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Capabilities: 

Task 1 Scenario Development 

Task 2 Exercise Control / Instructor Tools 

Task 3 Areas 

Task 4 Units 

Task 5 Leaders 

Task 6 Assets 

Task 7 Factions 

Task 8 Populations 

Task 9 Intel 

Task 10 Reports 

Task 11 C2 

All requirements are threshold unless otherwise stated. 
 

Task Expected Outcome 

Task 1.  Scenario Development 

1.0 Scenario Development 
   
    1.a. Build complete BN & BCT scenario 
given base Common Framework of 
Scenarios products 
 
 
  1.b. Incorporate Scenario Geospatial 
Data  
 
 
 
 
  1.c. Define Terrain Effects:  
 
 
 
 
 
 
 
1.e. Create Order of Battle (OOB) 
 
 
 
 
 

 
 
- 10 man-days to build by experienced 
designer.  [May be unrealistic.  SO 
scenarios are a data-intensive PITA to 
build.] 
 
-  Import and display CDRAG maps at 
various resolutions with 10 digit MGRS 
coordinates, lat-long, and UTM. 
- CJMTK is not required. 
- Objective: Zoom in and out. 
 
 - Scenario author defines areas and sets 
their properties, to include average 
mobility, protection, and concealment; 
name; and global variables, defined by 
the scenario author, such as the SWEAT-
MS variables (Sewage, Water, Electricity, 
Academics, Trash, Medical, Safety). 
 
     Units and assets move by area, not by 
specific location. 
 
 - OOB created to reflect: 
      1.  Units two echelons below exercise 
echelon of decision (e.g, brigade exercise 
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1.f.  Define scenario duration 
 
 
 

units built to company level) 
      2.  Smaller units relevant to exercise 
echelon of decision (e.g., specialized 
separate platoons) 
      3. Able to easily build all planned 
OOBs to include any friendly, enemy, or 
neutral.  Unit icon types must include the 
following at a minimum, for all echelons 
from platoon through CORPS, plus 
headquarters of each type: 
      Air Defense, Airmobile Infantry, Anti-
Tank, Armor, Armored Cavalry, Attack 
Helicopter, Aviation, Bridging Engineer, 
Civil Affairs, Combat Engineer, Combined 
Arms, Convoy, Counter-battery Radar, 
IEW Ground, IEW Air, Generic (blank 
icon), Lift Helicopter, Light Cavalry, Light 
Infantry, Logistics, Maintenance, 
Mechanized Infantry, Medical, Military 
Intelligence, Military Police, Missile 
Artillery, Naval Group, NBC (Smoke), 
NGO, Paratroops, Psyops, 
Reconnaissance, Rocket Artillery, Self-
Propelled Artillery, Self-Propelled Mortar, 
Signals, Special Forces, Special Troops, 
Stryker, Stryker Anti-Tank, Stryker 
Cavalry, Stryker Engineer, Stryker Military 
Intelligence, Stryker Self-Propelled 
Artillery, Towed Artillery, Towed Mortar, 
Transportation, UAS. [Other icons?] 
      Also require the ability to import icons 
in order to use special icons for leaders, 
infrastructure, etc. 
 
      4.  Scenario author can assign RCP 
(Relative Combat Power) and other 
attributes of each unit by fiat – varying 
each variable without affecting the others.  
Attributes include relationships with any 
and/or all other units and assets by 
individual unit/asset or by faction. 
 
-  Able to set when scenario automatically 
ends (simulation should be able to permit 
scenario to extend beyond this point on 
order). 



Enclosure 1 Detailed Specifications – v2 (6 July 2012)  Page 3 
 

  
1.g.  Save scenario data for future editing  
 
 
 
1.h.  Save scenario for execution 
 
 
1.i.  Load scenario for execution 
 
 
 1.j.  Export and import scenario to/from 
removable media and network location 
 
 1.k.   Load scenario for execution on 
separate workstation 
 
1.l.  Scenario databases are independent 
   

  
-  Able to save and reopen scenario 
before completion IOT create separate 
save points and edit over time. 
 
 - Able to save scenario and execute 
scenario on same workstation. 
 
- Verify map, terrain, units OOB, scenario 
length are set correctly. 
 
 - Able to export scenario for use on a 
separate workstation. 
 
- Verify map, terrain, units OOB, scenario 
length are set correctly. 
 
- Changes to one scenario database do 
not cause changes to other scenario 
databases except through deliberate 
scenario author action via an 
export/import process of data between 
scenarios. 
 

Task 2. Exercise Control/Instructor Tools 

2.0 Exercise Control/Instructor Tools 
  
  2.a. Exercise Control cell/Instructor able 
to use Magic Tools 
  
 
 
 
 
 
 
 
 
 
 
 2.b.  Exercise Control cell/Instructor able 
to use Inject Tools 
  
 
 
 

 
 
 - Magic Move outcomes: 
    1.  Instructor able to perform magic 
move with any unit or graphic before and 
during execution of the simulation. 
    2. Instructor able to allow and remove 
permission by player workstation to 
perform magic move with assigned units 
or graphics during or before execution. 
     3. Instructor able to adjust all unit or 
asset characteristics, including their side, 
and/or create new units or assets, at any 
time the simulation is paused.  
 
 - Instructor able to create events within 
simulation with the following outcomes: 
     1.  Instructor able to create free text 
messages to send to player(s); message 
can contain images, and/or movies. 
     2.  Instructor able to associate a NATO 
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standard 2525 icon for the event injected, 
which will display on the map at the 
location associated with the event. 
     Minimum list of event icon types, for 
Blue, Red, and Other: 

 Ambush 

 Ammunition cache 

 Arrest 

 Arson/fire 

 Artillery fire 

 Assassination 

 Bombing 

 Booby-trap 

 Casualties 

 Demonstration 

 Downed helicopter 

 Drive-by shooting 

 EPW 

 EW intercept 

 Extortion 

 Foraging 

 Government Building 

 Graffiti 

 Hospital 

 Internal security 

 Kidnapping 

 Mortar/mortar fire 

 Psyops   

 Recruitment (willing) 

 Recruitment (coerced) 

 Refugees 

 RSTA report 

 Roadblock (completed) 

 Roadblock (started) 

 Rocket fire 

 Signal/radio station 

 Sniping 

 Supply cache 

 UN report 

 Vandalism/rape/plunder 

 Other 
1. Able to import customs icons to 

cover other event types. 
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  2.c.  Multiplayer Control Tools 
 
 
 
   
 
 
 
 
 
 
 
 
 
 
 
 
  2.d.  Exercise Control cell/Instructor able 
to use AAR Tools 
 
 
 
 
 
 
 
 
 
 
 
 

     3.  Instructor able to pre-create events 
to occur at a specified time, to a specified 
unit/asset, or to a triggering unit/asset: 
triggers based on a given side’s unit/asset 
proximity, with the option to trigger only 
for specified unit/asset types. 
     4.  Instructor able to define effects of 
event on a unit/asset’s characteristics 
(e.g., relative combat power, mobility, 
movement rate, electrical generation). 
    5.  Events can inflict damage or repairs 
on triggering unit or specified target 
unit/asset, specified in terms of % or 
specific quantity of any of its capabilities. 
 
 - Multiplayer management capabilities: 
     1. Instructor able to assign and/or 
reassign participant workstations to a side 
(Blue, Red, Neutral, others, or Observer) 
both prior to and during exercise. 
     2. Instructor can remove workstations 
from current multiplayer session both 
before and during execution.      
     3. Instructor able to define what units 
any side or specific workstation will 
display (e.g., reveal all, earned SA, set a 
unit as auto detected) both prior to and 
during execution. 
     4. Workstations can join at any point, 
but cannot complete the join process 
without explicit Host station approval. 
   
 - Simulation has AAR capabilities with 
following performance characteristics: 
     1. AAR playback such that any 
workstation can display replay of 
exercise. 
     2. AAR playback has fast forward and 
rewind capability. 
     3. AAR playback has options for 
displays (e.g., reveal all, earned SA, set a 
unit as auto detected; show Red/Blue 
picture, show all). 
     4.  Able to create book marks at 
specific points of AAR playback 
     5. Able to create comments as 
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messages at specific points of playback. 
     6.  AAR saved to a specific file and 
exportable to removable media or 
separate file location for replay on 
separate workstation. 
 

Task 3.  Areas 

3. Areas 
 
3.a  Areas defined by scenario author 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
3.b. Host/White Cell editing 
 
 
 
3.c. Areas contain leaders, units, assets, 
and populations 
 
 
 
 
 
 
 
 
 

 
 
- Scenario author creates areas as 
polygonal regions 
- Size of polygon generates size of area in 
square kilometers 
- Scenario author defines characteristics 
tracked for each area; must be able to 
include: 

2. Type (text field) 
3. Detection and Combat effects: 

cover and concealment 
4. Mobility cost for unit types to 

traverse 
5. Attributes defined by the scenario 

author, such as SWEAT-MS ( 
Sewage, Water, Electricity, 
Academics, Trash, Medical, 
Security) 

 
  - Host/white cell can edit all area data at 
any pause point. 
 
 
Every leader, unit, asset, and population 
exists in an area.  Locations inside an 
area are not specific; however, assets can 
be defined as existing at a specific 
location in order to  

Task 4: Units 

4: Units 
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4.a.  Units defined by scenario author 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  4.b.  Units and mobile assets are easily 
moved on the user interface by left/right 
clicking on the unit and its intended route 
 
  
 
 
 
 
  4.c. Aerial movement 
 
 
 
  4.d. Concealment and detection 
 
 
 
 
  4.e. Unit engages as appropriate. 
 
 
 
 
  
 
 
 
  4.f. Generates SIGACT reports. 
 
 
 

Scenario author defines unit 
characteristics, including: 
Faction 
Combat power (nominal and current) 
Mobility type and movement rating 
Morale 
Range (measured in areas) 
Relationships with other units, leaders, 
factions, and populations 
Other Abilities able to affect attributes in 
an area, repair assets, lend support to 
other units, and/or influence populations, 
leaders, and factions – scenario author 
can name each ability 
 
- Interface is simple, intuitive, and rapid to 
use; easy to cause units to execute 
appropriate movement as intended. 
  1.  Unit mobility is tracked in areas. 
  2.  Unit movement may be blocked by 
hostile forces with appropriate mission, 
depending on capabilities and the area’s 
defined cover and concealment. 
 
- Units categorized as foot-mobile able to 
perform air assault operations with 
support from appropriate lift assets. 
 
-  Non-player-side units appear on user 
interface (UI) only if detected (or 
magically detected as directed by Host). 
 
 
- Units fire upon enemy faction units or 
assigned targets in accordance with 
mission and ROE. 
 1. Unit able to acquire and fire at targets. 
 2. Units capable of long-range support 
(artillery, attack aviation) provide fires in 
support of supported units outside their 
area in accordance with mission and 
ROE.  Support range defined in areas. 
 
- Reports are generated for operator 
     1. Generates SIGACTs for contacts 
during the turn. 
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   4.g.  Appropriate effects according to 
unit type, mission, posture, and relative 
combat power RCP 
 
 
 
 
 
 
 
 
 
 
 
   
   4.h.  Set appropriate ROE measure.  
(BN/BDE only) 
 
 
   4.i.  Reflects DS/GS/GSR support 
relationships 
 
 
 
   4.j.  Fires in accordance with Targeting 
Matrix priorities 
 
 
  4.k. Unit Tasks 
 
 

 
-  Adjudicate the result of the unit 
combats. 
 
- Damage assessments on targets and 
collateral damage are appropriate 
damage based on the characteristics of 
the units engaged. 
 
- Assess the result of the unit attack and 
report it in both by-combat and by-turn 
rollup reports for every unit; reports 
include the location of the combat (see 
Enclosure 3 for examples of information 
desired). 
 
-  Objective: ROE policies established and 
have appropriate effects on combat 
outcomes. 
 
- Unit provides the correct indirect fires 
dependent on DS/GS support 
relationships to include reinforcing firing 
units.  
 
- Support units fire in accordance with 
Targeting Matrix priorities as defined by 
operators 
 
  - Tasks include patrol, cordon and 
search, cordon and knock, assassinate 
leader, capture leader, attack faction 
forces, seize asset, defend asset, 
MEDCAP, info engagement, train other 
unit, DS/GS support to other unit(s), 
recruit, recover (hide), joint investigation, 
extort/steal money, massacre population.  
Not all tasks are available to all factions; 
this is defined by the scenario author. 
  - Tasks have a target; the target is 
appropriately affected by the task. 

5: Leaders 

5: Leaders 
 
5.a.  Leader characteristics defined by 
scenario author 

 
 
- Scenario author can create leaders and 
define characteristics to include name, 
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5.b. Leaders can meeting with other 
leaders, factions, and populations 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
5.c.  Simple assignment interface 
 
 
 
 
 
5.d.  Leaders can be captured (arrested) 
or killed 
 
 
5.e. Line of succession if arrested or killed 
 
 
 

text description, effectiveness in meeting 
other leaders, and initial relationships with 
other any or all other leaders, factions, 
and populations. 
- Scenario author has option to define 
other leader effects, including  improving 
effectiveness of units, and influence on 
populations, leaders, and/or factions 
 
Leaders can be assigned to meet with 
leaders, factions, and/or populations. 
 
Meetings have a purpose; minimum list of 
purposes: 
  - Influence (attempting to increase that 
leader’s organization’s friendliness or 
support, but any effects will be delayed) 
Reconcile (attempt to stop a trend of 
decreasing support by the leader’s 
organization) 
  - Evaluate (attempting to determine if the 
leader supports insurgents or the host 
nation government, and how influential 
that leader is) 
  - Gain info (attempt to find out what the 
leader and his people want) 
  - Leader training (which may improve 
some leader attributes, but risks 
alienating the leader) 
  - Coercion (influence through threats, 
may backfire) 
 
All player controlled leaders available for 
meetings should appear on a single user 
interface page, along with a means to 
select the person to meet with and 
purpose of the meeting.   
 
All leaders can be engaged and captured 
or killed. 
 
 
Each organization with a leader must 
have a line of succession in case that 
leader is captured or assassinated. If the 
scenario author created line of succession 
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5.f.  Reports on leader interactions 
 
 

runs out, the simulation must generate 
further leaders after each capture or 
assassination. The automatically 
generated leaders should average 
somewhat less competent than the 
leaders they are replacing. 
 
- All leader interactions must generate 
reports including the topics raised during 
the meeting, an estimate of the leader’s 
support to the government and to anti-
government factions, the estimated status 
of the local leader’s trust/relationship with 
the leader assigned to meet with him, and 
any changes that resulted from the 
meeting.  Faction leaders asked for 
information should provide a report of at 
least one of their factions’ important 
needs or desires in the event of a 
successful meeting. 
- The leader meeting results must be 
editable so that instructors can insert 
more detailed meeting reports to drive 
specific plots or training objectives. 
- The simulation must display and export 
(as with trend graphs) a social 
relationship graph displaying the 
relationships between different leaders, 
sides, and populations, and whether each 
relationship is friendly or hostile. 

6: Assets 

6: Assets 
 
6.a.  Assets defined by scenario author 
 
 
 
 
 
 
 
 
 
 
 
6.b. Capabilities of assets 

 
 
The scenario author creates the assets 
available at the start of the scenario and 
the types of assets that can be 
constructed during the scenario. 
The scenario author defines the assets’ 
capabilities, dependencies, cost, time to 
build, and initial owner, and, if 
appropriate, income provided per turn to 
the owning faction. 
The Host/White Cell must be able to edit 
all assets as desired. 
 
Assets have capabilities defined by the 
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6.c.   Damage and repair of assets  
 
 
 
 
6.d.   Dependencies of assets  
 
 
 
 
 
 
 
 
 
 
 
 
6.e.   Ownership of assets 
 
 
 
 
 
 
6.f. Creation of assets 
 
 
 
 
 
 
 
 
6.g.  Reports on assets 

scenario author.  Capabilities can modify 
the characteristics of an area (such as a 
school or water treatment plant), the 
effectiveness of owning units (such as 
fortifications), or provide additional 
capabilities/effectiveness to owning units 
(such as a safe house or bomb factory).  
 
Assets can be damaged and repaired.  
Damaged assets’ capabilities produce 
their effects in proportion to their state of 
repair. 
 
Assets can have dependencies defined 
by the scenario author. 
When an asset is dependent upon 
another asset or assets, its capabilities 
will only deliver effects in proportion to the 
lowest state of repair of the asset itself 
and all assets upon which it depends.  
(Example: A water pumping station in 
perfect repair is dependent on an 
electrical substation that is 50% 
damaged.  The water pumping station 
functions as if 50% damaged.) 
 
Assets are owned by a faction.  That 
faction receives the credit among 
interested factions and populations, for 
benefits provided by the asset.  Assets 
can be seized through military action (and 
may be damaged in the process.) 
 
Assets can be created during the scenario 
through an expenditure of sufficient 
money and time.  Money is spend 
proportionately over the duration of the 
construction project. 
The Host/White Cell station can edit the 
cost, time, and state of project 
completion. 
 
Assets should report owners, capabilities, 
dependencies, state of repair, time to 
repair, and cost to repair. 
 



Enclosure 1 Detailed Specifications – v2 (6 July 2012)  Page 12 
 

7: Factions 

7: Factions 
 
 
 
 
 
 
 
7.a.  Scenario author defines factions 
 
 
 
 
 
 
 
7.b. Factions have goals 
 
 
 
 
 
 
 
 
7.c. Factions have units 
 
 
 
7.d. Factions have assets. 
 
 
 
 
7.e. Factions have a leader 
 
7.e. Factions have relationships 
 
 
 
 
 
 
 
7.f. Factions are influenced by leaders 

Every unit and some leaders are 
associated with a faction.  Factions may 
include the US Army, host nation police 
forces, NGOs, insurgents, and/or criminal 
gangs: any group which controls mobile 
forces (even though the forces may not 
be combat forces). 
 
The scenario author creates the factions, 
assigns units and leaders to factions, and 
defines the initial relationships between 
each faction and assets, leaders, 
populations, and other factions.  The 
Host/White Cell can edit these during 
scenario execution. 
 
Factions have goals which can be defined 
in terms of selected (to include all or 
none) area characteristics, and/or 
presence or absence of units of specific 
factions in all, some, or no areas; and 
money.  The scenario author sets the 
weighting of the importance of these 
goals to the faction. 
 
All units in the simulation are controlled by 
some faction and attempt to act in the 
interests of their controlling faction. 
 
All assets are owned by some faction, 
which gains the influence benefits if the 
asset is functioning and incurs the blame 
if it is not. 
 
Each faction has at least one leader. 
 
Each faction has a relationship with each 
other faction, and often has a relationship 
with leaders.  These relationships can 
change over time depending on influence 
from events, leaders, the state of the 
faction’s goals and what faction delivers 
those goals. 
 
Factions are very strongly influenced by 
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7.g. Factions are influenced by events 
 
 
 
 
 
7.f. Factions have money 
 
 
 
 
7.f.  Reports on Factions 

their own leader.  Factions are also 
influenced by meetings with leaders, 
including their own leaders. 
 
A Faction’s attitude towards another 
faction is influenced by events, including 
combat with that faction, aid from that 
faction, and/or that faction performing 
actions that support the faction’s goals. 
 
Each faction has a budget which it can 
spend in order to repair or build assets, 
and to influence leaders, factions, or 
populations. 
 
Operators must  be able to receive 
reports on factions and their attitudes and 
relationships; and of the reasons for any 
changes in these states: 
- Report the operator’s own faction 

accurately 
- Report other factions in accordance 

with the degree of intel on that faction 

8: Populations 

8: Populations 
 
 
 
 
 
 
 
8.a. Scenario author defines populations 
 
 
 
 
 
 
 
8.b  Populations have needs and desires 
 
 
 
 
 

Populations represent a general 
population group in a given area.  They 
are the source of recruitment for many 
factions.  Changing or maintaining the 
attitude of populations towards various 
factions is usually a key scenario endstate 
for the factions in a scenario. 
 
The scenario author creates the 
population groups and defines their name, 
number of people, how much of the 
population is easily recruited by factions,  
and initial relationships with leaders and 
factions.  The Host/White Cell can edit 
these during scenario execution. 
 
Populations have needs which can be 
defined in terms of selected (to include all 
or none) area characteristics, and/or 
presence or absence of units of specific 
factions in their areas.  There should be at 
least two thresholds of desire: one to 
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8.c.  Populations can take losses, and be 
destroyed. 
 
 

avoid making the population angry, and 
one to start making it happy, with the 
faction providing the service.  Example: A 
population may desire to have all 
SWEAT-MS in their area no lower than 
75% and ideally at 100%, and to have no 
units whose faction they are not friendly 
with operating in the area. 
 
Faction recruitment from a population is 
driven by the population’s relationship to 
the faction and the amount of the 
population available for recruitment. 
 
Units can be created with the ability to 
conduct the “massacre population” task, 
in order to support scenario in which 
some factions have goals of genocide 
(and other factions have goals to prevent 
genocide).  

9: Intel 

9: Intel 
 
9.a.  Icon visibility depends on type and 
detection 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
9.b.  The degree of information gained 

 
 
Some icons (leaders, units, assets, and 
populations) are always visible, as 
defined by the scenario author.  Icons are 
always visible to their own faction.  Icons 
that are not always visible must be 
detected by appropriate measures, which 
vary by icon type: 
  - Populations and assets can be 
discovered through unit tasks such as 
patrols or searches in the relevant area.  
Once discovered, they remain known. 
  - Leaders and units are discovered 
either through conducting actions that 
cause them to be discovered, such as 
patrols, leader engagements, or attacks; 
or through actions of other units such as 
patrols or searches in the area the leader 
or unit is located. 
  The concealment defined for an area 
appropriately affects the detectability of a 
unit by tasks such as patrol or search. 
 
Operators always receive complete 
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depends on the relationship to the icon 
and the degree of control of the icon 
 
 

information on icons belonging to their 
own faction.  In general, operators receive 
more complete information on icons the 
better their relationship with the icon’s 
faction is. 
Information on leader or population goals 
can only be gained through leader 
engagements or information 
engagements.  Information on faction 
goals can only be gained indirectly, 
through leader engagements. 
 
 

10: Reports 

10: Reports 
 
10.a.  General reports interface 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
10.b. Activity reports 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
All reports must be sortable by at least 
area, selected areas, unit, selected units, 
side, selected sides, and/or turn(s). 
Players must be able to save specific 
report sorting schemes and run those 
user-defined reports for the current turn 
with very few mouse clicks. For example, 
students may configure a report for 
specific types of events that occur in 
several areas that correspond to a BN 
AO. They must be able to save this report 
format, and get a new report of that type 
at a later time merely by selecting that 
saved report format. 
 
  - Reports of the previous turn’s insurgent 
activity should reflect a battalion or 
brigade S2’s and S3’s weekly 
assessment, to include number of actions 
and attacks by target, type/method, area, 
and time; current estimated insurgent 
composition, disposition, strength, and 
enemy leader locations (if known).  The 
minimum useful time scale for an 
assessment report is one game turn. 
  - Any messages about specific insurgent 
activity must be plausible indicators of 
specific insurgent activity (e.g. local tips or 
discovered weapons caches) using 
standard SALUTE report format. These 
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10.c. Trend graphs 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
10.d. White Cell reports 
 
 
 
 
 

messages will be supporting detail for the 
S2 assessment of insurgent activity, not 
the simulation’s primary indicators of 
insurgent activity. 
 - Friendly icon status reports should 
include location, mission, and relevant 
status information. 
Financial status views should show the 
current status in a tabular report format. 
This report must separate the 
expenditures and dollars by organization 
responsible (BDE/BN/PRT).  Objective: 
Include estimates of fraud and contractor 
efficiency. 
 
  - The simulation must provide and export 
trend graphs. These graphs will include at 
least support to government/government 
legitimacy numbers, each type of area 
variable modeled by the simulation, US 
forces present, host nation forces present, 
insurgent strength present, and SIGACTs 
per turn. These graphs must be 
generated per area, for the entire AO, and 
averages for user specified groups of 
simulation areas. The force strength 
graphs should only be available to the 
appropriate side and the instructor. Export 
all trend graphs to standard graphical 
formats (such as jpg, png, or PowerPoint 
files). The raw data used to create these 
trend graphs should be exported to a 
documented comma separated value 
(csv) and/or XML format file. 
Provide an interface allowing instructors 
to configure which categories of 
information and levels of detail are 
available to students in the reports the 
sim generates. 
 
Provide a report that delivers all 
information for white cell use, labeled as 
such, and only accessible on a 
workstation with instructor/host privileges.  
The White Cell must be able to access 
the specific reasons that changes in the 
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10.e.  Report formats 

game state occurred: for example, which 
actions or influences caused a particular 
relationship to change. 
 
-  Reports consolidated (grouped by unit) 
in a format so a LOCON operator can 
easily paint correct COP picture to 
training audience: such as unit activities, 
major changes, damage sustained, BDA 
by individual action and rollup for the turn, 
locations. 
 
-  Volume of reports replicates the staff 
echelon or unit LOCON is portraying; 
simulate reports from echelons and units 
not played (e.g., correlated intel on enemy 
units when an ACE not available). 
 
-   Spot reports tell which unit is in contact 
and with what enemy element.  
 
-   Reports are formatted in the 
appropriate level of LOCON and 
appropriate for the echelon of 
training/education. 
 
-   Reports are easily cut and pasted into 
other applications or printed out – getting 
the data easily processed and sent to the 
training audience. 
 
- Able to query reports: search, sort by 
unit, search by unit and subordinates, sort 
by line of effort, sort by BDA, task, area, 
faction. 
 
- See Enclosure 3 for samples of types of 
information desired. 
 

Task 11.  C2 

11.0  Produce graphic control 
measures 
 
  11.a. Establish graphics 
 
 

 
 
- Use graphics tools to build and edit 
standard NATO 2525 graphics. 
 
- Data provided to mission command 
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  11.b. Simulation can provide a COP 
CPoF/ TMC with simulation created 
graphics 
 
  11.c.  Simulation can import/export 
graphics from/to CPoF 
 
 

systems accurately reflect simulation 
data. 
 
- Not a threshold objective. 
- Objective: Can import graphics from 
CPoF, and export graphics to CPoF, so 
that students need only create a graphics 
once for an exercise; not, for example, 
once in CPoF and then must recreate in 
the sim. 
 

  11.d. User able to input change of orders 
in simulation 
 
 
 

- User able to reset unit missions and 
definable parameters from current plotted 
movement or settings to reflect change of 
mission, OPORDs, or FRAGOs received.  

  11.e. User understands and integrates 
all assets to successfully achieve the 
mission   

- User able to prioritize fires, air support, 
sustainment prior to setup and change 
during execution. 

 

  11.f. User synchronizes all assets 
 
 
 
 
 
 
 
 
 
 
   

- User able to define/redefine: 
 1. Unit Command relationships (who 
reports to what headquarters). 
 2.  Able to assign special roles to units 
based on unit resources. 
 3.  Able to attach and detach units. 


