6/10/03 (MANEUVER MAUI)


LESSON PLAN

Cubic Applications, Inc.

MAGTF Staff Training Program

2048 South St., Quantico, VA  22134

Lesson Title: MTWS Ground/Maneuver Functions

Course Title: MTWS Terminal Operator Training

Lesson Objective: To provide the requisite maneuver functional simulation model knowledge and experience that will allow the student to operate an MTWS MDS with the degree of proficiency required to successfully support a MTWS supported exercise.

Desired Learning Outcome: That the student develop the knowledge and skills to be able to enter MTWS maneuver commands, request reports, and be competent in manipulation of the MTWS Map Display.

Plan of Instruction:  

· Introduction to the Maneuver Response Cell
· Maneuver Workstation set-up
· Overview of selected MTWS Command Entries

· Ground Command Entries

· Define

· Face

· Front

· Mount

· Dismount

· Locate

· Formation

· Posture

· Mission 

· Halt

· Resume

· Reverse

· Speed

· Stop

· Attach

· Detach

· Allocate

· Associate

· Disassociate

· Invisible

· Mask

· MOPP

· Special Ground Commands

· Assets

· Cargo

· Task Force

· Ground Solicited Reports   

· Engagement Status

· Mission Data

· Task Force 

· Unit Asset

· Unit Attachment

· Unit Location

· Unit Movement

· NBC Status

· Posture/Front/Formation

· Situation

· Type

· A-Z Hour Scheduled Events

· Practical Application Exercises 

Batch File Name: CLASS_MANEUVER 

Estimated time of instruction: 4 hours
1.  Introduction to the Maneuver Response Cell  

The mission of a Terminal Operator is to execute in MTWS, the orders of the Response Cell Controller.  This period of instruction will cover all commands and reports required to conduct maneuver/ground combat operations and commands that are related to ground operations.  Not all of the MTWS ground command and report features will be covered.

2.  Maneuver workstation setup
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A. Configuring MTWS Spot Report window.  Select the following:
(1) In the Spot Reports window, click ‘Select Controllers’ to display the pull-down menu (see next figure) of Controller Files.
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 (2) Controller Selection: Set the Controller(s) according the units whose non-solicited reports you wish to have displayed in your ‘Spot Reports’ window.  Usually, the SimCenter Coordinator or the MTWS Instructor Controller will make the controller assignments to each MDS.   (Note: To select multiple controllers: Depress the <Ctrl> key on the key-board and select the controllers with left mouse button.)                                                                                                                
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Configuring MTWS Station Control window
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(1) Status:  Online—this line turns green when the MDS is ‘online’.

(2) User Privilege Level: As directed by the Exercise Control

(3) Print to line Printer: Normally only ‘Spot Reports’ will be selected.

C. Configuring MTWS Map Display

On the MAUI map window’s menu bar, select <DISPLAY OBJECTS>.
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From the pull down menu select <OBJECT FILTERS>. 
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(1) Control Objects: This is a map filter.  Specifically this feature is used to set the display to see all controlled objects (controlled objects are things that can be given commands to move, i.e. units, aircraft, ships).

a.  Select Side(s): This feature will cause all icons of a side to be display. More than one side can be selected.  Checkmark the box next to the ‘Side’ desired to be displayed on the map, and then click the Apply or OK button.  Setting ‘Control Objects’ by ‘Side’ is normally not done unless the MDS is a Senior Control Station.  Selecting could slow down the response of your computer.


b. Select Controller(s): A MDS may be set to display units belonging to a selected Controller(s).  (Note: All units are assigned to a Controller.  A Controller is a file to which units are assigned.)  Scroll down the list and highlight one or more controller names.  To select multiple Controllers, hold down the <Ctrl> key and highlight by using the left mouse button, the desired Controller(s) in the list. 

(2) Non-Controlled Objects: To select non-controlled objects (things that can’t move—roads, obstacles, check points) for display, select ‘Side’ and click the Apply or OK button.  Set as directed by Exercise Control.

(3) Track Detection: Track Detection can only be selected for one side at a time.

Select the ‘Side’ the MDS is assigned and then click the Apply or OK.  All units not on the selected side will be assigned a ‘track’ number. 

3.  Overview of selected MTWS Command Entries 

A. In the CE(Command Entry) Tree, select <GROUND> to view the sub-menu 
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B. Select <UNIT> to view the sub-menu of commands that may be issued to the units defined in MTWS.
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Commands that will not be addressed in training are:  

DEFINE

CASLIM


DELETE

FATIGUE

MASK

SPECIAL WEAPONS

MODIFY

SKIRT (Applies to minefield only)

ENGAGEMENT ZONE DEFINE

ENGAGEMENT ZONE DELETE   

UNIT INITIALIZE
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      C.  In the Report Tree, select <GROUND> to view sub-menu that lists the reports available. 
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D.  Following is a brief explanation of each command.  Noted with each command is the name of a report(s) that can be solicited/displayed to confirm a command is being executed.

Students will enter into and execute the following commands.  


(1) FACE—changes the direction the unit is oriented.  

The direction a unit faces adds to the combat power of the unit when

engaged by an opposing force.  To face a unit:

1) select CE Tree–Ground-Unit-Face.  The Unit Face command should appear. (see Illustration 1)

2) In the ‘Unit ID’ blank type or click in the name of the unit which you want to initiate the face command.  

3) In the attachment line select the choice that applies to your situation.  

4) In the ‘Assigned Heading’ block type the heading direction (in degrees)   that you want the unit/units to face.  

5) Click the ‘Transmit’ button to execute the command.

6) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.
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Check Report: Unit Situation Report (column ‘Unit Heading’)

To select this report:

1) go to Report Tree–Ground–Unit Situation.  The Unit Situation Report command should appear. (see Illustration 2)

2) In the ‘Report ID’ block, select the filter for the type of report you wish (unit Summary/Detailed).

3) In the ‘Report Filters’ block, select the filter you wish to use.  If you select a ‘UNIT_BY_NAME(D)…’ filter, an appropriate entry in the ‘Name/ Location’ block is required.  If you select ‘UNIT_BY_Side or Type of unit’ filter, an entry in ‘Name/Location’ block is not required.

4) Click the ‘Transmit’ button to execute the command.

5) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.
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           (2) FRONT—changes the dimension of a unit’s frontage.  This command also effects a unit’s concentration of fire-power, and it also helps the unit sustain less casualties from a supporting arms attack. To face a unit:

1) select CE Tree – Ground-Unit-Front.  The Unit Front command should appear.  (see Illustration 3)

2) In the ‘Unit ID’ blank, type or click in the name of the unit which is to execute the front command.  

3) In the ‘Attachment’ line select the choice that applies to your situation.  

4) In the ‘Front Dimension—Positive Integer’ block type the number of meters that you want for the unit’s frontage.  

5) Click the ‘Transmit’ button to execute the command. 
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Check the ‘Response’ block in the Command Entry window to ensure the command was valid.
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Check Report: Unit Posture, Front, Formation Report. 

To access the report:


1) Select Report Tree–Ground–Unit Posture, Front, Formation. 

(see Illustration 4)

2) In the ‘Report ID’ block, select the filter for the type of report you wish (unit front). 

3) In the ‘Report Filters’ block, select the filter you wish to use.  If you select a ‘UNIT_BY_NAME(D)…’ filter, an appropriate entry in the ‘Name/ Location’ block is required.  If you select ‘UNIT_BY_Side or Type of unit’ filter, an entry in the ‘Name/Location’ block is not required.

4) Click the ‘Transmit’ button to execute the command.

5) Check the ‘Response’ block in the Command Entry window to ensure the command was valid. 
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           (3) MOUNT—causes the entire unit to mount in the organic vehicles  

(Note:  MTWS does not calculate vehicle capacity or limits, and will as a result, allow an entire unit regardless of size, to mount in a single vehicle.) 

To Mount a unit:

1) Select CE Tree – Ground-Unit-Mount.  The Unit Mount command should appear.  (see Illustration 5)

2) In the ‘Unit ID’ blank, type or click in the name of the unit which you want to initiate the front command.  

3) In the ‘Attachment’ line of the face command select the choice that applies to your situation. In the ‘Override’ blank, ‘NO’ should be selected unless directed by your instructor controller. 

4) Click on ‘Transmit’.
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Check the ‘Response’ block in the Command Entry window to ensure the command was valid.
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Check Report: Unit Situation Report.  

To select this report:

1) Report command should appear. (see Illustration 6)

2) In the ‘Report ID’ block, select the filter for the type of report you wish (unit Summary/Detailed).

3) In the ‘Report Filters’ block, select the filter you wish to use.  If you select a ‘UNIT_BY_NAME(D)…’ filter, an appropriate entry in the ‘Name/ Location’ block is required.  If you select ‘UNIT_BY_Side or Type of unit’ filter, an entry in the ‘Name/Location’ block is not required. 

4) go to Report Tree–Ground–Unit Situation.  The Unit Situation Click the ‘Transmit’ button to execute the command.Check the ‘Response’ block in the Command Entry window to                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                    ensure the command was valid.      
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            (4) DISMOUNT causes a mounted unit to dismount. 

     To Dismount a unit:

1) Select CE Tree –Ground-Unit-Dismount.  The ‘Unit Dismount’ command should appear.  (see Illustration 7)

2) In the ‘Unit ID’ blank, type or click in the name of the unit which you want to execute the dismount command.  

3) In the ‘Attachments’ line select the choice that applies to your situation. 

4) Click the ‘Transmit’ button to execute the command.

5) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.
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Check Report: Check the Unit Asset Report in the column headed ‘Mnt%’ column.  To access a Unit Asset Report:

1) Select Report Tree–Ground–Unit Asset. (see Illustration 8)

2) In the Unit Asset ‘Report ID’ block, select the filter for the type of report you wish.  
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In the ‘Report Filters’ block, select the filter you wish to use.  If you select a ‘UNIT_BY_NAME(D)…’ filter, an appropriate entry in the ‘Name/ Location’ block is required.  If you select ‘UNIT_BY_Side or Type of unit’ filter, an entry in the ‘Name/Location’ block is not required. 

[image: image60.png]® ALLOCATE
® ASSOCIATE

® ATTACH
» cALM
® DEFINE
® DELETE
® DETACH
® DISASSOCIATE

® DISMOUNT

® ENGAGEMENT ZONE
® ENGAGEMENT ZONE
® FACE

® FATIGUE

® FORMATION
® FRONT
® HALT
» [EEE
® LOCATE
» MASK




[image: image61.png]1B

Unit D [Req]
ES]

Attachments [Opy)

2 | [<none Selectea- <

Movernent Halt Duration [0pt)

MMM or MM (133 or 08)

2 | Format: Duration

Improve Posture? [Opy

2 | [<none Selectea-
Transmit





(5) LOCATE—an override command that allows a unit to be relocated immediately.  (Note:  This is an administrative command.  In an exercise, using the locate command has to be approved by Exercise Control.)

To Locate a unit:

1) Select CE Tree – Ground-Unit-Locate.  The Unit Locate command should appear. (see Illustration 9)

2) In the ‘Unit ID’ blank, type or click in the name of the unit which you want to execute the front command.  

3) In the ‘Unit Location’ block, click or type in the new location that you want the unit to be located/positioned.

4) Click the ‘Transmit’ button to execute the command.
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Check the ‘Response’ block in the Command Entry window to ensure the command was valid.
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Check Report: Unit Location Report. 

To access a Unit Location Report: 

1) Select Report Tree–Ground–Unit Location.  The UNIT LOCATION REPORT REQUEST should appear.  (see Illustration 10)

2) In the ‘Report ID’ block, select the filter for the type of report you wish.  

3) In the ‘Report Filters’ block, select the filter you wish to use.  If you select a ‘UNIT_BY_NAME(D)…’ filter, an appropriate entry in the ‘Name/ Location’ block is required.  If you select ‘UNIT_BY_Side or Type of unit’ filter, an entry in the ‘Name/Location’ block is not required.   
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The Object Locator/Identifier on the map tool bar may also be used.  Its operation was covered in an earlier lesson (MAUI MDS Operation).
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(6) FORMATION—changes the doctrinal tactical formation.  Changing formation provides doctrinal advantages in concentrating fires.  

To change formation of a unit: 

1) Select CE Tree – Ground-Unit-Formation.  The Unit Formation command should appear. (see Illustration 11) 

2) In the ‘Unit ID’ block, type or click in the name of the unit which you want to execute the command. 

3) In the ‘Attachment’ line, select your choice according to the situation.  

4) In the ‘Formation’ box, pull down the menu and select the formation.  

5) Click on the ‘Transmit’ button to execute the command.  
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Check Report: Unit Posture, Front, Formation Report.  The ‘Check Report’ procedures for this report were covered in subparagraph (2) Front (Illustration 4).  The formation will be listed under the ‘Unit Formation’ column. (see Illustration 12)  The Object Locator/Identifier on the map tool bar may also be used.  Its operation was covered in an earlier lesson (MAUI MDS Operation).

[image: image75.png]% PLAN MISSIONS REPORT REQUEST

ReportID [Red]
2 [[5CHD GRND mang sUM <

ReportFilters [Req)
2 | [oRD_MSN_BY_NAMED_UNIT =

NarnefLocation, if applicable [Op] - ter 0- 10)

R

NAME STRING

2 | Format: uave <

AzimuthfTimes, if applicable [Opt

[N

Transmit




 (7) POSTURE—an override command that changes the defensive disposition of the unit.  As the defensive posture of a unit increases the unit becomes more difficult to destroy. To change the posture of a unit:

1) Select CE Tree – Ground-Unit-Posture.  The Unit Posture command should appear.  (see Illustration 13)

2) In the ‘Unit ‘ block, type or click in the name of the unit which you want to initiate the front command. 

3) In the ‘Attachment’ line, select the choice that applies to your situation.  

4) In the ‘Posture’ box, pull down the menu and select the Posture you desire.  Click on the transmit button to execute the command.  (Only select this command when directed by an instructor controller since posture occurs automatically in MTWS.  Usually the use of postures ‘Fortified’ and ‘In-Buildings’, must be approved by Exercise Control.) 

5)  Click the ‘Transmit’ button to execute the command.

6) Check the ‘Response’ box in the Command Entry window to ensure the command was valid.
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Check Report: Unit Posture, Front, Formation Report.  The ‘Check Report’ procedures for accessing this report were covered in subparagraph (2) Front (Illustration 4).  The posture will be listed under the ‘Unit Posture’ column. (see Illustration 14)  The Object Locator/Identifier on the map tool bar may also be used.  Its operation was covered in an earlier lesson (MAUI MDS Operation).
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(8) MISSION—assigns a tactical mission to a unit.  The only missions that will be covered are ATTACK, MOVE, DEFEND, and HOLD.  When defining the route for a  ‘Move’ or ‘Attack’ command, do not use over twenty iterations as the order often gets hung-up or will not be accepted.  (Note:  The remainder of the missions listed in that sub-menu will not be used.)

It is important that the Response Cell personnel understand how the missioned unit will perform per the given mission.  The actions the units will execute per each mission are as follows:


ATTACK—A “Charge of the Light Brigade” attitude.  A unit will continue in the attack and accept 100% casualties.


MOVE—A unit will move to its designated position until it determines the enemy’s combat power is superior at which time the missioned unit will halt.  If the enemy unit’s combat power ratio continues to increase, the missioned unit will withdraw 180°from the enemy.


DEFEND—A unit will maintain its assigned position until the enemy’s combat power ratio is determined to be superior to the missioned unit.  At that time, the missioned unit will withdraw 180°from the enemy. 


HOLD—A “Custer’s Last Stand” attitude.  A unit will maintain its assigned position, accepting 100% casualties.

To issue a unit a tactical mission: 

1) Select CE Tree – Ground-Unit-Mission.  The Unit Mission command should appear. (see Illustration 15) 

2) In the ‘Unit ID’ block, type or click in the name of the unit which is to execute the command. 

3) In the ‘Mission’ box, select either MOVE, ATTACK, DEFEND, or MOVE.

4) In the ‘Formation’ box, select a tactical formation.

5) In the ‘Attachment’ box, select the choice that applies to your situation. 

6) Keep ‘Mission Type’ as the default, ‘MV_PLANS.

7) Use ‘Move Override’ only when approved or directed by Exercise Control.  This feature sets a speed for the unit that overrides the default speed.

8) Place a speed in the ‘Desired Speed’ box if you want the unit to move at a speed other than the default speed.  (Note:  If ‘Move Override’ is selected, you must set a ‘Desired Speed’). 

9) If a ‘Desired Speed’ is selected, you must select ‘Override’ in this box.

10) Set a ‘Movement Start Time’ if the unit is to delay its movement.

11) In the ‘Route Point Coordinate’ box(s) select the positions/route the unit should move.
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Click on the ‘Transmit’ button.

13) Check the ‘Response’ box in the Command Entry window to ensure the command was valid.
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Check report: To check the mission:

1) Request a ‘Unit Situation Report’ and read the ‘Mission’ column (see Illustration 16).  Instructions to request the report are in subparagraph (1) FACE (Illustration 2).  
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(9) HALT—This command halts a moving unit, but allows the unit to retain the  mission that caused it to move.  By retaining the mission, the unit may be given a RESUME command which will cause it to continue to execute its original order.

To halt a unit:

1) Select CE Tree – Ground-Unit-Formation.  The ‘Unit Halt’ command                    should appear. (see Illustration 17) 

2) In the ‘Unit ID’ block, type or click in the name of the unit which you want to execute the command.

3) In the ‘Attachment’ line, select the choice that applies to your situation. 

4) In the ‘Movement Halt Duration’ box, enter the delay time if desired.

5) In the ‘Improve Posture’ box, you can direct that the unit improve its defensive position while halted by selecting ‘yes’.  

6) Click on the ‘Transmit’ button to execute the command

[image: image86.png]Frowrstor e =Tk

Unit D [Req]
ES]

Attachments [Opy)
2 | [<none Selectea- =

Improve Posture? [Req]
2 [no 5]

Transmit




[image: image87.png]1B

Detachment Method [Req]

7 |[aTTacHED =

Unit D{s) [Red - ter (1 - 20)
7 |[mEcha





[image: image88.png]1B
Control Function ID [Req]

Unit D{s) [Red - ter (1 - 20)

2 |[ienzmer
Transmit





Check report: To determine that the unit is halted, look to see that the movement vector is no longer displayed on the icon and/or request a ‘Unit Situation Report’.


(10) RESUME—causes a “halted” unit to move again along its assigned route per the unit’s original mission. 

1) Select CE Tree–Ground-Unit-Resume.  The ‘Unit Resume’ command                    should appear. (see Illustration 18) 

2) In the ‘Unit ID’ block, type or click in the name of the unit which you want to execute the command.

3) In the ‘Attachment’ line, select the choice that applies to your situation. 

4) In the ‘Delay Time’ box, enter the delay time if desired.

5) Click on the ‘Transmit’ button to execute the command.

6) Check the Command Entry window to ensure the command was valid. 
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Check report: To determine that the unit has resume its movement, look to see that the movement vector is displayed on the icon and/or request a ‘Unit Situation Report’ and check the speed of the unit.


(11) REVERSE—causes a moving unit to immediately move back along the same route it was executing, stopping at its original point of departure.

1) Select CE Tree–Ground-Unit-Reverse.  The ‘Unit Reverse’ command                    should appear. (see Illustration 19) 

2) In the ‘Unit ID’ block, type or click in the name of the unit which you want to execute the command.

3) In the ‘Attachment’ line, select the choice that applies to your situation. 

4) Click on the ‘Transmit’ button to execute the command.

5) Check the Command Entry window to ensure the command was valid.
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Check report: To determine that the unit has reversed its movement, look to see that the movement vector is displayed on the icon and is pointing in the direction opposite the original direction of travel.  


(12) SPEED—allows the operator to change the speed of a moving unit.  An override command.

1) Select CE Tree–Ground-Unit-Speed.  The ‘Unit Speed’ command                    should appear. (see Illustration 20) 

2) In the ‘Unit ID’ block, type or click in the name of the unit which you want to execute the command.

3) In the ‘Attachment’ line, select the choice that applies to your situation. 

4) In the ‘Speed’ block, enter the speed you wish the unit to assume.

5) In the ‘Speed Override’ select the choice that supports the type of unit performance desired.  Click on the ‘question-mark box’ to understand the choices and their differences.

6) Click on the ‘Transmit’ button to execute the command.

7) Check the Command Entry window to ensure the command was valid.
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Check report: To check the speed request a ‘Unit Situation Report’ and read the ‘Speed In’ column. 


(13) STOP—cancels a moving unit’s mission and by that, the unit stops.  

(Note the difference: HALT retains the mission to allow the mission to be continued by issuing a RESUME command; STOP cancels a moving unit’s mission and by that, the moving unit stops.)

1) Select CE Tree–Ground-Unit-Stop.  The ‘Unit Stop’ command                    should appear. (see Illustration 21) 

2) In the ‘Unit ID’ block, type or click in the name of the unit which you want to execute the command.

3) In the ‘Attachment’ box, select the choice that applies to your situation. 

4) In the ‘Improve Posture’ box, select the choice that applies to your situation. 

5) Click on the ‘Transmit’ button to execute the command.

6) Check the Command Entry window to ensure the command was valid.
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Check report: To confirm a unit has stopped, check the Spot Report Window.  The unit should have generated a report to confirm it has stopped.  A ‘Unit Situation Report’ can be solicited to check the unit’s speed.   


(14) ATTACH—allows the operator to attach units to a Parent Unit. Subsequent commands given to the Parent Unit will be executed concurrently by the attached unit(s).

To issue an attach command:

1) Select CE Tree–Ground-Unit-Attach.  The Unit Attach command should appear. (see Illustration 22) 

2) In the ‘Parent Unit’ block, type or click in the name of the unit which you want to be the base unit.  

3) In the ‘Attached Unit(s)’ line, enter the unit(s) that are to be attached to the Parent Unit.

4) Click on the ‘Transmit’ button to execute the command.

5) Check the Command Entry window to ensure the order is valid.

[image: image101.png]=lox|
23 Maui Reports
Z1AR
513
FIRE SUPPORT
=24 6ROUND
ENGAGEMENT STATUS

-

ENGAGEMENT ZONE

AZ HR SCHED EVENTS
TASKFORCE

UNIT ASSET

UNIT ATTCHMNTS

UNIT LOCATION

UNIT MOVEMENT

UNIT NBC STATUS

UNIT POSTURE FRONT,FORMATION
UNIT SITUATION

UNITTYPE

INTELLIGENCE

.
.
.
.
.
.
.
.
.
.
.
-




[image: image102.png]=lolx|

/24 Command Entry

MARITIME









Check Report: 

1) Select Report ‘Unit–Ground–Unit Attachment Report Request’.  The report should appear.  (see Illustration 23)

2) In the ‘Report ID’ block defaults to ‘Unit Attachments RPT’.

3) In the ‘Report Filters’ block, select the filter you wish to use.  If you select a ‘UNIT_BY_NAME(D)…’ filter, an appropriate entry in the ‘Name/ Location’ block is required.  If you select ‘UNIT_BY_Side or Type of unit’ filter, an entry in the ‘Name/Location’ block is not required. 

4) The ‘Azimuth/Times’ box will not be used.





(15) DETACH—detaches a unit from a parent unit.

1) Select CE Tree–Ground-Unit-Attach.  The Unit Attach command should appear. (see Illustration 24) 

2) In the ‘Parent Unit’ block, type or click in the name of the unit which you want to be the base unit.  

3) In the ‘Attached Unit(s)’ line, enter the unit(s) that are to be attached to the Parent Unit.

4) Click on the ‘Transmit’ button to execute the command.

5) Check the Command Entry window to ensure the order is valid.



Check Reports: See ‘Unit Attachment’ report.  Procedures are outlined in subparagraph (14) ATTACH.

(16) ALLOCATE—reassigns a unit to a MTWS Instructor Controller.  This allows for the transferring the control of a unit(s) from one MTWS workstation to another workstation.  This supports task organization—for example—a mechanized infantry battalion work station and an armor/tank battalion work station may transfer control of a company each to make a tank heavy team and a mechanized heavy team. To allocate a unit to another controller:

1) select CE Tree – Ground-Unit-Allocate.  The Unit Allocate command should appear.  (see Illustration 25)

2) In the ‘Control Function ID’ block, select the name of the controller in which you want to assign to the unit(s).  

3) In the ‘Unit ID(s)’ line select the units that are to be assigned to the selected Controller.  

4) Click the ‘Transmit’ button to execute the command. 

5) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.



Check Report: see ‘Unit Type’ Report. 


To access the report:


1) Select Report Tree–Ground–Unit Type. (see Illustration 26)

2) In the ‘Report ID’ block, select ‘UNIT TYPE SUM RPT’. 

3) In the ‘Report Filters’ block, select the filter to use.  If you select a ‘UNIT_BY_NAME(D)…’ filter, an appropriate entry in the ‘Name/ Location’ block is required.  If you select ‘UNIT_BY_Side or Type of unit’ filter, an entry in the ‘Name/Location’ block is not required.

4) Click the ‘Transmit’ button to execute the command.

5) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.
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(17) ASSOCIATE—connects a unit needing transportation with a transporting unit or a transporting air mission.  For example, this command is used to assign a Motor Transport unit to pick up and an infantry unit, or to assign an air mission of helicopters to pick up an infantry unit. To associate a unit to another unit or air mission:

1) select CE Tree – Ground-Unit-Associate.  The Unit Associate command should appear.  (see Illustration 27)

2) In the ‘Unit ID’ block, select the name of the unit, which requires the transportation support.  

3) In the ‘Transporting Unit/Air Mission’ block, enter the name of the transportation unit or the Air Mission number that is assigned to provide transportation to the unit needing the transportation .  

4) Click the ‘Transmit’ button to execute the command. 

5) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.



Check Reports: See ‘Unit Attachment’ report.  Procedures are outlined in subparagraph (14) ATTACH.

(18) DISASSOCIATE—separates a unit from a transporting unit or an air mission, preventing the supported unit from mounting the transportation on the transporting unit. To disassociate a unit:

1) Select CE Tree – Ground-Unit-Disassociate.  The Unit Disassociate command should appear.  (see Illustration 28)

2) In the ‘Unit ID’ block, select the name of the unit, which requested the transportation support.  

3) Click the ‘Transmit’ button to execute the command. 

Check the ‘Response’ block in the Command Entry window to ensure the command was valid.




Check Reports: See ‘Unit Attachment’ report.  Procedures are outlined in subparagraph (14) ATTACH.

(19) INVISIBLE—will prevent a unit from being detected as long at it holds its position/remains in one location.  This feature is used almost exclusively for reconnaissance units as their mission is one that requires them to avoid combat.  When invisible, a unit will not engage the enemy, and the enemy will not engage the invisible unit.  Should a unit that was made invisible, uncover to move to change positions—it ceases to be invisible.  This command will also allow you to make an invisible unit, visible.  Exercise Control is the only exercise agency that can authorize the use of this command.  To make a unit a invisible:

1) select CE Tree – Ground-Unit-Invisible.  The Unit Invisible command should appear.  (see Illustration 29)

2) In the ‘Unit ID’ block, select the name of the unit, which you want to be invisible.  

3) In the ‘Attachment’ block, make the entry consistent with your present force organization with regard to units that may be collocated or attached.

4) In the ‘Make Invisible?’ block, select ‘YES’ is you want to make a unit invisible, or select ‘NO’ to make an invisible unit, visible.

5) Click the ‘Transmit’ button to execute the command. 

6) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.


Check Report: Unit Posture, Front, Formation Report.  The ‘Check Report’ procedures for accessing this report were covered in subparagraph (2) Front 

(Illustration 4).  The formation will be listed under the ‘Unit Formation’ column. (see Illustration 30)  The Object Locator/Identifier on the map tool bar may also be used.  Its operation was covered in an earlier lesson (MAUI MDS Operation).




(20) MASK—causes a unit to don or remove their protective masks.  To cause a unit to mask or unmask:

1) select CE Tree – Ground-Unit-Mask.  The Unit Mask command should appear.  (see Illustration 31)

2) In the ‘Unit ID’ block, select the name of the unit, which you want to be invisible.  

3) In the ‘Attachment’ block, make the entry consistent with your present force organization with regard to units that may be collocated or attached.

4) In the ‘Make Invisible?’ block, select ‘YES’ is you want to make a unit invisible, or select ‘NO’ to make an invisible unit, visible.

5) Click the ‘Transmit’ button to execute the command. 

6) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.





Check Report: 

1) Select Report ‘Unit–Ground–Unit NBC Status’.  The report should appear.  (see Illustration 32)

2) The ‘Report ID’ block defaults to ‘Unit MOPP/RAD EXPOSR’.

3) In the ‘Report Filters’ block, select the filter you wish to use.  If you select a ‘UNIT_BY_NAME(D)…’ filter, an appropriate entry in the ‘Name/ Location’ block is required.  If you select ‘UNIT_BY_Side or Type of unit’ filter, an entry in the ‘Name/Location’ block is not required.

4) The ‘Azimuth/Times’ box will not be used.
5) Click the ‘Transmit’ button to execute the command. 

6) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.


(21) MOPP—sets or changes the MOPP level of a unit. 

1) Select CE Tree–Ground-Unit-MOPP.  The Unit MOPP command should appear. (see Illustration 33)

2) In the ‘Unit ID’ block, select the name of the unit, which you want to be invisible.  

3) In the ‘Attachment’ block, make the entry consistent with your present force organization with regard to units that may be collocated or attached.

4) In the ‘MOPP Level’ block, select the MOPP level desired.

5) Click the ‘Transmit’ button to execute the command. 

6) Check the ‘Response’ block in the Command Entry window to ensure the command was valid.




Check Report: enter a ‘Unit NBC Status’ Report to get a MOPP level report.  

The procedure is in subparagraph C. (20). (See Illustration 34) 



E.  Special Ground Commands

(1) ASSETS—allows the operator to abandon assets, transfer equipment or people between units, and update which means to administratively add (“magic”) assets and people to a unit(s).  (see Illustration 35)

  


1) ABANDON—This command allows a unit to selectively desert/dispose-of, assets (equipment and ammo) and wounded personnel.  

1. Select CE Tree–Ground-Assets-Abandon.  The Assets Abandon command should appear. (see Illustration 36)

2. In the ‘Unit’ block, enter the name of the unit who is to execute the abandon command. 

3. In the ‘Asset Category’ block, select an entry consistent with the asset(s)/troops that are to be abandoned.  If ‘ASSET’, ‘ASSETS_BY_DAMAGE’, or TROOPS, are selected, additional blocks will be revealed that will allow the operator to identify the asset type or causality category to be abandon.

4. Click the ‘Transmit’ button to execute the command. 

5. Check the ‘Response’ block in the Command Entry window to ensure the command was valid. 


2) TRANSFER— This command allows a unit to selectively transfer assets (equipment and ammo) and wounded personnel to another unit.  

1. Select CE Tree–Ground-AssetsTransfer.  The Assets Abandon command should appear. (see Illustration 37)

2. In the ‘Source Unit, Task Force or Cargo ID’ block, enter the name of the unit or the name of the cargo, from which the assets/people are to be transferred. 

3. In the ‘Destination Unit or Cargo ID’ block, enter the unit or cargo that will receive the transferred items/personal.  

4. In the ‘Transfer Type’ block, select the way by which the transfer is to be executed.  If transfers are done by ‘BY_TOTE’ or by ‘BY_ASSET’, additional blocks will be revealed that will allow the operator to identify the asset type or casualty category to be transferred.  Other options are BY_ALL, BY_PERCENT, ALL_DAMAGED_EQUIPMENT, and ALL_CASUALTIES.

5. Click the ‘Transmit’ button to execute the command. 

6. Check the ‘Response’ block in the Command Entry window to ensure the command was valid.



3) UPDATE—This command allows for the instant (magic) addition to, or subtraction of, assets and/or personal to a unit.  Exercise Control must approve the use of this feature. (see Illustration 38)


(2) CARGO—allows the operator to create or delete cargoes.  Cargoes of personnel and/or assets are defined/built to allow for their transportation.  WIAs are usually built into cargoes to support MEDEVAC operations.  Once a cargo is defined, the ‘ASSOCIATE’ command ((see paragraph D.(17)) can be used to cause a transportation unit/mission to pick up the cargo to convey it to another location.  To build a cargo:

1. Select CE Tree–Ground-Cargo-Define.  The Cargo Define command should appear. (see Illustration 39) 

2. In the ‘Cargo ID’ block, enter the name of the cargo, from which the assets/people are to be transferred. 

3. In the ‘Asset Category ’ block, enter ‘Asset’ or ‘No_Assets’.  Either selection will cause additional blocks to be revealed that will allow you to select the assets or personnel you want included in the cargo.  The last two blocks of the command require you to identify the requesting unit (i.e. the unit to receive the cargo) and the supplying unit.  

4. Click the ‘Transmit’ button to execute the command. 

5. Check the ‘Response’ block in the Command Entry window to ensure the command was valid 



6. To delete a cargo, bring up command, enter cargo ID, and transmit.  (See Illustration 40)




(3) TASK FORCE—allows the operator to create a Task Force and give it 

missions/tasks.  Notice that the ‘Task Force’ sub-menu is almost identical to the ‘Unit’ sub-menu.  The ‘Task Force’ features work the same as those of the ‘Unit’ sub-menu.  To organize a Task Force:

1. Select CE Tree–Ground-Task Force.  

2. To form a Task Force, select ‘DEFINE’ in the sub-menu (see Illustration 41). 

3. In the ‘Command Unit/Ship’ block, enter by typing or clicking-in the name of the parent/base unit for the task force.

4. In the ‘Unit IDs or Ship IDs’ block, enter by typing or clicking, the names of the units that are to join onto the Command Unit/Ship, to make up the task force. 

5. Click the ‘Transmit’ button to execute the command. 

6. Check the ‘Response’ block in the Command Entry window to ensure the command was valid.




F.  Ground Solicited Reports.  Most reports can be requested for a single unit, by controller, by side, by side/function (example: for LF/Artillery), or for all units in the database. 

(1) Engagement Status—provides current and historical information on engagements.  (Illustration 42)

1) Select ‘Report Tree-Ground-Engagement Status’

2) The ‘Report ID’ block default is ‘GRND ENGAGEMENT STAT’ report.  (NOTE:  The other type of report that can be selected is the ‘Detailed Report’ which however, is NOT operable.)

3)  In the ‘Report Filters’ block, select ‘GRD_ENGAGEMENTS_ALL’ or ‘GRD_ENGAGEMENT_BY_NAMED_UNIT’.  (NOTE:   ‘Ground_Engagement_by_ID’ is not operable.)

4) If the ‘ALL’ is selected, no further entries are required.  If the ‘BY_NAME’ report is selected then the name of a unit must be entered in the ‘Name/Location’ block.

5) The ‘Azimuth/Times’ block will not be used.

6) Click on the transmit button and check the ‘Response’ block in the Command Entry window to ensure the command was valid.




(2) Mission Data—provides information on missions that have been assigned to unit(s) that are to be executed at a future time.  This report will not have information on missions that were/are being executed immediately upon order.  Only missions that have been given a future time of execution will be listed. (Illustration 43)

1) Select ‘Report Tree-Ground-Plan Missions’

2) The ‘Report ID’ block default is ‘GRND ENGAGEMENT STAT’ report.  (NOTE:  The other type of report that can be selected is the ‘Detailed Report’ which however, is NOT operable.)

3)  In the ‘Report Filters’ block, select the filter that will support your information needs.

4) If ‘GRD_MSN_ALL’ is selected, no further entries are required all other filters require an entry in the ‘Name/Location’ block.

5) The ‘Azimuth/Times’ block will not be used.

6) Click on the ‘Transmit’ button and check the ‘Response’ block in the Command Entry to ensure that the command was valid.





(3) Task Force—*identifies the parent, and subordinate units, and location.

            (4) Unit Asset—*provides quantitative information regarding troop strength, 

casualties, equipment/ordinance totals and state of repair, and quantities of ammunition, water, fuel and rations.  


(5) Unit Attachment—*identifies the base/parent unit and the attached unit(s).


(6) Unit Location—*provides the location of a unit.


(7) Unit Movement—*reports on moving units and their routes.


(8) NBC Status—*reports current mask status (on/off), fatigue level, MOPP status.


(9) Posture/Front/Formation—*provides current information on the subject report.




(10) Situation—*reports unit(s) mission, location, engagement status, casualties, formation, posture, fatigue frontage. 


(11) Type—*identifies to which controller a unit is assigned 

*--The procedures to solicit these reports were provided in paragraph 3.D, concurrent with the applicable commands.

4.  Practical Application Exercises

The ‘CLASS_MANEUVER’ batch file must be loaded prior to the Practical Application.  The batch file provides each of eight students with three units—a Mechanized Unit, an Infantry Unit, and an Armored Unit.  (Three units of each type are located under MANCON_1 through 8, and AGCON_1 through 8.)  Each training station should be assigned one MANCON and one AGCON to work with for the PE.


A.  Request a Unit Asset Report and a Posture/Front/Formation report 

for each unit.


B.  Enter commands to the Infantry Company to change its frontage (Front), orientation (Face), tactical formation (Formation), and defensive posture (Posture).


C.  Request a Posture/Front/Formation report for the Infantry Company.  Note the changes to those areas in which changes were directed in step-C.


D.  Enter a Mount command to the Tank Company.


E.  Request a Unit Asset Report and note that 100% of the unit is now mounted. 


F.  Relocate (“magic move”) the Tank Company by entering a Locate command.


G.  Give the Tank Company a Mission to “Move”.  Ensure the route has at least five iterations and no more than fifteen iterations.


H.  Request a unit Movement Report for the tank unit.


I.  Once the Tank Company begins to move issue a Halt order.  After the unit has halted and reports appropriately, issue a Resume command.  After the company is moving again, change its Speed.


J.  Relocate (“magic move”) the Blue Infantry Company within 2km of the Blue Tank Company using a Locate command.


K.  Attach the Infantry Company to the Tank Company by entering an Attach command. Request a Unit Attachment report.  Give the Tank Company a Mission to “move”.  Ensure the route has at least five to seven iterations.  When the units have moved far enough to demonstrate that the attached unit will move with the parent unit, issue a Stop command to the Tank Company (the parent unit). 


L.  Locate the infantry company to within 500 meters of the Tank Company.  An attached unit that is within 500 meters of the parent unit is considered by MTWS to be collocated.  When an attached unit is collocated, its icon disappears off the map display and the parent unit map symbol name is followed by a plus (+) sign—the doctrinal annotation for a unit that is reinforced.


M.  Detach the Infantry Company from Tank Company.


N.  Using the Asset Update command, give the infantry company Forty (40), 

LVTP-7 Amphibious Assault Vehicles.  Mount the Infantry Company in the 

LVTP-7s.  Request a Unit Asset Report to note the addition of the LVTPs to the company and the change in the mount percentage.  Give the infantry company a Mission (Attack or Move) with iterations that moves them within 500 meters of the AG Infantry Company and observe an engagement.  Call up an Engagement Status Report on the units in combat.  Then move one of the units far enough away to break contact.  


O.  Request a Unit Asset Report and note the KIA, WIA and any equipment damage that occurred as a result of the engagement.
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