1- 3-1%-19%

Results of demoteam 1firing are below

NO Effecticereorsvesovrnsees 2
Walking Wounded.sseseeoesss O
Liter Caosunltiesieeereveees O
S SU A UEENG 0B HOI0 000 b 0lG 010010 0 ololololo |©)

Cnsunlties occurred in vicinity
grid 1- 3-15-15

Results of demoteam 1firing are below

Mo Effectisseveosccrsnensns
U-:xll'.in() Wounded.eeser oo o oo
Liter Casualtiesieseevevens
Rillederoorreornorsnnon

-

-

oo Cu

-
-
-
-

Cnsuanlties occurred in vicinity
qrid 1- 3-15-195

Results of demoteam 1firing are below

NO Effecteeeeiressroroeeeee 4
UQlKinq Houndedssssssoeosre O
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thef‘ C']S'J']ltiESQQQQQQQQOOO 0
Nilledssooervoverssrsovvesee O

Casunlties occurred in vicinity
grid 1- 3-15-15

KKK K SRR KKK KX HOKR K CICROICK SOR KKK NOK SCHOR KGR R OR KO SOKOR O OK o
Identify yourself XXX Marine enter 1 XXX Enemy enter O
A0 KK KKK KR OKIOR 0K OKOKSOR K K ROKOK KRR OR R KON SR KK KROR S KOKOK KO ORI K

0

It has been 8.5et00minutes since
the defence of battalion ob.jective "n" began.

[lo you need to update your forces?
KkxxkeEnter 1 for yes XxXxXx%¥X O for no.
?

0

What do you wish to do 7

Enter the appropriate number.

- STOF AND DISMOUNT

- STOF/ENGAGE WITH VEHICLE WEAFONS
- STOF/ENGAGE WITH INFANTRY WEAFOMS
MOVE / RETREAT

- MOUNT VEHICLES

- EMPLOY COMERINED ARMS

L3 s S & I Y (O
|

Choose the appropriate weapon from the
following menwu.,

1 - aRMg
2 - PR Light Machinequn
3 - RFPG-7

1

Which squad do you wish to employ?

XxkkXbEnter 1 for BHMPRKXX 2 for BTR1XXE(X 3 for HTR2
?

1

Is your squad dismounted (out of the vehicle) or mounted
(inside the vehicle) 7

XXXXXKEnter 1 mountedXx¥xxxX O for dismounted

i
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What is the location of yocur weapon/demoteam?
Enter a four digit code as before.
Example 1 2 34 45

%
1 3 15 195

4]

What i< the approximate location of your
target/destination 7

Enter a four digit code ac before,

; Esample 1 2 34 A5

ird

2110 10

Range to the target/destination is 2.3et+02meters

Results of sguad firing are below -

| Mo Effectissssvossnnsnssnone
NolKing Woundedses e s s oo v o
Liter Casualtiessiseses s
KRilledsesooonsssorsnsnnnnnne

OO O -+

Casualties occcurred in vicinity
grid 2- 1-10-10

Results of squad firing are below

NO Effecteessessssnssssnnse
: ld-)ll(lng Woundedsses s oo s oson
b ) Liter Casunltieseesessove o
‘ Rilledssssossosossesosssnnne

ol eNoNN

Casunlties occurred in vicinity
grid 2- 1-10-10

Results of squad firing are below

Mo Effecteiesssnsns
Walking Wounded..
Liter Casunlties.
Rilledssssosooene

s 0 00 0% 0 0 0

0.0 6 0 40 00

e o o+ o
-
.
.
.

2
000000
1
0000000000

Casunlties occurred in vicinity
grid 2- 1-10-10

0K KKK KKK NOROK R EOK KRR KOK OKOKOKK K CROK 30XKOXSOK 0K XK SOK XOKOK XXX KX
Identify yourcelf X¥¥X Marine enter 1 X¥X Enemy enter 0
JH KK KKK KK KOOI KRR KK 0K KK KKK KKK KKK XK XK KOK R KOK XK K KX
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1

It has been 92.0e+00minutes since
the defense of battalion obJjective "A°* began.

Ilo vyou need to update your forces?
X¥XX*kEnter 1 for ves X¥X¥XXX O for no.

¥

1

How many positions do you need to update?
Enter the number i.e. 3

7

1

Enter the four digit code vou wish to change.

Eycamples...1 1 2 24 )
G

2110 10

What 1s the updated strength of demoteam one?
Enter the number of in-place Marines from thie
team. Esxtample - 2

3

gk oo o R
; e 3

What 1c the updated strength of demoteam two?
Enter the number of in-place Marines from this
team. Example - 2

4

What is the updated strength of demoteam three®
Enter the number of in-place Marines from this
team. Example - 2

4

Whnt do you wish to do 7 1

Enter the appropriate number,

1 - ENGAGE WITH ORGANIC WLEAFOMS
2 - REQUEST FIRE SUFFORT

3 - WAIT

4 - DISENGAGE / RETREAT

Choose the appropriate weapons to enange the enemy.
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1 - M-15n1

2 - M-60 machinequn
3 - TOW

4 - Dragon

S~ LAAW

Enter the approprinte number.
7
o

-

What 1is the location of vour weapon/demoteam?
Enter a four digit code as before.
Example 1 2 34 45

i
2110 190

Whnat is the approximate location of your
target/destination 7

Enter a four digit code as before.
Estample 1 2 34 4%
7

1 315 15
Range to the target/dectination is 2,3e+02meters

Results of M60 machinegun firing are beleow!

No EFffects s rirsrsnsosrnrson
W-JlKinc_] Wounded s s s oo v o v e s v
Liter CacunltieSie oo vesene
Killled.ssr oo esvsrosnnnseron

OO QO

Cacualties occurred in vicinity
grid 1- 3-15-1%5

SR KKK KKK S 3OKOKSCKOROK SOIOK K OO SO CK OO R X OIO O RONRROY K X
Identify yourcelf &k¥X Marine enter 1 X¥X Enemy enter 0
KKK KKK KK KK 0K K OICKKON SOKCICKOR OO KR RO KRR X x

0

It hae been 2.5e+00minutes since
the defense of battalion ob.ective *A" began,

['o you need to update your forces?
¥XkX¥(Enter 1 for yes xX¥kXx O for no.
?

0
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What do you wish to do 7

Enter the appropriate number.

STOF AND DISMOUNT

- STOF/ENGAGE WITH VEHICLE WEAFONS
— STOF/ENGAGE WITH INFAMTRY WEAFONS
-~ MQVE / RETREAT

~ MOUNT VEHICLES

— EMPLOY COMEBINED AKRMS

(72 e R - SR I SO

Choote the appropriate weapon from the
followina menu,

1 - AKMS
2 - PK Light Machinegun
3 - RFG-7

1

Which squad do vou wish to employ®

Xik¥kEnter 1 for EMPXXUX 2 for HBTRIX¥%X 3 for
T

-~

~

Is your sguad dismounted (out of the vehicle)
(inside the wvehicle) 7 :

Kkx¥¥fZnter 1 moupted¥kiky¥k O for dismounted

'P

0

What iz the location of your weapon/demoteam?
Enter a four diqgit code as before.

Example 1 2 34 45

?

1 3 48 30

What is the approximate location of your
target/destination 7

Enter a four digit code ne hefore.
Example 1 2 34 45

?

2110 10

KETR2

or mounted

FRange to the target/destination ic 2.8e+02meters

Results of sgquad firing are below
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NO Effecteecerereerrerereces
J-JlKing Woundedesseoeseroee
Liter CasualtiesSieeeerocess
Killedeeoeosooooooooreeeece

O OO

Casualties occurred in vicinity
grid 2- 1-1G6-10

Results of sgquad firing are below

NO Effectieeereverreoeeeee
w‘llking Woundedeeeoeroooene
Liter CasunltieSeeeecosrone
Killedesoroooooooovoooroens

O OO

Casualties occurred 1in vicinity
grid 2- 1-10-10

Results of squad firing are below

NO Effecteeeecerrreerroscee
U-llKing Woundedeeeeeoooeeee
Liter CacsunltieSeeeeeesrene

Nilled"'O00000000000000000

SO O Ll

Casunlties occurred in vicinity
grid 2- 1-10~-10

Resulis of squad firing are below

(NE) {24857 EE90 0 0101010 0100 02040 040.0 O OI0
Walking Woundedesesooooos e
Liter CacunltieSeeeeeeorooe
NilledOO"'OOOOO00000000000

OO O >

Casualties occurred in vicinity
grid 2- 1-10-10

Results of squad firing are below

B IE TG ool siorte] oife olohis rertel ole Ioniooile
U-lll(ing Woundedeeeooreooece
Liter CasualtieSeeereeeoeee
.Killed.....................

O = ObD

Casualties occurred in vicinity
grid 2- 1-10-10

Results of squad firing are below

NOL B Rt e olle e iel o= iter o e ae s s s S
U-’JlKlng Wounded.eseeoroeeee O
Liter Casunltiesieeeereeeee 1
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NilledQ000000000000000000000

Casunlties occurred in vicinity
grid 2- 1-10-10

Results of squad firing are below

NO Effectersererrsncnssoere O
9 w‘)lklnq Woundedeesssesreeese O
i Lite!‘ C'JS‘J')ItiESooooooooooo 1
- Killedeeoeserovevooovssonse O
4

Casunlties occurred in vicinity
grid 2- 1-10-10

Results of squad firing are below

NO Effecterersoserosnonsssnne
N-)ll(ing Woundedssvsosos v
Liter CasunltiesSieeesosoore

Killedesseooooooronsnnovene

O O N

Casunlties occurred in vicinity
grid 2~ 1-10-10

Resultse of squad firing are below

NO Effecteessvsvronnessosess 8
WQlKlnq Woundedssessoseesee O
Liter Caosualtieseeesoroeees 1
KR BIREIOIN0 6 0 oo 6lo o lolc o olololcio 1o o)

Casunlties occurred in vicinity
grid 2- 1-10-10

KNGO KRR K ORORONEOK ORI SR NG OKCKOR K HOIOKOR ROICK G R OO OO R R oK X
Identify yourcelf ¥¥x Marine enter 1 XXX Enemy enter 0O
FCCROROR KK AR RN OXOKOROKOK K SOK NOIOR KKK R OKCK KRR RO K KRR KR kX

1
It has been 1.0e4+01lminutes since

the defense of battalion obJjective "A" beqan,

llo you need to update your forces?
¥xkxXx¥XEnter 1 for ves Xk¥¥x O for no.
?

1

How many positions do you neced to update?
Enter the number i.,e. 3
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7

1
Enter the four digit code you wish to change.

Example...1 1 2 24
2 1 30 13
What is the updated strength of demoteam one?
Enter the number of in-place Marines from this
team. Example - 2
| 2
i
What is the updated strength of demoteam twaT
1 Enter the number of in-place Marines from thigs
* team, Esample - 2
4
4
What is the updated strength of demoteam three?
Enter the number of in-place Marines from this
team. Esxtample - 2
4
What do iiu wish to do 7
Enter the appropriate number.
1 - EMNGACE WITH ORGANIC WEAFONS
2 - REGUEST FIRE SUFFORT
I - WAIT
| 4 - DISENGAGE 7/ RETREANT
: 2
| Choose the approprinte wenpon to engage the enemy.
v 1 - 81lmm Mortar
i 2 = 105um Gun
; Enter one of the above numbers - Example...3.

; :
1 1

What 15 the approximate location of your target?

Enter a2 four digit code - E:ample 1 2 34 45
?

3 50 20

Is your target enemy armor or troops in the open?
X¥kkxkEnter 1 for armor X¥xxXx O for troops
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0

RESULTS OF MORTAR FIRES aARE AS FOLLOWS:
EnemY L EGEl 6 b 00 8 010 00 0IC 00
Enemy wounded.seeeeoes oo
No effect on the enemy...
Enemy AFC s dectroyed....
Enemy Tanks destroyed.ss..

O O - UL

3K KKK 0K O KK SKOROK SKROKOIOK KK 0O OK MO SOKOR R N KN K KK KSR OO KK OR O Rk K
Identify yourcelf X¥%X Marine enter 1 %X¥X Enemy enter O
KKK KK O AOK KSR K KOK KKK KK KOCK KKK KR O RO RO K 3K ok ook ko

0

It has been l.let+Olminutes cince
the defense of battalion ob.jective "A° began.

Ilo you need to update your forces?
XXKXXXEnter 1 for ves X¥ix% O for no.
7

1

How many positions do you need to update?
Enter the number i.e. 3
7

3

Enter the four digit code voun wish to change.
E:-(-Jmple...l 1 2 24

?

1 3 48 50

Enter the four digit code you wish to change.
Estample..ol 1 2 24

?

1 3 48 48

Enter the four digit code you wish to change.
Extample..s1 1 2 24

i

1 3 48 46

What 1is the manpower in the RMPF 7
If no casualties have been suffered,
enter "9*, Otherwise, enter 9 minus the

number of Killed or severely wounded.
?

|52
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f What 1s the manpower in RTR-1 7
If no casunlties have been suffered,
1 enter "9"., Otherwise, enter 9 minus the
‘ number of Killed or severely wounded.
3 g
4 (<}
3 What is the manpower in BTR-2 7
If no casualties have been cuffered,
1 enter "9"., Otherwise, enter ? minucs the
number of Killed or severely wounded.,
3 i
L ?
; Is your T7-462 operational?®
3 XXkK¥Enter 1 for yec ¥XXxkXx O for no
7
: 0
1 Is your T-72 operational? §
¥Xxkx¥knter 1 for yes XX¥Xx¥ O for no
&
0
What do vou wish to do 7 ' i
r ’ Enter the appropriate number,
1 - STOF AND DISMOUNT :
2 - STOF/ENGAGE WITH VEHICLE WEAFONS
3 - STOF/ENGAGE WITH INFANTRY UWEAFONS 1
4 - MOVE / RETREAT
5 - MOUNT VEHICLES
6 - EMPLOY COMEBINEL ARMS ]
é

Choose the approprinte wenpon to enaage the enemy.

1 - 120mm Mortar

2 - 8AU 122mm Self-propelled Gun
Enter one of the above numbers i.e., 2
=

1

What 1s the approximate location of your tarqet?

Enter a four diqit code - Example 1 2 34 45
?

20 51 el 110

Is your target enemy armor or troops in the open?
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kXKkEmrter 1 for armor XXX%XX O for troops
?

0

RESULTS OF ARTILLERY FIRES ARE A8 FOLLOWS;
Enemy Killedees.veoooeooe
Eneﬂly WoLNAded e e oo s 000000
No effect on the enemy...
Enemy AFC < destroyed....
Enemy Tanks destroyed....

OOMO O

3K KKK O OK K OXCEHCKK ORI HOKSOKCROR R KO KOOI OOR K RO K RCE KR Rk X
Identify yourself XXk Marine enter 1 X¥XX Enemy enter
COOKKOKSKORROKOOKOK KR KKK KR O O R ROK SOKK KKK ORI XSO OR KKK KR X ko

1
It has been l.let0lminutes since

the defense of battalion ob.jective "A" began.

llo you need to update your forces?
XX¥XXEnpter 1 for yee XX¥X¥XX 0 for no.

T
0
What do you wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGANIC WEAFONS
2 - REQUEST FIRE SUFFORT

3 - WAlT

4 - DISENGAGE / RETREAT

1

Choose the appropriate weapons to enqgage the enemy.

1 - M-16aA1

2 - M-60 machinegun
S - TOuW

4 - Dragon

S - LAnW

Enter the appropriate number.
po

i
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Which demoteam do vou wish to employT
XKXXXXEnter 1, 2y or 3

g
~

—

What is the location of your weapon/demoteamT
Enter a four digit code as before.
Exxample 1 2 34 45
?
4 4 20 25

What is the approximate location of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 45

T
1 3 50 S0
Range to the target/destination is 2.5etd2meters

Results of demoteam 2firing are below

No Effecticerersererssseese O
Ullll(ing Woundeds s evvevvveee 1
Liter Casualtieseieessssssee O
Killedeeseooorovsonrsesness O

Cacsunlties occurred in vicinity
grid 1- 3-50-50

Results of demoteam 2firing are below

NO Effecteeeecesssossserense
Walking Wounded....
Liter Casunltiesiieeerers
N9 I5NE0E 6 o 6 o oic 00k cIoIC. 000G 6000

.
.
.
-
-
-
.
-

o

Casualties occurred in vicinity
grid 1- 3-50-%0

Resulte of demoteam 2firing are below

No E{"F@Cto..o0000000000000.0
w'llKing Wounded ., s o sev e oo ane
Liter Cosualtiesisseeeeseos
Killed.eeo v oooosoevssoorens

O =

Cnsualties occurred in vicinity
grid 1- 3-50-50

Results of demoteam 2firing are below
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NO Effectseserssosvessorene
WalkKing Woundedssese o oo
Liter Cosunlties.iiesessvese
Rilledssossosvornsnnrnsnnns

= O =R

Casunlties occurred in vicinity
i grid 1- 3-50-50

3K 3K KON KK KKK NOKOKCHKOK IR K K 0K KKK SR KRR KK K KK O S ORCK KK KK KKK KK
Identify vourself XX¥ Marine enter 1 XXX Enemy enter O 1
3K KKK CHOK KO K KKK KKK KK 350K 00K KK IR OIORKK KKK KKK OR SOK S ACKOROR oK

I
E & |
1 It has been 1.2et+0lminutes since
] the defense of battalion ob.jective "A* began, 1
1
. [lo you need to update your forces?
4 k¥kxkEnter 1 for ves ¥Kkx%xX O for no.
?
il
1
b How many positions do you need to updateT
4 Enter the number i.e. 3
7

!

Enter the four digit code you wish to change.
Examplesss1 1 2 24

?

1 3 48 30

Enter the four digit code you wish to change.
Example..o1 1 2 24

7

1 3 48 44

Enter the four digit code you wish to change.
Example.. 1 1 2 24

?

1 3 48 44

Enter the four digit code you wish to change.
Example.ssl 1 2 24

?

1 3 48 44

Enter the four digit code vyou wish to change.
ENQmple...l 1 2 24

?

1 3 48 44

What is the manpower in the EBEMF 7
If no cnsualties have been suffered,
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enter *"?". Otherwise, enter 9 minus the
number of Killed or severely wounded.

7

3

What is the manpower in BTR-1 7

If nc casualties have heen cuffered,
enter "?'., Otherwise, enter ? minus the
number of Killed or severely wounded.

?

1

S e

| What is the manpower in RTR-2 7

} If no casunlties have been suffered,
enter "9*, QOtherwise, enter 9 minus the
number of Killed or severely wounded.

=

9

Is your T-62 operational® :

XX¥XXXEnter 1 for yes XX¥XX O for no
o

0

Is your T-72 operational?
¥uX¥xkEnter 1 for yes XXk¥X O for no

T
0
What do vou wish to do 7

Enter the appropriate number.

1 = STOF AND DISMOUMT

2 - STOF/ENGAGE WITH VEHICLE WEAFONS |
3 - STOF/ENGAGE WITH IMFANTRY WEAFONS |
4 - MOVE / RETREAT |
9 - MOUNT VEHICLES

6 - EMPLOY COMBINED ARMS

3

Choose the appropriate weapon from the
following menu. |

1 - AKMS
2 - FPK Light Machinegun
3 - RFG-7

1

Which squad do you wish to emplay?
XXk¥kXEnter 1 for EMPX¥XX 2 for ETR1IXXkX 3 for RTR2
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?
3
Is your squad dismounted (out of the vehicle) ar mounted

{inside the vehicle) 7
XXXXXEnter 1 mounted¥X¥¥XXkx O for dismounted

7

1

What is the location of your weapon/demoteam? ;
Enter o four digit code as before. i
Example 1 2 34 45 , 3

7

1 515 19

What is the approximate location of your
F target/destination 7
Enter a four digit code as before. .
Example 1 2 34 4%
7

4 4 20 25

h

Range to the target/destination iz 3,3et02meters

|
!
i
i
'
!

Results of squad firing are below

NO Effect s iovrsossrnnssne
Uﬂ)lKing Woundedss e oo veer s
Liter Casualties.sessooonrne
Killeds oo o eoovoonovonnnnnes

O OO

Casualties occurred in vicinity
grid 4-— 4-20-29

Results of squad firing are below

NO Effectisesrssonsnsonenne
U-JlKing Woundedsses v s o nn e
Liter Cazcunltiesieisseesvree
Killedisssosvooononsnnsseoen

OO O

Casunlties occcurred in vicinity
grid 4- 4-20-205

Results of squad firing are below

NG EER@E 0 mane 101 5156 0 0@ 916 o] o o
UQlKing Wounded.sss oo
Liter Casualties.ssee,
Killedsssssovassnnnnee

OOC W

-
-
-
.
.
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Cnsualties onccurred in vicinity
grid 4- 4-20-25

Results of squad firing are below

NO EFFeCt".".....'..'.."
N-JlKing Woundedsesrreevoene
Liter CasunltieSisereersvens
Rilledsssseoronssvensvnsnne

»
-

(o ol @)

Casunlties occurred in vicinity
grid 4- 4-20-2%5

KKK SO K SOK K SRACKOKOK K KOOK SKCICKKCK KO S OR SR KKK OR SRSOOR KA ROR YOIOK R R X
Identify vourself ¥XX Marine enter 1 XXX Enemy enter O
OK K KK KK KR KKK K KORKOR KKOK KKK KK KK KKK OKOK KO K SOK K HOKKOR KCKCKKOIOK KK K

1
It has been 1.2et0lminutes since

the defense of battalion ob.jective "A" began.

[lo you need to update your forces?
XkkXXkEnter 1 for yes ¥¥ixk O for no.

?
0
What do you wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGANMIC WEAFONS
2 - REQUEST FIRE SUFFORT

3 - WAIT

4 — DISENGAGE / RETREAT

1

Choose the approprinte weapones to engage the enemy.

1 - M-146a1

2 = M-60 machinegun

3 - TOW

4 - Dragon

S5 = LAAU
Enter the appropriate number.
?
S

g5l




What is the location of your weapon/demoteam?
Enter o four digit code ns before.
Esxtample 1 2 34 45
P
4 4 36 25

What is the approximate location of your
target/destination 7

Enter a four digit code as before.
Extample 1 2 34 45

i
3 ) Rl

n

3l

Ln

Range toc the target/destinntion ics 3.3et02meters

The target is out of your range.

KKK ORCK KK OISR 0K 3KOK 3080K0K KK SO CKONCK KK 3OO OKSOROK OKKOR KK Kok oK
Identify vyourcelf ¥¥X¥ Marine enter 1 XXX Enemy enter 0O
XK KKK KKK CRROR XOK 0K 3OO RO CKKOKORNOKKOK SO CROIOK AR RO O OoR ook kv

0

It hae been 1.3et0lminutes since
the defense of battanlion ob.jective "A" began.

llo you need to update your forces®
kkX¥kEnter 1 for yes XXkxX 0 for no.
P

0
What do you wish to do 7

Enter the appropriate number.

- STOF AND' DISMOUNT

- STOF/ENGAGE WITH VEHICLE WEAFONS

- STOP/ENGAGE WITH INFANTRY WEAFONS !
MOVE 7 RETREAT +
~ MOUNT VEHICLES |
~ EMPLOY COMEINED ARMS

[ s N &) RN VI IS g
|

Choose the nppropriante weapon to cngage the enemy.

1 - 120mm Mortar
2 - 5AU 122am Self-propelled Gun
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Enter one of the above numbers 1.e. 2 o
=

-

What 1s the approximate location of your target?
Enter o four digit code - Example 1 2 34 45
5

4 4 40 3%

Is your tarqet enemy armor or troops in the open?
XXXkXEnter 1 for armor XXXXX O for troops
&

0

RESULTS OF ARTILLERY FIRES ARE AS FQOLLOWS,
Enel"y Killed.oes oo ooeonne
Enem‘/ WOLURACd s s oo s o v 006 s 0
No effect on the enemy...
Enemy AFC s destroyed....
Enemy TankKe destroyed....

4
.

QOU

KK KA SRR K HOK K KR OO KKK R OK KOS SO SOK R KOK N OOOR R ok
Identify yourself XXX Marine enter 1 XXX Enemy enter 0
3K KK HOKOOK KOK N ROK ORI CHOIOKOR KRR KK XK G XORCKOR Ok Kok kR

1

It has been 1.3e+0lminutes since
the defence of battalion ob.jective "A" began.

o you need to update your forces?
XkXkkEnter 1 for yes X¥¥xX O for no.
s

1

How many positions do you need to update?
Enter the number i1.e., 3
?

1
Enter the four digit code you wish to change.

Example...1 1 2 24
7

4 4 40 25

What is the updated strength of demoteam one”
Enter the number of in-place Marines from this
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team. Example - 2
2

—

What ie the updated strength of demoteam two?
Enter the number of in-place Marines from this
tenm, Esxample - 2

4

What is the updated strenath of demotenam three?
Enter the number of in-place Marines from this
team. Extample - 2

-

3

What do vou wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGANIC ULEAFONS
2 - REQUEST FIRE SUFFORT

3 — WAIT

4 - DISENGAGE / RETREAT

1

Choose thz approprinte weapons to engage the enemy.

M-—1401

M-60 machinegun
TOowW

I'ragon

LAanW

U S ol =
|

Enter the appropriate number.
?
2

-

Whnt is the location of your weapon/demoteam?
Enter a four digit code as before.
Example 1 2 34 45

7

4 4 20 25

Wihat 1€ the approximate location of your
target/destination 7

Enter a four diqit code as before.

Esample 1 2 34 495

{F
1 3 48 42
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Range to the target/destination iz 2.7et0Z2meterc

Results of M&O machinegun firing are below!

NO Effectesssrereersrovenee 1
ldu:lKinq Woundedsse s v evesees O
Liter Cnsualtiesesssvessoee O
Killedesosossosoossessesensss O

Casualties occurred in vicinity
grid 1- 3-48-42

ACOK K HOK K SO OK K KK KOR SR OKOR K OKOR R R OR KK ORCK KK KKK ORI KRR OK KKK oK
Identify yourself XXX Marine enter 1 XXX Enemy enter Q0
SR AR SORORORORORCROR SO SOROKOOIOIORAOR AR OKOKOR 3O OO O SORAOK KKK KKK

1 5

It has been l.4etO0lminutes since
the defense of battalion objective *A° beagan.

o you need to update vour forces?
¥EXKkXEnter 1 for yes ¥XXX¥Xx O for no.
=

Q

What do you wish to do 7

Enter the appropriate number.

—- ENGAGE WITH ORGANIC WEAFONS
= REQUEST FIRE SUFFORT

WAIT

- DISENGAGE / RETREAT

DGt
1

93]

KK KK K HOK AKOR KRR K IR OKOROOROR KK O ROIOR SOR SCIOROKOIOR O sRoR ok ¥ok ok

Identify vourself X¥X Marine enter 1 XX¥ Enemy enter O
30K KKK K 3K ROKOK O OK ORISR KKK O YOCKHOR RO K ROR MO KK ORI K Rk
4]

It hac been l.%et0lminutes since
the defense of battaolion ob.jective *A" began.
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[lo you need to update your forcecs?
XXkXXEnter 1 for ves X¥XXX O for no.
?

0

Whnt do you wish to do 7

Enter the appropriate numher.

- STOF AND DISMOUNT

- STOF/ENGAGE WITH VEHICLE WEAFONS
- STOP/ENGAGE WITH INFANTRY WEAPONS
MOVE / RETREAT

~ MOUNT VEHICLES

- EMFLOY COMEINEDR ARMS

o US LIty
!

Which vehicle do you wish to employ?
- BHMF

- BTR-&0OF

- T-62

- 7-72

E SRS

Enter one of the above numbers.
example.. .3

?

1

Do you wish te empleoy the main gun or the
7+62mm machine gun®

XKkkXEnter 1 for main gun ¥xX¥Xk 0 for 7.462mm MG
0

What is the location of vyour weapon/demoteam?
Enter o four digit code as before.

Esxample 1 2 34 45
=

-

311

What is the approximate location of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 45

i
2110 10
Fange to the target/destination is 1.8e+02meters

Resuits of FK machinequn firing are below!
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Ale i isge 6 L

No Effectsererveerrerrovens
wﬁlKlng Wounded......o.'....
Liter CasualtieSsesseee oo
Killede v oo rooooovooonoosos

O OO

Casualties occurred in vicinity
grid 2- 1-10-190 :

K ACHCOR KO SRR RO HOROKK R ROROKOK KK K K ORKOKCR SR SOR SORORONOICK SO KR 3OO OK R
Identify yourself %XxX Marine enter 1 XX¥ Enemy enter 0
SRR KKK KKK OK HORCK SOROKK K K KK 0K SRR AOK IORSOR ORI ROOR Ok ek

1

It has been 1.9et+0lminutes since
the defense of battalion cob.ective "A° began.

llo Yyou need to update your forces? 1
XkXkXkktEnter 1 for ves XX&X¥ 0 for no.
? 1

0 : ]
What do yon wish to do 7

Enter the appropriate number.

1 - ENGAGE MITH ORGANIC WEAFONS i
2 - REQUEST FIRE SUFFORT ‘
3 - WAIT i
4 - DISENGAGE / RETREAT

1

Choose the appropriate weapons to engage the enemy.

1 - M-16A1

2 - M-60 machinegun

3 - TOW

4 - Dragon {
S - LAAaw

Enter the appropriate number.
?

S

What is the location of your weapon/demoteam?
Enter a four digit code as before.

Eample 12 34 40
?
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21 10 10

What is the approximate location of your
target/destination 7

Enter a four digit code as before.
Estample 1 2 34 4%

&
2

11

0l

Range to the target/destination ic 1.8et+02meters

LAAW rocKet has missed the target!

Give the exact weapon location to your
opponent. Your weapon signature has given
away your position.

KK ORORR SO SEORONCH SOKRER R KKK KR ORI K OIOK KR SRR R R R ROk ok
Identify yourself XXX Marine enter 1 XXX Enemy enter 0
0K KKCOROKOIORORCK SRR SO SOTRORR RO OKOK ORI OROMIOORR SR SO ORIk

0

It has been 1.S5et0lminutes since
the defense of battalion objective "A" began.

[lo you need to update your forcesT®
XkxkkEnter 1 for yes X¥XxX¥X O for no.
?

0

What do you wish to do 7

Enter the appropriate number.

= STOF AND DISHMOUNT

- STOF/ENGACGE WITH VEHICLE WEAFONS
- STOF/ENGAGE WITH INFANTRY WEAFONS
MOVE / RETREAT

~- MOUNT VEHICLES

- EMFLOY COMEIMED AKMS

[ e & BN VN S
1

Which vehicle do you wish to employ?

1 - BMF
2 - BTR-60F
3 - T-4é2
4 - T-72
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nter one of the above numbers. .

E
E)~(inp1e. L) 03
7
1

Ilo you wish to employ the main gun or the
7+62mm machine gun?

¥%kX%Enter 1 for main gun XkX¥% 0 for 7.82mm MG
1

What is the location of your weapon)demoteam?
Enter a four digit code as before.,

Example 1 2 34 43

P

21E Ll

What is the approximate location of your
target/destination 7 L
Enter a four digit code acs before.
Example 1 2 34 45

?

21 10 10
Range to the target/destination ic 1.8et02meters

Is your targer enemy armor/vehicles or troops
in the open 7T Enemy Dragon and TOW positions
are considered armor/vehicle targets.
¥kkxkEnter 1 for armor/vehicles X¥x¥¥XXx O for trocops
?

0

Soviet policy dictates artillery or the coaxial
7.62mm machinegun be used aguninst troops.

A3CHOK KN CKACKCHOKCK CKCHRCKOR KOO KRR OO CK SOOI NGRSO ROk XXy
Identify yourcelf XXX Marine enter 1 XXX Enemy enter O
********************************************************

1

It has been 1.5e+01lminutes since
the defense of battalion ob.jective A" began.

lo you need to update your forces?
¥xxxxEnter 1 for ves XxX¥¥X¥ 0 for no.
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Whaot do you wish to do 7

Enter the uapproprinte number,

1 - ENGAGE WITH ORGANIC WEAFONS
2 - REQUEST FIRE SUFFORT

3 = WAIT

4 -~ DISENGAGE / RETREAT

2

Choose the appropriate weapon to engage the enemy.
1 - 81lmm Mortar

2 - 105mm Gun
Enter one of the above numbers - Example...3.
?
"

A

What is the approximaote location of your target?
Enter o four digit code - Example 1 2 34 45
»

1 3 48 48

Is your target enemy armor or troops in the openT

XkxX¥Enter 1 for armor XX%¥X%¥ O for troops
»

0

RESULLTS OF ARTILLERY FIRES ARE A% FOLLOWS;
Enem‘/ RN EE /0% 0 0 0000000 C
Enemy WonNded e s s s e e 000000
No effect on the enemy...
Enemy AFC s destroyed....
Enemy TankKs destroyed....

SO+ OO0

KK KKK KK ROK 3OKCHCK SKOKCK KK 0K KK 00K KK KKK KKK IO XK OO KKK R X
Identify yourself XXX Marine enter 1 XXX Enemy enter O
XOKK IOK KKK AR KOK 0K SR HORKCOKOROK KKK KK SRR OORKK OO RO R R R R R X

0

It has been 1.%et0lminutes since
the defense of battalion ob.jective "A* began.
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Io you need to update your forces?
XkxkXEnter 1 for ves XXkX%XX O for no.
T

0

What do vou wish to do 7

Enter the appropriate number.

= STOF AND DISMOUNT

- STOP/ENGAGE WITH VEHICLE WEAFONS
- STOF/ENGAGE WITH INFANTRY WEAFONS
MOVE / RETREAT

= MOUMT VEHICLES

- EMFLOY COMBINELD' ARMS

[FV s S & QR YR R I
|

Choose the appropriante weapon from the
following menu, L

1 - AKMS
2 - FK Light Machinegun
3 - RFG-7

3

What ic the location of your weapon/demoteam?
Enter o four digit code as before,

Example 1 2 34 49

7

1 3617

What is the approximate location of your
target/destination 7
Enter o four digit code as betoaore.
Example 1 2 34 4§
7

21 10 10
Range to the target/destination is 2.1e+02meters

Rocket has missed the target!

KKK KK KKK K EOICR KK SOKSOKRNCKOK R KK KO0 OROR K K IOK 3K KKK KK O K XKk
Identify yourcelf X*¥X Marine enter 1 XXX Enemy enter O
KO HOKORCRIORCRCHOKOHORRCOR NCHOROR KOOI OOROKSOR SRR SOKCKOKOK KKK XK XK XK R X KX

1
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It has been 1.7etd1lminutes since
the defense of battalion ob.jective *A* began,

llo you need to update your forces?
Xkk¥XXEnter 1 for vyes ¥%k¥%XXx O for no.
?

0

-

What do you wish to do 7

Enter the appropriate number.

{5 1 - ENGAGE WITH ORGANIC WEAFONS
} 2 - REQUEST FIRE SUFFORT
3 - WAIT
4 - DISENGAGE / RETREAT
; . -w
; Choose the appropriante weaponc to engoge the enemy.
] 1 - M-18a1
2 - M-60 machinegqun
3 - Tow
4 - Lragon
S - Lanw
Enter the appropriate number.
?
1
Which demoteam do you wish to employ? ’
Kxkx¥Enter 1y, 2y or 3
7
1

What ic the location of your weapon/demoteam?
Enter a2 four digit code ac¢ before,

Excample 1 2 34 45

?

2l TRORSING)

What is the approximate location of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 45

?
RSN ORNS
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Range to the target/destination is 2.1letllmeters

Results of demoteam iFirinq are below

NO Effecteeeeesssssroovoses
h)-nll\lng Wounded . s oo oo e o
Liter CasunlticeSeerrveeoone
Rilledeeorooeo oo voverroeene

OO O

Casualties occurred in vicinity
3 grid 1- 3- 6-135

Resulte of demoteam 1firing are below

f NO Effectieeeeoerrsosroreses 2
L H-‘.lll(lng Woundedseesessseees O
9 Liter Casunltie@seesveesrese O

i Killedseerovosooovrsovssveeese O

-

Casunlties occurred in vicinity
grid 1- 3- 6-1%5

SCKORKOROK KRR K KK KKK KK SOK SOK K KKK SRR SO AOR 3K3KOK SOKOR KK OR OR R ok
Identify yourself XXX Marine enter 1 X¥¥ Enemy enter O

0

It has been 1l.7e+0lminutes since
the defense of battalion ob.jective *A* began.

llo you need to update your forces?
X¥Xxk¥Enter 1 for yes Xikk% O for no.
>

)

What do vyou wish to do 7

Enter the appreopriate number.

- STOF AMD DISMOUNT

= STOF/ENGAGE WITH VEHICLE WEAFONS
- STOF/ENGAGE WITH INFANTRY WEAFONS
MOVE / RETREAT

= MOUNT VEHICLES

= EMFLOY COMBINELD AKMS

F-S o SO & - N I IS I
t

What is the location of your weapon/demoteam?
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Enter a four digit code as before.
Example 1 2 34 45

T
ACH BT 8

44

What is the approximate location of your
target/destination 7

Enter a four digit code ats before.
Ecample 1 2 34 49

»

251

4]

15

Range to the target/destination is 1.0e+02meters

What is your mode of travel 7
Enter one of the following.
1 - on foot
2 - tracked vehicle
3 - wheeled vehicle
3

What type of terrain are you travelling over 7
Enter one of the following.
1 - clear/flat
2 - uphill/downhill
3 - acroes water

1

Enter the location of a2 spot you are vacating.
Enter a four digit location as before
Example 1 1 23 34

1 5 15 13

How many arid borders do you cross?
example - if you go from square 1-2 to
square 1-3, you cross One (1) boundary.
You would then enter 1 !

If you move within the same square, enter 1
»

1

Approximately where do you cross a grid

border. Enter the coordinates of the square

you are leaving and the square vyou are entering.

If you are moving within a square, enter your

starting and ending locations.

Example - 1 2 50 295

L

)

rJ
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3 You have successfully completed vour move.

' How many personnel/vehicles do you have to emplace?
F ?

1

Enter a four digit grid to be occupied. I
,\ Emample 1 2 23 45 ) ]
3 7

295 15 15

e o

K ONCK OK SORNOKSN ORI OR KK SRR ROKKOROR RO R ORE RKCR OKRRORROROF
Identify yourself XXX Marine enter 1 ¥X¥%X Enemy enter 0
KK 0 2K ONHOROK K OR OKK KR SCOKOKIOR JI0OR OO KOKKOIOK SR RO SOROK K NCRROK X X

¢

1

Roih et i

. It has been 1.8e+0iminutes since
4 the defense of boattalion ob.jective "A* began.

T

Ilo you need to update your forces?
Xk¥Xk¥Enter 1 for yes XXx%¥Xxkx O for no.
7

0

What do you wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGAMNIC WEAFONS i
2 ~ REQUEST FIRE SUFFORT
3 - WAIT
4 ~ DISENGAGE / RETREAT
1
Choose the appropriate weapons to engage the enemy. I
1 - M~-16m1
2 - M-60 machinegun {
3 ~ TOW 1
4 - Dirngon
5 ~ LAanW

Enter the appropriate number. ’
P
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What 1s the location of your weapon/demoteam?
Enter a four digit code as before.
Example 1 2 34 45

i
4 4 38 2%

What 1s the approximate location of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 45

»

25 191

A1

Range to the targets/destination is 2.3et02meterc

LAAW rocket has missed the target!

Give the exact weapon location to vour
opponent. Your weapon signature has qiven
away your position.

ACHOKOK KKK 30K 30K NCSEOK SO KK K OO SOK K S0OK KR OR SOR SRR K KRR OK %
Identify vourself XXX Marine enter 1 XXX Enpemy enter O
3 SHOK KA SO KK KOKHR OKR SKOI AR SO OR KKK K OK SKKOK SRR HOR O SORORSOKK KR XK

0

It has been 1.8et+0lminutes since
the defense of bottalion ob.jective "n" began.

['o you need to update your forces?
KKK XENter 1 for ves Xk¥xXx O for no,
-

0

What do you wish to do 7

Enter the appropriate number.

- STOF AMLI DISMOUNT

- STOF/ENGAGE WITH VEWICLE WEAFONS
- STOF/ENGAGE WITH INFANTRY WEAFOMS
MOVE / RETREAT

- MOUNT VEHICLES

- EMFLOY COMEBINED ARMS

2D W
i
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Which vehicle do you wish to employ?
1 - BMF

2 - BTR-50F
3 - T=62

4 - T=72

Enter one of the above numbers.
example.sss o3

T

2

o you wich to employ the main qun or the
7+62mm machine gun?

¥kXkkEnter 1 for main gun XX¥X¥¥X 0 for 7.62mm MG
0

What is the location of your weapon/demoteam?
Enter a four digit code as before)

Example 1 2 34 45

?

25 15 1

[}

What is the approximate location of your
target/destinntion 7

Enter a four digit code as before.
Example 1 2 34 45

?

4 4 38 2%

Range to the target/destination is 2.3et02meters

Results of FK machinequn firing are below!
Mo Effecteserrvovnsrenerens 1

wlllKing Woundedesssovesores O

Liter Casualtiesisesesesess O
Killedeoe s o oooorovsoosnnnss O

Casualties occurred in vicinity

grid 4- 4-38-20

0K KK KKK K SOKK IR OKCK KK KK OK KKK KKK SOK K OK O KKK KK R 0ok XXk

Identify yourself XkX Marine enter 1 XXX Epemy enter O
AKX KK KKK K KKK K K NOK KKK KKK KK OROKNCK K KKK KON IOKONOKOK SOK K KK KKK X
1

It has been 1.9e40lminutes since
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the defense of battalion ob.jective "A® bedan.

[lo you need to update your forces?
¥¥XX%Enter 1 for ves XkXxX%%x O for no.

4
0
What do you wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGAMNIC WEAFONS
2 - REQUEST FIRE SUFFORT

3 - WAIT

4 - DISENGAGE / RETREAT

1

Choose the appropriate weapons to enaage the enemy.

1 - M-1é6al

2 - M-60 machinegun
3 - TOW

4 - Lragon

S5 - LanuW

Enter the appropriate number.
?

1

Which demoteam do you wish to employ?
X¥XxXxxEnter 1, 2, or 3
?

§3)

What 13 the location of yvour weapon/demoteam?
Enter a four digit code as before.
Example 1 2 34 45

?

4 4 20 25

What is the approximate location of your

tarqet/destination 7
Enter a four digit code as before.
Example 1 2 34 45

»

1 3 48 50
Range tu the target/destination i¢ 2.5et+02meters
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Results of demoteam 2firing are below

No Effect.........;........ 0
UQlKing Woundedsssssessesee O
Liter Casunltiesssissssseses O
Rilledesessesooossovnssnnssnes 1

Casunlties occurred in vicinity
grid 1- 3-48-50

Results of demoteam 2firing are below

No Effectesessssvnosonssses 1
UQlKing Woundedsssssoesssss O
Liter CasualtiesSeisessvsoses O

Nill\?dOO000000000000000000‘1

Casualties occurred in vicinity
grid 1- 3-48-350

-

Results of demcteam 2firing are below

No E{"f‘ectoooooooooo
WalKing Wounded....
Liter Casualties...
Nilledooooooooooooo

-

00 0 0 0 b

-

LI A I

-

60 4 0 0 0

O

-

LK I A

Casunlties occurred in vicinity
grid 1- 3-48-50

Results of demoteam 2firing are below

NO Effect.ssseoeossoossroses
U-'.l].Kinq Wounded.sso oo oo
Liter CasualtieCSeiesesssosns
KR &G0 600 000100 0 010000 0 6.0 000

13O =

Casunlties occurred in vicinity
grid 1- 3-48-50

KKK KKK KOOSR SKORCHOR SR ROKOK 0K 3R KK KROKOKOK 3K KKK KK ROROK OK 0K K XOK K KK
Identify yourself XXX Marine enter 1 XXX Enemy enter O
KR HCROKOKCAOKSORKCKOR KKK KKK K HOKRKK R HOK KK ACIORSOKOKSOKSORHOIKKOCROR YR X

0

It haz been 1.9e+0lminuntes since
the defense of battolion ob.jective "A* began.,

[lo you need to update your forces?
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KXXk¥XKEnter 1 for yvyes XXX O for no.
7

1

How many positions do you need to update?
Enter the pumber i1.e. 3
p

1

Enter the four digit code yzsua wish to change.
Ewvample,..1 1 2 24

?

1 3 48 42

What is the manpower in the EMF 7
If no casualties have been suffered,
enter *"?", Otherwise, enter ¢ minus the

number of Killed or severely wounded.
?

-

>

What is the manpower in RBTR-1 7

If no casualties have been suffered,
enter "9"., Qtherwise, enter ¢ minus the
number of kKilled or severely wounded.

?

0

What is the manpower in BTR=-2 7

If no casualties hawve been cuffered,
enter “92°. Otherwise, enter 9 minus the
number of Killed or severely wounded.

?

9

Is your T-462 operational?

Xk¥gKknter 1 for yes XXXxX O for no
?
(0]

I= your T-72 gperationalf?
¥XXkkXknter 1 for yes XX¥xxX O for no
i

0

What do you wish to do 7

Enter the appropriate number,

[ure

= STOF AND DISMOUMT
2 - STOF/ENGAGE WITH VEHICLIE WEAFONS
- STOF/ENGAGE WITH INFANTRY WEAFONS

2

(&}
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4 - MOVE / RETRENT

3 — MOUNT VEHICLES

6 - EMPLOY COMERINED ARMS
6

Choose the approprinte weapon to engnge the enemy.

1 - 120mm Mortar
2 - 8AU 122mm Self-propelled Gun

Enter cone of the above numbers i.e. 2
=

-

What is the approximate locntion of your target?
Enter a four digit code - Example 1 2 34 495
7

4 4 20 25
¢
Is your target enemy armor or troops in the open?

¥¥kXkXEnter 1 for armor K¥XX%kXx O for troops
=

0

RESULTS 0OF ARTILLERY FIRES ARE AS FOLLOWS;
Enemy Rilled.iooroorroens
Enem\/ woundedsees oo e s oo
No effect on the enemy...
Enemy AFC < destroyed....
Enemy Tanks destroyedsse.

S O D

AR KK ORI NOK OO KKK NOK KK KKK O OR KKK OISR OK KO OKOK ORI KX
Identify yourself XXX Marine enter 1 ¥%x¥ Enemy enter O
XK AOCKCK SOIOROR KRR ION KOO AOCORCACK R RO K ORI R X ok X

i

It hae been 2.,0et0lminutes since
the defense of battanlion ob.jective "A* beaqan.

Do you need to update your forces?
XkkxkkEnter 1 for yes X¥xxx O for no.
7

1

How mnany positione do you need to update?
Enter the number 1.e., 3
.
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i

TS

Lot

1
Enter the four digit code vyou wish to change.
sample.ss sl 1 2 24

What is the updated strength of demoteam one?
Enter the number of in-place rarines from this
team. Example - 2

e

S

What is the updated strength of demoteam two?
Enter the number of in-place Marines from this
team. Estample - 2

-

)

What 1€ the updated strength of demoteam three?
Enter the number of in-place Maripes from this
team. Example - 2

-

)

What do you wish to do 7

Enter the appropriate nuaber.

ENGAGE WITH ORGAMNIC WEAFOMS
REQUEST FIRE SUFFORT

)
3
i

3 - WAIT
4 - DISENGAGE / RETREAT
2

Choose the appropriate weapon to engage the enemy.
1 - 81lmm Mortar

2 - 105mm Gun
Enter one of the above numbers - Example...3.
?
1

What is the approximate location of your target?
Enter a four digit code - Example 1 2 34 45
?

1 3 48 42

Is your target enemy armor or troops in the open?
x¥kkxEnter 1 for armor ¥AXXX O for troops
-
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0

RESULTS OF MORTAR FIRES ARE AS FOLLOWS:
Enemy Killedesosoosvvoonen
Enemy woundedss v e v v o v v e
No effect on the enemy...
Enemy AFC s destroved.s...
Enemy TankKs destroyed....

[oNoNeoNeo N

X***$$*X*******m******#*********X*X**#*X****X*******X***
Identify yourself X%XX Marine enter 1 X¥KX Enemy enter O
20K KKK OKOK KR KKK AOK R KO CK KKK RACK KK SO SO KOOk

0

It has been 2.0e+0lminutes since
the defencse of battalion ob.jective ("A" began.

llo you need to updnte your forces?
X¥kxXEnter 1 for yes (X¥XX 0 for no.
?

0
What do you wish to do 7

Enter the appropriate number.

- STOF AND DISMOUNT

- STOF/ENGAGE WITH VEHICLE WEAFQONS
- STORF/ENGAGE WITH INFANTRY WEAFONS
MOVE / RETREAT

- MOUNT VEHICLES

- EMFLOY COMBINEL ARMS

Lo LT 0 M-
|

Choose the appropriate weapon from the
following menu.

1 - AKMS
2 - FK Light Machinegun
3 - RFG-7

1

Which squad do you wish to employ?

wxxkkEnter 1 for BMPXKXXK 2 for RTR1XxXXX 3 for RTR2
-

3
273

B Y W g




Is your squad dismounted (out of the vehicle) or mounted
(incide the vehicle) 7

¥kxXkiEnter 1 mountedXXikkx¥ O for dismounted

?

1

What i< the location of your weapon/demoteam?

Enter a four digit code as before.

Example 1 2 34 45

A9 S&E

i

What ie the approsimate locaetion of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 45

T
4 4 346 25

Range to the target/destination i1z 2.3et+02Zmeterc

Results of squad firing are below ;

No Effecteserssssvns o
UQIKing Woundedssseso oo oo
Liter CasualtiesSeisssveosos
Killoede s ooonnoonsssnovenss

-

[ ]

-

OO Or

Casualtiec occurred in vicinity
grid 4- 4-346-295

Results of squad firing are below

NO EFFeCttoooooooooo.oooooo
UQlKinq Wounded s s e s venennn
Liter CasualtiesSssesssessns
SAINEEIGES 0 b%0 0% 6'o oMok olokc 0o 0o 00

QOO

Casualtiews occurred in vicinity
grid 4- 4-35-25

Results of squad firing are below

No EFFeCt...............‘..
Walking Woundedissssssonss
Liter Casualtiesesses o s e
SV IGO0 0 00 0l0 0 0 ORI 060 0ol O J

O OO

Casunlties occurred in vicinity
grid 4- 4-34-2%5
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Results of squand firing are below

NO Effecteceecesesceccscnee B
UQlKing Woundedseeeeeeeeeee 1
Liter CasuidltieSeesesosvees O
Killedeoosooovsosossossoenes O

Casunlties occurred in vicinity

grid 4- 4-34-25

**x***x**x**m*********xm***m*m******m**x***x***xx***x*m*
Identify yourself XXX Marine enter 1 XXX Enemy enter O
3RO SR SR SR SRR K KK KK ACOR OK OKOK RO OACOROR KKK MORCSKOROR BOKSOR K K

1
It has been 2Z.1let0lminutes since

the defense of battalion objective ¢*A* began.,

[lo you need to update your forces?
XXkXXXEnter 1 for yes Xx%x¥x¥x O for no.

?
0
What do you wisir to dao 7

Enter the appropriate number,

1 - ENGAGE WITH ORGANIC WEAFONS
2 - REQUEST FIRE SUPFORT

3 -~ WAIY

4 - LISENGAGE / RETREAT

2

Choose the approprinte weapon to engage the enemy.
1 - 81mm Mortar

2 - 105mm Gun

Enter one of the above numbers - Example.. .3,

?

~

What is the approximate location of your target?

Enter o four digit code - Example 1 2 34 4S5
?

1.3 & 17

Is your target enemy armor or troops in the open?
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¥xkkxxtEnter 1 for armor XXXXX O for troops
7

0

RESULTS OF ARTILLERY FIRES ARE AS FOLLOWS:
Enemy Killedo'ooooooooooo
Enemy wounded.ess s oo ev s
No effect on the enemy...
Enemy AFC < destroyed....
Enemy Tanks destroyed....

SO OHO

! K KKCRKOKOK K HOK K KKK KRR K OKSOK K KK KSR KOIOK RO XK KOOR KRR KKKk k K
Identify yourself XX Marine enter 1 XXX Enemy enter 0
E AR KKK HCKORSOROR SOX K 3OK R XOKKR K CKOKOKOKCKOR JOR NGRSO R KR KOO R K ROk ok

i 0

It has been 2.1letO0lminutes since
the defense of battalion ob.jective "A" began.

Ilo you need to update your forces?
XXXXKkEnter 1 for yes XXx%¥¥X O for no.
P

1

How many positions do you need to update?
Enter the number i.e. 3 ‘
‘P

[
yon

Enter the four digit code vou wish to change.
“xamples.,.1 1 2 24

Vhat is the manpower in the BMP 7

If no casuwalties have been suffered,
enter *9*, Otherwise, enter 2 minus the
number of Killed or severely wounded.

?

2

What is the manpower in BTR-1 7

If no casuyalties have been suffered,
enter *?2*. Otherwise, enter 9 minus the
number of Killed or severely wounded.

»

0
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-~

h

What is the manpower in BTR-2 7

If no casuaitios have been suffered, .
enter "?2*, Otherwise, enter 92 minus the
number of Killed or severely wounded.

?

9

Is your T-62 operational?
XkkX¥Enter 1 for yes XX¥XXX O for no
7

0

Is your T-72 operationnl?

XXKKXEnter 1 for ves XXX¥X¥% O for no
?

0

Ilo you wish to continue the battle?
XkxXkiznter 1 for yes X¥X¥xx O for no
? &

1

This is n poor strategic decicion due to limited
MANPOWeT TEesSources....live to fight another day!

What do vyou wish to do 7

Enter the appropriate number,

- STO* AND DISMOUNT

- STOF/ENGAGE WITH VEHICLE WEAPONS
- STOF/ENGAGE WITH INFAMTRY WEAFONS
MOVE / RETREAT

- MOUNT VEHICLES

- EMFLOY COMBINED ARMS

[o S0 S A IR I NI
§

Choose the appropriate weapon to engage the eneomy.

1 - 120mm Mortar
2 - SAU 122mm Self-propelled Gun

Enter one of the above numbers i.e. 2
?
o)

-

What is the approximate location of your tarqget?

Enter a four digit code - Example 1 2 34 45
g
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Is your target enemy armor or troops in the open?

XX¥Xx%kEnter 1 for armor Xx¥¥¥% O for troops
7

0

RESULTS OF ARTILLERY FIRES ARE AS FOLLOWS;
Enemy Rilledesosooooonssse
Enemy woundeds e es oo 00000
No effect on the enemy+s.. 4
Enemy AFC s destroyedssss O
Enemy Tanks destroyed.ses O

Q

FOHOKCKRCK NOKCKCK KKK KOKKOK 0K KK KK SKOK K OKOIOK SKCOKKK NOR KGR XK Ok Ok SOk X ok ek
Identify yourself XXX Marine enter 1 XXX Enemy enter 0
3K ACHOROR KK KKK K OK OO SORKOKIK K IO R CKOK SOOI IO R R K KX K KX

1

It has been 2.2e+0lminutes since
the defense of battalion ob.gective "A" began.

[lo you need to update your forces?
XXxx*Enter 1 for yes Xk¥%¥ O for no.
?

1

How many positions do you need to update?
Enter the number i1.e., 3
v

1

Enter the four digit code you wish to chanqe.
Example...1 1 2 24

7

4 4 22 25

What is the updated strength of demoteam one?
Enter the number of in-place Marines from this
team. Example - 2

5

a~—

What is the updated strength of demoteam twoT
Enter the number of in-place Marines from this
team. Example - 2

o

4
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What is the updated strength of demoteam three?
Enter the number of in-place Marines from this
. team. Example - 2

1 3

Do you wish to continue the battle?

KNKKKENnter 1 for yes XXXX¥ O for no
?

i' '

4 What do you wish to do 7

Enter the appropriate number.,

1 - ENGAGE WITH ORGANIC WEAFONS
2 - REQGULST FIRE SUFFORT

B 3 - WAIT

i 4 - NISENGAGE / RETREAT ¢
1

Choose the appropriate weapons to.engage the enemy.

1 1 - M-16A1
* 2 - M-60 macninegun
- 3 - TOW

4 - Dragon

S - LaAaw

Enter the approprinte number,
?

| 1

Which demoteam do you wich to employ?
xxxxxkbEnter 1, 2, or 3

?

1

What is the location of your weapon/demoteam?
Enter a four digit code ns before.
Example 1 2 34 45
7
| 2110 10

What 1% the approximmte location of your
target/destination 7?7

Enter o four digit code as before.
Example 1 2 34 49

%
15 20 17
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i
Range to the target/destination is 2.4ei+02meters
I Results of demoteam 1firing are below
E Mo E‘F‘Fectoooooooooooooooooo0
' Walking Woundedeessssosvess O
Liter Casunltiesisesressses O
NiIIEdooooooooooooooooooooo 1
Casualties occurred in vicinity
I grid 1- 3-20-17
i Results of demoteam 1firing are below
D NO Effectesrecceesrerosresse 1
| UQlKing Wouundedeeseessssees Q
| Liter CasunaltieSeesssoseess O
E Killedo00000000000000000000 1
| Casunlties occurred in vicinity
i grid 1- 3-20-17
I
i 2K K 350 3K 80 oK 9 3K KK K KK 0K K S 3K R RO SKOK SOK KK SRR K ORI NOHOKSHOR SOIOKSOK KO K
[

Identify vourself XX¥ Marine enter 1 XXX Enemy enter O
KK K 3K K R SOK SKKK KK K SOR SKOK K KK KK OKOOR K KK KKK KOK SOKK OO KOK KK

0

It has been 2.2et0lminutes since
the defense of battalion ob.jective *A" began.

Il'o you need to update your forces?
¥XkkkkEnter 1 for yes XXxk¥kX O for no.
P

1

How many positions do you need to update?
Enter the number i.e. 3
i

)3 <
Enter the four digit code you wish to change,
E}(ﬂmplh‘oool 1y 25 24

»

1 3 20 22

What is the manpower in the kMP 7
If no casualties have been suffered,
enter *"9", Otherwise, enter 2 minus the
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number of Killed or severely wounded.

7

1

What is the manpower in EBTR-1 7

If no casualties have been suffered,
enter "9*. Otherwise, enter ? minucs the
number of Killed or severely wounded.

=

0

What ie the manpower in RTR-2 7 .

If no casualties have been suffered,
enter "9", Otherwise, enter ? minus the
number of Killed or severely wounded.

-

i Q?

Is your T-62 operational?
XRxXXkkEnter 1 for yes XXXX¥X O for no

?
b 0
i Iz your T--72 operational? ]
E XXXkkEnter 1 for yes ¥Xkkxx O for no
i ?

0

Ilo you wish to ceontinue the battle?
xxXkxkEnter 1 for yes X¥X¥¥kX O for no

7

1

This is a poor strategic decision due to limited

MANPOWET TESOUTCEeS....1live to fight another davy! 1
What do you wish to do 7

Enter the appropriate number.

- STOF aND DISMOUNT

= STOF/ENGAGE WITH VEHICLE WEAFONS

- STOF/ENGAGE WITH INFANTRY WEAFONS

MOVE / RETREAT

- MOUMT VEHICLES {
- EMFLOY COMBINED ARMS

=S & - PV S o
i

What is the location of your weapon/demoteam?
Enter a four digit code as before.
Example 1 2 34 4%
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What is the approximate location of your
target/destination 7

Enter n four digit code as before.
Example 1 2 34 4G

i
) S HESENS

Range to the target/destination is 1.0et+02meters

What is your mode of travel 7
Enter one of the following.
1 - on foot
2 - tracked vehicle
3 - whe=led vehicle
3

What type of terrain are you travelling over 7
Enter one of the following.

| 1 - clear/flat
2 - uphill/downhill
3 - across water

1

Enter the location of a spot vou are vacating.
Enter a four digit location as before

Example 1 1 23 34

239 15 15

How many grid borders do you cross?
example - if vou go from csquare 1-2 to
square 1-3, you cross One (1) boundary.
You would then enter 1

If you move within the same square, enter 1
-

1

Approximately where do you cross a grid

border. Enter the coordinates of the square

you are leaving and the square you are entering.
If you are moving within a square, enter your
starting and ending locations,

Example - 1 2 50 25

183 18025
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 {

SR

You have successfully completed your move.
How many personnel/vehicles do you have to emplace?
*°

1

Enter a four diqit grid to be occupied.
Exomple 1 2 23 43

?
ST

h

3K K K 3HOK 3K SR K S OK 0K K K K 33K 30K OIOK K 3HOK 3K ROIOR COICOOIK KKK 3OKCRIOR O KoK
Identify yourself XXX Marine enter 1 ¥X¥ Enemy enter O
KK KK S HOR K KR OK K K K S KK 50 OK SRR 0K KKK K SRR K KOKR SNOKCKSOR NG KOKROKR KoK

1
L

It has been 2.3e+0lminutes since
the defense of battalion ob.ective *A" began. ]

Ilo you need to updnte your forces?’

XXkXkX¥XEnter 1 for yes X¥¥¥X O for no. :
‘? &

0

o you wish to continue the battle?
Xk¥kkEnter 1 for yes X¥¥Xx¥ O for no

What do you wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGANIC WEAFONS

2 - REQUESY FIRE SUPFORT 1
3 - WAIT

4 - DISENGAGE / RETRENT

1

Choose the approprinte weapons to engage the enemy.

1 - HM-16A1

2 = M-60 machinegun
3 - TOW

4 - Dragon

S - LAAU
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Enter the appropriate number.

3

w

What is the location of your weapon/demoteam?
Enter a four digit code as before.
Example 1 2 34 45

?
4 4 42 25

i

What is the approximate location of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 a5

K4
3 5 15 15

Range to the target/destination is 1.3et+02metercs

location 3- $5-15-15

LAAW rocket hit Soviet toarget in vicinity |
Good shooting!!! |

Soviet target immobilized - not destroyed.

S SR O SKKOROK OO OK KK S0 K K K KR K R KGN K KON N K
Identify yourself XXX Marine enter 1 XXX Epemy enter Q
KKK K R SRR O KRR SR O KNGOS R SORSKOROR O KOKOOKCK Ok R ok

0
It has been 2,3e+0lminutes since

the defense of battalion objective "A* began.

Ilo you need to update your forces?
XXxk¥xxEnter 1 for yes XXX¥x O for no.
?

2

Ilo you wish to continue the battle?
XkxxkkEnter 1 for yes Xx¥x¥k O for no

1
This 1¢ a poor strategic decision due to limtited

mANpoOWer resources....live to fight another day!
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Whnt do you wish to do 7

Enter the appropriate number.

1 - STAF AND DISMOUNT

2 - STOF/ZENGAGE WITH VEHICLE WEAFONS
3 - STOF/ENGAGE WITH INFANTRY WEAFONS
4 - MOVE / RETRENT

S — MOUNMT VEHICLES

6 — EMFLOY COMERINEL ARMS

it

How many personnel do you have to emplace?
I~

9

3

Enter a four digit grid to be occuﬁied.
E:xtample 1 2 23 45
7

35 6 17

Enter o four digit grid to be occupied.
Exaomple 1 2 23 45
7?

35 8 17

Enter a four digit qrid to be occupied.
Erxample 1 2 23 45

v

395 10 17

Enter a four digit grid to be occupied.
Example 1 2 23 4%
?

3SRl 1

Enter a four digit grid to be occupied.
Example 1 2 23 495
?

3 5 14 17

Enter a four digit grid to be occupied.
Esxcample 1 2 23 45

?

BIASEAG! 7

Enter a four digit grid to be occupied.
Example 1 2 23 45
‘P




m———-—lzms__

3518 17

Enter a four digit grid to be occupied.
Example 1 2 23 4%

o)

S & a0 17

Enter a four digit grid to be occupied.
Example 1 2 23 45

7

35 2217

3K KK K CSIOR OK SRR SR OK SKORK RO SRR AOK SKOCKCKSOR O CROKSOICK R CKORHOKOOK R
Identify yourself X¥¥ Marine enter 1 %XX Enemy enter O
OR KK SR 0K SRR ORI KK KR OIOK SRR SR ORI OKOKR KK SHOKOK HOK 3OKOCK ORI K

1
It has been 2+.4e+0lminutec since

the defense of battanlion ab.jective *A" began.

I'o you need to update your forces?
¥¥XXkXEnter 1 for yes ¥X¥¥x 0 for no.

y

0

Il'o you wish to continue the battle?
XkKkkEnter 1 for yes X¥x%XX 0 for no

What do you wish to do 7

Enter the apprepriate number.

1 - ENGAGE WITH ORGANIC WEAFONS
2 - REQUEST FIRE SUFFORT

3 - WAIT

4 - DISENGAGE / RETREAMT

1

Chooce the appropriate weapons to engage the enemy.

1 - M-156A1

2 - M-60 machinequn
3 - TOW

4 - Iiragon

S - LAnW
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Enter the approprinte number.

?
1
’ Which demoteam do you wish to employ?
Xkk%XEnter 1, 2, or 3
?
3
i What is the location of your weapon/demoteam?
Enter a four digit code as befare. 1

Example 1 2 34 45

i
4 4 35 25

What is the appro:imate location of your 1
target/destination 7 '
4 Enter a four digit code as before.
| Example 1 2 34 A5 A
v . 1
1 39 12 17

3 Range to the target/destination is.l.,3e+02meters

k Resulte of demoteam 3firinag are below

Mo Effectisiesrso s oo
leKing we'indedOOOOQOOOOOOQ
Liter Casualties.ieesssveeen
Killedeesooovoovonnsnonnnne

O OO

Casualties occurred in vicinity
grid 3~ 5-12-17

Resulte of demoteam 3firing are below

No EFFECtoooooooooo
Walking Wounded....
Liter Casunlties...
Rilled.eorsoovoosos

-
-
-

L2 I I I

-
-
-

1
000001
‘00000

0

L N I 1

-
-
-

Casunlties occurred in vicinity
eFrRE = Balad=ilg

Results of demoteam 3firing are below

No Effectiieoies st ovsenronnns
U'Jll‘.ing Woundedsveeeooseros
Liter Casualtiesisesee s s o
Killede e oo o roooovoonvensnon

OO N
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Casunlties occurred in vicinity
grid 3- 5-12-17

KK KK HOKERNCKK OO SKRKOKOKKOKOK KK KKK KCOOK R OR R ORROR KORK K KX
Identify yourself XX Marine enter 1 XXX Enemy enter O
KKK KK K CRORCKOR SOK ORI AR KRR OK MOICKOR OO AR HOR O HCRROR KoK KoKk

0

It has been 2Z.4et0lminutes since
the defense of battalion ob.jective "A" begnn.

Il'o you need to update your forces?
XXkXXEnter 1 for yes XXX¥XXX O for no.
7

0

lo you wish to . continue the battle?
XkxkkkEnter 1 for ves x¥%%x 0 for no

1
This is n poor strateqgic decision due to limited
MANPOWeT TesSources....live to fight another day!

What do yon wish to do 7

Enter the app}opriute number, .

- STOF AND DISMOUNT

- STOF/ENGAGE WITH VEHICLE WEAFONS
STOF/ENGAGE WITH INFAMTRY WEAFONS
- MOVE / BRETREAT

- MOUNT VEHICLES

EMPLOY COMEBINED ARMS

> ik =
1

¢ O
[

Choose the appropriante weapon from the
following menu.

1 - AKMS
2 - PK Light Machinegun
3 - RFG-7

1

Which squad do you wish to employ?
Kkkk¥Epter 1 for BMPYXX¥YX 2 for BTR1X%X¥% 3 for HTR2
7
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f

e e | —

3

Is your squad dismounted (out of the vehicle) or mounted
(inside the vehicle) 7

XXkXXEnter 1 mountedXkXxXx¥ 0 for dismounted

?

0

What is the location of your weapon/demoteam?
Enter 9 four digit code as before.
Estample 1 2 34 45

)

What ie the approximate location of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 45

.

<
>
!
o
8]
[}

Range to the target/destination is 1.3et+02meters

Results of sguad firing are below

NOo Effectecersvsosnssnsonees
U-JlKing Woundedssecooove v
Liter Casualties.ises oo oves
Killedeosoooorsooovovoesone

OO O

Casunlties occurred in vicinity
grid 4- 4-34-25

Results of squad firing are below

NoO Effectsiseversvvesssrsnss O
wnlking Woundedsssssssveees O
Liter CasualtieSeeseeosssese 1
Nilled"’0000000000000000.0 1

Casuulties occurred in vicinity
grid 4- 4-36-29

Results of éqund firing are below

Mo Effectesesossorsososnnene
WQ1King Woundedeeesooovoene
Liter Cozualties.isevees v
Killeds oo eooooosnssoosssnos

- O

Casunlties occurred in vicinity
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grid 4- 4-34-25
Results of squad fi

No Effecteessevs e
WQlKing Wounded.s s
Liter Casualties...
RNilledeeossev oo nnne

Casualties occurred
grid 4- 4-34-25

Results of squad fi

No Effectesesreronn
Walking Wounded. ...
Liter Casualties...
Killedoeseoeososooonoe

Casunlties occurred
grid 4- 4-35-25

Results of squad f1

No Effectecesseons
Walking Wounded....
Liter Casualties...
Killedesssssoaosons

Casualties occurred
grid 4- 4-36-25

Results of squad fi

No Effectesseeeeces
Walking Wounded....
Liter Casualties...
Killedeesoooonovonn

Casualties occurred
grid 4- 4-35-25

Results of squad fi
No Effecteserecesn
Walking Wounded....

Liter Casualties...
Killedsssooovooonne

Casualties occurred
grid 4- 4-36-25

Resultc of squad fi

ring are below

-
-
-
-
-
.
-
-
13 = O+

in vicinity

ring are below

.
1= OMN

in vicinity

ring are below

Gi= O

in vicinity

ring are below

> = OR

in vicinity

ring are below

.

-

-

-

-

-

.

-
o= Ol

in vicinity

ring are below
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No Effectsiecersveeronee
w‘]lking Woundedssse oo
Liter CasualtieSeeeeee
Killedeseesoeooooovoneonnss &

* @
. -
P
. .
* ®
= O b

-
-
-
-
-

Casunlties occurred in vicinity
grid 4- 4-34-28

0RO HOROKOK KOS O 0K SR KR KK CROK OKOK RKOROK OR SOX RO OOR HOR O KOK NG OROK K OK K K
Identify yourself XXX Marine enter 1 X¥XX Enemy enter O
KKK OKCKKOK OK OK H0K K OK SKOROROICHCKO0KOIOR KK KKK O KK K ORI KKK K

1

It has been 2.5e+01lminutes since
the defense of battalion ob.jective "A" began.

[
[lo you need to update your forces?
¥xkxkEnter 1 for yes XX¥k% O for no.
?
1

How many positions do youd need to undate?

Enter the number i.e. 3

?

3 5

Enter the four diqit code you wish to change,
Example...1 1 2 24

?

4 4 36 25

Enter the four digit code you wish to change.
Example.. 1 1 2 24

=

4 4 38 25
Enter the four digit code you wish to change.
Example.. 1 1 2 24

What is the updated strength of demoteam one?
Enter the number of in-place Mar:ines from this
team. Example - 2

b}

s

What is the updated strength of demoteam two?
Enter the number of in-place Marines from this
team. Example - 2

k1)

a—
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What is the updated strength of demoteam three?
Enter the number of in-place Marines from this
team. Example - 2

¢

[lo you wish to continue the battleT?
XXXXXEnter 1 for vyes XXXXX O for no
?

1

This is a poor strategic decision due to limited
manpower resources..s.s.live to fight another day!

What do you wish to do 7

Enter the appropriate number,

1 - EMGAGE WITH ORGANIC WEAFONS
2 - REQUEST FIRE SUFFORT

3 - WAIT

4 - DISEMNGAGE / RETREAT

2

Choose the appropriate weapon to engage the enemy.
1 - 81mm Mortar

2 - 105mm Gun

Enter one of the above numbers - Example...3,

-

2

What 1is the approximate location of your target?

Enter a four digit code - Example 1 2 34 45
7

Is your target enemy armor or troops in the open?
¥X¥¥k¥kEnter 1 for armor ¥XxXxk* O for troops

T

0

Artillery has no effect on AFC becnuse
anti—-personnel ammunition was requested.

RESULTS OF ARTILLERY FIRES ARE AS FOLLOWS;
Enemy S IRLE] Gac 0eBion0l CROROIOROION G S
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Eneﬂly vounded.s s v e v o0 0000 e
No effect on the enemy...
Enemy AFC s destroved....
Enemy Tanks destroyed....

oW

AKX KNIOK I K SR K SRR KKK OKCROK SRR KK KK SRR CR R OR OR XOKXK KK
Identify yourself XXX Marine enter 1 XXX Enemy enter O
23K K KK KK KORA IONOK 0K KR KOR IR KOK ORISR XK SOK R K SORROK O KOKR K K X

0

It has been 2.3et0lminutes since
the defense of battalion ob.jective "A" began.

l'o you need to update your forcesT
¥kXXkEnter 1 for yes X¥X¥X O for no.
? L
1

How mnany positions do you need to updnte?
Enter the number 1.e. 3
7

2

Enter the four digit code you wish to change.
E)'(QlTIDlEoool 1 2 24

7

BEESE 2R 187

Enter the four digit code you wish to change.
Esxtample.,..1 1 2 24

35 14 17

What 1s the manpower in the EMF 7

If no casualties have been suffered,
enter "9*, QOtherwise, enter 2 minus the
number of Killed or severely wounded.

7

1

What 1s the manpower in ETR-1 7

If no casunlties have been suffered,
enter "9°, Otherwise, enter 9 minus the
number of Killed or severely wounded.

4

0

What 1s the manpower in ETR-2 7

If no casualties have been suffered,

enter "92°. Otherwise, enter 9 minus the
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number of Killed or severely wounded.
o

7

Is your T-62 operational?
kkkkEnter 1 for yes XX¥kX O for no
?

0

Is your T7-72 operationalT

XXk¥XEnter 1 for ves X¥kix O for no
7
0

[lo you wish to continue the battle?
X¥kkXkEnter 1 for yes XXX O for no
?
1

This is a poor strategic decision due to limited
mAnNpower resources....live to fight another day!

Whnt do you wish to do 7

Enter the appropriate number.

- STOF AND DISMOUNT

~ STOFP/ENGAGE WITH VEHICLE WEAFONS
- STOF/ZENGAGE WITH INFANTRY WEAFONS
MOVE / RETREAT

- MOUNT VEHICLES

- EMPLOY COMEBINED ARMS

[S3 s S &: IR PR 8 ]
1

Choose the appropriate weapon from the
following menu.

1 - AKMS

2 - PR Light Machinegun
3 -~ RFG-7
1

Which squad do you wish to employ?

k¥kxxkkEnter 1 for BMPKIOKX 2 for BTR1XX%X 3 for HTR2
7

-

2

Is your sqund dismounted {(out of the vehicle) or mounted
(inside the wvehicle) ?
YAXk¥XKEnter 1 mounted¥XXx¥x¥x 0 for dismounted
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7

0

What is the location of your weapon/demoteam?
Enter a four digit code as before.
Example 1 2 34 A5

?

S SV

What is the approximate location of your
target/destination 7

Enter a four digit code as before.
Example 1 2 34 4%

?
4 4 20 2%

Range to the target/destination is 1.4et+02meters

Results of squad firing arce below

NO Effectecrsrsceverrrsoornne
NQlKing Woundedsseseoe v s v e
Liter Casualties.sessssens,
Killedesreooerooovrovnoosen

O =OO

Casunlties occurred in vicinity
grid 4- 4-20-295

fResults of squad firing are below
NO Effectiseerrersrsserreee O
Walking Wounded.ssorevvoses 1

Liter Cosunlties.sseervveves 1
Killedessoosorovorornnnoess O

Cosualties occurred in vicinity
grid 4- 4-20-2%5

Results of sguad firing are below
NO Effecteisrsovoerorennnone
Walking Woundedsseserv oo

1
1
Liter Casualtieserervenerss 1
Rilledessoesooresssovnrsonse O

Casunlties occurred in vicinity
grid 4- 4-20-25

Results of squad firing are below
No EFPECtOooooooooooooooooo 1
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anking Woundedsesesosoooves 1
Liter CasunltiesSsessveesoes 2
Killedeeoesssoorssesovsosssse O

Casualties occurred in vicinity
grid 4- 4-20-2%5

Results of squad firing are below

NO Effectevesvreeecnsonnons
WalkKing Woundedsssssevosssn
Liter CasualtieSeesssoeio o
Killed‘"“““‘0"“““‘0

Oryr— R

Casunlties occurred in wvicinity
grid 4- 4-20-235

Results of squad firing are below

No E€€9Ctooooooooooooooooo. 3
N«JlKing Voundedsseev s v eees 1
Liter CnsualtiesSiveseesssss 2
Killedssssesoosoonessonsees O

Casunlties occurred in vicinity
grid 4- 4-20-29

Results of squad €iring are below

NoO Effectecirvosserocsnovens
WalkKing Woundedeseeoer oo
Liter Casualtiec.issescoveon
Killedssesoeosooeeooeosoonen

Lo 2 06 I ol 4

Cazunlties occurred in vicinity
grid 4- 4-20-295

30K KK 330OKCRAKCKOR KK ORI KKK K KOK XOX ORI O KRR OO R K
Identify yourself %¥X Marine enter 1 X%XX Enemy enter O
AR CKOKOKOKCK YR NOKOR KRR IOKECKIOR O IOOR KRR OR SO RO R R O ROk ok X

1

It has been 2.6e+01lminutes since
the defense of battalion ob.jective *A" began.

[lo you need to update your forces?
X¥Xxx¥tEnter 1 for yes XXx¥k¥x O for no.
7

1
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How many positions do you need to update?

Enter the number i.e. 3
hrd

e

Enter the four digit code you wish to change.
Example...1 1 2 24

?

4 4 24 25

Enter the four digit code You wish to change.
Example..,.1 1 2 24

?

4 4 26 25

What is the updated strength of demoteam one?
Enter the number of in-place Marines from this
team. Example - 2

~
.

‘
What is the updated strength of demoteam twoT
Enter the number of in-place Marines from this
team. Example - 2

0

What is the updated strength of demoteam three?
Enter the number of in-place Marines from this
team. Eyiample - 2

0

[lo you wich to continue the battle?
ikxkEnter 1 for yes XkkXX O for no
?
1
This is a poor strategic decision due to limited
MANPOWET TEeSOUTCES. .. .live to fight another day!

What do you wish to do 7

Enter the appropriate number.

1 - ENGAGE WITH ORGANIC WEAFONS
2 = REQUEST FIRKE SUFFORT

3 = WAlT

4 - DISENGAGE / RETREAT

-
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Choose the appropriate weapon to engange the enemy.
1 - 8imm Mortar

-2 = 105mm Gun

Enter one of the above numbers ~ Example...3.
?

-

-

What is the approximate location of your target?

Enter a four digit code - Example 1 2 34 45
?

33 12 17

Is your target enemy armor or troops in the open?

¥XXXXEnter 1 for armor XXXxX O for treoops
?

0

Artillery haes no effect on AFC because
anti-personnel ammunition was requested.

RESULTS OF ARTILLERY FIRES ARE AS FOLLOWS:
Enemy Nill&‘dooooooooooooo
Enemy WOUNAdEed ¢ o o 06 06000000
No effect on the enemY...
Enemy AFC s destrovedsss.
Enemy TanKs destroyvyeds...

CoOoUMoOr

A KKK OK KKK KR KKK HOK 3OK 30K K KORKOKKKKOICK3OK O K KR KOO ROKK k X
Identify yourcelf X¥XX Marine enter 1 X% Enemy enter 0
KKK KKK SO KKK K HOKOKOCHOK OK KKK K O XK K ORI IO KR KKK KX

0

It has been 2.%et+0ilminutes since
the defense of battalion ob.ective *A" began.

I'o you need to update your forces?
¥XkXkkEnter 1 for yes XXXxX O for no.
?

1

How many positions do you nced to update?

Enter the number i.e. 3
?

)

Enter the four digit code vyou wish to change.
Erample..sl 1 2 24
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39 10 17

Enter the four digit code you wish to change.
Example...1 1 2 24

-

AP e a7

Whnt is the manpower in the EMF 7

If no casualties have been suffered,
enter "9*., OQOtherwise, enter 2 minus the
number of Killed or severely wounded.

?

1

What is the manpower in RTR-1 7

If no casualties have been suffered,
enter 9", Otherwise, enter ? minus the
number of Killed or severely wounded
7

0 3

-

What 1< the manpower in RTR-2 7

If no casualties have been suffered,
enter "9*., Otherwise, enter 9 minus the
number of Killed or severely wounded.

?

S

Is your T-62 operational?

X¥XxkktEnter 1 for ves X¥xx¥ O for no
?
0

Is your T-72 operational?

KEKXKk¥Enter 1 for yes XKkkX¥% O for no
7

0

llo you wish to continue the battle?
X¥X¥kEnter 1 for yes Xxxx¥x 0 for no
?

0
This is a wise strategic decicion due to limited

manpowver resourcess.s..live to fight another day!

Marines have successfully defended !
Soviets withdrew after 2.6et0ilminutec
of beginning the engagement.

FINAL MARINE GSTATISTICS ARE AS FOLLOWS:
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[lemoteam one sSUPrVIVOrS.es,. 2
lemoteam two survivors.... O
llemoteam three survivors.. 0

SOVIET FINAL STATISTICS ARE AS FOLLOWS

BMP survivors ceeeee
ETR1 survivors ...
BTR2 survivors ...
T-62¢ operational .
T-72¢ operational .

A
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GENERAL

The following rules are provided to ease the play of

the game and insure a realistic experience for those

involved in playing the game. The rules are divided into

three sets, one for the game administrator, one for the

Marine player, and one for the Soviet player.

RULES FOR THE GAME ADMINISTRATOR

Understanding of the grid reference system incorporated

in the game is essential to productive and enjoyable play.

The grid reference system used in this simulation war game

varies from the standard military grid reference system

To

aid in understanding a description of the game's grid refer-

ence system, read the following paragraphs and locate the

points discussed on the game map provided.

The game map is divided into twenty-four squares

(grids), four vertically (north-south), and six horizontally

(east-west). Each of the grids is identified by a two-

number code corresponding to its location. As an example,

the northwest corner of the map contains grid 1-1. Simi-

larly, the soutwest corner contains grid 4-1, the northeast

corner, grid 1-6, and the southeast corner, grid 4-6. From

north to south, the river lies in grids 1-2, 2-2, 3-2, 4-2.

The Tone highground in the southern portion of the map lies

in grids 4-3, 4-4, and 4-5. Each of the twenty-four major

grids represents a 100 meter by 100meter section of terrain.
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Each of the major grids is further divided into fifty
elements across and fifty elements down. Each of the sub-
elements of a major grid represents a two meter by two meter
section of terrain. To locate an object, a four-number
sequence must be provided. The first two numbers identify
the major grid, and the last two identify the exact location
within that major grid square. As an example, coordinates
for the bridge would be, 3-2-45-48. The center of grid 3-3
would be designated 3-3-25-25. The third number in the four
number sequence identifies how far the point is with respect
to the left edge of the major grid. Remember, each grid is
divided into fifty elements across and down, so the element
nearest the left edge is one, while the element along the
right edge is fifty. Similarly, the fourth number identi-
fies the distance (number of elements) from the top of the
major grid to the point of interest. A point centered at
the top of grid 4-1 would be represented by the coordinates
4-1-25-1. A point centered along the bottom edge of grid

3-2 would be represented by the coordinates 3-2-25-50.

Instruction should be provided to all participants
regarding the grid reference system prior to play. As the
administrator you must be intimately familiar with this sys-

tem and insure each player understands its use prior to

play.

In addition to preparing the players for use of the
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grid system, the administrator's duties include the follow-
ing:

1. Begin execution of the simulation wargame.

2. Enter "0" for game play, when prompted by the game.

3. Enter a random number from the following list
6793 6904 9564 7026 7513
2158 7327 5384 1301 7211
5995 8902 3333 4353 4491
1791 6684 6021 2116 3085
8484 7810 71772 1169 5720
Insure a different random number is entered each

time the game is played until all numbers are used.

4. Collect reports as required by each player's rules
for play.

5. Assist players only with the mechanics of play, not
strategy or tactics.

6. Critique players (if desired) only upon completion
of the game.

RULES FOR THE MARINE PLAYER

Rules for the Marine player are broken down into three
categories, Rules for Weapons and Personnel Placement, Rules
for Movement, and Rules for Engagement. These rules are
based on Marine Corps doctrine and the needs of the com-
puter. Any deviation from these rules lessens the realism

and enjoyment of the game.
RULES FOR WEAPQONS AND PERSONNEL PLACEMENT

1. Only one person or weapon.may be placed in a single
four-digit coordinate.

2. Locations must be given for each person in each demo
team and each major weapons system (TOW and Dragon).

3. Locations (coordinates) must be given as a four num-
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ber sequence separated by spaces.
Example...2 2 25 37

4. When responding to the game's prompts (questions),
respond with the appropriate number provided. Any
deviation from the numbers provided will result in
termination of the game. BE CAREFUL TO TYPE ZERO
(0) AND NOT "o" WHEN RESPONDING TO GAME PROMPTS!

5. Remember, you have only thirteen men available to
emplace obstacles. Your attached weapons crews are
not available for this task.

6. If the Soviets catch your men emplacing obstacles,
you have the initial move, however you must choose
your 'MOVE ' option and place your men in the loca-
tion of the obstacle being completed. When first
asked the location vacated, enter the coordinates
(one for each man emplacing the obstacle) of the
obstacle. When asked again to enter a location
being vacated, enter their respective demo team lo-
cations.

7. If the Soviet forces catch your men emplacing obsta-
cles, the obstacles not yet complated have no effect
on the enemy.

8. A1l obstacles completed will be annotated on the op-
ponents map with the exception of the minefield.
These obstacles (demolished bridge, road crater, and
anti-tank ditch) are all visible obstacles.

9. When the Soviet player passes you the results of his
weapons employment, you must adjust locations for
personnel in either the liter casualty or killed
status. This reduces the fighting power of the demo
team in the vicinity of the casualties and appropri-
adjustments must be made. If the number of killed
and liter casualty personnel exceed the number re-
maining in that demo team, only reduce your forces
by the number of personnel remaining. Example...

If the Soviet passes 3 KIAs and 4 liter casualties,
and you only have 2 personnel in the demo team, only
update two positions corresponding to the two remain-
ing members. The extra shots merely represent over-
kill. Those shots listed as no effect or wounded

DO NOT affect your fighting capability and there is
no need to update personnel locations.
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RULES FOR MOVEMENT

Movement on the battlefield is 1imited by the simulated -
time duration of each turn. The time simulated in each turn ]
equals thirty seconds. Movement is further limited by ter- —
rain and mode of travel. The following table l1ists the max-

imum travel distance per turn, in meters.

TERRAIN TYPE MODE OF TRAVEL
ON FOOT TRACKED VEHICLE WHEELED VEHICLE
Flat/Clear 50 150 100
Inctined 25 100 40
Water N/A 25 25

1. Travel over water must be completed in a vehicle.

2. Only one demo team or attached weapon may move per
turn.

3. You may not move and shoot in the same turn.

4. You may not move through buildings, however you may
move to a building in one turn, and through it on
the following turn,

RULES FOR ENGAGEMENT

Prior to playing the game, you should have received
training in the specific effectiveness characteristics of
the weapons at your disposal. Remember the maximum effec-
tive range of the weapons you employ, and do not attempt to
engage armor targets with small arms. Be aware of the limi-

tations in available rounds for each of your attached

weapons.

1. When you fire at the enemy, you must report your
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approximate position to him if;

He has dismounted troops
You engage him with TOW, Dragon, or LAAW

§ 2. You must write out a SALUTE report upon sighting of
i the enemy. The report will be in the following
format:

Size of the enemy unit
Activity of the unit sighted
Location (coordinates)

Unit description

Time of sighting

Enemy equipment observed

3. Upon completion of the enemy engagement, complete
the following casualty report for each of your demo
team casualties.

enemy

a.

o

O Xt wde T ~H D A O
.

ao oo
. .

0
.

Initial and SSN of injured Marine

. Time of injury (approximate)

Location (coordinates)

. Type of wound (gunshot, schrapnel, concus-

sion)

. Location of wound

Seriousness of wound (serious, non-serious,
dead)

. Evacuation status (yes or no)
. Activity currently engaged in (patrol, of-

fensive tactics, defensive tactics, other)

4, You must write out a SPOT report upon complietion of

engagement. This report will be in the fol-

Towing format:

Your unit

. Time of sighting

Location of (1) your unit (2) enemy unit

. Means of sighting
. Action taken
. Number of friendly killed

Number of friendly wounded
Number of friendly missing
Number of enemy killed

Number of enemy wounded

Number of POWs taken

Weapons captured or lost
Equipment captured or destroyed

RULES FOR SOVIET PLAYER

The rules for the Soviet player are divided into three

separate categories, Rules for Personnel Placement, Rules
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for Movement and Rules for Engagement. Strict compliance
with these rules is necessary to provide a realistic and
enjoyable experience for both players. These rules are
based on Soviet tactics and doctrine and the needs of the
game. When responding to the system prompts (questions),

enter the appropriate numbered response. ALWAYS TYPE IN
NUMBERS, LETTERS WILL TERMINATE THE GAME!

RULES FOR PERSONNEL PLACEMENT

When the Marine player passes you the results of his
weapons employment, you must adjust locations for personnel
in either the liter casualty or killed status. This reduces
the fighting power of the squad in the vicinity of the
casualties and appropriate adjustments must be made. If the
number of killed and liter casualty personnel exceed the
number remaining in that squad, only reduce your forces by
the number of personnel remaining. Example... If the
Marine passes 3 KIAs and 4 liter casualties, and you only
have 2 personnel in the squad, only update two positions
corresponding to the two remaining members. The extra shots
merely represent overkill. Those personnel merely wounded

still maintain the ability to fight.
RULES FOR MOVEMENT

Movement on the battlefield is l1imited by the simulated

time duration of each turn. The time simulated in each turn
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equals thirty seconds. Movement is further 1imited by ter-
rain and mode of travel. The following table lists the max-

imum travel distance per turn, in meters.

TERRAIN TYPE MODE OF TRAVEL
ON FOOT TRACKED VEHICLE WHEELED VEHICLE
Flat/Clear 50 150 100
Inclined 25 100 40
Water N/A 25 25

1. Travel over water must be completed in a vehicle.

2. Only one infantry squad or vehicle/tank may move per
turn.

3. You may not move and shoot in the same turn.

4. You may not move through buildings, however you may
move to a building in one turn, and through it on
the following turn.

5. Immobilized vehicles may fire their weapons, how-
ever they may not move.

6. If you attempt to cross an anti-tank ditch or road
crater, you must wait three turns on your side be-
fore proceeding. This simulates the delaying ac-
tion of the obstacle.

7. When dismounting a vehicle, all of your squad must
dismount. Those personnel dismounting will be
placed on line in front of their vehicle, two or
three squares apart, evenly divided on either side
of the vehicle. As an example, if your vehicle is
located at 1-3-15-15, you would deploy your forces
in the following locations:

1-3-6-17
1-3-8-17
1-3-10-17
1-3-12-17
1-3-14-17
1-3-16-17
1-3-18-17
1-3-20-17
1-3-22-17
The crewmen inside the vehicle, remain inside the
vehicle.
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8. At the start of the game, you have only your T-62
and T-72 on the battlefield. They are located at
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coordinates 1-3-1-1 (T-62) and 1-4-1-1 (T-72).

9. After one minute of simulated time, your APCs ar-
rive at locations 1-3-15-15 (BMP), 1-4-15-15 (BTR),
and 1-5-15-15 (BTR). At this point, movement and
employment of weapons are your decisions.

RULES OF ENGAGEMENT

Prior to playing the game, you should have received
training in the specific effectiveness characteristics of
the weapons at your disposal. Remember the maximum effec-
tive range of the weapons you employ, and do not attempt to
engage armor targets with small arms. Be aware of the limi-
tations in available rounds for each of your attached
weapons.

1. The main guns on each of the vehicles {(tanks and
APCs) will engage only anti-tank weapons and other
vehicle targets. Failure to comply with these rules
will result in forfeiture of your turn.

2. Indirect fire weapons will be ineffective until
initially fired at enemy targets. This simulates
adjustment of the indirect fire weapons.

3. You may not fire at the Marine players weapons until
he has fired. This simulates his cover and conceal-

ment.

4. No reports are required of the Soviet player.
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APPENDIX D
TERRAIN CREATION PROGRAM LISTING
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program thesis (filel,output);
type text = file of ¢har;
var a,e,n,x,y : integer;

map : array[l..4,1..6,1..50,1..50] of integer;

filel: text;
begin
rewrite(filel);

(* SQUARE 1-1%*)

for x:=1 to 3 do
for y:=1 to 50 do
map[l,1l,x,yl:=1;
for x:=4 to 4 do
for y:=1 to 54 do
mapll,l,x,y]:=1;
for x:= 4 to 4 do
for y:=36 to 50 do
map[l,1,x,yJ:=1;
for x:=5 to 5 do
for y:=1 to 24 do
map[l,l,X,YJ!=1;
for x:=5 to 5 do
for y:= 42 to 50 do
mapl[1,1,x,y]l:=1;
for x:=6 to 6 do
for y:=1 to 20 do
mapll,1l,x,y]:=1;
for x:= 6 to 6 do
for y:= 46 to 50 do
mapl1,l,x,yl:=1;
for x:=7 to 7 do
for y:=1 to 16 do
map[l,1,x,y]l:=1;
for x:=7 to 7 do
for y:= 48 to 50 do
mapl1,1,x,y]):=1;
for x:=8 to 8 do
for y:=1 to 13 do
map L 31 5,y I 2l
for x:= 8 to 8 do
for y:= 48 to 50 do
mapf{1l,l,x,yl:=1;
for x:=9 to 10 do
for y:=1 to 10 do
mapll,1,x,yl:=1;
for x:=11 to 11 do
for y:=1 to 9 do
PAPLT .1 sxsy ] 4215
for x:=212 to 12 do
for y:=1 to 7 do
WALl 5 % ey ] V=0
for x:=13 to 13 do
for y:=1 to 5 do
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map[1,1,x,y):=1;
for x:=14 to 14 do
for y:=1 to 4 do
map[l,1,x,y}:=1;
for x:=15 to 15 do
for y:=1 to 3 do
map[l,1,x,y}:=1;
for x:=16 to 16 do
for y:=1 to 2 do
map[1l,1,x,y):=1;
for x:=17 to 17 do
for y:=1 to 1 do
map[1,1,x,yJ:=1;
for x:= 1 to 50 do
for y:=1 to 50 do
if map[l1,1,x,yJ<>1 then
begin
map[l,l,x,¥]1=0; i
end;
writeln('This is square 1-1 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[1,1,x,y]:2);
writeln;
end;
(* SQUARE 1-2*)
for x:=

begin
if (map[1,2,x,y]<>1) then

begin
map[1,2,x,y):=3;
end

end;

for x:=

for y:
e
i

Hr—e

to 50 do
1 to 50 do
begin
f (map[l1,2,x,y]}=1) then
begin
map(1,2,x,y]:=0;
end
end;
writeln('This is square 1-2 ');
writeln;

el
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for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[l,2,x,y]:2);
writeln;

end
(* SQUARE 1-3*)
for x:= 1 to 50 do
for y:= 1 to 50 do
map[1,3,x,y]:=0;
writeln('This is square 1-3 '};
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[l,3,x,y]:2);
writeln;
end
(* SQUARE 1-4%*)
for x:= 1 to 50 do
for y:= 1 to 50 do
map[l,4,x,y]:=0;
writeln('This is square 1-4 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[1,4,x,y]:2);
writeln;
end
(* SQUARE 1-5%)
for y:= 1 to 5 do
map[1,5,31,.Y]2=1;
for y:= 1 to 9 do
map[l1,5,32,y]):=1;
for y:= 1 to 12 do
map[l,s ,33,)/]2=1;
4 for y:= 1 to 15 do
map[1,5,34,y]:=1;
for y:= 1 to 18 do
map[1,5,35,y]):=1;
for y:= 1 to 20 do
"mapl1,5,36,y]):=1;
for y:= 1 to 22 do
mapll ;5,37 ,y1:=1;
for y:= 1 to 24 do
mapll,5,38,y]:1;
for y:= 1 to 27 do
wapll,;5,39;,y):%1;
for y:= 1 to 29 do
map[1,5,40,y):=1;
for y:= 1 to 31 do
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map[1,5,41,y]:=1;
for y:= 1 to 33 do
map[1’5’42’y]:=1;
for y:= 1 to 36 do
map[1,5,43,y]:=1;
for x:= 44 to 45 do
for y:= 1 to 38 do
map[1,5,x,yJ:=1;
for y:= 1 to 40 do
map[1,5,46,y]:=1;
for y:= 1 to 42 do
map[1,5,47,y]:=1;
for y:= 1 to 43 do
map[1,5,48,y]:=1;
for y:= 1 to 44 do
map[1,5,49,y]:=1;
for y:= 1 to 45 do
map[1,5,50,y]:=1;
for x:= 1 to 50 do
for y:= 1 to 50 do
if (map[1,5,x,yJ<>1) then
begin
map[1,5,x,y]):=0;
end;
writeln('This is square 1-5 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[1,5,x,y]:2);
writeln;
end
(* SQUARE 1-6%)
for x:= 1 to 50 do
for y:= 1 to 45 do
map[l,6,x,y]):=1;
for x:= 2 to 50 do
for y:= 46 to 46 do
map[l,6,x,y]:=1;
for x:= 3 to 50 do
for y:= 47 to 47 do
map[l,6,x,y]l:=1;
for x:= 4 to 50 do
for y:= 48 to 48 do
map[l,6,x,y]:=1;
for x:= 5 to 50 do
for y:= 49 to 49 do
MEapgll 6% ,50:%1;
for x:= 6 to 50 do
for y:= 50 to 50 do
mapll,é;xsy)e=ly
for x:= 1 to 50 do




1

for y:= 1 to 50 do
if (map[1,6,x,y]<>1) then
begin
map[1,6,x,y]:=0;
end;
writeln('This is square 1-6 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[l1,6,x,y]:2);
writeln;

end

(* SQUARE 2-1%*)

for x:= 1 to 8 do
map[2,1,x,1]:=1;
for x:= 1 to 10 do
map[2,1,x,2]:=1;
for x:= 1 to 12 do
map[2,1,x,3]:=1;
for x:= 1 to 14 do
map[2,1,x,84]:=1;
for x:= 1 to 15 do
map[2,1,x,5]:=1;
for x:= 1 to 17 do
map[2,1,x,6]:=1;
for x:= 1 to 18 do
map[2,1,x,7]:=1;
for x:= 1 to 20 do
map[2,1,x,8]:=1;
for x:= 1 to 21 do
mapl2,L,%,9]:=1;
for x:= 1 to 22 do
mapl2,1,%x,10]):=1;
for x:= 1 to 23 do
map[2,1,x,11]:=1;
for x:= 1 to 23 do
map[2,1,x,12]:=1;
for x:= 1 to 24 do
map[2,1,x,13]:=1;
for x:= 1 to 25 do
for y:= 14 to 15 do
map[2,1,x,y]:=1;
for x:= 1 to 26 do
map[2,1,x,16]:=1;
for x:= 1 to 27 do
mapla sl s%sd7 Jo=1;
for x:= 1 to 28 do
map[2,1,x,18]:=1;
for x:= 1 to 29 do
for y:= 19 to 20 do
el Ry 1213
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E for x:= 1 to 30 do
for y:= 21 to 21 do
mapf2,1,x,y]:=1;
for x:= 1 to 31 do
for y:= 22 to 22 do
maptzylyxy.Y]::l;
for x:= 1 to 32 do
for y:= 23 to 24 do .
map{2,1,x,y]J:=1; 1
for x:= 1 to 33 do 4
for y:= 25 to 26 do
map[Z’lyxy.Y]:‘:l;
for x:= 1 to 34 do
i for y:= 27 to 28 do
I mapl2,1,x,y]:=1;
for x:= 1 to 35 do

i i e g L S Mgt

; for y:= 29 to 30 do
] map{2,1,x,y}:=1;
for x:= 1 to 36 do
for y:= 31 to 31 do
map[2,1,x,y]:=1;

1 for x:= 1 to 37 do

3 for y:= 32 to 33 do
1 mapf2,1,x,y]:=1;
! for x:= 1 to 38 do

for y:= 34 to 35 do
map{2,1,x,y]:=1;
for x:= 1 to 39 do
for y:= 36 to 38 do
map{2,1,x,y]:=1;
for x:= 1 to 40 do
for y:= 39 to 42 do
mapf{2,1,x,y]l:=1;
for x:= 1 to 41 do
for y:= 43 to 46 do
map[2,1,x,y]:=1; 4
for x:= 1 to 42 do ,
for y:= 47 to 50 do i
map{2,1,x,yJ:=1;
for x:= 1 to 50 do
for y:=1 to 50 do
if map{2,1,x,yJ<>1 then
begin
mapl[2,1,x,y]:=0;
end;
writeln{'This is square 2-1 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[2,1,x,y]:2);
writeln;
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end
(* SQUARE 2-2*)
for x:= 1 to 3 do
for y:= 1 to 17 do
map[2,2,x,y]:=1;
for x:= 15 to 50 do
for y:= 1 to 17 do
map[2,2,x,y]l:=1;
for x:= 1 to 4 do

T

i map[2,2,x,18]:=1;
i for x:= 16 to 50 do
| map(2,2,x,18]:=1;

for x:= 1 to 5 do
mapl[2,2,x,19]:=1;
for x:= 17 to 50 do
map[2,2,x,19]):=1;
for x:= 1 to 6 do
for y:= 20 to 30 do
mapl[2,2,x,y]:=1;
for x:= 18 to 50 do
for y:= 20 to 30 do
! map[2,2,x,y]:=1;
1 for x:= 1 to 7 do
map[2,2,x,31]:=1;
h for x:= 19 to 50 do
map[2,2,x,31]:=1;
for x:= 1 to 8 do
mapl[2,2,x,32]:=1;
for x:= 20 to 50 do
mapl[2,2,x,32]:=1;
for x:= 1 to 9 do
map[2,2,x,33]:=1;
for x:= 21 to 50 do
map[2,2,x,33]:=1;
for x:= 1 to 10 do
mapl2,2,x,34]:=1;
for x:= 22 to 50 do
map[2,2,x,34]):=1;
for x:= 1 to 11 do
for y:= 35 to 39 do
map[2,2,x,y):=1;
for x:= 23 to 50 do
for y:= 35 to 39 do
mapl[2,2,x,y]:=1;
for x:= 1 to 12 do
map[2,2,x,40]):=1;
for x:= 24 to 50 do
map[2,2,x,40]):=1;
for x:= 1 to 13 do
map[2,2,x,41]):=1;
for x:= 25 to 50 do
map[2,2,x,41]):=1;
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for x:= 1 to 13 do
for y:= 42 to 50 do
map[2,2,x,y]):=1;
for x:= 26 to 50 do
for y:= 42 to 50 do
map[2,2,x,y):=1;
for x:= 1 to 50 do
for y:= 1 to 50 do

Bl st ok ot e e

begin
if (mapl2,2,x,y]1<>1) then
begin
map(2,2,x,y):=3;
end
end;

for x:= 1 to 50 do
for y:= 1 to 50 do
begin
if (mapl2,2,x,yl=1) then
begin
map[2,2,x,y]:=0;
end
end;
writeln('This is square 2-2 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write{filel,mapl2,2,x,y1:2);
writeln;
end
(*SQUARE 2-3*)
for x:= 1 to 50 do
for y:= 1 to 50 do
map[2,3,x,y1:=0;
writeln('This is square 2-3 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[2,3,x,y]1:2);
writeln;
end
(*SQUARE 2-4%*)
for x:=1 to 50 do
for y:= 1 to 50 do
mapl2,4,x,y]:=0;
writeln{'This is square 2-4 '); |
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[2,4,x,y]:2);

o e e e
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writeln;
end;
(*SQUARE 2-5%*)
for x:=1 to 50 do
for y:= 1 to 50 do
mapl2,5,x,y]:=0;
writeln('This is square 2-5 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map(2,5,x,y]:2);

writeln;
end
(*SQUARE 2-6*)

for x:= 6 to 50 do

f map(2,6,x,1]:=1;
for x:= 8 to 50 do

I map[2,6,x,2]):=1;
for x:= 9 to 50 do

1 map[2,6,x,3]:=1;
] for x:= 11 to 50 do
map[z 6! ’4] =13
for x:= 13 to 50 do

for x:= 15 to 50 do
map[2,6,x,6]:=1;
for x:= 17 to 50 do
map[2,6,x,7]):=1;
for x:= 18 to 50 do
map(2,6,x,8]:=1;
for x:= 19 to 50 do
map[2,6,x,9]):=1;
for x:= 21 to 50 do
map[2,6,x,10]:=1;
for x:= 22 to 50 do
mapl2 ,6,x%x,11] a=1;
for x:= 24 to 50 do
map[2,6,x,12]):=1;
for x:= 26 to 50 do
map[2,6,x,13]:=1;
for x:= 28 to 50 do
map[2’63x314]:=1;
for x:= 30 to 50 do
map(2,6,x,15]):=1;
for x:= 32 to 50 do
map{2,6,x,16]:=1;
for x:= 25 to 50 do
map(2,6,x,17]:=1;
for x:= 37 to 50 do
map(2,6,x,18]):=1;
for x:= 39 to 50 do
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mapl{2,6,x,19]:=1;
for x:= 41 to 50 do
mapf{2,6,x,20]:=1;
for x:= 44 to 50 do
mapf2,6,x,21]:=1;
for x:= 47 to 50 do
mapl[2,6,x,22]:=1;
for x:= 50 to 50 do
mapl 2,6 ,%,23):21;
for x:=1 to 50 do
for y:= 1 to 50 do
if (map[2,6,x,y]<>1) then
begin
map[2,6,x,y]:=0;
end;
writeln('This is square 2-6 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[2,6,x,y]:2);
writeln;
end
(*SQUARE 3-1%*)
for x:=

y 1=k,
for x:= 1 to 41 d
for y:= 22 to 23 do
map[3,1,x,y]:=1;
for x:= 1 to 40 do
for y:= 24 to 25 do
map[3’1’X’.YJ:=1;
for x:= 1 to 39 do
for y:= 26 to 27 do
map[3,1,x,y]:=1;
for x:= 1 to 38 do
map[3,1,x,28]:=1;
for x:= 1 to 37 do
for y:= 29 to 30 do
mapld,l xsy)a=l;
for x:= 1 to 36 do
wagl 383 %,3L] e=1
for x:= 1 to 34 do.
for y:= 32 to 33 do
mapl[3,1,x,y):=1;
for x:= 1 to 33 do
mapf3,l;x,34]:21;
for x:= 1 to 32 do
map{3,1,x,35]:=1;
for x:= 1 to 31 do
mapf{3,1,x,36]:=1;
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for x:= 1 to 30 do
mapl[3,1,x,37]:=1;
] for x:= 1 to 29 do

;‘ map[3,1,x,38]):=1;
- for x:= 1 to 28 do
3 map[3,1,x,39]):=1;
F for x:= 1 to 27 do

map[3,1,x,40]):=1;
] for x:= 1 to 26 do

map[3,1,x,41]:=1;
for x:= 1 to 25 do
1 map[3,1,x,42]):=1;
for x:= 1 to 24 do

map[3,1,x,43]):=1;
for x:=1 to 50 do
1 for y:= 1 to 50 do
if (map[3,1,x,y]}<>1) then
begin
map[3,1,x,y]):=0;
end;
! writeln('This is square 3-1 ');
writeln;
for y:= 1 to 50 do

begin

for x:= 1 to 50 do
write(filel,map{3,1,x,y]:2);
writeln; i

end
(*SQUARE 3-2*)
for x:= 1 to 13 do
for y:= 1 to 23 do
map(3,2,x,y):=1;
for x:= 26 to 50 do
for y:= 1 to 23 do
mapld 2 sx,y =1
for x:= 1 to 14 do
map[3,2,x,24]:=1;
for x:= 27 to 50 do
map[3,2,x,24]):=1;
for x:= 1 to 15 do
map[3,2,x,25)}:=1;
for x:= 28 to 50 do
map[3,2,x,25]):=1;
for x:= 1 to 16 do
for y:= 26 to 35 do
mapLdgZ ohesd T o1y
for x:= 29 to 50 do
for y:= 26 to 35 do
map[3,2,x,y):=1; ‘
for x:= 1 to 17 do ]
map[3,2,x,36]:=1;
for x:= 30 to 50 do
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map[3,2,x,36]:=1;
for x:= 1 to 18 do
mapl3,2,x%,37):=1;
for x:= 31 to 50 do
mapl3 .2, %, 370 8=
for x:= 1 to 19 do
for y:= 38 to 45 do
map[3,2,x,y]:=1;
for x:= 32 to 50 do
for y:= 38 to 45 do
map[3,2,x,yl:=1;
for x:= 1 to 50 do
for y:= 46 to 50 do
mapl[3,2,x,y):=1;
for x:= 1 to 50 do
for y:= 1 to 50 do
begin
if (map[3,2,x,yJ<>1) then
begin
map[3,2,x,y]:=3;
end
end;
for x:= 1 to 50 do
for y:= 1 to 50 do
begin
if (map[3,2,x,y]=1) then
begin
map[3,2,x,y]:=0;
end
end;
writeln('This is square 3-2 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[3,2,x,y]:2);
writeln;
end
(* SQUARE 3-3*)
for x:= 1 to 50 do
for y:= 1 to 50 do
mapl3,3,x,y):=0;
writeln('This is square 3-3 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map(3,3,x,y]:2);
writeln;
end
(* SQUARE 3-4%*)
for x:= 1 to 50 do
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for y:= 1 to 50 do
map[3,4,x,y]:=0;
writeln('This is square 3-4 ');
, writeln;
; for y:= 1 to 50 do
: begin
for x:= 1 to 50 do
write(filel,map[3,4,x,y1:2);
writeln;
end
(* SQUARE 3-5%*)
for x:= 43 to 50 do
for y:= 2 to 6 do
map[3,5,x,yl:=2;
for x:= 43 to 50 do
for y:= 26 to 30 do
map[3,5,x,y]:=2;
for x:=1 to 50 do
for y:= 1 to 50 do
if (map[3,5,x,y]<>2) then
begin
map[3,5,x,y]:=0;
end;
writeln('This is square 3-5 '};
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[3,5,x,y]:2);
writeln;
end
(* SQUARE 3-6*)
for x:= 1 to 2 do

for y:= 2 to 6 do
E map[3,6,x,y]:=2;
3 for x:= 1 to 2 do
s for y:= 26 to 30 do
b map[3,6,x,y]:=2;
; for x:= 6 to 10 do
for y:= 26 to 35 do
map[3,6,x,y]:=2;
for x:= 6 to 10 do
for y:= 41 to 50 do
map(3,6,x,y]:=2;
for x:= 26 to 35 do
: for y:= 2 to 6 do
mag[B,G,x,y]: 2
for x:= 26 to 35 do
for y:= 24 to 28 do
map(3,6,x,y]:=2;
| for x:= 26 to 35 do
for y:= 31 to 35 do
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map[3,6,x,yl:=2;
for x:=1 to 50 do
for y:= 1 to 50 do
if (map[3,6,x,y]<>2) then
begin
map[{3,6,x,y]:=0;
end;
writeln('This is square 3-6 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[3,6,x,y1:2);
writeln;
end
(* SQUARE 4-1%*)
for x:= 1 to 50 do
for y:= 1 to 50 do
map[4,1,x,y]:=0;
writeln('This is square 4-1 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[4,1,x,y]:2);
writeln;
end
(* SQUARE 4-2%*)
for x:= 1 to 19 do
for y:= 1 to 18 do
map[4,2,x,y):=1;
for x:= 32 to 50 do
for y:= 1 to 18 do
Mmaplds 2%y J =il ;
for x:= 1 to 20 do
mapl4,2,x,19]:=1;
for x:= 33 to 50 do
mapl4,2,x,19]:=1;
for x:= 1 to 21 do
mapl4,2,x,20]:=1;
for x:= 34 to 50 do
map(4,2,x,20]:=1;
for x:= 1 to 22 do
map[4,2,x,21]:=1;
for x:= 35 to 50 do
mE¥oid ;2 5%, 21]) 213
for x:= 1 to 23 do
map[4,2,x,22]:=1;
for x:= 36 to 50 do
mapld,2,x,22]:=1;
for x:= 1 to 24 do
mapl4,2,x,23]:=1;
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for x:= 37 to 50 do
, map[4,2,x,23]:=1;
3 for x:= 1 to 25 do
; map{4,2,x,284]):=1;
for x:= 38 to 50 do
; map[4,2,x,24]:=1;
for x:= 1 to 26 do
map[4,2,x,25]:=1;
for x:= 39 to 50 do
mapl4,2,x,25]:=1;
for x:= 1 to 27 do
i mapl4,2,x,26]:=1;
for x:= 40 to 50 do
mapl[4,2,x,26]:=1;
for x:= 1 to 28 do
] map[4,2,x,27]:=1;
for x:= 41 to 50 do
map[4,2,x,27]:=1;
for x:= 1 to 29 do
| mapl4,2,x,28]:=1;
for x:= 42 to 50 do
mapf4,2,x,28]:=1;
for x:= 1 to 30 do
mapf4,2,x,29]:=1;
for x:= 43 to 50 do
mapl4,2,x,29]:=1;
for x:= 1 to 31 do
map[4,2,x,30]:=1;
for x:= 44 to 50 do
mapf{4,2,x,30]:=1;
for x:= 1 to 32 do
map[4,2,x,31]:=1;
for x:= 45 to 50 do
mapl4,2,x,31]:=1;
for x:= 1 to 33 do
for y:= 32 to 50 do
waphd,2,x;y]:=1;
for x:= 46 to 50 do
for y:= 32 to 50 do
map[4,2,x,y]l:=1;
for x:= 1 to 50 do

for y:= 1 to 50 do
begin
if (map[4,2,x,y]<>1) then
begin
mapf4,2,x,y]:=3;
end
end;
for x:= 1 to 50 do
for y:= 1 to 50 do
begin
if (map[4,2,x,y]=1) then
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begin
map{4,2,x,y]):=0;
end
end;
writeln{('This is square 4-2 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,mapl{4,2,x,y]:2);
writeln;
end
{* SQUARE 4-3*)
for y:= 22 to 25 do
map[4,3,41,y):=1;
for y:= 21 to 26 do
map[4,3,42,y):=1;
for y:= 20 to 27 do
map(4,3,43,y]:=1;
for y:= 19 to 29 do
map[4,3,44,y):=1;
for y:= 18 to 30 do
map[4,3,45,y):=1;
for y:= 17 to 31 do
map(4,3,46,y):=1;
for y:= 16 to 32 do
mapi4 »3,47 ,Y]!=1;
for y:= 15 to 33 do
map(4,3,48,y]:=1;
for y:= 14 to 34 do
map(4,3,49,y]1:=1;
for y:= 13 to 35 do
map[4,3,50,y]:=1;
for x:= 1 to 50 do
for y:= 1 to 50 do
if (map[4,3,x,y]<>1) then
begin
map(4,3,x,y):=0;
end;
writeln('This is square 4-3 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map[4,3,x,y]:2);
writeln;
end
{* SQUARE 4-47)
for x:= 1 to 2 do
for y:= 13 to 35 do
mapl4,4,x,y]:=1;
for x:= 3 to 8 do
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for y:= 12 to 35 do
map(4,4,x,y):=1;
for x:= 9 to 14 do
for y:= 11 to 35 do
map(4,4,x,y):=1;
for x:= 15 to 22 do
for y:= 10 to 35 do
map(4,4,x,y]:=1;
for x:= 23 to 30 do
for y:= 9 to 35 do
map[4,4,x,y]:=1;
for x:= 31 to 39 do
for y:= 7 to 35 do
map(4,4,x,y):=1;
for y:= 5 to 35 do
map(4,4,40,y]):=1;
for x:= 41 to 44 do
for y:= 5 to 34 do
map(4,4,x,y]:=1;
for x:= 45 to 46 do
for y:= 4 to 34 do
map[4,4,x,y):=1;
for x:= 47 to 49 do
for y:= 4 to 33 do
map(4,4,x,y):=1;
for y:= 5 to 33 do
map(4,4,50,y]:=1;
for x:= 1 to 59 do
for y:= 1 to 50 do
if (map[4,4,x,y]<>1) then
begin
map(4,4,x,y]:=0;
end;
writeln('This is square 4-4 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do

write(filel,map(4,4,x,y]:2);

writeln;
end
(* SQUARE 4-5%)

for x:= 1 to 6 do
for y:= 5 .to 33 do
mapl4,5,x,y]:=1;

for x:= 7 to 10 do
for y:= 6 to 33 do
map(4,5,x,y]:=1;
for x:= 11 to 11 do
for y:= 6 to 32 do
map(4,5,x,y]:=1;
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for y:= 7 to 32 do
mapl4,5,x,yl:=1;
for x:= 15 to 16 do
for y:= 8 to 32 do
map(4,5,x,y]l:=1;
for x:= 17 to 18 do
for y:= 9 to 32 do
map[4,5,x,y]:=1;
for x:= 19 to 20 do
for y:= 10 to 26 do
map(4,5,x,y]l:=1;
for x:= 21 to 21 do
for y:= 11 to 25 do
map(4,5,x,y]:=1;
for x:= 22 to 23 do
for y:= 12 to 24 do
map[4,5,x,v]:=1;
for x:= 24 to 24 do
for y:= 13 to 22 do
map(4,5,x,yl:=1;
for x:= 1 to 50 do
for y:= 1 to 50 do
if (mapl4,5,x,y]l¢<>1) then
begin
map(4,5,x,y]:=0;
end;
writeln('This is square 4-5 ');
writeln;
for y:= 1 to 50 do
begin .
for x:= 1 to 50 do
write(filel,map(4,5,x,y]:2);
writeln;
end
(* SQUARE 4-6*)
for x:= 6 to 10 do
for y:= 1 to 5 do
map(4,6,x,y]:=2;
for x:= 1 to 50 do
for y:= 1 to 50 do
if (map[4,6,x,y]¢<>2) then
begin
map[4s6sxsy]:=0;
end;
writeln('This is square 4-6 ');
writeln;
for y:= 1 to 50 do
begin
for x:= 1 to 50 do
write(filel,map(4,6,x,y]:2);
writeln;
end
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APPENDIX F

IDEF MODELING OF THE SQUAD LEADER'S DECISION PROCESS
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APPENDIX G

RESULTS FROM "S" DETERMINATION OF CHI-SQUARE STATISTIC




******************CHI_SQUARE GOODNESS OF FIT TEST***********
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POST GAME QUESTIONNAIRE

The following questionnaire will be used to further
refine the simulation war game you have just experienced.
Please answer all questions and answer as honestly as possi-
ble. No names will be recorded. Your answers will not be
graded and the results of your questionnaire will be used
strictly by myselif. Your cooperation is greatly appreci-

ated.

SEMPER FIDELIS

JOHN E. WISSLER

CAPTAIN, USMC
What is your present age?
a. 18 to 24 years
b. 25 to 27 years
c. 28 to 32 years
d. over 32 years

What is your present rank?
a. Lance Corporal or below
b. Corporal

¢. Sergeant

d. Other

How long have you been in the Marine Corps?
a. 0 to 4 years
b. 5 to 6 years
c. 7 to 9 years
d. Over 9 years

Have you ever been a squad leader?
a. Yes
b. No
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What is your occupational sRec1a1ty7

% — a. Combat (Infantry,Tanks, Aviation)
1 b. Combat Support (Eng1neers Artillery,AAV's)
1 c. Combat Service Support (Supp1y, Motor Transport,
- Maintenance)
; d. Other
: + + + + +
SA A N D SD
i
: Answer the following questions according to the above scale. -
The letters correspond to the following responses:
SA - Strongly Agree
A - Agree
N - Neutral
D - Disagree
| SD - Strongly Disagree

: 1. Playing this game is enjoyable.

; 2. Playing this game has given me a better appreci-
ation for U.S. and Soviet weapons systems.

3. Repeated use of this game would be effective in
training engineer squad leaders.

4, This game has little value as a teaching tool.

5. Classroom training on the various weapons char-
acteristics is essential in using this game as
! a teaching tool.

6. This game requires realistic decisions which
4 would be necessary in the combat environment.

7. This requires effective use of artillery sup-
port for successful completion.

8. I would never play this game unless required
to do so by my platoon/company commander.

',' 9. The map provided was sufficient for gaming
needs.

10. Playing this game has given we an apprecia- [
§ tion for the time and support effort required
to emplace engineer obstacles. i
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11. The game is to complicated to use on the squad
level.

12. This game would be effective for shipboard
training.

13. The scenario involved is unrealistic and de-
tracts from the usefulness of the game.

14. The number of choices available in playing the
game are too limited.

15. This game shows the effectiveness of obstacles
in anti-mechanized defense.

16. This game reinforces Marine Corps practices used
in ground defense.

What changes would you make to the game to make it more
enjoyable and more effective as a teaching tool?
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