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["100",[5462.83,2769.97],18,1,0,1],["101",[5085.72,2432.31],18,1,0,1],["102",[4629.71,2190.
89],18,1,0,1],["103",[4405.64,2143.55],18,1,0,1],["104",[4238.39,1988.92],18,1,0,1],["105",[39
74.88,1756.97],18,1,0,1],["106",[3870.74,1971.56],18,1,0,1],["107",[3503.09,1512.35],18,1,0,
1],[200",[5107.78,3449.15],18,1,0,1],['201",[4632.29,3314.41],18,1,0,1],["202" [4464.35,309
3.75],18,1,0,1],["203",[3924.42,2588.96],18,1,0,1],["204",[3635.41,2722.72],18,1,0,1],['205" [
3352.26,2781.31],18,1,0,1],['206",[3621.74,2516.71],18,1,0,1],["207",[2862.12,2153.5],18,1,
0,1],['208",[3285.87,1845.94],18,1,0,1],["108",[2881.2,1399.05],18,1,0,1],["300",[2893.04,117
2.55],18,1,0,1],["",[4523.49,3003.96],-2,9,147.832,[5,127.493]],["",[4574.77,2687.27],-2,9,184
.884,[5,211.992]],["" [4468.78,2277.9],-2,9,204.796,[5,222.509]],["",[4092.17,2312.35],-2,9,15
3.528,[5,404.118]],["",[3049.23,1677.16],-2,9,150.399,[5,482.32]],["",[3671.38,2492.41],-2,9,1
83.644,[5,259.781]],["",[3542.58,2119.22],-2,9,220.215,[5,88.6614]),["",[3591.57,1863.82],-2,
9,154.491,[5,146.998]],["K10",[4397.59,2064.98],18,9,0,1],["K20",[4280.03,1948.82],18,9,0,1
1,["K30",[3688.06,2761.91],18,9,0,1],['K31",[3597.09,2189.53],18,9,0,1],["K32",[3650.27,173
1.91],18,9,0,1],["",[4581.01,2774.29],18,9,0,1],["",[5024.13,3016.46],-2,9,240.968,[5,499.014]
1l

|. Situation

1Enemy Forces:

One enemy motorised battalion(+) attacking in our AO. The enemy is reinforced with tanks

Most likely plan is that the enemy will attack with one company of motorised infantry
supported by one tank platoon and hold the rest of the battalion in reserve.



Most dangerous enemy plan is that he will attack with one company on each road with one
tank company and one motorised company in reserve. Then use his reserve to push in
behind our lines when he finds a gap/or our unit is pushed to the side,

Terrain considerations

The terrain is mostly flat and is mostly covered in woods. In the woods its still pretty long line
of sight. In the AO it exist some places where a ATGM can be used in long distances, fields
that are long and narrow. In the AO we have two east-west roads, some smaller roads
connect the two east-west roads. Some buildings exist mostly on the northern road.

Support

The company is supported by 82mm mortar and 122mm guns.
ESO ORDER

2. Mission

Defend the crossroad.

3. Execution

Commanders intet.

e The key to victory is to take up the fight as early as possible with the ATGM and AT
weapons.
Have good cover and be ready to receive enemy artillery fire.
Use the smaller/narrower “shooting alley” for AT weapon and delay and disrupt
enemy movement

e Don’t give up ground too easily and be ready to counter attack to support side
platoons.

Scheme of Maneuver:

Phase 1
e The company move to the east of the Coy AQO, prepare to delay


https://docs.google.com/document/d/1-j8fTOkT1fGOl76X_1UqKNwKEzZucCK_m2qOgFAurFg/edit
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e Delay enemy from east to K10 defend K10 Until both platoons are ready to delay
from K10 to K20.
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e Then delay from K10 to K20, the first phase end when both platoons is on K20
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e If one platoon is hard pressed the other platoon will do a limited counter attack to
make it possible for the platoon that is under attack to fall back.
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Phase 2

Start on K20
e Bravo platoon pull back to K32, defend K32. Alpha and Tango support Bravo, if needed

by a counter attack.
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e Alpha defends K30, Tango Kilo 31 and Bravo K32, all unit is resupplied to 100%
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Phase 3

If the QRF hasn't arrived and the company is unable to defend its line, one platoon will defend
K40 with support of Tango. One platoon will disrupt enemy movement between
107-104-207-204.
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Tasks
All give 10 TRP to K7, numbers for markers and TRP in 5. C



Alpha:

K15:
K7:
Hotel:

Delay enemy movement dotted line and K10, the north area for at least 30 minutes.
Defend K10 untill Bravo is on K10.

Ready to dealy from K10 to K20

ready to counter attack and suppress 100

Delay enemy movement dotted line and K10, the south area for at least 30 minutes.
Defend K10 untill Alpha is on K10.

Ready to dealy from K10 to K20

ready to counter attack and suppress 200

Destroy enemy tanks from area around 100

Regroup when 0% on ATGM or Bravo has started to delay
Ready to defend K31

Ready to support platoon that is in combat with tanks

prepare ammo dumps with A15-B15 on K10-K20
refill Tango after first engagement

Ready to transport soldiers from base to platoons
Ready to refill platoons on K30-K32

4. Logistics

NIL

5.. Command/Signal

e A. Signal
Preset RADIO on the map.
Atleast platoon and 2IC should be on Coy net.

Radio in M113 can be on Kilo net to support fast redeployment



e« B. Command
1. Location of Key Leaders

K10 Will lead from K10 Line
K15

2. Succession of Command

K10-K15-K7-Hotel-Alpha-Bravo

o C. Mapmarkers

Each platoon get numbers for lines and dots, don't use any other names or markers on the
gameday. If you want to show the Scheme of maneuver in order feel free, but those markers
does not go on the map for the game

Alpha use line A10-A40 Dots 10-19 TRP 1100-1110
Bravo use Line B10-B40 Dots 20-29 TRP 1200-1210
tango Dots 30-39 TRP 1300-1310
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