The other important sources of in-
telligence for a battalion commander
are his scout platoon and his FSO.
The scout platoon is especially impor-
jant in an armor Dbattalion where
there are no attached infantry units.
The platoon is responsible for
|ocating the enemy and for forward-
ing reports, and it is the only unit in
the battalion whose primary function
is to gather information.

The battalion FSO is always
available to the battalion staff, and
he can provide a wealth of informa-
tion to the 52. Although a company
commander may forget to send a spot

report, he will invariably call for fire
when he sees the enemy.

The FSO will become even more
important as TACFIRE gets to the
units, With TACFIRE, the $2 can
step into the FSO's M577 and get an
accurate printout showing the loca-
tions and types of targets that have
been fired upon. Such information is
invaluable because it shows trends in
enemy movement and may fill the
gaps in skimpy spot reports.

If the individual soldiers in the
fraont lines are trained to use their eyes
and ears properly and to send ac-
curate, complete, and timely spot

reports, this vital information will be
available to those who need it.

A commander is nol likely o lose a
battle because of too much informa-
tion, but he may lose it because of too
little.

CAPTAIN RAYMOND W. LEVESQUE recently
completed an assignment as editor of Military In
telligence magazine and 18 now atiending the
Defense Language Insutute in preparation for an
assignment in Panama., He 1s a 1978 ROTC
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the Tactical Surveillance Officer Course
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The Computer Assisted Map
Maneuver Simulation (CAMMS) sys-
tem has proved to be one of the best
methods of training battalion and
brigade staffs in the Army, especially
those in the Reserve Components,

The Army has used map maneuvers
in training for some time, but before
the advent of computers the work had
to be done manually, which took a lot
of people and a lot of time. Control-
lers and reactors were needed to feed
canned messages to the unit that was
playing; then they had to wait around
while the unit went through its staff
actions, planned some course of ac-
tion, and issued its orders. The reac-
tors who represented subordinate
units would then respond, usually
from a playbook. In some of the high
level and more sophisticated map
maneuvers, more people had to be
employed to derive relative combat

power figures and to roll dice to
determine a random number and the
outcome of the battle, Often some of
these people were eliminated to save
money, and then realism was lost.

The introduction of the computer,
with its ability to perform complex
mathematical operations at high
speeds and to store and retrieve data,
has reduced the number of people
and the amount of time needed to
conduct a map maneuver and, at the
same time, has increased realism.
Usually, a main computer is tied into
the training area by telephone lines
and remote terminals. The computer
has several programs, including some
that do mathematical calculations
and others that simply update a data
base.

The CAMMS system is most effec-
tive when used in a multi-battation
exercise. Such an exercise requires a

large room to serve as a control and
main battle area, separate rooms for
each group of company commanders,
and a room for each battalion staff,

In the main control area a large
scale map is set up, and unit markers
are placed on it to represent enemy
and friendly forces. These markers all
have a computer code that identifies
the type of unit, its organization, and
its equipment. These units are moved
by table controllers who also serve as
platoon leaders. Connected with their
company commanders by telephone
lines, they report the condition on
the map board. The company com-
manders, in turn, are linked to their
battalions by radioc, while the bat-
talions are linked to their brigade
headquarters, which is usually con-
trolling the exercise, by telephone.
The brigade headquarters is best
situated next to the map so that the
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staff can compare what is actually
happening on the ground with what is
being reported. In this way the
brigade can determine problem areas
in its subordinate units.

Once the system has been set up
and the player personnel are in posi-
tion, the map maneuver begins. It is
usually determined in advance
whether the battalions will be attack-
ing or defending. A brigade level
order is issued and the battalion staffs
perform their functions.,

As the staffs and commanders
complete their estimates and issue
orders, subordinate units move their
unit markers on the control boards.
Enemy units also begin their move-
ment in accordance with published
OPFOR doctrine. As the leading
clements close with each other, the
table controllers decide when they are
in range of each other and begin the
conflict by entering the unit computer
codes and other pertinent factors, in-
cluding terrain and weather, into the
computer. The computer program
moves the information through a
series of mathematical equations and
determines the outcome of the con-
flict. Casualties are assessed and
situation reports are generated and
given back to the table controllers. In

addition to giving spot reports to
player units, the computer can call up
an administration and logistics data
base for both sides and subtract losses
from that base. Unless the unit Sls
and S4s take action to replace the
losses, their units will very quickly
run out of ammunition, fuel, people,
and equipment.

Realism is most apparent at the
battalion level where most of the
work done by the staff is based either
on reports from the field or on orders
from above. But the computer does
not make any decisions for the com-
mander, nor does it do the work of
the staff officer. It simply eliminates
the requirement for a large number of
people who might be considered little
more than clerks and mathemati-
cians.

The major disadvantage of the
manual map maneuver lay in the fact
that when the writing staff got tired
and stopped writing messages the
exercise usually came to an abrupt
end. Besides, there was no way thal a
writing staff could accurately forecast
a unit’s reaction to any given event,

With CAMMS, these problems
have been solved, because the exercise
is self-sustaining. Once the units are
given the initial order, it is up to them

Given the computer hook-up, CAMMS
can he played on any large-scale map.

to plan and to move. As friendly and
enemy units come in contact and
fight, the computer generates the
messages, the staffs respond, and the
situation can be influenced in many
ways. These variations make the exer-
cise more flexible since there is no p-
proved solution, only what is actually
happening on the board.

The main benefit CAMMS offers
to Reserve Component units is an op-
portunity for their commanders and
staff officers to conduct realistic
combat operations within the con-
fines of their armories, to see (1€
results of their planning, and to work
closely together. It has also increased
the units’ awareness of the capabili-
ties and limitations of Soviet weapons
and equipment as well as their own.
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