6/10/03 (MARITIME MAUI) 


LESSON PLAN

Cubic Applications, Inc

MAGTF Staff Training Program

2048 South St., Quantico, VA  22134

Lesson Title: MTWS Maritime Functions  

Course Title: MTWS Terminal Operator Training

Lesson Objective: To provide requisite simulation model knowledge and experience for proper functioning as a Maritime cell terminal operator during an MTWS supported exercise.

Desired Learning Outcome: The use of the MTWS Command Entry function for Maritime Operations, specifically, how to issue Maritime commands to the simulation model and how to order and read solicited reports that relate to Maritime activities. 

Plan of Instruction:                                                     

· Introduction

· Maritime Workstation Setup

· Maritime Commands 

· Launch Depth Charge

· Launch Torpedo

· Minefield    

· Construct

· Clear

· Delete      

· Patrol Area 

· Ship Operations

· Hold

· Locate

· Move

· Resume

· Reverse

· Speed

· Stop

· Sonar 

· Submarine

· Define

· Delete 

· Depth

· Hold

· Invisible

· Locate

· Mission

· Modify

· Resume

· Speed

· Stop

· Update

· Task Force 

· Maritime Reports 

· Cleared Path 

·    Minefield

·    Patrol Area

·    Sonar Contact

·    Sonar Status

·    Sonar Track

·    Submarine  

· Other Frequently Used Reports 

· Unit Situation

· Unit Movement

· Unit Location

· Unit Asset

· Practical Exercise 

Batch File Name: CLASS_SHIP_OPS 
Estimated Time of Instruction: 3 hours
1. Introduction
A. The primary role of Maritime is to maneuver various ships and submarines.  MTWS will provide timely and realistic Maritime information to controllers who will use the normal command and control communications networks to communicate the information to the appropriate combat operations center (COC).  Likewise the controllers will receive orders from the COC for the units they control, and in turn, communicate these orders to terminal operators who insert the individual commands which execute the orders within the simulation.  

B. Your role as terminal operator is both critical and complex.  You must input commands into the system based on the decisions of a controller, direct the controller to the information provided from the system, interacts reports and map displays, and always provide the vital link between the controller and the simulations system.

2. Maritime Workstation Setup
A. Station Control 

(1) Go to “Command Center” menu and select “Station Control” 

(2) Status: Online or Offline; Select “on” for online  

(3) User Privilege Level: 0, 1, or 2 (as directed by the MTWS Instructor Controller)     

(4) Print to Line Printer: Options are spot reports and solicited reports; Select “Spot Reports” 
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Print to HSP: N/A   

B. Object Filters (See next page for Filters)    

(1) Go to Display Objects menu and select Object Filters    

(2) Review menu’s and select desired filters for: General (Environment, Object Groups), Air (Object Types), Ground (Echelon Level, Object Types, Unit-Display Data and Type), Maritime (Object Types, Ships, Submarines, Radar Track, Sonar Track), Target (Display Data, Object Types), and Miscellaneous   

(3) Controlled Objects, Select Side(s): Landing Force, Aggressor, Civilian, Non-Sided 

(4) Controller(s) to Monitor, select: CONT_1, CONT_2, etc (as directed by the MTWS Instructor Controller)    

(5) Non-Controlled Objects, Select Side(s): Landing Force, Aggressor, Civilian, Non-Sided

(6) Track Detection, Select Side(s): Landing Force, Aggressor, Civilian, Non-Sided 

(7) Select “Apply” and “OK” 
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C. Select Controllers (Controller Selection is on next page)     

(1) Under Spot Reports Window select “Select Controllers” (lower right hand corner)

(2) From the menu provided, select the controller(s) that are assigned: CONT_1, CONT_2, etc (as directed by the MTWS Instructor Controller)   

(3) Select “OK”           
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D. Map Options
(1) Go to View Menu and select “Active Maps” 

(2) Select desired maps for area of operations by clicking in the box under “on”

(3) Select “Apply” and close the window by selecting “OK”  
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3. Maritime Commands.  This command is used to execute all ship and submarine functions.  Each of the specific functions is explained below along with an example of the command.  It should be noted that all command entries in RED are required entries, and all command entries in BLUE are optional.    
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A.  Launch Depth Charge.  This command is used to launch depth charges against submerged enemy submarines.  Required entries for this command include mission ID, ship ID (ship that will launch depth charge), depth charge and launcher type, number of depth charges to launch (normally one), target method (can be a target track ID or location), target track ID or location (to be fired on), depth (depth charge’s detonation depth in feet), and launch distribution (converged-default, rectangular, circular, or open).     
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B.  Launch Torpedo.  This command is used to launch torpedos from either a ship  or a submarine.  Required entries include launch mission ID, submarine or ship ID, torpedo and launcher type, number of torpedos to launch, target method (either target track ID or bearing), and target track ID or bearing (based on target method selected).        
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C.  Minefields.  This command is used to Construct, Clear or Delete anti-ship   (AS) minefields.  

(1) Minefield Construct:  Used to construct an AS minefield.  The minefield types that can be constructed are high, medium, and low density.  If a ship ID is entered (last entry in command), the minefield will be constructed over time.  The amount of time is based on the density of the minefield; however, constructing minefields in this manner normally takes several hours.  If no ship name is entered, this command will “magically” construct the minefield.  

(2) Minefield Clear:  Clears a path through a minefield.  

(3) Minefield Delete:  Will delete a minefield.          
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D.  Patrol Area.  This command is used to define maritime patrol areas.  These   areas are established for aviation assets that will support maritime activity by flying pre-established routes with the purpose of identifying enemy ships and submarines.  A patrol area can be defined or deleted using the below commands.   
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E.  Ship Operations
(1) Ship Ops Move.  The ship ops move command is used to move either a ship or a task force.  The move command is explained below (a copy of the command is also provided).  

a. Movement Method: A ship can be moved BY_ SHIP (individual ship) or BY_TASK_FORCE (grouping of ships).  BY_SHIP should be selected as ships will always be moved individually.     

b. Ship ID: Enter the name of the ship to move   

c. Attachments: The two options under this category are COLLOCATED and ALL_ATTACHED.  Select COLLOCATED if only those attachments which are collocated with this ship are to move.  Select ALL_ATTACHED if all of the ship’s attachments are to move.     

d. Move Override: The two options are YES and NO.  Normally NO is selected because the ship will move at the standard movement rate for that specific type of ship.  If YES is selected, a speed of up to 50 knots can be entered.     

e. Desired Speed: From 1-50 knots can be entered.  This entry is normally left blank. 

f. Speed Override: The two options are YES and NO.  If NO is selected, the ship will move at a realistic rate of speed for that type of ship.  If YES is selected, the ship will move at the speed designated (up to 50 knots) regardless of whether or not the ship is capable of moving that fast.  

g. Movement Start Time: When this block is left blank, the ship will move immediately (normally this block is left blank).  If a time is specified, the ship will move per the DTG specified.    

h. Route Point: From 1 to 10 route points (movement nodes) can be entered.   
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Action Delay Time: If a delay at any of the movement nodes is desired, enter the duration of the delay.  
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.  

(2)  Ship Ops Hold.  This command will allow either a ship or a group of ships to be held in a “Hold” pattern.  Once placed in “Hold”, the ship(s) will not move until the “Resume” command is applied.       

a. Hold Method: The two options are BY_ SHIP or BY_TASK_FORCE. BY_SHIP should be selected.       

b. Ship ID: Enter the name of the ship to be placed in “Hold”. 

c. Attachments: The two options under this category are COLLOCATED  and ALL_ATTACHED.  Select COLLOCATED if only those attachments which are collocated with this ship are to be placed in “Hold”.  Select ALL_ATTACHED if all of the ship’s attachments are to be placed in “hold”. Normally COLLOCATED is selected. 

d. Movement Hold Duration: Enter the length of time the “Hold” will remain in effect.  If this block is left blank, the ship will “Hold” until the “Resume” command is entered.    
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(3)  Ship Ops Locate.  This command will allow a ship to move “magically” to a  new location.                                                                                                                           

a. Ship ID: Enter the name of the ship to be moved. 

b. New Ship Location: Enter the new location for the ship.    
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(4) Ship Ops Resume. This command is entered to “Resume” the movement of a ship that has been placed in a “Hold” pattern.   

a. Ship or Task Force: The two options are BY_ SHIP or  BY_TASK_FORCE.  BY_SHIP should always be selected.     

b. Ship ID: Enter the name of the ship to move.

c. Attachments: The two options under this category are COLLOCATED and ALL_ATTACHED.  Select COLLOCATED if only those attachments which are collocated with this ship are to “Resume” movement.  Select ALL_ATTACHED if all of the ship’s attachments are to “Resume” movement.  Normally COLLOCATED is selected. 
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(5) Ship Ops Reverse.  This command will reverse the movement of a ship or task force.  If the ship/task force is moving at a direction of 180 degrees, a reverse command will change the direction of movement to 360 degrees.     

a. Ship or Task Force: The two options are BY_ SHIP or  BY_TASK_FORCE.  BY_SHIP should be selected.  

b. Ship ID: Enter the name of the ship to move.

c. Attachments: The two options under this category are COLLOCATED  and ALL_ATTACHED.  Select COLLOCATED if only those attachments which are collocated with this ship are to reverse their direction of movement.  Select ALL_ATTACHED if all of the ship’s attachments are to reverse their direction of movement.  Normally COLLOCATED is selected.                      
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(6) Ship Ops Speed.  This command will allow the speed of a ship to be changed from its current speed to a different speed.    

a. Ship or Task Force: The two options are BY_ SHIP or  BY_TASK_FORCE.  BY_SHIP should be selected. 

b. Ship ID: Enter the name of the ship to move. 

c. Attachments: The two options under this category are COLLOCATED and ALL_ATTACHED.  Select COLLOCATED if only those attachments which are collocated with this ship are to have their speed changed.  Select ALL_ATTACHED if all of the ship’s attachments are to have their speed changed. Normally COLLOCATED is selected. 

d. Desired Speed: Enter the desired speed (from 1-50 knots can be entered).    

e. Speed Override: The two options are YES and NO.  When overriding the normal speed, always select “YES”.  This will allow the speed to be increased to the desired level.    
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(7)  Ship Ops Stop.  This command will stop a ship that is moving.   

a. Ship or Task Force: The two options are BY_ SHIP or  BY_TASK_FORCE.  BY_SHIP should be selected. 

b. Ship ID: Enter the name of the ship to move.

c. Attachments: The two options under this category are COLLOCATED and ALL_ATTACHED.  Select COLLOCATED if only those attachments which are collocated with this ship are to stop movement.  Select ALL_ATTACHED if all of the ship’s attachments are to stop movement.  Normally COLLOCATED is selected.  
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F.  Sonar.  This command is used to Activate or Deactivate a sonar or to initiate a Ping from an activated sonar.  A sonar can be activated or deactivated from a submarine, ship or air mission.  The sonar ping can only be initiated from a submarine or ship.       
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G.  Submarine.  The Submarine command is used to execute all submarine related activities.  Each menu under the Submarine command will be explained in detail on the following pages of this lesson plan.    
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(1) Define:  This command is used to define a submarine.  Terminal operators will never use this command as all units/ships/submarines are defined prior to the exercise starting.  

(2) Delete:  This command is used to delete a submarine.  Terminal operators will not use this command.     

(3) Depth:  This command is used to modify the depth of a submarine.  The three options under submarine depth are surface, periscope, and submerged. 
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(4) Hold:  This command is used to either hold (at a certain location) or halt a moving submarine.   
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(5) Invisible:  This command is used to make a submarine invisible or visible if the submarine was previously placed in an invisible status.  Terminal operators will not use this command unless approved by Senior Control.     
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(6) Locate:  This command is used to “magically” move a submarine to a location.  The submarine depth (surface, periscope, or submerged) can also         be set for the new location.  Terminal operators will not use this command unless approved by Senior Control.   
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(7) Mission:  This command is used to move a submarine.  The following explanations are provided for each of the entries:   

a. Submarine ID:  Enter the name of the submarine to move.

b. Desired Speed:  Enter the speed the submarine will move in knots.   

c. Start Time:  This entry is optional.  If this entry is left blank the  

       submarine will move immediately.  If a DTG is entered, the submarine 

       will start to move at the time entered.      

d. Route Point Coordinate:  Enter the route the submarine will travel.  A 

                         maximum of 50 route points can be entered.   

e. Submarine Depth:  The three options are surface, periscope, and 

                         submerged.  

f. Submarine’s Depth in Feet:  If periscope or submerged is selected in   

                         step (e), then a depth in feet should be entered.            
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(8) Modify:  This command is used to modify the following items: Side (LF, AG, CIV, NS), HHQ, assigned Controller (CONT_1, _2, etc), and whether the submarine is Real or Simulated.      
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(9) Resume:  This command is used to resume the movement of a submarine that has been placed in a “Hold” status.   
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(10) Speed:  This command is used to modify the speed of a submarine.  
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(11) Stop:  This command is used to stop a submarine that is moving. 
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(12) Update:  This command is used to update the following items as they relate to a submarine:  assets, assets by percent, troops, fuel, rations or water.  Print a Unit Assets Summary Report for the current status of submarine assets.     
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H.  Task Force of Ships. Creating a Task Force will not be taught during the Maritime training, because ships are always moved as individual ships.  Also, this command does not allow the defining of a formation for the Task Force, so ships assigned to a Task Force tend to move in a non-standard formation.        
4. Maritime Reports.  There are seven Maritime reports that can be solicited.  The purpose of each of these reports will be explained in this paragraph.  An example of each report will also be provided.       
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A. Cleared Path:  This report provides a list of all paths (lanes) that have been cleared through a minefield.  Specifically, the Cleared Path Report provides the path ID, side that constructed the path, vertex locations, width, operation status, percent complete, start time, and estimated end time for completion of the path.  This report can be requested by name (individual path), by all, or by side (LF, AG, CIV, NS).          

[image: image48.png]=lolx|

23 Command Entry

CIAR

18

FIRE SUPPORT
GROUND
INTELLIGENCE

CcE

css

Env

coa

NBC

LAUNCH DEPTH CHARGE
LAUNCH TORPEDO

=




[image: image49.png]=lolx|

=3 Command Ertry
CIAR
sTs
FIRE SUPPORT
GROUND
NTELLIGENCE
ce
css
e
con
Nac
WARITIME
LAUNGH DEPTH CHARGE
LAUNCH TORFEDO

® ACTIVATE
® DEACTIVATE
* PING

UBMARINE





[image: image50.png]=lolx|

/24 Command Entry

AR

18

FIRE SUPPORT
GROUND
INTELLIGENCE

CcE

cas

Env

coa

NBc

=4 MARITIME.

LAUNCH DEPTH CHARGE
LAUNCH TORPEDO
MINEFIELD

&2y EEITENE
DEFINE
DELETE
DEPTH
HOLD
INVISIBLE
LoCATE
MISSION
MODIFY
RESUME
SPEED
sToP
UPDATE
3K FORCE





B. Minefield:  This report provides a list of all minefields that have been constructed.  Specifically the Minefield Report provides minefield ID, side    that constructed the minefield, vector locations, minefield type, operation  status, percent complete, start time, and estimated end time for construction     of a minefield.  This report can be requested by minefield name, by all, or by minefield side (LF, AG, CIV, NS).               
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C. Patrol Area:  This report provides the patrol areas that have been defined.  Specifically, the Patrol Area Report provides patrol area ID, vertex locations, and monitoring entity.  This report can be requested by patrol area name, by all, or by patrol area side (LF, AG, CIV, NS).            
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D. Sonar Contact:  This report provides a list of all sonar contacts.  Specifically,   the Sonar Contact Report provides detector name, detector side, detector location, sonar ID (name of sonar), bearing from detector, and time of detection.  This report  can be requested by detector, by sonar contacts all, or by detector side (LF, AG, CIV, NS).             
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E. Sonar Status:  This report provides a list of sonar’s and their status.  Specifically, the Sonar Status Report provides owner ID, sonar ID (name of sonar), side that owns sonar (LF, AG, CIV, NS), sonar type (active/passive), and sonar status (on/off).  This report can be requested by name, by submarine or ship, by all, or by sonar side (LF, AG, CIV, NS).              

[image: image60.png]=loix|

Submarine ID [Req]

Transmit




[image: image61.png][ tsusmarmeveoate =Tk

Submarine ID [Req]

E—

Asset Category [Reg]

7 |Prasemaessacion =]
Transmit





[image: image62.png]ZMINEFIELD REPORT REQUEST ~=loix|

ReportID [Red]
2 | MARITIME MINE REPORT

ReportFilters [Req
7 | MNEFIELDS_ALL -

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

NAME STRING
G —

#zirmuthfTimes, if applicable [Opt

|





F. Sonar Track:  This report provides a list of all sonar tracks.  Specifically, the Sonar Track Report provides track ID, detectee side and name, detector side and name, detectee location, detectee speed, depth (band/depth), range and bearing from detector, and time of detection.  This report can be requested by detector name, by all, or by detector side (LF, AG, CIV, NS).           
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G. Submarine:  This report provides the following information on submarines:  submarine ID, location, speed, depth, heading, asset ID (submarine class), operational status, ammunition type and quantity, status of fuel, water and rations, and HHQ.    This report can be requested by submarine name, by all,   or by submarine side (LF, AG, CIV, NS).           
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5. Other Frequently Used Reports.  The purpose of each of the frequently used reports is provided below.  The report request and a copy of the report are also provided.      

A. Unit Situation.  The Unit Situation Report provides unit Location, Mission, Engagement Status, Formation, Posture, Fatigue Level, Frontage, HHQ, Speed (if moving), Casualty status, and whether the unit is Suppressed by enemy fire.  The report may be requested for All units, unit by Name, units by Task Force, units by named Controller, units by named Hierarchy, units by Side (AG, LF, CIV, NS) or units by Type (Ship, Civilian, Artillery, AAA, AD, ASQ, Infantry, Tank, TPT, LA, Maintenance, Medical, MR, Reconnaissance, Supply, CSS).    
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B. Unit Movement.  The Unit Movement Report provides information pertaining to the movement of a unit/ship (unit/ship location, mission, heading and speed).  The Detailed Unit Movement Report may be requested for a single named unit or the Unit Movement Summary Report may be requested for All units, a Single named unit, units by Task Force, units by named Controller, units by Hierarchy, units by Side (AG, LF, CIV, NS), or units by Type (Ship, Civilian, Artillery, AAA, AD, ASQ, Infantry, Tank, TPT, LA, Maintenance, Medical, MR, Reconnaissance, Supply, CSS).  The below example is a Unit Movement Report for an individual unit.  
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C. Unit Location.  The Unit Location Report provides the location of a unit/ship.  The report may be requested for All units, a Single named unit, units by Task Force, units by named Controller, units by Hierarchy, Destroyed units, units by Side (AG, LF, CIV, NS) or units by Type (Ship, Civilian, Artillery, AAA, AD, ASQ, Infantry, Tank, TPT, LA, Maintenance, Medical, MR, Reconnaissance, Supply, CSS).   The below example is a Unit Location Report for an individual unit.  
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D. Unit Asset.  The Unit Assets Summary Report provides the combat power, number of healthy troops, KIAs, WIAs (by emergency, priority, and routine), asset ID by total and by operational and by K (catastrophic kill), M (mobility kill), and F (fire power kill), ammunition quantity and type, and the status of fuel, water, and rations.  The Unit Asset Report may be requested for a Single named unit, units by Task Force, units by named Controller, units by Hierarchy, Destroyed units, units by Side (AG, LF, CIV, NS) or units by Type (Ship, Civilian, Artillery, AAA, AD, ASQ, Infantry, Tank, TPT, LA, Maintenance, Medical, MR, Reconnaissance, Supply, CSS).  The below example is a Unit Asset Report for an individual unit.   
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6. Practical Exercise:  Throughout the practical exercise, watch your Spot Reports closely.  Spot Reports are critical to a terminal operator because they tell you what’s happening to your ships and submarines.   

A. Units to be used: The following ships and submarines will be used for the practical application:    

(1) Workstation 1: Ship1/Sub1  

(2) Workstation 2: Ship2/Sub2

(3) Workstation 3: Ship3/Sub3

(4) Workstation 4: Ship4/Sub4  

B. Ship Operations               

(1) “Move” your assigned ship using the below command: 

                   COMMAND: SHIP OPS, MOVE   

                   Movement Method:                   Select BY_SHIP      

                   Ship ID:                                     Enter the name of your ship

                   Attachments:                              Select COLLOCATED 

                   Move Override:                          NO

                   Desired Speed:                           Leave blank 

                   Speed Override:                         NO

                   Movement Start Time:              Leave blank 

                   Route Point:                               Enter route point (s) that your ship will move    

                                                                      (up to 10 iterations can be entered)      

                   Action Delay Time:                   Leave blank

     (2) Solicit a “Unit Movement” Report for your ship using the below command:

                 REPORT: GROUND, UNIT MOVEMENT
                 Report ID:                                   Select UNIT MVMNT SUM RPT

                 Report Filters:                             Select UNIT_BY_NAME

                 Name/Location:                          Enter the name of your ship 

                 Azimuth/Times:                          Leave blank

     (3) Place your ship that is moving in “Hold” using the below command:  

                 COMMAND: SHIP OPS, HOLD      

                 Hold Method:                             Select BY_SHIP 

                 Ship ID:                                      Enter the name of your ship 

                 Attachments:                               Select COLLOCATED  

                 Movement Hold Duration:         Leave blank 

     (4) Solicit a “Unit Situation” Report for your ship using the below command: 

    REPORT: GROUND, UNIT SITUATION  

                 Report ID:                                  Select UNIT SITUATION SUM  

                 Report Filters:                            Select UNIT_BY_NAME

                 Name/Location:                         Enter the name of your ship 

                 Azimuth/Times:                         Leave blank

     (5) “Resume” movement of your ship that is in a “Hold” status using the below  command: 

                  COMMAND: SHIP OPS, RESUME  

                  Ship or Task Force:                   Select BY_SHIP 

                  Ship ID:                                     Enter the name of your ship

                  Attachments:                              Select COLLOCATED 

     (6) Solicit a “Unit Location” Report for your ship using the below command:   

    REPORT: GROUND, UNIT LOCATION

                 Report ID:                                 Select UNIT LOCATION SUM  

                 Report Filters:                           Select UNIT_BY_NAME

                 Name/Location:                        Enter the name of your ship 

                 Azimuth/Times:                        Leave blank

     (7) “Reverse” the direction of movement of your ship using the below command: 

                  COMMAND: SHIP OPS, REVERSE  

                  Ship or Task Force:                  Select BY_SHIP 

                  Ship ID:                                    Enter the name of your ship

                  Attachments:                             Select COLLOCATED 
     (8) Change the “Speed” of movement of your ship using the below command:                                                  

                 COMMAND: SHIP OPS, SPEED
                 Ship or Task Force:                  Select BY_SHIP 

                 Ship ID:                                    Enter the name of your ship

                 Attachments:                             Select COLLOCATED

                 Desired Speed:                          Enter 26 knots 

                 Speed Override:                        Select YES  

     (9) “Stop” the movement of your ship using the below command:                                             

                  COMMAND: SHIP OPS, STOP
                  Ship or Task Force:                  Select BY_SHIP 

                  Ship ID:                                    Enter the name of your ship

                  Attachments:                             Select COLLOCATED 
     (10) “Locate” your ship to a new location using the below command:   

                    COMMAND: SHIP OPS, LOCATE

                    Ship ID:                                    Enter the name of your ship

                    New Ship Location:                  Enter the new location for your ship 
.           (11) Solicit a “Unit Asset” Report for your ship using the below command:   

                   REPORT: GROUND, UNIT ASSET 

                   Report ID:                                 Select UNIT ASSETS SUM RPT 

                   Report Filters:                           Select UNIT_BY_NAME

                   Name/Location:                        Enter the name of your ship 

                   Azimuth/Times:                        Leave blank

C. Submarine Operations   

(1) Move a submarine using the below command:  

                   COMMAND: MARITIME, SUBMARINE, MISSION

        Submarine ID:                         Enter the name of  you submarine 

Desired Speed:                         Enter 8 for the speed of the submarine

Start Time:                               Leave blank.       

                    Route Point Coordinate:          Enter the route the submarine will travel 

Submarine Depth:                    Enter submerged 

Submarine’s Depth in Feet:     Enter 200     

             (2) Solicit a Submarine Report for your submarine.   

                   REPORT: MARITIME, SUBMARINE 
                   Report ID:                                 Submarine Report

                   Report Filters:                           Enter submarine by name

                   Name/Location:                        Enter the name of your assigned submarine 

                   Azimuth Times:                        Leave blank

             (3) Place the submarine in a Hold status using the below command:

                   COMMAND: MARITIME, SUBMARINE, HOLD        

Submarine ID:                         Enter the name of your submarine 

Movement Hold Duration:      Leave Blank

             (4) Resume movement of the submarine using the below command: 

                   COMMAND: MARITIME, SUBMARINE, RESUME   

                   Submarine ID:                         Enter the name of your submarine                   

             (5) Change the Speed of the submarine using the below command: 

                   COMMAND: MARITIME, SUBMARINE, SPEED
                   Submarine ID:                         Enter the name of your submarine
                   Speed:                                      Enter 10                       
(6) Solicit a Submarine Report for your submarine.  Verify that the 

      speed has changed to 10. 

                  REPORT: MARITIME, SUBMARINE 
                  Report ID:                                 Submarine Report

                  Report Filters:                           Enter submarine by name

                  Name/Location:                        Enter the name of your assigned submarine 

                  Azimuth Times:                        Leave blank

             (7) Change the Depth of the submarine using the below command: 

                   COMMAND: MARITIME, SUBMARINE, DEPTH
                   Submarine ID:                         Enter the name of your submarine
                   Submarine Depth:                    Enter submerged 

                   Submarine’s Depth in Feet:     Enter 160                 

             (8) Stop the movement of the submarine using the below command: 

                   COMMAND: MARITIME, SUBMARINE, STOP
                   Submarine ID:                         Enter the name of your submarine
             (9) Magically Locate the submarine using the below command: 

                   COMMAND: MARITIME, SUBMARINE, LOCATE
                   Submarine ID:                         Enter the name of your submarine

                   Submarine Location:               Enter a location 

                   Submarine Depth:                    Enter submerged 

                   Submarine’s Depth in Feet:     Enter 140 

D. Minefield Construction  

(1) Construct two minefields using the following command:  

                  COMMAND: MARITIME, MINEFIELD, CONSTRUCT 
                  Maritime Minefield ID:                               Enter a unique minefield ID 

                  Minefield Type:                                           Select M-FLD-AS-MED

                  Side:                                                             Select AG

                  Minefield Definition:                                   Enter the minefield coordinates 

                                                                                       (make minefield rectangular 

                                                                                       shaped)  

                  Ship ID(s):                                                   Leave blank 

(2) Clear a path through one minefield using the following command:  

                   COMMAND: MARITIME, MINEFIELD, CLEAR 
                   Cleared Path ID:                                           Enter a unique ID

                   Side:                                                              LF

                   Start Point:                                                    Enter a location on the side of the 

                                                                                         minefield closest to your ship  

                   End Point:                                                     Enter a location on the opposite 

                                                                                         side of your start point  (opposite 

                                                                                         side of the minefield) 

                   Width in Meters:                                           Enter 100

                   Ship ID(s):                                                    Leave blank 

(3) Delete a minefield using the following command:  

                  COMMAND: MARITIME, MINEFIELD, DELETE 

                   Minefield ID:                                                 Enter the ID of one of the  

                                                                                          minefields you constructed in           

                                                                                          D. (1) 

E.  Sonar
(1) Solicit a Submarine Report.  Print this report or copy the names of the  

      sonars listed under asset ID.  Use the BQQ-5-SONAR or BQQ-6-SONAR 

      for steps (2) and (4).   

                  REPORT: MARITIME, SUBMARINE 
                  Report ID:                                 Submarine Report

                  Report Filters:                           Enter submarine by name

                  Name/Location:                        Enter the name of your assigned submarine 

                  Azimuth Times:                        Leave blank

             (2) Activate a sonar using the below command: 

                  COMMAND: MARITME, SONAR, ACTIVATE

                  Submarine, Ship, or Air Mission ID:  Enter the name of your assigned 

                                                                               submarine

                  Sonar ID:                                             Enter the name of one of the sonars 

                                                                               from step (1)         

(3) Solicit a Sonar Status Report.  Your sonar status should be “on”.                    

                  REPORT: MARITIME, SONAR STATUS 
                  Report ID:                                            Sonar Status Report 

                  Report Filters:                                      Sonars by name

                  Name/Location:                                   Leave blank

                  Azimuth/Times:                                   Leave blank 

             (4) Deactivate a sonar using the below command:

                  COMMAND: MARITME, SONAR, DEACTIVATE

                  Submarine, Ship, or Air Mission ID:  Enter the name of your assigned 

                                                                               submarine

                  Sonar ID:                                             Enter the name of the sonar used in 

                                                                               step (2)  

(5) Solicit a Sonar Status Report.  Your sonar status should be “off”.      

(6) Ping a sonar (use the BQQ-5-SONAR).  “Deactivate” the BQQ-5-SONAR    

      prior to executing this command.    

                  COMMAND: MARITME, SONAR, PING 
                  Submarine or Ship ID:                        Enter the name of your submarine

                  Sonar ID:                                             Enter BQQ-5-SONAR  

F.  LAUNCH DEPTH CHARGE:  Launch a depth charge from your assigned ship.   Ensure your ship is within 1000 meters of the enemy submarine that you launch the depth charge on.  Solicit a Unit Asset Report to get the name of the depth charge and depth charge launcher (MK-11-DC will be the name of the depth charge and DC-LNCHR will be the name of the launcher).  Ensure you watch your Spot Reports closely for depth charge launch times and damage assessment information.    

           COMMAND: MARITME, LAUNCH DEPTH CHARGE, DEFINE
           Launch Mission ID:                                   Enter a unique mission ID                    

           Ship ID:                                                      Enter the name of your assigned ship

           Depth Charge:                                            Select MK-11-DC

           Depth Charge Launcher:                            Select DC-LNCHR 

           Number to Launch:                                     Enter 1        

           Target Method:                                           Select Location

           Target Location:                                         Enter the location of the enemy 

                                                                               submarine 

           Depth:                                                         Enter 160 

           Launch Distribution:                                   Select Converged 

G. LAUNCH TORPEDO:  Launch a torpedo from your assigned submarine.  There will be an enemy ship or submarine located in the vicinity of your submarine so you can engage it.  Solicit a Submarine Report to get the name      of the torpedo and the name of the launcher.  You will notice that the torpedo name and the launcher name are both the same except the launcher name ends   in “LNCHR”.  Ensure you monitor your Spot Reports closely for torpedo launch times and damage assessment information.  

             COMMAND: MARITME, LAUNCH TORPEDO, DEFINE 

             Launch Mission ID:                                 Enter a unique mission ID 

             Submarine or Ship ID:                             Enter the name of your submarine 

             Torpedo:                                                   Select the name of the torpedo (torpedo 

                                                                               is listed under Ammo Type on the 

                                                                               Submarine Report)      

             Torpedo Launcher:                                   Select the name of the torpedo      

                                                                               launcher (torpedo launcher is listed 

                                                                               under Asset ID on the Submarine 

                                                                               Report)                                                                      

             Number to Launch:                                   Enter 1                  

             Target Method:                                          Select Bearing                             

             Target Track ID:                                        Enter the bearing from your submarine 

                                                                                to the enemy ship/submarine)              
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