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This manual is applicable to all of the titles in the Tactical Study Series; it covers the full and complete range of the
series capabilities, interfaces and options. Players should note that some sections of the manual may not be applicable to
a specific title. For example, Energy Weapons were not available in World War Il and thus WWII players can skip the
sections pertaining to them, or read them simply for general information.

For the latest program upgrades, please visit the HPS web site:

WWW.hpssims.com

If you have questions, or are having problems, please email the HPS Simulations Technical Support Department:
support@hpssims.com. If you have a saved game file that exhibits the problem, please keep it handy as we may request
that you send it to us to help recreate and identify the issue.

The complete software package and documentation are Copyright © 2003-2011 by HPS Simulations. All rights reserved.

HPS Simulations and the HPS logo are trademarks of HPS Simulations. All other trademarks and registered trademarks
are the property of their respective owners.



Introduction

Point of Attack-2 (POA), the initial release in the TSS series, was developed in partnership with the United States Air
Force Office of Scientific Research (AFOSR) and Air Force Research Laboratory (AFRL). Government users with
questions regarding the development process or objectives should contact AFOSR or AFRL directly:
http://www.wpafb.af.mil. As of June 2011, the point of contact at AFRL is Dr. John Luginsland (Alexandria VA), the POC
at AFRL is Mr. Dave Ross (Rome NY).

A special thanks is also extended to Dr. Bob Barker, who over more than ten years was instrumental in providing
resources, guidance, support and opportunities for the development of POA. His involvement and backing were critical in
allowing the full development of the program.

DISCLAIMER: The Energy/Advanced Weapon information contained herein was gathered by the game
author through personal research in open-literature/internet sources. The Air Force Office of Scientific
Research neither confirms nor denies any particulars of that information.

No Nonsense License Agreement:

By installing the software, you are agreeing to these license terms.

You have a personal license that allows you to install the software on any computer you own, or on another computer as
long as you are an active participant in ALL games being played using the software installed on that machine. In cases
where the software is installed temporarily on a computer you do not own, it must be completely removed from the
computer at the conclusion of any active games being played.

If the software is installed on a non-commercial private network, at least one bona-fide owner of the software must be an
active participant in all games being played.

For commercial, professional (i.e., non-entertainment) or over-the-Internet use all players must own their own copy of
the software or have a multiple instance license.

Players may create and freely distribute maps, scenarios, etc. that they build for the main program (as applicable to the
game). However, these items or any other types of derivatives may not be sold, or made available for sale in any manner
without the written consent of HPS Simulations.

This license is solely for non-commercial purposes. Any commercial use of this software whatsoever requires the express
written consent of HPS Simulations.

Any reports, analysis, or papers generated through any use of the program must include a reference for the full name of
the software title as well as HPS Simulations and AFOSR. For example, the official citation of a project using POA should
read: “Point of Attack by HPS Simulations, in association with the US Air Force Office of Scientific Research”.

Note: The US Government official-use version of the software may be subject to a time-limit on free usage. Please
contact HPS Simulations for more information, or if you get a “license expired” message.

Primary Credits

Design and Programming: Scott Hamilton, Jeff Lapkoff

Databases: John Kincaid, Wendy Kincaid, Nick Bell, Greg Smith, Joseph Miranda

Terrain Analysis/Development: Nick Bell

Artwork/Graphics: Nick Bell, Joe Amoral, and Jeff Lapkoff

Maps: Nick Bell, John Kincaid

Scenario Design: Greg Smith and Joseph Miranda

Playtesting: Arthur Florman, Brian Rock, Charles Belva, Don Maddox, Gary Bezant, Jim Johnson, John Kincaid, Kevin
Pelz, Michael Andress, Peter Jackson, Peter von Kleinsmid, Tim Schultz, Tyler Philpott, Dustin Pearson, Mark @rnebjerg
Jensen.
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Part One: Getting Started

Section 1-1: Introduction

The Tactical Study Series (TSS) is a set of tactical level combat simulations. It is the most detailed, accurate, and overall
realistic combat simulation ever produced for the commercial market, and in some ways for the professional military as
well. It was partially developed under contracts from the US Air Force Office of Scientific Research (USAFOSR), the
Naval Postgraduate School, Center for Army Analysis, and Space Command.

While it is certainly an exacting simulation, the TSS are games as well. Each player, be they human or computer (known
as Al for Atrtificial Intelligence), commands one of the two opposing forces. The forces can be of any size, but are
generally intended to be between a battalion and a brigade in strength. Human players assume the position of the Task
Force Commander of one of the forces, and by default issue orders and receive information based on that position in
the chain-of-command, rather than as someone on the “front line”. In other words, by default the player is the
colonel, not the gunner in a tank.

The TSS is a complex simulation, but playing it doesn’t have to be. It includes many extensive Al functions that can
perform almost any task that a player doesn’t want to do, from determining movement paths, to targeting, to calling for fire
support missions.

Let the computer do as much as it can at the beginning, especially by using auto-targeting (the default) and

movement by formation until the system becomes comfortable.

The TSS uses a very straightforward system for issuing orders, as evidenced by the lack of buttons and menu choices on
the main form. In fact, most of the buttons and menu choices are for “housekeeping” functions, loading and saving
games, and changing the display.

To give orders or perform an action either <Right Click> on the map or bring up the Staff Officer screen.

The TSS is an extremely realistic combat simulation, in that events happen outside a player’s control, and often his
knowledge as well. Additionally, some events may not happen as quickly as might be expected and units may require
time to execute orders.

When in doubt, check with your Staff Officers (Main Menu).

The TSS has great depth, and virtually anything that can be done in the real world can also be done in the game.
Structures can be built and demolished, roads can be constructed and ripped up, bridges built and destroyed, terrain set

on fire or cratered.

KEEP IT SIMPLE at first by using the “Novice Player” Expert Level setting to keep the options manageable.

Section 1-2: About This Manual

For ease of use, this manual is broken down into the following parts:

Part 1: Getting Started - Basic information.

Part 2: The Interface - Details on all aspects of the interface including menus and forms.

Part 3: Technical Information - Details of the simulation algorithms and models.

Appendices: Additional reference information on specific topics outside the scope of the regular manual.

While this manual may appear daunting at first, most of it is not required to play and enjoy the game. Instead, most of the
information in the manual is of a “behind the scenes” nature, and is provided for advanced players or those with a high
level of interest in the subject.



New players should concentrate on reading and understanding this first part of the manual to gain familiarity with the key
concepts used in the game. After all, for a beginner it's much more important to be able to move units to where you want
them than knowing how the simulation calculates infrared sighting probabilities.

Section 1-3: Quick Overview

There are two primary sections to the TSS simulation program. The first section creates games or "scenarios” from
scratch. It can also be used to modify existing scenarios.

The second section executes the scenarios, allowing players to give orders to their units, and run the battle to its
conclusion.

Games can be saved at any point in the creation or execution phases.

The TSS allows users to customize almost everything about how the game situation is displayed, including unit and
highlight colors, what is displayed on the map, auto-save times, the warning messages to show, and whether or not the
map scrolls automatically when the mouse is placed near the edge of the display. These customization values are set
through the Display and Preferences options on the Main Menu.

A separate utility, the TSS DataView Module, allows players to view the entire database and to modify some data tables.

Section 1-4: The Turn Sequence

The action in TSS is broken up into turns and phases, where a turn is specifically comprised of a command phase for
each player followed a number of combat phases.

Command Phase: Command Phase: Cqmbat F{E_zsolutinn Phase
Player 1 Player 2 ( Viewed "Live" by Player 2)

Figure 1: The Standard Turn Sequence

During the command phase, a player has the opportunity to give orders to all, some, or none or his units, view a “replay”
of the last turn’s combat phases, and/or gather information by scrolling around the map or consulting with his staff. When
the first player is finished with his turn, the second player is afforded the same opportunities in his own command phase.

When the second player has finished his command phase, the combat phases automatically begin. They are where the
“action” occurs, and while they are running, players can only sit and watch. It is not possible to issue orders or perform
any other information gathering operations.

Section 1-5: Units and Firing Groups

For most purposes in the simulation, the unit is the basic maneuver and control element. As used in this context, a unit is
a collection of one of more weapons systems under a unified command without any additional sub-commands and
represented by a single symbol on the map. Units can range in size from a single vehicle, squad or section, to a platoon,
company or an even larger formation. The situation being simulated, the map scale, and other factors will determine the



general “default” size of the units. Also, during an engagement, unit sizes will often change due to losses, temporary
detachments, breakdowns, and other actions.

1-5.1 Composite Units

Strictly speaking, a unit can have only one assigned weapons system, e.g., “M-1 Tank”, “Medium Machine-Gun”, or
“Rifle”. However, for ease of use players will often want to treat a group of weapons systems as a single, aggregate,
“maneuver entity” to simplify situational recognition and giving orders. Most commonly, this applies to infantry-type units,
where a maneuver entity could be comprised of a rifle section, a machine gun section, a radio section, and perhaps even
a transport vehicle section.

Machine-gun
Unit

Infantry Squad ‘s
Composite Unit

Figure 2: Three separate sub-units creating a single composite unit.

For ease of use in these cases, the simulation uses what are termed composite units. A composite unit is simply several
units that are treated as a single entity for display, command, and control purposes (principally movement and targeting).
Composite units may be created automatically (using entries in the TO&E table), or by hand during the scenario. In the
above example, for instance, players would see and give orders to the Infantry Squad as a whole, not to the three sub-
units.

There are no requirements that the units in a composite unit be of the same type (thus vehicles may be combined with
personnel, for example), though in most cases the units should share at least similar movement characteristics.

When playing at lower expert levels, composite units are always used for simplicity. At the higher expert levels,
however, the use of composite units is at the player’s discretion, and their use can be toggled on and off at will at any time
during the game.

Note: In previous versions of Point of Attack, Composite Units were also known as “multi-part units”.

Composite Units Standard

Figure 3: Using Composite Units. Only one unit is Figure 4: Standard units. Each sub-unit is shown
shown on the map for each infantry squad. individually.

Composite Units are covered in more detail in Section 2 of the manual.



1-5.2 Firing Groups

Using an indivisible unit for maneuver and command purposes is well in line with real world conditions. All of the systems
within the unit will move to the same location, along the same route, and have the same general orders. However,
additional flexibility is required for realistic sighting and target engagement, where a single unit may have systems/people
facing in different directions and firing at different targets. To recreate this, the simulation allows for a unit to be broken
down into a number of smaller “firing groups”, each of which may face and sight in a different direction and engage its
own targets.

When used, a unit may be broken down into a maximum of THREE firing groups. Each firing group may contain any
number of weapons systems, although, obviously, the total number of weapons systems in all the firing groups cannot
exceed the unit quantity. Example: A platoon of 4 tanks is broken down into 3 firing groups. Group #1 has 2 tanks and
faces east, Group # 2 has 1 tank and faces northeast, and Group #3 has 1 tank and faces southeast.

Each firing group can engage up to 3 different targets, so long as all those targets are within the firing arc and capability of
the weapons systems. However, all of the firing systems within the firing group must use the same gun/launcher at the
same target. For example, a firing group of 3 tanks could engage up to 3 different enemy targets using their main gun,
hull machine gun, and roof machine gun. However, all 3 tanks would have to fire their main gun at the same target, hull
machine gun at the same target, and so on. One tank couldn't fire its main gun at one target, while another fired its main
gun against something else.

Firing groups can also use multiple weapons to fire at the same target. In the above example, the three tanks could fire
both their main gun and hull machine gun at one target, and their roof machine gun at another.

This system allows a single unit to fire at up to 9 different targets simultaneously (3 firing groups per unit, and 3 targets
per firing group).

1-5.3 Coaxial Weapons

Due to design or situational limitations, in reality it is often not possible for a system to fire all of its weapons at the same
time. As an example, it is very common with armored vehicles that a turret machine gun is mounted “coaxial” with the
main gun; the machine gun moves as part of the main gun, and can not be aimed separately, which, given the different
flight characteristics between the machine gun bullet and main gun round, means they can rarely be used at the same
time against the same target. Or, in another case, a tank main gun loader may also be responsible for firing the turret
machine gun. Obviously, he can’t do both at the same time. He’s either loading the main gun, or firing the machine gun.
Therefore, only one of these two weapons can fire at a time.

In the simulation, these firing limits are set for each weapons system in the database editor by marking the appropriate
weapons as “Coaxial”. In this case, the term “coaxial”’ is used in a much broader sense than its strict definition, and
denotes a group of guns/launchers located in the hull or turret of which only one can be fired at a time. The “coaxial” limit
is always applied separately to the hull and turret, so firing a “coaxial” hull machine gun wouldn’t prevent the “coaxial”
main gun from firing too. Looking at the above example, both the turret machine gun and the main gun should be marked
as “coaxial”. This will prevent both of them from firing at the same time. Whether or not the turret roof machine gun
should be marked as “coaxial” depends on the situation. If it could still be fired while either of the other turret weapons is
firing, it should not. If, however, it cant, it should be flagged as “coaxial”.

Section 1-6: Formations and the Chain of Command

The chain of command is a critical concept in the TSS, and represents the path that orders and reports take between
HQ’s and their subordinate units. Normally orders travel “down the chain”, that is from higher HQ’s to lower subordinate
units, while reports (SITREPS) travel both up and down the chain.

1-6.1 Headquarters (HQ) Units

Headquarters units contain the formation commander (of whatever rank), and any number of ancillary personnel and
weapons. A headquarters unit may also be a composite unit (see above), although in this case the “commander” is
always assumed to be with the “first” unit (as given and displayed in the force structure).



1-6.2 Subordinate Units

All of the units that report to a particular HQ unit are considered directly subordinate to that HQ. If a directly subordinate
unit is also a HQ, any units that report to it are also indirectly subordinate to the first HQ. For example, a platoon is
directly subordinate to a company HQ, and the company HQ is directly subordinate to the battalion HQ, which means that
the platoon is indirectly subordinate to the battalion HQ.

Players may detach and assign subordinate units to different headquarters units as desired (known as “task organized”).
The only stipulation is that a unit may never be assigned to a headquarters of a lower level (e.g., a company level unit can
not be assigned to a platoon level HQ).
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Figure 5: Examples of the Chain of Command and Organizational structures. HQ units are at the top, with their
subordinate units underneath. Note that the unit types may be different, and that units may be reassigned.

1-6.3 Nominal vs. Acting HQ’s

A Nominal HQ is defined as the default or “paper” HQ based on the formation organization chart, before any combat
losses or disruptions have occurred. The Acting HQ, in contrast, is the unit that is actually operating in a specific
headquarters capacity at any given moment, taking into account the present combat situation.

In most cases a formation's Nominal HQ will also be its Acting HQ (and this is always true at the start of a scenario).
However, as combat proceeds this can change rapidly as units become unable to “act” as a headquarters. For example,
if a Nominal HQ unit has been destroyed, the next unit in the chain of command will take over for it and become the Acting
HQ. The replacement HQ functions as a normal headquarters in all ways, although with less efficiency than the Nominal
HQ. The computer automatically determines the unit that “moves up” to become the replacement Acting HQ, using the
standard military hierarchy and current situation.



The most common reasons that a unit would not be able to perform as a headquarters are that it has been destroyed or
has surrendered, it is in a broken morale state of some type, or it has suffered damage or destruction of its
communications capabilities.

A unit’'s Nominal HQ never changes. If a Nominal HQ that has been “replaced” is once again able to perform its
command functions, it will re-assume command over its subordinate units as before (as the Acting HQ). Acting HQ’'s may
be replaced and restored in this way any number of times, so long as the units themselves are not destroyed. Destroyed
units are gone for good, and cannot perform any game functions.

1-6.4 Command/Report Delays

The chain of command is vitally important to the accuracy of the simulation, and it is modeled in detail. As in real-life, it
is the path by which orders and reports are passed between units. The player, as the Task Force Commander, occupies
the top “rung” of the chain. Virtually every report he receives will have traveled at least some way “up the chain”, and
every order he gives must be transmitted “down the chain” to the line units that will perform them.

Information transmission though the chain of command is not instantaneous; time is required to transmit between units.
This required time is defined as the command delay. The delay depends on the communications capabilities of the units
in the chain of command, the unit’s condition, the relationship of the units and distances involved, as well as the general
circumstances.

Therefore, units do not immediately act on orders the player gives them because the orders are not even received by the
unit until the command delay has passed. Likewise, the human player will not know what his forward units “see” until
those reports can be passed up the chain of command, subject to the same command delay.

NOTE: At the start of a scenario the command delay for a force can be set to “instantaneous” transmissions, if desired.

Command and control is covered in more detail in Section 3 of the manual.

Section 1-7: Units Created By Firing A Weapon

When set up properly in the data tables, firing a weapon can create a new unit in the
scenario. This allows for the modeling of many real world situations such as an aircraft
carrier catapult launching an aircraft, a ship launching a cruise missile, landing craft exiting
a larger transport, an aircraft launching an aerial RPV, or infantry launching a robotic
vehicular reconnaissance probe.

This scheme is also used to model guided missiles, rockets, and other sizable

projectiles that normally require more than a few seconds to reach their target or that can be spotted and potentially
intercepted or disrupted during their transit. For example, most ATGM'’s (anti-tank guided missile) require 20 or 30
seconds to travel to a target. During that time they may be spotted by the enemy, engaged with high ROF or energy
weapon defenses, or suffer some kind of guidance malfunction (such as a broken wire). By turning the missile itself into a
unit, all of these potential circumstances can be handled explicitly by the combat models.

In some cases, the units may be limited in their functioning as compared to normal units, as with “fire and forget” long-
range missiles. Once they are fired, they are outside the control of the owning player and they are destroyed upon

reaching their target. These are known variously as “en-route units”, “temporary units” or “in-flight units”.
Otherwise, the units being created are completely normal. They can sight and report on the enemy, use the force's
communications grid, be given movement and targeting orders, follow an SOP, and fire weapons of their own. Some of
these units will also “self-home”, which allows them to follow and home in on a designated target’s location, even if the
target is moving.

These units are covered in more detail later in the manual.

Section 1-8: Fog of War (FOW)



Fog of War (FOW) is a general term that describes a lack of
precise knowledge of the battlefield situation. Specifically, it
includes things such as uncertainty as to exact unit positions
and status values, both friendly and enemy, unknown or
erroneous maps, changing weather, and the actual effects of
combat activities.

Figure 6: Fog of War example. The last report on this
enemy group came in 16 minutes ago, and was inexact.

In the simulation, the implementation of FOW results in players often receiving incomplete or even incorrect map displays,
and other information. The degree of inaccuracy is variable, and depends on many different factors such as the terrain
and weather, as well as a force’s various competence levels and reconnaissance efforts and capabilities and simply the
amount of time it has spent on the battlefield.

The FOW fidelity is a user-selected value. It ranges from Off (everything is always known, or in other words FOW is not
used at all) to Levels 3 and 4 (the most realistic), which include uncertainty about both enemy and friendly forces. The
paragraphs below will be based on a scenario using level 3/4 (the highest) FOW.

Note: the difference between levels 3 and 4 is that at level 3 the player is allowed to select targets for individual units.
Because this requires that the player “know” exactly what the firing unit “knows”, it violates FOW, and potentially allows
the player to know more than he would in real life. At level 4, this is prohibited; the Al control all firing and target selection
for all units except the TF HQ (the player's “own” unit).

1-8.1 Battlefield Objects

The maijority of FOW effects are applied to battlefield objects displayed on the map. These objects include units, bridges,
obstacles, Improved Positions (IP’s), roads, buildings, minefields, sensorfields, and terrain. At the beginning of the game
a force may have some knowledge of these objects, based on its various reconnaissance levels and what it has placed
itself. Only rarely, however, will they all be known completely, and in many cases, more will remain unknown than known.

1-8.2 Enemy Units

In order to be shown on the map, an enemy unit must first be detected. The most common form of detection is by visual
sighting, but units can also be discovered by the noise or light they generate, by radar, or by sensors among other things.
Once an enemy unit has been detected, the simulation will show its last known position, based on friendly situation
reports (SITREP’s) the HQ has received (see below), until a friendly unit can confirm that the enemy unit is no longer in
the reported location.

However, because it is difficult if not impossible to tell individual enemy units of the same type apart, they are consolidated
when submitting a SITREP. For example, there may be two 5-tank enemy platoons in a location, but the reporting unit
would have no way of knowing that for certain, so the report would likely be either “10 enemy tanks”, or “approximately 2-3
platoons of enemy tanks”.

Enemy units are often not fully known, especially if they are in terrain that offers concealment and are being sighted
visually. The simulation uses a number of “levels” to model this, ranging upwards from knowing only the general type of
enemy unit there (personnel, vehicle, etc.), to knowing the approximate size (approximately a squad, platoon, etc.), to
knowing the type of unit (tank, APC, infantry, etc.), to knowing the exact quantity (five tanks), to knowing the exact
quantity and model (five M1A1 tanks).

Enemy units may be “lost” during the scenario, if no friendly units can see or otherwise detect them. When this happens
the enemy’s last known position will be shown, along with the time at which the information was “known” to be valid. In
some cases the enemy unit might have moved, while in others it will still be at that same location. But the friendly
commander won’t know for certain.

Because SITREP messages must be disseminated within the force, and because it takes time to transmit the messages,
each unit will have its own unique knowledge of the battlefield. For example, a front line unit may know an enemy unit is
located in a particular location, but its HQ may not have received the SITREP yet and will be unaware of the threat.
Likewise the HQ may have received information from one of its subordinate units that it hasn’t had the time to pass down
yet, so the others wouldn’t be aware of it.



1-8.3 Friendly Units

In general, friendly units are always known. While this is not entirely realistic, it is something imposed upon the simulation
by the necessity of allowing a human player to issue commands to any and all of his subordinate units directly. In
particular, when a human player selects a subordinate unit, the map needs to be updated for that particular unit's
perspective; otherwise the action would likely be arbitrarily limited and completely unrealistic. For example, it would be
unrealistic for a human player to click on a unit to give it explicit targeting orders, without showing on the map what that
unit “knows” and can see (and thus target). Of course, once that line is crossed it is absurd to hide the friendly unit from
the human player, even though in real life it's status might be unknown to the overall TF Commander.

However, the simulation does use one facet of friendly FOW, which is that the position of moving units may not be known
exactly. The error in positioning is based on the command delay to the unit, the speed at which it is traveling, and the
time since it’s last precisely known position. The greater any of these values are, the greater the chances for an incorrect
display of the unit’'s actual position, and the greater the amount of the error. For example, the displayed position of a fast
moving tank unit with a command delay of a minute or more could be 500 meters or more, while that for a infantry unit on
foot with a command delay of 30 seconds will be less than 50 meters.

The FOW level is set at the start of the scenario, or through Main Menu | Preferences | General. Note that when FOW is
“locked”, as it is by default in two-player games to prevent cheating, the FOW can not be changed once the game is
underway.

1-8.4 Objects/Terrain

Man-made objects (such as Improved Positions, obstacles, minefields, bridges, etc.) are treated in a fashion similar to
units. At the start of the scenario, a player will be aware of all the objects created by his force, along with some of those
emplaced by the enemy. As the game progresses, unknown objects can be revealed though the normal detection
routines. With the exception of bridges, objects are either known completely or not at all; unlike units they are not
“partially” known. Bridge information, however, such as weight class, damage, and whether or not it is primed for demo
can be known in varying degrees based on the scenario situation.

Certain types of terrain, particularly buildings and roads, can also be unknown or incorrectly known to a player. For
example, the player's map may show open space when, in fact, the location has a building in it. Or, a building may have
been turned to rubble without the change being reported to the player. In cases such as these, the terrain is treated as an
object, and needs to be detected using the standard sighting routines before it is shown correctly to the player.

The bottom line is to always remember the map shows the best information you have at the time, but its accuracy will
depend on your force’s capabilities, the actions it has taken, and the overall scenario situation and terrain.

1-8.5 SITREP Messages

Once an enemy unit or object has been detected in some way, the information is disseminated to other units via SITREP
reports. These reports are first sent by the detecting unit up to its HQ unit, which then disseminates the information of
other units in the formation. If the detecting unit is a HQ, it will also disseminate the report to its subordinate units.

The transmission of SITREP’s requires an amount of time determined by the force’s communications levels, adjusted for
the sending and receiving units’ capabilities and conditions. Additionally, a unit is limited in the number of reports it can
send concurrently, based on its communications capabilities, so it will take time for information to “percolate” back to you
as the TF Commander and throughout the force.

If a unit is interrupted in the middle of sending a SITREP by enemy action or some loss of communications, the message
is also lost and will need to be started from scratch if the communications situation improves.

SITREP’s are sent whenever a unit discovers new information, be it a newly found enemy unit, or an object, or a combat
report. In some cases the unit receiving the SITREP will already know the information, in which case the report is
ignored. However, it is still sent nevertheless, because the sending unit may not know the higher unit already has the
information from another source.

Fog of War is covered in more detail later in Section 3 of the manual.

Section 1-9: Play by Email (PbeM)



The TSS is designed to make Play by email (PbeM) easy. All that is required is that players set their passwords when
prompted at the start of the game, and that the second player emails the game file to the first player at the completion of
the combat phase (select “Save and Exit”).

By default, games are stored in the “Saved Games” folder. However, players can select another location as desired. The
saved game files will always have (and must have) the extension “.OPS”. Other than that, players may name them
anything they like.

If you are starting a PBeM game from scratch, the first player will need to set up the basic scenario information such as
the map to use, starting locations, force nationalities, weather and civilian involvement. Once that has been
accomplished, the first player will select his force, and assign leaders. At that point, he will save the game and send the
file to his opponent. The second player then selects his force, and proceeds through the steps up to and including placing
his force on the map. At that point, he saves the game, and sends it back to the first player, who sets up his force and
issues orders for the first turn. From there the game proceeds as outlined above.

The game files can get relatively large, so the use of a compression program such as WinZip, PKZIP or IZArc is strongly
recommended, although not required (and some of these utilities are available as “freeware”). Users should note that
starting with Vista, however, by default Windows treats “.ZIP” files as compressed folders; this can make working with
them very difficult. Users are suggested to either change their Windows settings (not for novices), or use another file
format (.RAR, .IZA, etc.).

One final note on PbeM games is that both players must have the same map and database tables on their computer. If
you are using the default maps and table this will not be an issue, but advanced users who create their own maps will
need to insure that their opponent is given a copy before the game begins.

Section 1-10: Definitions/Abbreviations

e Above Ground Level (AGL): The height of an object above the ground.

e Acting Headquarters Unit. The headquarters unit a subordinate currently reports to, taking into account any
substitutions made necessary from combat actions.

e Acquisition: The amount of time a firing unit has been engaging a specific target with the same weapons (or
coaxial ones).

e Aggressiveness Level. A measure of how “risky” the computer player will be in making decisions (including for a

force owned by a human player). The more aggressive, the more risky, and vice-versa.

Ambient lllumination: The amount of light in a location from natural sources.

Ambush: An attack planned to surprise the enemy.

Ammunition: Any munition fired or launched from a weapons system.

Anti-Aircraft (AA): Fire from the ground directed at enemy aircraft targets (surface to air).

Anti-Personnel (AP): Munitions designed to damage personnel targets (i.e., troops).

Anti-Tank (AT): Munitions designed to damage armored targets (i.e., tanks, APC’s).

Armor: Any substance used to provide protection against physical projectiles, chemicals, or destructive energy

including metals, composites, concrete, wood, and earth.

Armored: A weapons system that includes full all-around protection by more than a trivial amount of armor.

e Armored Fighting Vehicle (AFV): An armed armored vehicle.

e Artificial Intelligence (Al): Computer decision-making ability, used as an aide to a human player, as a small unit
leader (for units not under direct control), or as an opponent.

e Avenue of Advance (or Approach): A specific route used by an attacking force.

e Airborne Warning and Control System (AWACS): Aircraft specially designed and equipped to detect enemy
units and objects and control friendly responses to them.

e Backblast. The exhaust created by a missile or rocket engine on firing.

e Basic Load: The amount of ammunition normally carried by a fully stocked unit.

e Beginning of Morning Nautical Twilight (BMNT): The time when the sun has risen to a point 12 degrees below
the horizon. Objects are visible to a distance of about 350 meters.

e Block Points: The percentage degradation in a Line of Sight calculation (100% = 100 blocks points = completely
blocked: the spotter can not see the target visually).

e Breakdown: A mechanical malfunction, either in the movement system (i.e., immobilization), or in a gun/launcher
(i.e., jam).



Buttoned-Up: The condition when a fully armored system closes all of the hatches and openings to provide
maximum protection from enemy fire.

Caliber: The size (diameter) of a projectile. In the TSS calibers are specified in millimeters.

Calling Unit. The unit actually requesting some sort of support, such as artillery fire or an airstrike.

Camouflage: Synthetic attempts to disguise weapons and personnel by reducing distinguishing characteristics
and/or to make them appear more like the surrounding terrain.

Chaff. Physical material, usually metal strips, used to reduce the effectiveness of radar detection and guidance
systems.

Chain of Command: The unit reporting hierarchy structure. The superior unit is designated as the subordinate
unit’'s headquarters. The Task Force HQ is the highest accessible HQ in a player’s force.

Close Air Support (CAS): Aircraft bombing or other missions designed to support nearby friendly ground forces.
Close Combat. Combat involving personnel at essentially zero range. Also known as “hand to hand” or “melee”.
Cluster Munition: A munition containing a number of smaller sub-munitions, which is designed to cover wide
areas.

Command Delay: The amount of time it takes for an order to travel down the chain of command to a destination
unit.

Composite Unit: A construct used by the simulation that groups several individual units with different weapons
systems into a single unit for ease of use. Composite units are commonly used for infantry-type groups, where
several different types of sub-units are combined into a single maneuver unit.

Concealment. Camouflage or other objects present in a location, which make a unit occupying that location harder
to spot (e.g., trees, shrubs, crops, buildings).

Controlling Unit. The unit adjusting and controlling the flight path of a guided missile/projectile.

Cover: Objects and other items in a location that provide physical protection from enemy fire (e.g., walls, trees,
buildings, berms).

Cratering: The effect of explosive detonations on or below the ground surface to create craters.

Directed Energy (DE). Energy of any frequency created or intended primarily to incapacitate, kill or destroy enemy
equipment and weapons systems.

Decoy: A protective measure which confuses guided missiles by creating secondary targets that are perceived by
the guidance system as equally valid as the original.

Detachment. A portion of a parent unit that is split off and operates independently.

Direct Fire (DF): Fire that is aimed at a target.

Direct Fire Targets: Fire control measures that are assigned to individual units in the defense. They are intended
to prevent overlap of fires or zones not covered by fire. Targets are often either primary or secondary based on
importance.

Direct Support (DS or D/S): Units temporarily assigned to a different HQ for a specific duration or mission.
Electronic Counter Measures (ECM): Active signals emitted in order to confuse radar detection and guidance
systems.

Electronic Counter Counter Measures (ECCM): Active filtering and processing equipment used to reduce the
effects of ECM and chaff on degrading radar detection and guidance systems.

Emplaced: A weapons system is in a configuration that allows it to fire (e.g., a towed gun is unlimbered and set
up).

En-route Unit. A “temporary” unit that is created for munitions that require significant time to reach their targets, or
that can be intercepted or destroyed while en-route. The flag for a munition to create an en-route unit, and which
specific unit to use is specified in the Ammunition Data Table. Also sometimes known as “In-route” for missiles.
End of Evening Nautical Twilight (EENT): The time when the sun has fallen to a point 12 degrees below the
horizon. Objects are visible to a distance of about 350 meters.

Explosive-Formed Penetrator (EFP): A type of mine that uses a dense metal plate as the penetrator, propelled
by an explosive charge, to impact the underside of a vehicle.

Facing: The direction a unit, weapons system, gun, launcher or turret is facing.

Fatigue: A measure of the physical exhaustion level of a unit, primarily from sleep deprivation and physical activity.
Fire Direction Center (FDC): The central coordinating agency for artillery support on the battlefield. The FDC
manages all pending and in-progress support missions and coordinates IF fire with friendly airstrikes.

Fire For Effect (FFE). When artillery rounds are fired with the intent of saturating the target as opposed to using
individual spotting rounds to achieve greater accuracy.

Firing Arc: The width of the arc, in degrees, through which a weapon or unit in an Improved Position can fire
without requiring to be rotated (Fixed IP’s cannot rotate).

Firing Group: A portion of a unit that faces in a specific direction and fires at a given target.

Flank: The areas on either side of the Task Force’s zone of operations. Flank force units are under computer
control, and may fire on friendly units that stray into the flank and out of the Task Force’s zone.



Flight Path: The path through space traced by a missile, rocket or un-powered projectile.

Forward Air Controller (FAC): A friendly unit which calls for and often guides/adjusts friendly airstrikes on ground
targets.

Geomorphic Map: A single map used for scenario creation and execution that is comprised of two or more smaller
maps arranged in some manner to form the final playing area.

Global Positioning System (GPS): An extremely accurate location system based on orbiting satellites. GPS can
be used by units, as well as guided munitions, but can also be potentially jammed.

Guided Munition: A munition with the capability of adjusting its course while in flight, using information and
commands from internal and/or external sources.

Guidance Link: The manner in which a guided munition receives course adjustment commands (e.g., radio,
beam, laser, wire).

Guidance Type: The specific information gathering or guidance method used by a guided munition, either passive
or active (e.g., radar, thermal, optical).

Gun/Launcher. A component of a weapons system that actually “fires” a munition of some type.

High Explosive Anti-Tank (HEAT). A warhead type designed specifically to penetrate armor plate by creating a
jet of high velocity plasma from an explosive detonation. Also known as “Shaped Charge”.

High Powered Microwave (HPM): A specific type of energy pulse in the microwave band that can cause damage
to a wide variety of electronic systems.

Headquarters (HQ): The unit in overall command of a formation of subordinate units. The Task Force HQ is the
highest-level unit accessible in the game, and controls all of the units in a player’s force.

lllumination: Flares and other munitions that produce high levels of synthetic light.

Improved Position (IP): A man-made protective structure, including an excavation, earthwork or other
construction such as a building, bunker or pillbox.

Incendiary: A munition intended to ignite flammable materials within an area around itself.

Indirect Fire (IF). Fire that is not directly aimed, and which does not require that the firing unit see the target.
In-route Unit. See “En-route Unit”, above.

Infrared (IR): Light in the wavelength just below the visible spectrum in the red direction. IR is emitted by objects
based on their temperature, and is used to detect objects warmer or colder than their surroundings.

Interdiction: Missions behind the enemy’s main line intended to disrupt the flow of reinforcements, materials and
supplies forward.

Internal Unit Friction: A measure of how long it takes a specific unit to react to new commands or situations. This
is separate from the command delay, which is based on the chain of command.

Jammer. A device used to disrupt radio or other electromagnetic signals.

Leader: A specific individual assigned to a unit who affects that’s unit's performance in various ways, either good
or bad.

Line of Sight (LOS): A three-dimensional straight-line path that extends from a spotter to a target. It corresponds
to the path that would be followed by light. The LOS can be degraded or blocked by the surface of the earth,
terrain, smoke and many other things.

Location: A location is the smallest discrete amount of area, either on-map or off, which can be accessed by the
simulation for any purpose. In board games, as well as most other computer games, it is known as a “hex”. A unit
is always assumed to “fit” completely within a location, although the position of its “center of mass” is calculated to
the nearest meter within that location. Terrain, other than linear features, is also considered evenly distributed
throughout a location.

Marking Unit. A unit that marks a target location in some way, usually though smoke or flares, to help an attacking
support unit recognize it. Marking, as opposed to “Painting”, merely identifies a general location, not a specific
object target.

Maneuver Group: A number of related units that can be given general moment, combat, and reaction orders as a
single synchronized group. The Al coordinates and controls the individual units within the group in terms of
movement objectives and the overall group mission.

Maximum Sighting Range: The maximum extent of an LOS under any circumstances. This value is used to
reflect general degradation from atmospheric dust, precipitation, or other similar conditions.

Mission Oriented Protective Posture (MOPP): A measure of a unit’s level of protection against NBC threats.
Generally, the higher the MOPP level, the higher the protection but also the higher the degradation to the unit’s
performance.

Morale: A measure of a unit’s willingness to accept orders and continue active combat operations in the face of the
enemy.

Multi-Part Unit. See “Composite Unit”, above.

Non-armored: A weapons system without any appreciable level of armor protection, such as troops.



Non-Persistent Agent. A chemical agent that disperses quickly after being placed, normally in gaseous or aerosol
form.

Nuclear/Biological/Chemical (NBC): Unconventional warfare and weapons of mass destruction using these
forms of munitions.

Obstacles: Any man-made construction intended to slow an enemy force though a location. Also known as
“Countermobility”.

Objectives: Locations on or off the map that must be occupied, and if possible, consolidated with units nearby, for
a player to successfully complete a mission and achieve victory.

Off-map: A location off one of the edges of the visible map that can only be accessed through the Off-Map display.
On-map: A location on the main map playing area.

Opportunity Fire: Direct Fire against a moving enemy unit in a DF Target area. Opportunity Fire occurs at the
instant the enemy unit moves into the target area, instead of during the normal Direct Fire combat phase.
Overwatch Movement Mode: Movement spacing where a portion of a unit lags behind the lead element to
provide fire support in case the point is ambushed or engaged.

Paradrop: Delivery from aircraft by parachute of units or supplies.

Painting Unit. A unit that uses a device (often a laser) to mark specific target objects for guided munitions, which
guide-in on the marked spot.

Persistent Agent. A chemical agent that does not disperse quickly after being placed, normally in a liquid or
powder form.

Petalling: A result of an impact on solid armor where the armor is “bent back” on the interior surface away from the
point of penetration due to internal failure. A good representation of it in common circumstances is pushing a pencil
through a piece of paper or thin cardboard.

Point Missile Defense System: A defensive measure mounted on a weapons system intended to provide standoff
(i.e., before it hits) protection against incoming missiles.

Powered Munition: Any munition that uses appreciable amount of thrust along its flight path so that the course is
not ballistic, such as rockets and missiles.

Pulse: A segment of a game turn that encompasses a certain amount of simulated combat time.

Pre-Planned IF Targets (PPD): Locations that are designated as artillery/IF targets in advance of the combat
engagement. They can be fired more quickly and accurately that non-preplanned targets, and are often pre-ranged
and “test fired” for greater accuracy.

Rate of Fire (ROF): The number of rounds a weapons system can fire in a given time (usually per minute).

Recon By Fire (RBF): A technique used to detect hidden enemy units by firing “blindly” into an area to see if they
fire back (and are thus “detected”).

Reliability: A measure of how often a system breaks down mechanically.

Road March Mode: A unit configuration in which all weapons systems are on a road, trail, or other linear feature
as opposed to being spread out.

Rubble: Debris created when certain buildings and other objects are destroyed (as set in the TEC).

Scenario: A single combat action or situation.

Self-Forming Fragmentation (SFF): A type of “shaped-charge” warhead that uses the Miznay-Shardin explosive
configuration effect to create a dense, high velocity molten metal “projectile” from a solid plate. It is most commonly
used in mines, where the charge is directed upwards at the underside of the target vehicle.

Semi-Armored: A weapons system that is partially armored (as with “open top” vehicles).

Sensors: Remote devices that are used to detect the presence of enemy forces, usually though sound but also
though vibration or motion.

Shaped Charge (SC): See High Explosive Anti-Tank.

Shift Fire: A control measure used to shift a fire support mission target to a different location. Can be used to
“walk” fire across an area.

Shoot & Scoot. A technique used to minimize enemy exposure when firing by having a unit shoot a few rounds,
and then move to a different location nearby.

SITREP: Situation report. A standard message format used by one unit to send information to another concerning
detected enemy units, objects, or other combat conditions.

Spall: Flakes of metal that fly off on the interior armor surface from an impact.

Spotting Fire: A procedure using single rounds, fired one at a time, which insures the target is being hit before
beginning to Fire For Effect.

Spotting Unit. A unit that adjusts the accuracy of spotting rounds (see spotting fire).

Stacking: The maximum number of weapons systems that can occupy a location at the same time.

Standing Operating Procedures (SOP). Control measures consisting of a set of standard responses or postures
a unit will follow in specified circumstances.

Standoff: The distance between a firing unit or exploding HEAT warhead and its target.



Stick: Personnel or equipment delivered by parachute in one pass over the drop zone or in one helicopter lift.
Suppression: An effect of incoming fire which causes target units to take cover and/or lose concentration of the
battlefield situation.

Suppression of Enemy Air Defenses (SEAD): Friendly fire directed at known or suspected AA sites near the
location of an intended airstrike that is intended to provide protection for the attacking aircraft.

Survivability: The relative amount of damage a weapons system suffers after taking a hit, or engineering
operations designed to protect friendly forces from enemy fire.

Table of Organization & Equipment (TO&E): A list of the number and types of weapons systems and personnel
that comprise a full-strength unit and/or formation.

Tactical Aircraft (TACAIR): Aircraft or air missions used to provide support to friendly ground forces.

Tactical March Mode: A unit configuration in which all weapons systems are spread out within a location, as
opposed to being on a linear road or trail.

Task Force (TF): A group of units organized to complete a mission. In the simulation, each force is under a Task
Force Headquarters, which is where the human or Al commander is located.

Terrain Effects Chart (TEC): A list of all of the effects terrain features have in the simulation, including movement
effects, LOS blocking, cover and concealment.

Terrain Fire: A situation where the terrain in a location catches fire, as in the case of dry grass or trees.

Thermal Sight. An electronic sighting device that uses IR energy to detect objects warmer or colder than their
surroundings.

Turn: A game construct used to regulate the segments of orders and combat resolution.

Victory Points: Relative “point” values given to each weapon system type, as well as for scenario objectives to
determine which player “wins”, and by what level.

Weapons System: A Weapons System represents a single, indivisible, battlefield entity that can be controlled and
given orders by the owning player. Examples of Weapons Systems include single tanks, guns, aircraft, missile
launchers and infantrymen.

Wreck: Remnants of destroyed vehicles, aircraft and other large objects that can affect movement rates or other
simulation functions.




Part Two: The Interface

Section 2-1: The Main Screen

When a TSS title starts up, by default it will search and load the most current (by creation date) game file it can find in
your game directory. Initially, this should be the tutorial or “Getting Started” game, but as you create and play other
games these will be loaded instead. Toggle this feature on/off using the "Auto Load Most Current Game Found” setting
from the Main Menu | Preferences | General box.

Once the game loads, you should see a screen similar to this:
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Figure 7: The main screen showing major functional areas/items.

The map/playing area occupies the majority of the screen, with the main menu and command button panel on the top, and
the information panel with force structure (tree) and location information on the right. By using the buttons at the bottom
of the information panel, its size can be adjusted using the [<<] and [>>] buttons, or clicking the [ X ] button will remove it
entirely.

Select friendly units from this screen in two ways. The first is to click on the unit on map; the second is to select the unit
from the force tree. When a unit is selected using the force tree, the map will scroll to its location and the unit will be
highlighted. If one of the Command Mode buttons is depressed (targeting or movement), the unit will be automatically
“opened up” for the appropriate orders to be given.



If the map does not completely fit in the display area, use the scroll bars to move the display in the desired direction. Or, if
the auto-scroll feature is on (Main Menu | Preferences | Display), move your mouse close to the edge of the map in the
direction you want to go and hold it for a moment.

The currently selected unit or location appears on the map as a hollow colored square. The color of the square can be set
for each zoom level in Main Menu | Preferences | Map Colors as to best show up on the scenario’s map.

2-1.1 The Main Menu

The Main Menu provides information on, and control of, “high-level” (or “force-wide”) game functions and orders. While
certain options may allow access to individual units, normally unit actions happen by right/left-clicking on the Force Tree
window or right-clicking the map.

The following section will describe each of the Main Menu choices in general terms; where additional information or
instructions are necessary, specific sections later in the manual will provide further explanation.



2-1.1.1 Main Menu | File
File

Load Pre-Made Scenario Ctrl+P
Load Saved Game Ctrl+L
Save Game Ctrl+5
Save Game As Ctrl+ A

Save Game As Scenario
Create Mew Game from Scratch Ctrl+M

Batch Scenario Run

Resume Batch Scenaric Run

GeoMorphic Map Builder

Exit Ctrl+X
DA POA\Saved Games\5cenario 8.ops Ctrl+1
DA POASaved Games\Scenario PLAF vs Raptors.OPS Ctrl+2
DAPOASaved Games\Booster Ridge.OPS Ctrl+3
DAPOA2Saved Games\Scenario 4.0P5 Ctrl+4
DAPOA2Saved Games\Scenario 3.ops Ctrl+5

2-1.1.1.1 Loading Saved Games and Scenarios
Scenarios are simply normal saved game files that include an extra designation flag marking them as a “scenario”. This
distinction is merely for player convenience in organizing, finding, and loading/playing saved game files.

Specifically, “scenarios” are intended to be limited to saved files that are designed and expected to be accessed multiple
times, and/or by multiple players. Normally, this means that they will represent baseline/starting game situations (saved
so that they begin either in the set-up phase or are “ready-to-run” on turn one). In other words, when players want to start
a new game (but not to create one from scratch), they should look at “scenarios”. For example, “The Battle for Red Ridge
(Ready to Run)”.

Non-scenario (standard) saved files, by contrast, are usually used for turn saves once a game has begun. Using the
above example, a standard turn might be, “The Battle for Red Ridge (Turn 5)”.

To load an existing game or scenario, use one of the the File | Load... commands, either “Pre-made Scenario” or “Saved
Game”. Specifically:

e Load Pre-Made Scenario: This command allows any existing file designated as a scenario to be loaded. It does
not allow access to non-scenario (i.e., “normal”) saved games. Scenarios are covered in more detail later in the
manual, including instructions on how to save/designate a game as a scenario.

Once loaded, players can also adjust some basic conditions such as which players are computer controlled (Al) and the
FOW levels, before execution begins, as described below. These adjustment options are not available when loading
normal saved games.

e Load Saved Game: Selecting this command will allow any existing saved game to be loaded, including those
designated as scenarios.

Execution for non-scenario in-progress games always begins immediately. Players are not given an opportunity to
change anything.

When a new game or scenario is loaded, it will completely replace whatever game is currently loaded. However, a prompt
will appear asking to save the current game (or to cancel the load operation) before the replacement occurs.



After selecting either option, the Scenario Selection Window will be displayed (shown at right). This form provides players
with information on the available saved game files and allows the selection of one to load and play.

2-1.1.1.2 Saving Games and Scenarios

Save Game: Save the current game without changing the existing current file name and folder (the existing file will
be overwritten).

Save Game As: Save the current game with the option to change the file name or folder.

Save Game As Scenario: This option will save the current game as a designated scenario file (as opposed to a
normal saved game). Scenarios are covered in more detail in their own section later in the manual.

2-1.1.1.3 Creating New Games (from Scratch)

Create New Game From Scratch: A completely new game will be created, and the player will need to select the
map, conditions, forces, etc. Because new game creation involves a number of steps and forms, it is covered in its
own section later in the manual.

2-1.1.1.4 Batch Runs

Batch Scenario Run: This selection allows users interested in statistical fidelity to automatically execute the same
Al vs. Al scenario a set number of times without any human input required; a user can start a batch, and then walk
away only needing to return after all of the runs have finished to get the results.

The outcome and data for each of the single runs is saved individually, and an aggregate final report is also
generated automatically at the end of the batch.

After clicking the Batch Run e — P ¥
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Once the saved game file has been
loaded, the Al Settings Form will
appear (shown at far right).

Both of these forms are covered in
more detail later in the manual. PR e Pty ”
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Figure 8: The Batch Scenario Run Form.

When the form is first displayed, it will contain a single Run Group. This default Run Group has no changes from
the original scenario (hence “None” is shown in the Modifications List next to it). It is set to run once (the
“Iterations” setting), before moving on to the next Run Group or exiting the Batch.

To change the number of times this Run Group should execute the scenario, set the
Iterations value at the lower right. For example, if you want to run the base scenario Iterations: ho =
ten times before moving on, set the Iterations to 10.

Individual modifications to be made to the selected Run Group are added using the _
buttons at the upper right. These changes will be applied to all of the individual runs Start Time

within the Run Group. For example, if the Run Group lterations is set to 10, and the EO Setlings
start time is set to be 1:00 am, then all of those 10 games will start at 1:00 am. .

W eather

After clicking each button, the appropriate set-up form for that set of values or :
conditions will appear. Make the desired changes, and then close the form Blue Force Start Settings

normally. After closing the form, the modification will be added to the Modifications

List Box for that Run Group. Red Force Start Settings

. ey "Weapon SystemsAAuantity
Multiple modifications may be added to each Run Group. For example, a Run

Group can include a change in the start time, the Fog of War settings, the weather,
both Red and Blue start settings and and weapons systems.

With the exception of changing Weapons Systems/Quantities (described below), all of the forms used to make
these modifications are covered in other sections of the manual.

Run Groups are added and deleted using the buttons at the bottom of the Run #dd Fun Group

Groups List Box. There is no limit to the number of Run Groups that can be ee L Bl

assigned to a Batch. However, in practice more than about five can prove
unwieldy for analysis in spreadsheets.

To delete the selected modification, click the [Remove Modification] button under the Modifications List Box.

To assign a text/name identifier to the Batch (including all Run Groups), use

the Batch Code text box at the bottom of the form. Beside simply acting as an  Batch Code [Dptional) |1
identifier for single Batches, the Batch Code can act powerful tool in that

makes it possible for batches of the same scenario to be run on different



computers. As long as they all share the same batch code, the results file from each computer can be
automatically compiled together into a single final report at the end.

Batch codes are limited to six characters, and may contains spaces, dashes and other non-alphanumeric
characters.

Changing Weapons Systems and/or Unit Quantities:

After selecting the [Weapons Systems/Quantity] [% Weapons and Quantity =)

button, the form shown at right will appear. It shows
all of the units in the selected force by Name,
Quantity, and Weapons System.

By default, the Blue Force is displayed. To change
to the other force, click the radio button under the
unit list (Blue = Player 1, Red = Player 2).

To change unit quantities or weapons systems, TGP} T T
select the unit from the list. Changes can be applied 5 Fiifle Squad [M] _

to that unit only, or to all similar units in the force if S 1R
[ 1 Apply Changes to Same Systems In Force is : ' :
checked.

{* Blue Force " RedForce [~ Apply Changes to Same Systems in Force
Task Force HQ

the [Change Wpn Sys] button. Change WwWpn Sys | Unit Qe |8 :Il Ok Cancel

To change the unit quantity, use the Unit Qty up-
down control. To change the weapons system, click

A

As an example, let's say that a user wants to change the aircraft unit in this Run Group from two A-10
Thunderbolts to three FA-18 Hornets to see the difference in the results from the base scenario. These are the
steps to make those changes:

or broup: £ Add broup Modihicahion
Start Time
FOW Settings
Weather
| Y ————

Red Force Start 5ettings
Batch Code [0

Step 1: Add a new Run Group. It will be selected Step 2: Click to change Weapon/Quantity.
automatically.

3 linfaniy (R) |

(* BlueForce ¢ RedForce [ Apply Changes ta
A US Aircraft Flight
Change Wpn Sys | Uit Qry: |2 -:—-i [

Step 3: Select the A-10 unit to change. Step 4: Click the [Change Wpn Sys] button.



AN-8B Hamier Lnited Statas s |r_|I.:|r|tr .F.

F-35.J5F [Jrited States
F/AIBEFHomet Ui 5

A-10C Thundegbolt rited States

F-15¥ Eagle [Slam Eagle) nited States

FB-22 B aptor [Fighter-Bomber) [Inited States BlisFaica: BeétFhice [~ Apply Changes ta Sam
B-52H Stratofortress (mod for Adibd) nited States US Aircraft Flight

B-1B L frnoad For Autbd ] [rited Stat v

10 ancet hited States Urit Qy: IE— __J oK

Step 5: Select the F/A 18 as the new Weapons Step 6: Adjust the quantity to 3. Note that the unit

System for the unit. info is updated in the list for the changes.
E Batch Scenarno Run lﬁ
Hun Groups Hndificatinns For Group: 2 Add Group Modification
Veapon Systems :
Group 02 [Modified) Start Time
FOw Settings
Wieather

Blue Force Start Settings

Red Farce Start Settingz

Weapon SystemsCuantity

Add Fun Group Iterations: _I

Remove Run Group Remove Modification

Batch Code [Dptional] Al - Cancel | Help |

Step 7: The modifications are shown in the center list box. Continue making modifications to this Run
Group, add more Run Groups, and/or click [OK] when done to save the Batch and begin the runs.

e Resume Batch Run: If a batch run is interrupted at any point (by a program or system crash, power outage, user
action, etc.) this option will allow it to continue running from the pint where it left off. All pertinent information for a
batch run is stored in a file with the batch code name (above) and the extension “.BRI”.

2-1.1.1.5 Geomorphic Map Builder

e Geomorphic Map Builder: This menu option will bring up the Geomorphic Map Builder Utility (GB.EXE), which
will allow the user to create new and edit existing Geomorphic maps that can then be used for scenarios. A
Geomorphic map is a single playing map that is comprised of two or more smaller maps arranged to form the final
playing area. The best examples of Geomorphic maps are found in some of the tactical board wargames, such as
Panzer Leader, Panzer Blitz, Arab-Israeli Wars, Squad Leader, and many others. Normally the smaller individual
maps will be “generic” in nature, in that they do not represent any actual area on the Earth or in space. Any existing
maps may be combined together for the final Geomorphic map.

Use of the Geomorphic Map utility will be covered in more detail in Appendix C.



2-1.1.1.6 Other File Commands

o Exit: Exit the program completely. If you have a game loaded, you will be prompted to save it before quitting the
program.

e <Game Names>: The bottom section of the drop down will list the last game files you have loaded. Clicking on
any of the file names will load that game automatically. A maximum of ten files will be shown.

2-1.1.2 Main Menu | Command

Set Movement Crders Ctrl+M
Target with Direct Fire Ctrl+D
Target with Indirect Fire Ctrl+1

Set Targeting Orders

Set Air Mission (CA5)
Set Air Drop

Turn Complete Ctrl+T
Turn Complete: Auto Advance ]

End Scenario

2-1.1.2.1 Movement Orders

e Set Movement Orders: This command is used to issue specific “location-by- Unit Movement Eommanids:
location” (i.e., “hex-by-hex”) movement orders to one or more units in the same
location. After selecting this menu item, click on the map or the Force Tree to
select the primary unit to move. Once this unit is selected, the Unit Movement
Commands Form will be displayed.

The use of this form in issuing orders is covered later in the manual, but it allows for
additional co-located units to be selected as well as for adding and editing a unit's |
current movement commands. z

0k || E_Eancel Help

Flash Fath | ‘CheckfUncheck All Units Above |

Units may be given generalized movement orders though the Maneuver Group orders option, which is covered later in the
manual. Maneuver Group orders, however, are not “location-by-location”. Instead they are “objective based”, and the Al
decides the specifics (the location-by-location” path) of how the units gets there.



2-1.1.2.2 Targeting

Target with Direct Fire: This option is
TARGET LOCATION-BASED:; the location is
selected from the map first, and then the Al
shows what units can target that location.

After selecting this command, select (left-click)
on the target location on the map. The target
can be an enemy unit, an object of some type
(IP, bridge, obstacle, etc.) or the location itself
(recon by fire against possible but unknown
enemy units).

After selecting the location, the Set Direct Fire
Form will appear. This form allows for the
selection of the individual firing unit, the exact
target in the location (if there is more than one),
as well as the ammunition and ROF (rate of
fire) to be used for the firing.

Set Direct Fire 3]

Target Loe: 5672

Targetsin Loc:

Available Firing Units

Unit Weapan Ammol ROF&d] & Retation | Fating Has Target? A

A US Div Cav Squadra 25mm 242 Bushmaster O MTE2 HE--T 25mm «+
st S Seout Section | 26mm M242 Bushmaster C MTA2 HE--T 26mm +
1=t US Seout Section | 265mm M242 Bushmaster C M792 HE--T 26mm «
2nd US Bir Caw Attk PL 20mm R137 Gatling Canno‘ MIG3 AF-1 20mm +
2nd US ir Cav Attk FL 20mm P17 Gatling Canno‘ MG3 AF-1 20mm +

Edit WeapondAmmo

v | View Targeting Resultz > FNIES

37 1pp [Act0 Wi Bs rof 100
37 1pp [Act0wl 8 o 100 Mo
37 rpp [Act:0w! B2 1o B2 Flo

250 rpp [Act:0w! 05 56
260 rpp [Act:0w! 05 GE

Al Cntrl
Al Tl b

Fiate of Fire: {1500 ﬁ rounds per 10 min

ok Lancel

Select Target and Firing Unit Help

Direct Fire (DF) requires that the firing unit have a valid LOS to the target, i.e., it must be sighted in some manner.
Additional information and specific instructions on using the form and setting DF targets is covered later in the

manual.

Target with Indirect Fire: This option is also
TARGET LOCATION-BASED; the location is
selected from the map first, and then the Al
shows what units can target it.

This option is enabled only if the current force
contains at least one unit that is capable of
indirect fire (fire that is not aimed, e.g.,
artillery). Otherwise, it will appear “grayed-out”
on the menu, and can not be selected.

After selecting this command, select (left-click)
on the desired target location on the map. The
target can be an enemy unit, an object of some
type (IP, bridge, obstacle, etc.) or the location
itself (recon by fire against possible but
unknown enemy units).

After selecting the location, the Artillery/Fire
Support Mission Form will appear. This form
allows for the selection of the individual firing
unit, the exact target in the location (if there is
more than one), plus other mission
characteristics including the spotting unit,
calling unit, ammunition/ROF, impact area,
shift, and a number of other values.
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Indirect Fire (IF) does not require the firing unit to have a valid LOS to the target, i.e., it does not need to be visible
or sighted. However, there must be a valid flight path between the firing unit and the target based on the
ammunition selected to fire. Additional information and specific instructions on using the form and setting IF targets

is covered later in the manual.



Set Targeting Orders: Unlike the

previous targeting options, this

command is FIRING UNIT-BASED; -
the firing unit is selected first, and then * *** -
the Al displays what it can hiton the =
map. i

If “(TFHQ Only)” appears in the menu

choice, it indicates that the highest 8
level of FOW is set for the scenario and
targeting orders can be issued only to .
the player's TFHQ unit. If other units . i
are selected, and error message willbe «
displayed. 2

i
After selecting this option, click on the ra "'

map or the Force Tree to select the
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valid), the Al will “gray out”
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The Targeting form will then appear (as shown above). This form allows players to select the target location, firing
unit, ammo, and other characteristics. It is covered in more detail later in the manual.

2-1.1.2.3 Air Missions

Set Air Mission (CAS): This command sets up
Close Air Support missions (air-ground strikes)
and is TARGET LOCATION-BASED; the
location is selected from the map first, and then
the user selects the air unit that will perform the
mission.

This command is enabled only if the current
force has at least one fixed wing aircraft in play
(helicopters use normal DF to engage enemy
targets; they do not engage via CAS). Aircraft
assigned to flank forces do not count towards
this requirement.

After selecting this choice, left-click on the
desired target location. The Close Air Support
Missions Form will appear (at right). The Al will
automatically add the available air units to the
top grid, and then select the one it deems best to
conduct the mission. It will then populate the
mission characteristics fields, including
ammunition to use, weapon release point
standoff, flight directions, and SEAD
(suppression of air defenses). Players may
changes these values as desired, subject to
conditions and physical system restrictions.
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The Close Air Support Missions Form is covered later in this section of the manual, while a general discussion of

CAS missions appears in Section 3.



e Set Air Drop: This option is used to set up
parachute air drops of combat units. Itis
enabled only if the current force has at least one
aircraft with loaded passengers in play (for
flexibility, it does not check if those passengers

are airdrop-capable, however). e
B Dappc B UG Abecial Flghd

After selecting the option, the Air Drops Form will JurgHostng N

appear. From it, users can set the aircraft nlwlelelsjo)vim

participating in the drop, the drop zone location, g ®o@ oo

the number and characteristics of each drop T — p—

pass, the aircraft's return/on-call position after D - T e e

the drop, and all of the other aspects of the drop e s e

operation. Missian Satus
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The Air Drops Form is covered later in this section of - 4

the manual, while a general discussion of
paradrop missions appears in Section 3.

2-1.1.2.4 Turn/Auto-Run Game

e Turn Complete: Click this choice to end the current orders phase and advance the turn to the next
player's orders phase, or to the combat phase. Selecting this option is the same as clicking the }
“Advance Turn” button (see below).

e Turn Complete Auto-Advance: These options allow players to run through multiple turns without stopping. They
are enabled only in one-player games (i.e., Human vs. Al). When selected, these menu choices override the
existing auto-advance settings (which are set in the Main Menu | Preferences form). When games are run in auto-
advance mode, they execute without pause or an orders phase until the end condition is met. While neither player
will be able to issue orders, the Al will still issue targets normally each turn. Auto-advancing always ends after the
last game turn is executed.

UM LOmpIere LIM+ |
Turn Complete: Auto Advance L Advance Until Contact

End Scenaric Advance 5 Turns

Run to End of Game

o Advance Until Contact: The game will run without a pause until some form of firing occurs (DF, IF, CAS, etc.).

o Advance 5 Turns: The Al will run five combat turns in a row, and then return to the human orders phase.

o Run to end of Game: Execution will not stop until after the last specified game turn is executed. The end
game turn is set at the start of the game/scenario.

2-1.1.2.5 End Scenario
e End Scenario: Selecting this option will end the scenario immediately, even if the end game turn has not been
reached, and bring up the Game Results Form (Victory Conditions). After viewing this form, the game can not be
directly continued; to run additional turns the file must be reloaded.



2-1.1.3 Main Menu | Staff Officers

51: Persennel F1
52: Intel F2
53: Operations F3
54 Ammunition F4
X(O:Targeting F5
Engineering Fo
F5O:Artillery F?
ALC:Air Missions F8
Communications Fa

Force/50P Settings
Unit Loading/Passenger Status

Build / Modify Composite Units
Build / Modify Metworks

Adjutant Mode (Off)

2-1.1.3.1 Staff Officers (S1, S2, etc.)

Staff Officers: The staff officer screens bring up information on the friendly and enemy forces. They present
information broken down into useful categories, which can ease gaining the current status of the force and issuing
orders. The individual staff officer screens (S-1/2/3/4, XO, Engineering, FSO, ALO, Communications) are covered
in more detail later in the manual.

Force/SOP Settings: This menu choice conveniently displays general information and SOP values for all units in
the force. It also allows them to be set from a single form, without having to cycle through units. SOP orders
control what units do by default in the absence of specific orders.

rE Force Settings | =NRc ﬁr

General l Mowermnent: Marmal ] Movement: Urban I Combat ] Reaction: Kil ] Reaction: Damage ] Feaction: Light Supn ] Reaction: Med Supn ] Reaction: OF ]
Unit= Composite Group Maneuver Group | Maneuver Group Drders‘ |z Passenger | s
Tazk Foree HE YES [} rO

1=t US Tank Heawy Task Force u] YES L ]}
1st US Scout Flatoon MO YES MO [[u]
1=t US Scout Section MO YES [} rO
2nd IS Mortar Platoon MO YES MO [[u]
B US Tank Company MO YES 1w} ]
1st US Tank Flatoon MO YES MO [[u]
2nd IS Tank Platoon MO YES MO [[u]
Ard US Tank Platoon [u] YES [} [}

E US Tank Company u] YES L ]} .

v Composite Unit Mode

[ Keep thiz Form on top OK | Help

Figure 9: Force Settings Form



o <Left click>: Clicking any cell in a row to show
that unit's location on the map (display only - no
editing).

o <Right click>: Brings up the Unit Information
Form (shown at right) for the selected unit. This
form allows for most general and SOP values to
be changed, though some may only be set at the
beginning of the scenario. This form is covered in
more detail later in the manual.

Note: The entries on the General Tab can not be
changed though the <Right Click> / Unit
Information Form procedure. Instead, users must
use other interface options to assign individual
units to composite units (only possible during the
set-up phase), or to maneuver groups (any time).
These actions are described later in the manual.

Unit Loading/Passenger Status: Selecting this
options brings up the Loading Status Form that
displays all of the current passenger/carrier
relationships in the force.

The form allows for several different views — each
categorizes the passenger relationships in a different
format:

o By unit
By carriers
By composite unit

[}

[}

The form will be covered in more detail later in the
manual.

Build/Modify Composite Units: This option allows
users to customize the composite unit assignments
within the force. As a quick reminder, composite units
are “aggregate” entities composed of two or more
individual units, such as an infantry squad. They are
treated as a single unit for orders and display
purposes, and both simplify operations for a human
player, as well as insure accurate deployments for
these types of units.

The Composite Units Form allows players to
determine all of the current composite units in play,
and their constituent sub-units. It also allows users to
edit, delete, and create new composite units, including
those created automatically based on the force TO&E.
Use of this form will be covered in a separate section
later in the manual.
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e Build / Modify Networks: Networks are dedicated [ perons _ =

digital communications channels between units that i Diants Fosce
. . L] Tak Fate " i ] 1a
allow them to share information and resources. They || 0L mur ke B i amaiotr wriern A LA
. X \ IO Sl Rl FY P2 O £ Tat LE5 Pl Flakoon M| Siskfandp F-SHOGRA] - 2
operate in the same fashion as computer LAN's, 12 L il P ARC2) T 1
Intranets, and even the Internet/World Wide Web. O am e ey s
Most commonly within the simulation they are T Uit T Dk bl Ui . %25%:?%?'5: mﬁﬁ’l"‘%ﬁf&f .
radio/wireless, but this is not a restriction; networks U e P - Sy ints S
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In order to join a network, a unit must possess O Puwra penil Testen o Bt =

communications equipment that is network-capable.
This is defined in the Communications System Data
Table. In addition, the equipment must be COMPALIDIE || fu i wu s o o ks it resunt o seket e s 1 ik b s i 1 s

with the other units in the network, in terms of both Ptk Bt ™ ol | oo
hardware and software/protocol.
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The Networks Form is covered in more detail later in
the manual.

e Adjutant Mode: If desired, the Al can act as a human player's assistant. In this mode, the Al will automatically
perform many of the more advanced types of tasks, freeing the player from the effort and complications. To toggle
the mode On/Off, click the menu item.

When enabled, the Adjutant will perform the following tasks:

o Direct Fire Targeting: The Al makes all determinations on actual targets and ammunition to fire. Users
simply select the firing unit and the target location. The normal Targeting Form never appears. NOTE:
Instructions for what the program expects you to do next appear at the bottom of the Main Form.

o Indirect Fire Targeting: Essentially the same as DF, above, and the IF Targeting form will not appear. Users
simply select the target location, and the Al determines which unit will fire, what the target will be, what type of
ammunition will be fired and with how many rounds, as well as all of the other mission parameters (calling
unit, painting unit, priority, adjustments, etc.). If no unit can fire, a message will be shown.

o Close Air Support (CAS): As with DF and IF, users can only select the location of the target on the map. The
Al will select the aircraft unit to perform the mission, decide what ammunition to use, and set all other mission
parameters, including allocating SEAD (suppression of enemy air defenses).

2-1.1.4 Main Menu | Maneuver Groups/Recon
[ManeuuerGroupsfﬂecun ]

Set/Adjust Maneuver Groups

Set/Adjust Recon Assignments

2-1.1.4.1 Set/Adjust Maneuver Groups

Maneuver Groups allow players to give formations general, mission-based, orders. The Al then takes over, and, acting as
the group commander, it issues detailed and specific orders to the individual units in the group to accomplish the
objectives. This general concept is known as semi-autonomous command/Al.

For example, instead of issuing specific orders to each of the platoons in a infantry company, the human player can issue
orders to the company as a whole to move to an general objective, pause to call for artillery and to provide “softening-up”
fire, and then to finally unload the foot troops who then move on to the final objective as the assault unfolds.

Maneuver groups are extremely powerful and provide the following benefits:

e They simplify and speed-up the orders process: Orders for complicated operations plans can be given quickly, and
to a formation instead of individual units.

e They help keep a player's plans coordinated: In giving fewer commands, and giving them at the same time, it's
easier for players to fulfill their maneuver plan by avoiding mistakes in moving units.




e They are extremely flexible: Players are afforded command options that are difficult to implement using the detailed
individual-unit orders process.

e They are more effective: As the situation changes the Al will automatically adjust its plans accordingly to achieve
the objectives based on the latest intelligence.

e They eliminate “micro-management”: Since the Al handles all of the specifics, the player does not have to micro-
manage the operation in detail; he is free to concentr