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GAUNTLET US ARMY

The Decision Making Simulation

Fight More,
Talk Less!

Using Tactical Simulations to
Provide Experienced Leaders



Introduction

Purpose
Familiarize students with TacOpsCav and demonstrate how it can be used as a

tool to provide experience-based learning both in the Institutional environment
and in the force.

Endstate

Each student has completed the Basic Training Scenario, fought another student
head to head, and seen how to use TacOpsCav as a training tool.
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Introduction

Why Simulations?

Change in our teaching methodology
External and internal assessments
*The missing link - experience




Why TacOpsCav?

GAUNTLET

US ARMY

Introduction

Purchased by the U.S. Army in 2000
Means for teaching rapid decision-making

Means for teaching how to develop tactical plans and write
operations orders

Means to emotionally involve leaders in the execution of their plan
in a battle competition

Runs on any standard laptop

Intuitive commands - doesn'’t require an investment in operator
training

Comes with maps of widely varied terrain

Easy to build additional scenarios and modify old ones
Computer opponent allows individual practice

Reduces training constraints




GAUNTLET

Introduction

Modern Tactical Warfare
By I.L. Holdridge
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Introduction

TacOpsCav Edition - Custom Scenario US Army
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Initial Setup

Follow=-on Forces

TP Ny |+ )

¢t an entry point for this unit along the Western edge of the map.
Entry time for leading unit: 0730

E B E EBE a3 R B G

O7Z0 0730 0730 0730 0730 O¥I0 070

Units which start the game
already on the map will appear

in a window titled "Setup On map
Units".

TR anly

Click on unit,
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Terrain Symbols

GAUNTLETL US ARMY




ecking Line of Sight

TacOpsCav Edi ask Force Gallagher 1 P ] B |
File Combot Crders | Msp Reports fstwor Options
Change Unit Symbol Size  F2
Change Unit Symbol Info F3
Change Unit Symbal Style F4

FErame Qi Lnits
Hide Units of Teammates
Hide: Units 'With Orders
Hide: Units With Checks
Hide All Units

Ctrl+H

Ctrl+R
Chrl+T

Redraw Map
Wigw Terrain

Thermal LOS Check.

Show Seroll Bars
Show 1000m Grid

Show Grid Coordinates

Showe Situation Map. . Chrl+M

Plot Unit Names
Plat Fire Suppart

Plot Target Ref Points
Plot Mission Objectives

Plot Minefield Lanes Firs Contred Ot

W Pt Wrecks —d 0 & []x]s
Clear Wrecks 5 1%0 NN BL"QE.I
offapst]

—— ol ) ofizgtig)
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Shde 3of 10 Defauk Design
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Unit Symbols

oA

Silhouette

Unit has ho orders,
has mot been examined.

Unit has o orders,
has bean examined

Unit has ordets,
has been examined .

Infantry platoon. |I| (Expazed)
Tank platoon, |I| (Fartial Cover or Defilade)
ATGMsection (medium).  [3H] (Entrenched)

APC platoon [ &&YT ).

€ K Cf
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Giving Orders to Units

AAVPT APC (3)

. ] Delayed Orders Controls Orders 5 =M sop
Unit Orders Window EE HER

5 [ i Y W T 3

Fire Control
s - 3 [ N
0
Target Priorities
* Rules of Engagement

5 i = DETLEER R & ofhipe
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Unit SOP Window

AAVPTAPC(3) —/——— ]

Delayed Orders Controls Orders 5 E 3
‘ ¢y ol il o] 30 LW i

J Get Orders Add Orders
r'1|r||::T|l::||:I.. Ht Nur r||:|| ._-|:n:n::|:l m Unit Infa
ross Minefields &t Breaching Speed
IT fired on: ire:
o i it f Join | Mame Unit |

op Smoke ply

Pop Smoke
I Unload
If spot enemy:
Siop
& Pop Smoke Stop & F'”F' S0 ke

& Pop Smoke

= ||r||||:||:l
Set All Ground Lnits m m m
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Supply Unit Button

AAVPT APC (3)

Delayed Orders Controls Orders 5 |H 3

ool 0 L [ufse
orer

Load Unit Info
“ow [ Folewo | om0

T L
DFTRP = Type

Supply points available.
Foints needed for this level of supply.
CAmy ammo increase will also resupply smoke. )
Weapons Mazx Load 0On Hand Founds To Add
TOW ATGM 7
2omrm Cannan o0
7.62mm Coax Machine Gun
M1& Rifle
I'E|T ‘-1' I_I'-'|I'-'| I|"|II

GAUNTLET US ARMY
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Unit Information Window

AAVPT APC (3)

Delayed Orders Controls Orders 5 EE

ool ] L [ufse

B N
I T
| st |

gagement
DFTRP * Type A

——— ———— AAVPTAPC - 15t PIt C Co - UTM 050051

Wehicles: 3 FY | Aok Pro
Unit ID: & Framt: .

Terrain: Clear

Visible at 3000 meters.
LOS Elevation: O

Mo Damage

Ma thermal sight.

Arphibious. ?

Tracked vehicle. Jemrm Machine Gun

ErEW:S ity: 75 19 Grenade Lnchr 1700
roop Capacity:

Troops Onboard: 57

Fxlnf Squad M16& Rifle 500

2xMG Team 7.62mm

ZxSMAW Team

Txdavelin ATGM
1xM195 155mm Hwtzr

armat Prote

GAUNTLET US ARMY achine Gun 1500

[Fhto |



Unit Information Window

= M1A1DTank - UTM 036052 -

Yehicles: 4 7| Armor Protectio linetic Energ
Unit 1D 1 Frant: &

Terrain: Road

Yizsible at 3000 meters.
LOS Elevation: O

Mo Damage

Therrmal sight.

Mot amphibious.
Tracked vehicle.

Main battle tank.

Crew: 16

Troop Capacity: 48
Troaps Onboard: 0
Length {each): 792 cm
Width {each}: 366 cm

Weight each): 62323 kg |=—————— 120mm Gun M1A2
weight (total): 249292 kg -

armoar Pr

Mimirum Range: 0 Uzeful Range: 3500

antiarmor Effect: Kinetic energy,

Advanced penetratar

Range Reference Points: Om 1000m 1500m 2000m 2500m 3500m
Basic Hit Probability: 4 a0 05 ; =

armor Penetration: ca0mm &70mm 660mm &40mm &20mm SS0mm

Mote: &l info iz for dir fire only. Multi mode weapans have different range and
ph for indirect and Aé

GAUNTLET US ARMY



GAUNTLET

US ARMY

Movement

Units move according to their orders

Movement speed is affected by terrain and the suppressive
effect of enemy fire

Movement is fastest on a road, less in clear terrain, much less in
rough terrain, and slowest in woods

All units have the same opportunity to move, simulttaneously,
in one scale-second increments

Only aircraft and fully amphibious vehicles may move across
water.

Infantry units on foot are not considered amphibious for
game purposes.



Controlling Direct Fires

Delayed Orders Controls Orders 5 & 3

oo~ L [ufss

CIR— 1|

0 Z500 m Demo
Target Priorities Split Mame Unit
* Rules of Engagement

* Unit * DFTRP - Type RHLLL

You can set priority targets and a
priority area of fire for a unit by
using the buttons labeled

Unit, Type, and DF TRP.

GAUNTLET US ARMY



Indirect Fires

High trajectory fire delivered at a target which may or may not be
visible to the firer.

Only artillery or mortar units may use indirect fire.
Indirect fire attacks every unit within its burst radius.

If a unit symbol in the impact area represents three vehicles or
three squads, then every subunit will be attacked.

Target selection and firing for indirect fire is not automatic.

You must plot indirect fires during the orders phase using either

the Off Map Artillery Support Window or an on map unit’s
indirect fire controls.

GAUNTLET US ARMY



Do Blue Unit Orders
Do Red Unit Orders
Do Green Unit Orders

e | Off Map Artillery Support Window

Do Yellow Unit Orders

Artillery Support...

Blue Artillery Support

Air Support...
Unload Unit... Artillery Unit/5tatus Effect
ks 1: 155mm Howitzer (off mapy b FFE [MICH
Join Unit.. Firing [S] [1 min]. ICHMx 2, HEx 10, Smoke x 3
‘c’“"";“;”"'t"' Z: 155mm Howitzer (off map) [wadjust  [WHE
Rt Adjusting [4] [41 sec]. ICMx 2, HE x 10, Smoke x 3
Copy SOP 3: M198 155mm Hwizr {on map) [MFFE |» Smoke
Paste SOP b 4

Firing [2] [1 min]. Salvozx 13
Set Engagement Range... 4

M121 120mm Mortar {on map} | |
[dle. Salvos x 16
S: 81mm Mortar {on map) | |
Idle. Salvos x 24
&: 60mm Mortar {on map) | |
Idle. Salvos x 16

Mark Target m E Flot Fire Support
Register Az TRP m Delete TRP E Plat TRPs

The first number shows the accumulated
accuracy of the mission. The second number
indicates the minutes or seconds until the

impact of the first or next volley. GAUNTLET  FUSTARMY




On Map Artillery Support Window

M198 155mm Hwtzr (6)

Delayed Orders Controls Orders 0 [T

REECE &

Fire Control
Unit Orders Window o [ I

ot [ ooin | veme unt |

agerment

* DFTRP = Type

Blue Artillery Support

Artillery Unit/Status Effect |Ammo
= M195 155mm Hwizr fon map) pFFE P Smoke
' ing [2] [1 min]. Salvosx 13

Shift Fire H Flot Fire Support
Register &5 TRP [ Shift To TRP |f Delete TRP [ /JTIRS S5

%
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Do Blue Unit Orders
Do Red Unit Orders

Do Green Unit Orders
Do Gray Unit Orders
Do Ivory Unit Orders
Do Orange Unit Orders
Do Gold Unit Orders
Do Yellow Unit Orders

Artillerv Support...
Air Support...

Unload Unit...
Load Unit...
Split Unit...

Join Unit...
Duplicate Unit...

Copy Orders
Paste Orders
Copy S0P
Paste SOP

Set Engagement Range...

Air Support Window

Air Unit / Status

BlueAir Support =———— [

01.F16/F18 enroute. & min to target.

0z, &¥S onground alert. & min to battle area.

03 F16sF18 anground alert. 15 min 1o battle area.

Mark Target
Shift Target

N |
o)

VR

US ARMY

GAUNTLET

P2 Plot Fire & pport
T Plot TRP:

Each listing describes an air mission's current status.
If an air support mission is underway the status line
ill state that the mission is enroute and will give the
minutes until arrival at the target. If an air support
mission is available but is not currently tasked, the
status line will show how long it will take the aircraft
to arrive if called.




Engineering Tools

= = Build Obstacle
Engineering - Blue

Select Type of Obstacle:

Build Minefield Rerove Minefield
Build Entrenchment Rernowe Entrenchment

Build Obstacle Remove Obstacle PRl ernsstig apee e
“ % of normal spes C ng speed for wh
Build Erldgﬂ Remove B riljgﬂ m % of normal speed = cr ng speed for dismounted infantry
- Specify Effective Breaching Methods: ﬂ
Build L Rermmove LZ T ranual Labar: B Squad Hours + [N Squad Minutes

ELN ren

Yehicle Limit:

B Ex e Line Charge

——————— Miinefield Definition - Blue ———— ehicle Launched Bridge . -
Probability of mine encounter per 10 meters of movement: UntianusObstoele Hame: _
50 ersonnel m Yehicles
Yisibility: Meters _ .. — .
v: I =elect Miltary Load © fication:
Self-destruction interval: “ Hours

Details- P 10 PN 20 N 30 I 30 N 5p
T Buried MM Surface Laid MM terable - 6D - 70 -' 0 -' 90 H 100+

Pozition Known To:

FT Blue TN Red M Green N G

|| [veary M ora nige B Gold B vellow




Game 5Status...
Order of Battle...

Unit Data Base... L - t'
Weapon Data Base... og Is ICS
Photo Data Base ...
Situation Report...
Spot Report...
Support Report...
TRP Report...
Logistics Report...

CPX Overlay To File...

resUpply 5

AAVPT APC(3)
Delayed Orders Controls Orders 5 & 3

oo~ »Dl L [ufse

Fire Control Load _Llnln:ual:l m
(1 — |3

. 2 o Foss | Do |

St || _tane ot |

Ma¢ Load Rounds To Add
a0
: Machine Gun
M1& Rifle
AT Lady

f Engagement
Unit DFTRP = Type

GAUNTLET US ARMY




Options

Enable Umpire Tools
Use Click Sound
Preferences...

Change Combat Speed [0]
{ Change Fog-0f-War...

Change Orders Time Limit...

hange Password...
’Add One Unit...
Add Optional Units...
Change Air Support...
GAUNTLET US ARMY Change Artillery Support...
Change Entry Time...

Change Exit Goal...
Change Game Length...
Change Supply...
Change Units &Wpns...
Delete Units...

Ignore Unit Setup Limits

Kill Units...

Damage Unit Mobility
Repair Unit Mobility
Engineering...

Rules of Engagement
Smoke..

Game Options and Preferences

Preferences

Permanent Settings:
FI 1. Startup screens. 1 English

IF1 2. Bugle Alert. I Francais

Settings for this game only:
. Arty smoke defeats thermal zights.

[

P 4. ¥ehicle smoke grenades defeat thermal sights.
IF1 5. All Red tanks have thermal sights.
Fi &
P 7
Fi s

. &ll Red ATGH3 have thermal zights.
. Improved Red ATGH warheads.
. Firing Units Are Always Spotted.
9. No Enemy O0B Reports.
10 Max Hormal Yisibility In Meters.
11. Max Thermal Yisibility In Meters.

Restore Factory Defaults m




Network Play

Rl

w00 g = w4 0.0BR

| Review Scenarios | _aut [ ok | | Review Scenarios | aut [ ok |

GAUNTLET US ARMY




Two-Player Network Game

Blue: Enter a new password if you want orders and visibiliby
security for your units. If you don't use a password, a sneaky
opponent could view your hidden units without your
knowledge.

If yvou don't want to use a password, just leave the box blank.

Warning: If you forget your password, you will not be able to
reload any saved games that use it.

- T

e

Major, USMC (retired) . P Join Game

Licensed To: LS. Army

“iewvy License

Open Game
oyl AT o T Select Two Player Network
SAMPUISTUSIaaMES, Select Color/Team then Host or Join
B ey - ] S P 5 S B Game
Select Scenario

Set up forces / save the game [re-name it]
Log onto Network

Determine with opponent a fighting SOP, i.e..
Order for 2 min, fight one game turn etc.

GAUNTLET US ARMY Flght””




Multi--Player Network Game

of Sirulation:
Select a scenario.... EHE
Look in: [ j |‘=_*F| |
20 01d Game QI:I[DT:Lﬁ ” = UsMCace 8] TaskF
a Basic Trai @ BaTtIes BISON. 508 Task F
Q Capture t -_ w ault. soe Task F
Q Capture <5 1111160751 [E:) 1.5ce Task F
8] Capture ¢ =2 Acce on 1Bcavnt’ ] 2see Task F
agle =} Q Custom 5 52 AL3 Library on 'Urw_server' (1] dsce Task F
C . :
: (retired) = M Join Game q Network Neighborhood = |
Licensed Ta: U.S. Army File: name: IEustom Scenario US Amyy Open I
- _ . . Files of type: IScenario [*.50e) j Cancel

wd.0.0BR:

A i L. :Dp=
uter w 25, . . .
SOMpULET wargams Review Scenatios it

Open Game

Select Multi- Pigyer Network

Select Join Gape then Color/Team

Select Scenario

Set up forces / save the game [re-name it]
Log onto Network

Determine with opponent a fighting SOP, i.e..
Order for 2 min, fight one game turn etc.

GAUNTLET  US ARMY Fight!!!!




238 [ 155 QI IE

2 player or Multiplayer you

need the IP Address of the Computer that is
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[etwerk  Options

n - Task Force Peterjohn

Map Reparts
Setup On-Map Units

Combat Orders

TacOpszCav Ed

File:



About the Scenario...
New Game

Save Game...

PBM 5end Orders #1...
PBM Receive Orders #1...

]
Auto Save Last Turn P I a B M a I I
Auto Save All Turns

of Simulation:

Import Order Of Battle...
Export Order Of Battle...

Quit

A Game Of
Maodern Tactical YWatfare
By |.L. Holdridge Seler ode
Major, USMC (retired) ozt Game MM Join Game
Licenzed To: LS. Army Open Game
Select Simulation To Load: Select Two PIayers-PIay by Mail
ENAFD . Saved Game v
B i Select color of force you will command
P Engish I Frangais Select a Scenario or Saved Game
v 0B Set up forces / save the game [re-name it]
Issue orders, then select File/PBM Send
Orders
Use File/PBM Receive Orders to load
opponent’s orders

Determine with opponent a fighting SOP, i.e..
Order for 2 min, fight one game turn etc.

GAUNTLET ~ US ARMY Flght!!!!




About the Scenario...
New Game

Save Game...

PBM 5end Orders #1...
PBM Receive Orders #1...

LT Play By Modem

of Simulation:
Import Order Of Battle... of Simulation:
Export Order Of Battle...

Quit

A Game Of
Maodern Tactical Yarfare
By |.L. Holdridge Selac ode
Major, USMC (retired) ozt Game MM Join Game
Licenzed To: LS. Army Open Game
Select Simulation To Load: Select Two PIayers-PIay by Mail
ENAFD . Saved Game v
B i Select color of force you will command
P Engish M Frangais Select a Scenario or Saved Game
v 0B Set up forces / save the game [re-name it]
Issue orders, then select File/PBM Send
Orders

Use File/PBM Receive Orders to load
opponent’s orders

Determine with opponent a fighting SOP, i.e..
Order for 2 min, fight one game turn etc.

GAUNTLET ~ US ARMY Flght!!!!




Game 5tatus...
Order of Battle...

Unit Data Base... - The Reports Menu

Weapon Data Base...
Photo Data Base ...

Situation Report...
Spot Report...
Support Report...
TRP Report...
Logistics Report...

CPX Overlay To File...

GAUNTLET US ARMY



Enable Umpire Tools
Use Click Sound

The Options Menu

Change Combat Speed [0]
Change Fog-0f-War...
Change Orders Time Limit...
Change Password...

Add One Unit...

Add Optional Units...
Change Air Support...
Change Artillery Support...
Change Entry Time...
Change Exit Goal...
Change Game Length...
Change 5upply...
Change Units & Wpns...
Delete Units...

GAUNTLET  ~US ARMY Ignore Unit Setup Limits

Kill Linits...

Damage Unit Mobility
Repair Unit Mobility
Engineering...

Rules of Engagement
Smoke...




The Help Menu

Guide - User

Summons an online help file.

Guide - Scenarios

Summons an online help file containing

a text description of the situation, the order

of battle, and the victory objectives for most
P TacOps scenarios.

GAUNTLET US ARMY




Building a Scenario as a Host

of Simulation:

s Open Game
1 To Load: Select Multi-Player Network
Select Host
o Select Scenario to alter or select Custom US Scenario
Select Orders to complete/color etc
Emplace forces, Arty, Air, obstacles, etc
Assign PINs for all forces [Host must be 0]

Set Fog of War, ROE, and save the game
Log onto network and wait for players to join

GAUNTLET US ARMY




6 players, two teams BLUFOR Player Identification Number
[PIN] 1-3 vs OPFOR PINs 7-9. There are 6 other force colors to use.
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General Notes

Time executed in 15 sec intervals

+ Movement, spotting, firing, damage
Rough affects speed/spotting
Hit and Damage Assessment

H

5

H- hit or near miss
S- suppressed

Skull- individual casualties

D

D- mobility or firepower Kkill

& Explosion- one or more vehicle kills

E

E- unit totally eliminated




Questions?



