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INTRODUCTION:                                             (3 MIN)





1.  GAIN ATTENTION.  Throughout history, military leaders have studied great battles of the past by visiting the actual battlefields to learn the reasons why a battle succeeded or failed.  Leaders and future leaders of today's Marine Corps can do the same thing by participating in staff rides.  A staff ride consists of a systematic study of a selected battle, an extensive visit to the actual sites, and an opportunity to reach conclusions or derive lessons from the experience.  Tactical Decision Games (TDG) and Tactical Exercises Without Troops (TEWT) rely on decision-making skills to analyze a mission and provide a solution or course of action that leads to successful accomplishment of the mission.  All three exercises stimulate creative thought, analysis, and discussion to refine decision-making skills in a tactical context.





2.  OVERVIEW.  This lesson will cover the conduct of tactical decision-making exercises including staff rides, TDGs, and TEWTs.





3.  INTRODUCE LESSON PURPOSE.  The purpose of this lesson is to provide an introduction to tactical exercises that train decision-making skills.  The material in this lesson will not be tested.  There are no terminal or enabling learning objectives.  





4.  METHOD/MEDIA.  This period of instruction will be taught by lecture/group discussion.  A practical application for a staff ride, TDG, and/or TEWT will be conducted.





5.  EVALUATION.  You will not be tested on this material.



































INSTRUCTOR'S NOTE:  





A block of 8 hours is allocated for this period of instruction.  The time required to conduct this lesson will vary based on resources available and how many of the three activities (staff ride, TDG, TEWT) students participate in.  





If a battlefield is not local, the staff ride will not be conducted.  Regardless of local terrain, the TDG and TEWT can be conducted; they can best be conducted in conjunction with one another.















































TRANSITION:  The focus of Marine self-education should be oriented toward the development of judgment, decision-making skills, and an understanding of the human factors in war such as the effects of fear, deprivation, and fatigue.  A staff ride is one means of achieving this education.








BODY:                                                     (8 HRS) 





1.  STAFF RIDES:  


 


A staff ride consists of a systematic preliminary study of a selected battle or campaign, an extensive visit to the actual sites associated with that campaign, and an opportunity to integrate the lessons from each.  A staff ride places students on an actual piece of terrain and confronts them with an operational situation, stimulating them to reach conclusions or derive lessons from the experience.





INSTRUCTOR'S NOTE:





If located near a historical battleground, conduct a staff ride to the site using the Staff Ride Handbook as your instructor guide.  Encourage maximum student involvement before arrival at the site by thoroughly discussing the battle.  Once at the site, encourage discussion emphasizing the value of decision making under stress, leadership, organizational skills, principals of war, and the factors that made the battle a success or failure.











TRANSITION:  Like staff rides, TDGs are an effective way to improve one's decision making skills and tactical wit, thereby educating one's self on the art of war.








2.  TACTICAL DECISION GAMES (TDG):    





a.  Introduction.  A TDG puts the student in the role of a commanding officer facing a tactical situation and, given a specific amount of time and number of resources, requires the student to develop a plan to solve the problem.  A TDG can be used to familiarize all Marines, both leaders and future leaders, with tactical decision making processes and the ability to think under stress.  





INSTRUCTOR'S NOTE:





 Use the "Designing TDGs:  A Tactical Decision Games Workbook" as your instructor guide to plan, design, and conduct a TDG.  In addition, use the following lecture material to guide the discussion. 





Plan a plausible mission scenario and enemy situation based on your local terrain.  Keep in mind that a TEWT will follow the TDG, so the situation presented must support surrounding terrain and/or structures.  





Encourage maximum student involvement in the discussion emphasizing analysis of the mission, enemy, terrain, and available resources.  Use local maps, a sand table, or other resources to enhance the discussion and stimulate analytical thought.  





b.  Analyze the Mission.  Analyze the mission, paying attention to the following:





1)  Review your capabilities and resources including personnel, weapons, vehicles, etc.





2)  Determine any vulnerabilities based on your assets/ resources or potential operations.  





3)  Determine if the mission is offensive or defensive in nature.  This will drive weapons placement and orientation as well as the placement of your base of fire and maneuver elements.











4)  Analyze the possible threat situation to determine the enemy's most probable course of action.  Determine the most likely location and strength of the threat in terms of personnel and the types of weapons employed.  This information will reveal engagement distances.





c.  Provide SALUTE Brief.  Upon analyzing the mission and any available information regarding the enemy, a commander or team leader will brief all the known information.  A standard format for briefing personnel uses the acronym SALUTE:  





1)  Size.  Report how many people, vehicles, etc., were sighted. 





2)  Activity.  Report what is happening or what exactly the personnel are doing, e.g., moving in a tactical formation.  





3)  Location.  Report the exact site of the incident or where the threat is located.  





4)  Unit/Uniform.  Report information on the personnel involved and what they are wearing, how they are armed.





5)  Time and Date.  Report the time and date of the specific incident.





6)  Equipment.  Report what type of weapons, equipment, vehicles, etc., are involved in the incident.





d.  Analyze Terrain.  In any mission, the surrounding terrain must be used to provide a tactical advantage.  As part of the mission analysis, terrain must be analyzed.





1)  The acronym KOCOA is used to remember the parameters for utilizing terrain:  





a)  Key Terrain/Sites.  Key terrain is that area which provides a definite advantage to the occupying force.  For example, higher terrain can provide a tactical advantage because it increases observation and permits a wider field of view.





b)  Observation and Fields of Fire.  Positions must be established that allow observation of the site and avenues of approach, and that provide optimum conditions for bringing fires to bear on a threat.  A rooftop or hill may provide the best observation but may not provide the best platform for shooting due to the angle of engagement.  Both factors must be considered when selecting a position.    


c)  Cover and Concealment.  Positions must be established that provide both cover and concealment.  Cover provides protection from enemy fire (e.g., a building, wall, berm).  Concealment provides protection from observation by the threat (e.g., brush, tall grass).  





d)  Obstacles.  Obstacles are features that stop, delay or restrict the threat.  A natural barrier such as water or a deep ditch are examples of obstacles.  Obstacles should be used to your advantage to permit flexibility in the placement of personnel.  





e)  Avenues of Approach.  Avenues of approach must be sealed off and covered by fire to restrict entry into and/or exit out of the area.  Structural barriers may be erected to be used as obstacles to avenues of approach.    





2)  Analyze the operational environment to determine the most effective techniques of engagement to gain a tactical advantage and to accomplish the mission.  Terrain will dictate the placement of weapons due to the areas that need to be covered by sectors of fire.  The type of environment will vastly affect the marksmanship skills required for target engagement.  The following factors generally apply, however the list is not all inclusive nor will it always hold true that these factors are present: 





a)  Urban Environment.  An urban environment is characterized by:





(1)  Both long- and short-range engagements depending on structures, buildings, etc.





(2)  The availability of cover (e.g., buildings, structures).





(3)  Visibility dictated by structures.





(4)  Terrain dictating movement around and through structures.


























b)  Open Terrain.  Open terrain is characterized by:





(1)  Long-range engagements out to the       maximum effective range of weapons.  The engagement distance will drive the firing position.  The longer range the engagement, the more stability required in the position (i.e., use of support, prone position). 





(2)  Wind playing a big factor due to the engagement distance.





(3)  Zeros (sight adjustments) on weapons being more critical due to the engagement distance.





(4)  Movement being dictated by terrain and the lack of cover and concealment.





(c)  Thick Vegetation.  This type of environment is characterized by:





(1)  Short-range engagements (e.g., less than 100 yards).  





(2)  Poor visibility due to limited sunlight, vegetation, etc. 





(3)  The opportunity to locate targets and shoot through concealment (i.e., vegetation). 





(4)  Movement on foot due to the restrictive nature of the terrain.





e.  Determine Deployment.  It is critical that you know the tactics of deployment because you must be able to respond to the team leader's commands and move as a unit, both tactically and efficiently, to the objective area.  The technique of deployment will depend on available resources and terrain.  The method of deployment should allow you to proceed along the quickest route to the closest covered position from which to establish their position.  Again, KOCOA should be considered when deploying to the site.        


1)  Determine Method of Deployment.  





a)  Mobile Deployment.  In most cases, mobile deployment will be the primary means of deployment.


       	


(1)  Mobile deployment allows, in most cases, the quickest response and provides cover from which to deploy.





(2)  However, mobile deployment can make you an easier target and may lose the element of surprise. 





b)  On-foot Deployment.  Deploying by foot allows troops to spread out and allows for a more flexible approach route.  On-foot deployment is much slower; therefore, it is most likely used in cases where the location is close, or terrain prohibits mobile deployment, or to limit detection by enemy forces. 





2)  Determine Tactics of Deployment.  Tactics are the means employed to move to an objective area.  





a)  Avenues of Approach.  Select an avenue of approach to avoid enemy lines of fire and provide cover and concealment for deploying forces.  





b)  Vehicle Placement and Deployment.  When deploying from a vehicle, troops should exit the vehicle away from the threat to take advantage of the cover the vehicle can provide.  However, a vehicle is a target; it must be exited quickly.  The driver and machine gunner (when applicable) always stay with the vehicle.  





3)  Determine Movement to Contact.  Determine the tactics used to move to the objective area.  Standard infantry tactics should be employed that best suit the mission.





a)  Fireteam Formations.  Fireteams move in formations to place the team in a tactical advantage that provides optimum observation of the enemy, interlocking fire, etc.





(1)  Column.  A column formation allows troops to get from point A to point B in the shortest time possible.  A column is best employed when there is little chance of observation or engagement by a threat.  A column formation:





(a)  Permits rapid, controlled movement because the Marine can maintain observation of the Marine in front of him and the same ground does not have to be cleared.





(b)  Favors fire and maneuver to the flanks.





(c)  Is vulnerable to fire from the front.





(d)  Limits fire to the front.





(2)  Wedge.  If a threat is possible in any direction, a wedge formation may be used.  A wedge formation: 





(a)  Provides adequate fire in all directions.





(b)  Provides all-round security.





(c)  Facilitates control.





(3)  Skirmisher.  When the location of the enemy is known, a skirmisher formation may be used.  A skirmisher formation:





(a)  Is difficult to control.





(b)  Places maximum firepower to the front.





(4)  Echelon.  An echelon formation:





(a)  Is difficult to control.





(b)  Moves slowly.





(c)  Provides heavy firepower to the front and echeloned flank.





(d)  Protects an open or exposed flank.





b)  Fireteam Rush.  





(1)  Purpose.  The purpose of a fireteam rush is to enable movement to an objective area quickly while providing cover to other members of the team.  





(a)  A fireteam rush is only done when the threat level is high or there is the possibility of taking on fire.  





(b)  A fireteam rush exposes the fireteam to a threat for the shortest period of time.  

















(2)  Technique.  A fireteam rush is executed as follows:  





(a)  Members of the fireteam advance forward to the objective.  The advancing Marines carry their weapons to facilitate movement, i.e., Tactical Carry.





(b)  When directed by the fireteam leader, two members of the fireteam assume a firing position that affords observation and provides supporting cover to the other two advancing team members.  Weapons are directed toward the objective area and Marines in position are at the Ready.





(c)  The advancing Marines rush approximately 15 meters or as the situation and terrain dictate.  They then assume a firing position to cover the other Marines as they now advance.





(d)  Because a fireteam rush establishes a predictable pattern, a rush should not be employed for distances greater than about 75 meters.  Movement should be made to cover and concealment.





f.  Determine Placement of Base of Fire.  The way you deploy to a site can set you up for a tactical advantage.





1)  Purpose.  A base of fire is established for two reasons:





a)  To place most of the firepower (i.e., M249 SAW, M240G machine gun) on an objective, primarily to suppress the threat.  A base of fire is often established on avenues of approach, entrances/exits to structures or areas, etc.  The base of fire should be aimed in on the objective, an avenue of approach, etc.





b)  To provide cover for a maneuver element.  





2)  Weapons Considerations.





a)  An armored vehicle is often used in a base of fire because it generally has a mounted machine gun.


The maximum effective range of the M240G machine gun is 1,800 meters.  However, the greater the distance, the larger the cone of fire.  





b)  Marines armed with the M249 squad automatic weapon (SAW), M203 grenade launcher, and M16A2 rifle must be deployed at ranges within their maximum effective ranges:





(1)  The maximum effective range of the SAW is 1,000 meters.





(2)  The maximum effective range of the grenade launcher is:





(a)  150 meters for point targets and 350 meters for area targets.





(b)  The leaf sight is used for ranges of 250 meters or less; the quadrant sight is effective for ranges of 50 to 400 meters.





(3)  Marines armed with the rifle should be deployed within their 300 yard/meter battlesight zero (BZO).





g.  Determine Placement of Maneuver Elements.  Maneuver elements should be placed so that they can gain a tactical advantage through observation, cover and concealment, and placement of fire on the objective.  The same considerations apply for weapons placement within their maximum effective ranges.  The employment of base of fire and maneuver elements is as follows:  





1)  A base of fire is established on an objective area first.





2)  Once the base of fire is established, it provides cover for the maneuver element so it can move up and establish a tactical position that provides an advantage over the suspected threat. 





3)  A base of fire is fixed; maneuver elements move around the base of fire but must not enter the base of fire's sector of fire.  The base of fire will be directed to hold its fire or shift if a maneuver element has to move into its sector of fire.




















h.  Determine Areas of Observation/Interlocking Fields of Fire.  Weapons should be placed to support the mission and provide interlocking fire.  The objective area must be covered by observation and firepower.  Sectors of fire and observation are assigned to each Marine including principal direction of fire (PDF) and left and right lateral limits.  A Marine's sectors of fire and observation may further be designated on a range card. 


 


1)  Areas of observation should overlap to ensure the entire area can be observed.  





2)  There should be interlocking fields of fire to ensure a threat can be engaged anywhere within the area.





INSTRUCTOR'S NOTE:





Probe the class by asking questions.








TRANSITION:  A TDG is an excellent tool to stimulate discussion and refine decision-making skills.  Similarly, a tactical 


exercise without troops (TEWT) is an excellent tool to determine courses of action and solutions to a proposed problem or mission.  A TEWT goes one step further than a TDG by actually placing students on the terrain where the "battle" will take place.








3.  TACTICAL EXERCISE WITHOUT TROOPS (TEWT):





INSTRUCTOR'S NOTE:





 Build on the TDG conducted in the classroom by conducting a TEWT outdoors.  Use the outcome of the TDG and the lecture material in this lesson to guide the TEWT.  





Conduct a reconnaissance of the objective area and walk the terrain, pointing out and discussing the proposed courses of action from the TDG and their plausibility for execution.  Discuss successes and limitations, as well as modifications to the TDG plans with regard to weapons placement and employment, terrain considerations, position of base of fire and maneuver elements, etc.  Review the TDG plans from both the offensive and the defensive perspective.  Encourage maximum student involvement in the discussion.








TRANSITION:  A TEWT and a TDG can be conducted in conjunction with one another by taking the TDG plans and placing students on the terrain where the "battle" will take place.  Walking the terrain provides an added dimension of realism over viewing a map or sand table in a classroom setting.  Courses of action may change as Marines actually walk the terrain and see obstacles or terrain features that were not identified on the map.








OPPORTUNITY FOR QUESTIONS:                                (1 MIN)





1.  QUESTIONS FROM THE CLASS:





2.  QUESTIONS TO THE CLASS:





a.  QUESTION:  What is the purpose of a staff ride?  





ANSWER:  A staff ride consists of a systematic study of a selected battle or campaign, an extensive visit to the actual sites associated with that campaign, and an opportunity to integrate the lessons from each.  A staff ride places students on an actual piece of terrain and confronts them with an operational situation, stimulating them to reach conclusions or derive lessons from the experience.





b.  QUESTION:  What is the purpose of a TDG?





ANSWER:  A TDG puts the student in the role of a commanding officer facing a tactical situation and, given a specific amount of time and number of resources, requires the student to develop a plan to solve the problem.  





c.  QUESTION:  How does a TEWT differ from a TDG?





ANSWER:  A TEWT is conducted outdoors by walking the actual terrain involved in the "battle."








SUMMARY:                                                  (1 MIN)





Staff rides, TDGs, and TEWTS can be used to familiarize all Marines, both leaders and future leaders, with tactical decision making processes and the ability to think under stress.  All three exercises place Marines in a tactical environment, often on actual terrain, and require them to use decision-making skills to analyze a mission and provide a solution or course of action that leads to successful accomplishment of the mission.  These exercises stimulate creative thought, analysis, and discussion to refine decision-making skills in a tactical context.
































CS02-IG-�page  \* MERGEFORMAT�1�











