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To:    Distribution List

Subj:
LETTER OF INSTRUCTION FOR TRAINING WITH THE INFANTRY TOOL KIT (ITK) IN INFANTRY COGNITIVE SKILLS TRAINING LABS

Encl:  (1) 

1.  Purpose.  To provide information and guidance for execution of Infantry Cognitive Skills Training Lab (ICSTL) under the purview of Technical Division, Training and Education Command (TechDiv, TECOM). 
2.  Information.  TechDiv, TECOM is in the process of establishing USMC ICSTLs at various USMC Bases. These ICSTLs will consist of:

a. Seventeen networked computers (laptop and/or desktop)

b. One digital projector

c. Software for the ITK is as follows:

1) Virtual Battlefield Systems (VBS1)

2) Close Combat Marines (CCM)

3) Medal of Honor: Allied Forces

4) TDMS or Tactical Decision Making Simulation

5) Return To Castle Wolfenstein

6) Soldier of Fortune II: Double Helix

7) MAGTF XXI (where applicable)


   8) Rogue Spear
   
        9) ROK V
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3.  Action
a.  Responsible Organizations
        1) Designate a location for the gear of sufficient size to accommodate seventeen computers and peripherals and a minimum of 20 Marines.

    
   2) Appoint a Responsible Officer to sign for all equipment placed in the ICSTL by TechDiv, TECOM and to ensure that all equipment remains in the ICSTL for its intended purpose as delineated in this LOI.

    
   3) Appoint a Training NCO to receive initial training on system functions and training procedures and to conduct the daily operation of the ICSTL.

        4) Ensure that no unauthorized copying or distributing of ICSTL software occurs.

    b.  Using Organizations
        1) Appoint a Training NCO to receive initial training on system functions and training procedures and to conduct unit training in the ICSTL.
        2) Ensure that no unauthorized copying or distributing of ICSTL software occurs.
        3) Ensure that the ICSTL is left in a proper state of police and that all computer systems are secured at the end of training.

4.  Responsibilities
a. Maintenance 

1) Troubleshoot hardware/software per attachments.
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     B. Feedback 

     
1) Provide feedback from User’s as needed per instruction of TechDiv, TECOM.

2) Visit support site regularly to obtain updates and stay informed of innovations.

C. Advertise

1) Inform subordinate and parent organizations of the ICSTL.



2) Assist units in using the system and incorporating into training.

5.  Admin and Logistics.  

    
A. Setup




1) User unit will provide 2 Marines for setup at a minimum, preferable data personnel.
  


2) Unit will provide the CATV, connectors, and Hub or Router/Switch to support up to 20 computers.

6.  Coordinating Instructions.

     A. Time-line  



1)

	TIME
	MONDAY
	TUESDAY
	WEDNESDAY
	THURSDAY
	FRIDAY

	700
	 
	 
	 
	 
	 

	800
	INTROS
	LAB SETUP
	INTRO PRESENTATION
	VBS-1 INTRO
	ROK V INTRO

	900
	LAB SETUP
	SOFTWARE INSTALL
	INTRO PRESENTATION
	SCENARIO BRIEF
	ROK V 

	1000
	LAB SETUP
	SOFTWARE INSTALL
	TDMS TRAINING
	VBS-1 MISSION
	CCM

	1100
	LAB SETUP
	SOFTWARE INSTALL
	TDMS EXECUTION
	VBS-1 MISSION
	CCM

	1200
	CHOW
	CHOW
	CHOW
	CHOW
	CHOW

	1300
	LAB SETUP
	SOFTWARE INSTALL
	TDMS EXECUATION
	TDMS TRAINING
	RTCW

	1400
	LAB SETUP
	SOFTWARE INSTALL
	CLOSE COMBAT USMC
	TDMS TRAINING
	MOHAA

	1500
	LAB SETUP
	SOFTWARE INSTALL
	CLOSE COMBAT USMC
	VBS-1 SCENARIO
	VBS-1

	1600
	LAB SETUP
	TROUBLESHOOTING
	CLOSE COMBAT USMC
	VBS-1 MISSION
	SOF II

	1700
	LAB SETUP
	TROUBLESHOOTING
	CLOSE COMBAT USMC
	VBS-1 MISSION
	 

	1800
	QUESTIONS
	QUESTIONS
	QUESTIONS
	QUESTIONS
	QUESTIONS
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MICHAEL P. BAILEY

DISTRIBUTION:

SOI EAST

SOI WEST

MCB CAMPEN ICSTL

MCAGCC ICSTL

MCB HAWAII ICSTL

MCB CAMBUT ICSTL                        

Mission Statement

The purpose of the ITK is to provide a number of robust tactical decision simulations (TDSs) in a virtual training environment for Marines to use to enhance and develop their cognitive skills in the battlefield environment.  Training cognitive skills, using scenario-based simulation, will improve Marines’ decision-making and judgment skills to meet the demanding requirements in dynamic and high-risk combat.   The Tactical Decision Scenarios Simulation System (TDSSS) relates to Mission Area 11, Command and Control, capabilities 11.3.3 and 11.3.35. The report of the mission area analysis addresses the need for tactical decision making at all levels, and emphasizes the need at the lowest levels, squad, platoon and company. Additionally, the Marine Corps Master Plan (MCMP) for the 21st Century dated 8 October 1997 directs that the Marine Corps must "Incorporate simulation, instrumentation and automation into training upgrades." Also it directs that the Marine Corps "Develop and use distributed simulation technologies to enhance training and operations," and "...Exploit the opportunities resident in modeling and simulation to increase our war-fighting efficiency and effectiveness.

Contact Personnel

Michael Woodman

Coalescent Technologies

Orlando, FL

407-839-1980 ext. 219

1stLt Don Mathes

Data Systems Engineer

TechDiv, TECOM

Quantico, VA

703-784-9570

Gateway Corporation

Jim Redmond

Account Executive

Jim.Redmond@gateway.com

1-800-779-2000 ext 25452

(1)
VBS-1: Virtual Battlefield Systems

General

VBS1™ (Virtual Battlefield Systems1) is a fully interactive, three-dimensional software training application providing photo-realistic terrain, user-definable mission scenarios, inherent military doctrine, client-specific symbology, and variable environmental conditions. Due to VBS1™’s advanced artificial intelligence capabilities, training participants interact with virtual enemies in ever-changing synthetic environments. This software simulation tool is modular and can be specifically tailored to meet the individual needs of military, law enforcement, homeland first responder training requirements. VBS1™ may be deployed on laptops, desktops or through the Internet, delivering cost-effective solutions for worldwide interactive training. In fact, VBS1™ is already being implemented on a US Marine Corps project in a laptop-based deployed training environment.

 

VBS1 is specifically developed for Military training purposes, in both lethal and non-lethal environments. Currently Bohemia Interactive Studios is developing a specific version for the USMC with the implementation by Prime contractor Coalescent Technologies.

 

Bohemia Interactive Studio is an independent Software and game development studio based in Prague, Czech Republic and Australia. Bohemia’s primary focus is on the development of state-of-the-art computer entertainment-training software and research of advanced real-time 3D graphics, artificial intelligence, and physical simulation technologies for real-time interactive environments. Bohemia Interactive Studios is the developer of the multi award winning gaming software, Operation Flashpoint.

Instructional Use

Add some info**********

Refer to Appendix XX for training references. 

Operation

**********((Need info on how to use the system, setup scenarios, etc.)

Please see Appendix XX for Master Control Guide for keyboard operations.  

(2)
CLOSE COMBAT USMC
General
CCM is a tactical based TDS that encompasses all of the TO squads and vehicular assets of the USMC.  It is used primarily for tactical decision making at the junior officer and SNCO levels, although a great tool for getting across a learning point for a classroom, or instructional environment.  CCM makes use of all the terrain that Marines typically train on: Quantico MOUT facility, 29 Palms range 400, and some other notional OPFOR areas.  Keep in mind that these terrains are not precise terrains, but are as close as the engineers of the TDS could make them; in other words if a bush or a tree is not in the correct position as you may remember it, it was created as close as possible to the real lay of the land.  

Instructional Use

Within this TDS you may create your own scenarios, or utilize the ones created in them, or contact TECOM and request that a certain scenario be generated for your particular needs.  This TDS focuses on the 5-paragraph order, execution of that order, basic terrain analysis, and is devised to pull from the leaders rudimentary knowledge of the battlefield.  This is not intended to replicate a real time battle with all the assets of the MAGTF but a fraction of it, typically dealing with a 2km by 2km area.  

Refer to Appendix XX for training references. 

Operation

Currently this TDS is only 2 player multi-player capable.  Future version will have the ability to play in a campaign mode, or incorporate 4 players.  To use the multi-player mode:

1. Two people start the game (remember the game has to be started in 16 bit graphics to appear properly).

2. One of those persons goes to the Command screen and chooses a particular scenario, then goes to choose Marine or OPFOR with the toggle on the right hand side (this person will be the “server”.

3. The same person then chooses Multi-player, and then clicks NEXT.

4. One in the Multi-player screen he clicks on the Internet TCP and then selects the HOST button.

5. The other person goes to Command, once in the command screen he chooses the opposite side (OPFOR or Marines) then chooses multi-player, then selects NEXT.

6. The same person clicks INTERNET TCP, and then clicks JOIN.

7. Once the server sees the other person join he clicks READY, the other person does the same thing, clicking READY.

8. Once this is done the server clicks NEXT, and you have started the mission, each person able to look at their force mix and capabilities, also each person able to look at their respective OPORD if there is any.

9. After that they each person has a certain amount of setup time to organize their forces on the ground, once this is done each clicks BEGIN, and the battle begins!!

Using the mission editor can be a great tool for leaders.  If utilized properly they can create scenarios based on their own learning objectives.  In a classroom environment you can plug into a projector and play the scenario in the open having the class give input into the decision making process, and of course a good AAR at the end.  The mission editor works the same way if you want to use it in multi-player mode, just save the battle and go to USER CREATED SCENARIOS in the command screen, you will see your scenario and carry on with the above instructions in mind.

Controls are fairly simple, the use of the mouse, left click to select and right click to bring up a menu, holding down the left click will rubber band or select multiple units.

Please see Appendix XX for Master Control Guide for keyboard operations.  

(3)
MEDAL OF HONOR: ALLIED ASSAULT
General

This is classified as a first person shooter TDS.  This is a wholly commercial off-the-shelf game that has no changes to coding, software or interface.  It is designed to enhance the tools in the Infantry Tool Kit.  This has weapons typical of the WWI and WWII era.  Most of the controls are self-explanatory and the multi-player setup is fairly simple, not requiring a dedicated server.  The terrains are typical to the genre, destroyed French villages, doors to open, passageways to walk, and un-demolished cities to protect.  In single player mode you can do anything from encountering snipers to blowing up vehicles to a Normandy Beach Invasion.

Instructional Use

In multi-player mode there are many possibilities for missions.  You will be given an example of one and how to use it in your training, the rest will be left up to you for your training.  The scenario given will be “Reacting to a Sniper”.  In the demolished French village there are many great places for a tactical sniper to hide.  For the OPFOR, select 2-4 Marines to be snipers.  On the Marine side select the rest to be a squad, their mission being to patrol the city for any remaining enemy and eliminate if possible, there are no indirect fire assets, just what they are carrying on their backs.  Have the OPFOR stake out a particular piece of terrain and wait for the Marines to walk into their kill zone and take out one person from their squad.  Let the Marines react how they think they should.  Did they find cover?  Were they concerned about the downed Marine, did they id. the direction of fire?  Did they instruct higher of their findings?  Do they know the size of the enemy force, were they able to identify that it was a sniper?  Did they panic?  These are the types of things that the instructor should keep in mind when running the scenario.  The OPFOR can also choose to throw a grenade in their midst as well if they bunch up.  If the sniper takes one Marine out, he should displace if instructed, and see if the Marines opt to utilize room-clearing techniques when trying to narrow down the snipers position.  Have the snipers cover a certain area of terrain in case the Marines choose a different route.

Refer to Appendix XX for training references. 

Operation

Please see Appendix XX for Master Control Guide for keyboard operations.  

SOLDIER OF FORTUNE II: DOUBLE HELIX
(4)
TACTICAL DECISION MAKING SYSTEM (TDMS)

TDMS is an interactive, facilitated tactical decision-making simulator that utilizes an instructor, student relationship to accomplish learning objectives.

ROK V

ROK V is a vehicle identification program.  It displays a wide variety of perspectives of many different tactical vehicles.  The idea is to become familiar with the vehicle and to identify them given different scenarios manipulating characteristics, light and dark, and capabilities.

Master Control Guide
Movement

A-Strafe Left

D-Strafe Right

W-Move Forward

S-Move Backward

E-Sprint or Run Fast

Q-Peek Left

E-Peek Right

Fire

Left Mouse-Fire/Primary Action

Middle mouse-Inventory or weapons select

Right Mouse-Secondary fire/Secondary Action

R-Reload

Action 

B-Binoculars

C-Compass

N-Night Vision

G-Compass

T-Watch/Time

M-Map

Tab-Mission Objectives

Mouse Right Click-Reticle

X-Crouch/Kneeling

Z-Prone

Space Bar-Toggle thru weapons/Jump

L-Lights

L. Control-Third/First person view toggle

L. Alt-Head free/Look around
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L Shift-Zoom function

LEARNING OBJECTIVES

Most of the IT Standards are either directly or indirectly related to the functions of the PC based tactical simulations.  

MCCS.17.07 (Core) PERFORM INDIVIDUAL MOVEMENT IN AN URBAN ENVIRONMENT 1-17-37

MCCS.17.09 (Core) REACT TO INDIRECT FIRE 1-17-43

MCCS.18.01/2 (Core) PERFORM COMPASS HANDLING PROCEDURES AND PERFORM LAND NAVIGATION PROCEDURES USING A COMPASS 1-18-2/3

MCCS.18.03 (CORE) PERFORM BASIC MAP READING 1-18-7

MCCS.16.04 (CORE) EMPLOY GROUND PYROTECHNICS 1-16-21

MCCS.16.02 (CORE) ENGAGE TARGETS WITH THE AT-4 1-16-5

MCCS.16.01 (CORE) THROW AN M67 FRAGMENTATION GRENADE 1-16-1

MCCS.20.01 (CORE) INDENTIFY NATO MARKERS 1-20-1

MCCS.20.10 (CORE) REACT TO A CHEMICAL OR BIOLOGICAL ATTACK 1-20-67

MCCS.11.06 (CORE) ENGAGE TARGETS OF LIMITED EXPOSURE (TIME) WITH THE M16A2 SERVICE RIFLE

MCCS.11.07 (CORE) ENGAGE TARGETS DURING LOW LIGHT AND DARKNESS WITH THE M16A2 SERVICE RIFLE

MCCS.11.09 (CORE) ENGAGE MULTIPLE TARGETS WITH THE M16A2 SERVICE RIFLE 1-11-91

MCCS.11.10  (CORE) ENGAGE MOVING TARGETS WITH THE M16A2 SERVICE RIFLE 1-11-101

MCCS.11.11 (CORE) ENGAGE MOVING TARGETS AT UNKNOWN DISTANCES WITYH THE M16A2 SERVICE RIFLE 1-11-113

MCCS.11.15 (CORE) ENGAGE TARGETS WITH THE M203 GRENADE LAUNCHER WIT HTHE LEAF SITE 1-11-147

MCCS.11.19 (CORE) ENGAGE TARGETS WITH THE M249 SAW 1-11.187

MCCS.13.01 (CORE) PERFORM UNAIDED DAY AND NIGHT OBSERVATION TECHNIQUES 1-13-1

MCCS.13.02 (CORE) IDENTIFY TYPES OF THREAT WEAPONS

MCCS.13.03 (CORE) REPORT INFORMATION 1-13-11

MCCS.13.04 (CORE) PREPARE FOR A PATROL 1-13-15

MCCS.13.06 (CORE) PERFORM INDIVIDUAL ACTIONS IN A SECURITY PATROL 1-13-23

MCCS.13.07 (CORE) PERFORM INDIVIDUAL PRECAUTIONS WHILE CROSSING A DANGER AREA 1-13-25

MCCS.13.08 (CORE) PERFORM IMMEDIATE ACTIONS UPON CONTACT WITH THE ENEMY 1-13-27

MCCS.14.02 (CORE) EXECUTE INDIVIDUAL ACTIONS IN SQUAD FORMATIONS 1-14-9

MCCS.14.03 (CORE) PERFORM INDIVIDUAL ACTIONS DURING SQUAD FIRE AND MOVEMENT 1-14-15

MCCS.15.03 DEFEND A POSITION 1-15-15







