. ;: TSEM, A Flexible Scenario Based Small Forces Model

Abstract

An accurate computer model of a small
force engagement is useful in evaluating
the combat effectiveness of armed escorts
for sensitive shipments, security guard
forces and military patrols, The Trans-
portation Safeguards Effectiveness Model
(TSEM), primarily intended for, but not
limited to, the study of ambushes of armed
convoys, provides the user with con-
siderably greater flexibility in directing
the actions of the combatants than pre-
vious models. A user oriented script
language is presented, which allows the
performance of actions to be made contin-
gent on the occurrence of significant
events during the battle, providing the
means for describing a wide variety of
realistic scenarios. In addition, careful
attention is being paid to the research
results and experimental data supporting
the human factors submodels. A new, more
accurate casualty assessment model, the
use of which can change battle times by as
much as an order of magnitude, is dis-
cussed. :

INTRODUCTION

The needs of the military in the
Vietnam era and the needs of civilian
authorities charged with transporting
nuclear weapons and materials have given
rise to a number of small force engagement
models. Computer run, discrete combat
simulation models became of interest to
analysts because they realized that they
lacked quantitative data on overall system
vulnerability and relative effectiveness
of various tactics on which to base dec¢i-
sions. While staged engagements using
combat personnel provided valuable train-
ing and suggested alternative tactics for
evaluation, computer modeling offered, and

CH1437-3/79/0331-0345500.75

Bruce D. Link, Henry D. Shapiro
Sandia Laboratories
Albuquerque, New Mexico

still offers, three advantages:

(1) The ability to model certain as-
pects of combat more accurately
than they can be modeled by the
equipment used in the environment
of training exercises. Weapons
characteristics and casualty as-
sessment are most often pointed
to as examples.

(2) The ability to run a sufficient
number of replications to achieve
statistical significance. The
manpower requirements, as well as
the changing behavior of combat-
ants as they learn the character-
istic behavior of the adversary,
make performing an adequate num-
ber of staged engagements

" impractical.

(3) The possibility of rapidly evalu-
ating the effect of changes in
system configuration or tactics.

In the past, failure to provide the
analyst with sufficient flexibility to
express the variety of tactics he wished
to compare and concern that human factors
effects were too little understood and too
complex to model have led to criticism of
the modeling technique [11}].

In developing the Transportation Safe-
guards Effectiveness Model (TSEM), a small
forces engagement model primarily intended
for, but not limited to, the study of am-
bushes of road convoys escorted by armed
guards, the staff of Sandia Laboratories
paid particular attention to the criti-
cisms cited above. With the completion of
the current phase of development, a work-
ing model has been produced which is cap-
able of being used in system studies. A
major innovation has been the incorpora-
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TSEM (continued)

tion of a front end, user oriented script
language as an integral part of TSEM,
allowing straightforward specification of
a wide variety of scenarios. The ability
to rapidly develop scripts for realistic
scenarios provides the user/analyst with a
model that is flexible enough for meaning-
ful comparative studies. The ability to
precondition the activities of a player on
the occurrence of specific events on the
battlefield allows the user/analyst to
describe in detail the tactics employed by
each individual player or group of players.
This clear separation of higher level com~
bat functioning from more elemental be-
havior serves two related purposes. First,
by developing a sufficient number of sce-
narios, the analyst can explore to what
degree and in what manner the system under
evaluation is vulnerable. Second, the
scenarios, formally expressed in the
easily understood script language, document
exactly what alternatives were studied.
The script facility gives a flexibility
not found in previous models, where inter-
nal criteria were used to decide what
actions to take when a significant event
occurred, In these earlier models, the
analyst could not try other alternatives
(without recoding the model) and could not
easily determine what the selection cri-
teria were. Because of the central place
the script language holds in TSEM and
because this capability is not found in
other combat models, the main body of the
paper deals with a comprehensive example
using a scenario described in the actual
script language. This not only shows the
degree of flexibility attained, but pro-
vides an easy introduction to the script
language and its implementation.

wWhile the scenario description facil-
ity provides flexibility, there is still
the question of reasonable accounting for
human factors effects. In many areas,
such as suppression effects or the inter-
action between concealment and firing and
movement strategies, the documentation
available on prior work cites very few
research results or experimental data to
support the human factors submodels used.
Concern over the importance of human fac-
tors has led the TSEM project staff to
evaluate each submodel from first princi-
ples. Even in areas where data is avail~
able or easily obtained, order of magni-
tude improvements can sometimes be obtained
with no loss of model efficiency. The
last section of the paper discusses a new
casualty assessment model. By utilizing
the most current dispersion and lethality
data [5,6,7] and new, more accurate infor-
mation concerning postures assumed during
combat [8]}, the battle times predicted by
the model should more closely reflect
actual battle times. The simulated battle
times differ by as much as an order of
magnitude when compared to previous cas-~
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ualty assessment models. Plans to gather
behavioral data in poorly understood areas
is also briefly discussed.

THE SCRIPT FACILITY

In order to develop an understanding
of the capability and flexibility gained
by introducing a scenario description
facility into a small force combat model,
it is helpful to examine an example in
considerable detail. Figure la shows a
plan view of the combat area with the four
attackers in their initial ambush config-
uration. For simplicity of presentation a
level terrain was chosen, though the model
can approximate virtually any terrain in a
straightforward manner. The four defen-
ders and their associated vehicles, a car-
go vehicle with only the driver, who is
armed, and an escort vehicle, with three
armed guards, are shown in the positions
where the vehicles come to rest and their
occupants dismount. The scenario that is
to be enacted is of moderate complexity;
the script definition language has been
used to describe more sophisticated
scenarios.

The strategy that the attackers employ
is as follows: Attacker 1 (Al) is the
primary saboteur, his goal being to pene~
trate the truck in the middle of the north
side. 1In order for Al to begin closing in
on the vehicle, however, the driver (Dl)
must be incapacitated. Attackers 1, 2,
and 4 attempt to kill D1 before he can
reach the cover of heavy brush. If they
succeed, Al moves in immediately, with A2
and A4 providing covering fire. A2 and A4
also move to better vantage points as
well; A2 to the boulder field and A4 to
the right lobe of the upper central brush
area. If they fail, and D1 reaches the .
brush, A2 changes his tactics and switches
his attention to the defenders from the
escort vehicle, moving to the forest to
engage them. Al and A4 continue to center
their attention on D1 who, by virtue of
reaching the brush, has obtained better
cover. Al moves around the house to get a
better angle on Dl. If AL and A4 eventual-
ly incapacitate D1, Al will still attempt
to reach the vehicle, though now only A4
will provide covering fire. An additional
part of the strategy is that if Al becomes

' incapacitated, A4 will assume his duty,

and try to reach the truck and penetrate
it once the driver is incapacitated.

Because of his position at the far
left of the combat area, A3 has a quite
different role. He initiates the ambush
by firing on the vehicles when they enter
the ambush zone. If any of the defenders
escorting the cargo make it to the brush
near where their vehicle stops, A3 at-
tempts to sneak up on the guards by a
circuitous route that goes near the lower
left corner of the map. By attacking the
guards from the escort vehicle from the
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FIGURE 1a

rear he hopes to inflict casualties as
well as tie down the escorts, possibly
with the help of A2, so that Al (or pos-
sibly A4) can attempt to penetrate the
cargo vehicle in relative safety. When
all of the defenders are dead, any remain-
ing attackers will attempt penetration.

The strategy of the defenders is sim-
pler. The driver of the cargo vehicle,
who is clearly outnumbered, heads for the
nearest high quality cover, where he en-
gages in a firefight with the attackers he
can see. The armed guards from the escort
vehicle head for cover as a unit and move
through the brush to the eastern tip of
the lower brush patch, where they have
good cover, can snipe at any attackers
attempting to penetrate the cargo vehicle
from the south, and battle with A2 and
A3. 1If they succeed in neutralizing A2
and A3, they move back behind the escort
vehicle, which affords them a good view of
the cargo vehicle they wish to protect,
and allows them to engage Al and A4.

Due to wounds received by, as well as
death of, certain combatants, in any given
battle using the strategy just outlined,
some of the actions described above will
come to pass, and others will not. An
1mportant aspect of the means by which the
scenario was specified, is the use of con-~
tingencies: “If they (Al, A2, and A4)
succeed (in killing Dl), Al moves in im-
mediately,"” and "If they (D2, D3, and D4)
succeed in neutralizing A2 and A3, they
move," are examples. Unlike earlier com-
bat models, which provided the user only
limited and inconvenient means of specify-
ing changes to the strategy should the
battle develop along -lines that.would war-
rant it, TSEM offers the capability to do
this through its front end script defini-
tion language which contains statement
types designed to make specification and
management of contingencies a simple mat-
ter. Figure 1b shows the (heavily com-
mented) script, written in the script
definition language, which together with
data statements (not shown) describing
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TSEM (continued)

/% AUl (attacker unit 1) = A1, AN; AU2 = all attackers; AU3 = A2, A3; DU1 = all defenders;
DU2 = D2, b3, DY; DV1 (defender vehicle 1) = cargo vehicle; DV2 = escort vehicle®/
START A,D: /® Initiate an attacker process and a defender process¥/

CODE EXECUTABLE
BY PROCESS 1

PROCESS CONTROL

/% The attacker strategy (and therefore the attacker section of the script) is more sophisticated
than the defender section, which starts at label D¥/
A: START AT2; /% Attackers 7 and 4 constitute one unit (governed by this process), attackers 2 and 3 form
one man units of their own®/

Obtain attackers 1 and 4 (AU1), initially placed as on map%/
EXAM1:WHEN (DU1 INCAPACITATED) THEN GOTO ATT; /% Hhen all defenders -dead, close in on cargo vehicle (at

stops (at location (255,0))%/
AT1A: FIRE, FIRER=AU1(1) /* Weapon type 1%/, TARGET=D1; /* Start firing activity. which continues until D1
1s killed (or fire is redirected by subsequent FIRE commands)¥/
HHEN (D1 AT (220,70)) THEN GOTO AT1B' /% If D1 makes 1t to the heavy brush move A1 to a better vantage

e/
EXAM2: HHEN (D! INCAPACITATED) THEN GOTQ AT1C; /% When D1 is killed start penetration action (by A1) and

STATEMENTS covering fire action (by A2 (maybe -— see process at label AT2) and AN)%/
WAIT;
MOVE, MOVEE=A1, GOAL=(331,81), SPEED=5, POSTURE=STANDING; /"M moves to another corner of the house
LABE—L// to get a better view of D1. The contingency (D1 INCAPACITATED) is still waiting to trigger, since
5 if .D1 reaches {220,70) he cannot be incapacitated. When and if D1 is killed, the code at label

ATIC will become active.®/
WAIT;
AT1C: HOVE, MOVEE=A1, GOAL=(255,1.5), SPEED=.5, POSTURE=PRONE; /* A1 sneaks toward truck. This has no
effect ££ A1 is already killed -or severely wounded®/
/% A4 moves to {220,70) to cover A1, unless Al is already or becomes incapacitated, at which time A4
attempts the sabotage in his place®)
EXAM3:WHEN (A1 INCAPACITATED) THEN GOTO AT1D;
FIRE, FIRER=AU1(1), TARGET=DU2; /* At this point, depending on which events occurred during a
replication, the (partial) situation is:
Al is attempting to reach the vehicle, A2 and AY4 are providing covering fire (if alive)
Al is attempting to reach the vehicle, A4 is providing covering fire (if alive), and A2 is
primarily concentrating on the defenders from the escort vehicle
A4 is attempting to reach the vehicle, AZ 4s providing covering fire (if alive)
A4 is attempting to reach the vehicle, A2 is primarily concentrating on the defenders from the
escort vehiole
A1 and Al are incapacitated, and A2 has tried to move (and may have succeeded in moving) to
boulder field
A7 and A4 are incapacitated, and A2 has tried to move (and may have succeeded in moving) to
Torest
All of A1, A2 and A4 are incapacitated
All defenders are dead and all the remalning attackers are trylng to penetrate (condition at
label EXAM1 triggered)®/
WHEN (A1 AT (255,1.5)) THEN GOTO PEN; /® If and when A1 reaches the truck initiate sabotage®/

AT1D: MOVE, MOVEE=AY, GOAL=(255,1.5), SPEED=.5, POSTURE=PRONE; /% Note that both D1 and A1 are dead. This
move could be initiated while A4 is at his initial placement, at (220,70) or anywhere in between
those two points, Also depending on kill/wound status, A¥ may or may not actually move®/

HHEN (A% AT (255,1.5)) THEN GOTO PEN;
. WAIT
rAd NOTE. If all defenders eventually get killed the contingency seb up earlier (at label EXAM1 -~ DU1
INCAPACITATED) will st111 cause all attackers to run to carge vehicle¥/

label ATT)®/
WHEN (DV1 AT (255,0)) THEN GOTG ATIA;] MWait for cargo vehicle to stop in ambuah-zcne'/! "
WAIT; /% This process temporarily goes to !sleep’ -~ it will ‘automatically awaken when the vehicle

CODE EXECUTABLE
BY PROCESS 2

CONTINGENCY MANAGEMENT |
STATEMENTS™

AT2:

WHEN (DV1 AT (255,0)) THEN GOTO AT2A; /* Wait for cargo vehicle to stop in ambush zone#/
AIT}

AT2A: FIRE, FIRER=A2(1), TARGET=D1;

TAN1: WHEN (D1 INCAPACITATED) THEN GOTO AT28;

[WHEN (D1 AT (220,70)) THEN GOTO ATZC'I/' If Dt makes it to the heavy brush, A2 embarks on a different
plan of attack®/
WALT;

AT2B; MOVE, MOVEE=A2, GOAL=(380,25), SPEED=2.5, POSTURE=CROUCHED, WAIT; /* A2 moves into the boulder field
to provide cover for A1 (or A4 if A1 is killed). He does not commence firing until he reaches the
boulder field. (This last is the effect of the WAIT clause in the above MOVE activity
directive,)¥/

FIRE, FIRER=A2(1), TARGET=DU2;

/% Note: A2 will be redirected to penetrate {at label ATT) in the event that all the defenders are

killed. The condltion at label EXAM1 insures this.%/

\\\\ AT2C: CANCEL CONDITION AT CAN1;) /% A2 gives up on D1 when he reaches the brush, and he does not wish to
condition his future activities on the incapacitation of D1¥/

HOVE, MOVEE=A2, GOAL=(350,-70), SPEED=2.5, POSTURE=CROUCHED; /¥ A2 switches his attention to the
defendera in the escort vehicle. The model chooses the exact path, with regard to cover, time of

ransit, barriers, etc.%/

FIRE FIRER-AZ(I). TARGET=DU2, WAIT; /% All members of DU2 must be incapacitated before thé process
conbinues'/ .

FIRE, FIRER=A2(1), TARGET=D1;

WAIT;

CODE EXECUTABLE
BY PROCESS 3

AT3: GET(A3);
WHEN (DV1 AT (-10,0)) THEN GOTO AT3A; /* When DV] enters ambush zone open fire on ‘truck*/
WAIT:
AT3A: FIRE, FIRER=A3(1), TARGET=DV1;
WHEN (DV2 AT {-10,0)) THEN GOTO AT3B; /* Do the same for escort vehicle¥/
WALT;
AT3B: FIRE, FIRER=A3(1), TARGET=DV2;
WHEN (DV2 AT (125,~5)) THEN GOTO AT3C;
WAIT;
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WHEN (D2 AT (140,~30)) THEN GOTO AT3D; /% When any of D2, D3 and D4 reach the heavy brush, A3 adoepts a
new strategy®*/

WHEN (D3 AT (140,-30))} THEN GOTO AT3D;

WHEN (D4 AT (140,-30)) THEN GOTO AT3D;

/% By use of additional script this could have been WHEN (ALL OF D2, D3 AND D4 -~ EXCEPTING DEAD

uMgl-:l-‘l-:lﬂ)ERS -- REACH THE BRUSH)%/

/% Since there is no FIRE command here the most recently used FIRE command for A3 is still in force®/

MOVE, MOVEE=A3, GOAL=(180,-140), SPEED=2, POSTURE=CROUCHED;

/% A3 battles with those defenders he can see until all defenders are killed, at which time he is
Idirected (see label ATT) to close in on the cargo vehicle®/

WAIT;

AT3D: MOVE, MOVEE=A3, GOAL=(30,~90), SPEED=1, POSTURE=PRONE, IMPLIED WHEN CONDITION .
/% Move A3 to (180,-140) via (30,~90), i.e. direct him to sneak around*/

ATT: START ALLAT; /* The process at label ALLAT recollects all the attackers ~- all defenders dead —- and
redirects them to penetrate. The need to start a new process to accomplish this is the most
subtle aspect of this script. The reason is that if D1 is killed last the conditions at EXAMI,
EXAM2 and possibly EXAM3 will trigger simultaneously. The script manager in TSEM does not
guarentee which will be processed last, and consequently which MOVE command(s) will occur last.
By recollecting all remaining attackers with a new process the order of processing becomes
irrelevant, because a process can only direct players that it possesses., The MOVEs we wish to
ignore either occur first (no problem) or the pr s no longer p the player, so the HOVE
is ignored. The same effect could have been obtained by not starting a new process, but having
‘CANCEL CONDITION AT EXAM2; CANCEL CONDITION AT EXAM3; instead*/ .

WAIT;

CODE EXECUTABLE
BY PROCESS 4

ALLAT:GET(AU2); /% Collect all remaining attackers -- all defenders dead®/

MOVE, MOVEE=At1, GOAL=(255,1.5), SPEED=5, POSTURE=zSTANDING;

MOVE, MOVEE=A2, GOAL=(255,1.5), SPEED=5, POSTURE=STANDING;

MOVE, MOVEE=A3, GOAL=(255,1.5), SPEED=5, POSTURE=STANDING;

MOVE, MOVEE=AN, GOAL=(255,1.5), SPEED=5, POSTURE=STANDING;

WHEN (A1 AT (255,1.5)) THEN GOTO' PEN;

WHEN (A2 AT (255,1.5)) THEN GOTO PEN;

WHEN (A3 AT (255,1.5)) THEN GOTO PEN:

WHEN (A% AT (255,1.5)) THEN GOTO PEN;

WAIT;

PEN: IPENETHATEQ /% This code can be executed by either process 1 or process 4 {(or both)®/

7
CODE EXECUTABLE

BY PROCESS 5

ACTIVITY DIRECTIVES

/

CODE EXECUTABLE
BY PROCESS 6

\

EVENTS TRIGGERING

/

WALT:

/* The defender section of the script is simpler®/
D: START DF2; /% Initiate a process for the escort vehicle. This process controls the cargo vehicle and

its occupants®/

GET(DV1); /* Get control over cargo vehicle and the people in the truck®/

MOVE, MOVEE=DV1, GOAL=(-10,0), SPEED=25, WAIT; /¥ Move DVi down the road until point of ambush is
reached. Continue processing of script only when that point is reached,®/

MOVE, MOVEE=DV1, GOAL=(255,0), SPEED=10, WAIT; /% Slow vehicle down®/

WAIT; /% When vehicle reaches (255,0) start processing this section of seript
again -- vehlcle stops and driver gets out. When successfully out of truck defender races for

heavy brugh®/

IHOVE, MOVEE=D1, GOAL=(220,70), SPEED=3, PDSTURE:CROUCHED.IHAIT;

7% Up until the time D1 reaches the brush he was specifically not permitted to fire. By putting this
fire command after the DISMOUNT he would have fired while heading to the heavy brush (if he had a
target), . He takes up position and shipes*/

/% All attackers are acceptable targets, assuming he has line

of sight®/ .

WAIT;

DF2: GET(DV2);
MOVE, MOVEE=DV2, GOAL=(~10,0), SPEED=25;

WHEN}(DV1 ATTACKEDN THEN GOTO DF2A;
WAIT:

DF2A: MOVE, MOVEE=DV2, GOAL=(-10,0), SPEED=35, WAIT; /¥ Vehicle speeds up*/

) MOVE, MOVEE=DV2, GOAL=(100,0), SPEED=10, WAIT; /% Vehicle slows down®*/
MOVE, MOVEE=DV2, GOAL=(125,-5), SPEED=5, WAIT; /* Vehicle goes onto shoulder®/
DISMOUNT, DISMOUNTEE=DU2, WAIT; /¥ Vehicle stops -- D2, D3 and D4 get out®/
FIRE, FIRER=DU2(1), TARGET=AU2;

CONTINGENCES\ /% Hove to right tip of brush {via top of brush) and take up sniping positions®/

MOVE, MOVEE=D2, GOAL={140,-~30), SPEED=5, POSTURE=STANDING;
WHEN {(D2 AT (140,-30)){ THEN GOTO DF2B;

MOVE, MOVEE=D3, GOAL=(140,-30), SPEED=5, POSTURE=STANDING;
WHEN (D3 AT (140,~30)) THEN GOTO DF2C;
MOVE, MOVEE=D4, GOAL=(140,~30), SPEED=5, POSTURE=STANDING;
WHEN (D4 AT (140,-30)) THEN GOTO DF2D;
WHEN THEN GOTO DF2E; /* When attackers not attempting to penetrate the vehicle are
killed GOTO DF2E to adopt new strategy™/
WALT;
DF2B; MOVE, MOVEE=D2, GOAL=(200,-70), SPEED=2, POSTURE=CROUCHED;
WAIT; /% Notice that this player is waiting on (AU3 INCAPACITATED)®/
DF2C: WOVE, MOVEE=D3, GOAL=(205,-75), SPEED=2, POSTURE=CROUCHED;

H
DF2D: MOVE, MOVEE=D4, GOAL=(200,-95), SPEED=2, POSTURE=CROUCHED;
WAIT;
DF2E: /% Move back up behind escort vehicle to get better sniping position. Note that this doesn't happen
until (and if) A2 and A3 get killed*/
MOVE, MOVEE=D2, GOAL=(119,-2.5), SPEED=3, POSTURE=CROUCHED;
MOVE, MOVEE=D3, GOA 118,-3), SPEE! POSTURE=CROUCHED;
MOVE, MOVEE=D4, GOAL=(118,-2), SPEED=3, POSTURE=CROUCHED;
WAIT;

SCRIPT FOR AMBUSH
Figure 1b
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TSEM (continuéd}

terrain, vegetation and initial placement,
form a formal description of the scenario
expressed above in words. A careful study
of this script, which consists of 102
script language statements and took less
than a man day to compose, should reveal
to the reader that indeed the informal and
formal descriptions of the scenario are
the same. Several scripts, involving more
combatants, ahd showing greater sophisti-
cation have been composed for various stud-
ies undertaken at Sandia Laboratories.
These scripts have run 300-600 script
language statements, but even the most
complex have not taken more than a man
week to develop and debug.

The marginal comments in Figure 1b,
which are expanded on below, should aid in
understanding the philosophy and use of
the script definition language. The
script language statements fall into three
categories:

(1) Activity direction (MOVE, FIRE,
DISMOUNT, PENETRATE),

(2) Process control (START, GET,
WAIT), and

(3) Contingency management (WHEN,
CANCEL) .

Activity direction is the most straight-
forward. A statement of this type attempts
to initiate an action that occurs over a
span of time and continues until the action
is: a) completed, b) overridden by a new
activity directive or c) halted because
the active agent is incapable of continu-
ing, Thus FIRE does not cause a shot to
be fired, but directs the FIRER to engage.
in the firing activity. Based on algo-
rithms within the model, the "best™ target
from amongst the specified targets will be
selected. As player positions change a
new target may be chosen to replace the
old target, and, if line of sight is lost
to all targets the firing activity will
automatically be suspended, only to resume
without additional FIRE commands, when a
potential target reappears. The firing
activity continues, repeatedly scheduling
firing and casualty assessment events,
until either all specified targets are
incapacitated, a new PIRE command super-
cedes the old command, or the firer is
himself killed or runs out of ammunition.

A logical consequence of this is that if

the firer is already incapacitated when

the command is issued, the command has no
effect.

MOVE is quite similar. A MOVE command
does not cause the player to instanta-
neously appear at the goal location, but
only initiates the activity of movement.
The exact path between the current posi-
‘tion and the goal, with due regard to
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cover, time of transit and obstacles, is
chosen by algorithms within the model.

The specified speed is only a nominal
value, modified by terrain considerations.
The movement activity is aborted (or never
begun) if the player's wound/kill status,
which can change during the MOVE activity,
precliudes further movement. Also a new
MOVE command issued for the moving player
overrides the current MOVE, and a new goal
is established. DISMOUNT and PENETRATE
have additional requirements; the combat-
ants must be in (DISMOUNT) or near
(PENETRATE) a vehicle for these directives
to make sense.

The ability to express and manage corni-
tingencies is at the heart of the script
definition facility. While a full under-
standing of the effects of the WHEN state-
ment form requires familiarity with the
concept of a process, the conditions them-
selves (see Figure 1lb) are specified by
events, i.e., changes of state that occur
at a precise moment -in time. The process-
ing of a WHEN statement during script
execution causes the script processor (see
Figure 2) to record that the listed condi-
tion (player AT, player (s) INCAPACITATED,
player(s) ATTACKED) is to be monitored.
wWhen, if ever, the occurrence of an event
causes the condition to become true, the
action specified in the WHEN statement
(THEN GOTO...) and, consequently, the
script at the appropriate label, is
executed.

Changes in battlefield circumstances
sometimes cause WHEN conditions which have
remained unsatisfied, i.e., those for
which no event has yet caused the condi-
tion to become true, to become inappro-
priate. CANCEL provides a mechanism for
deleting these unsatisfied contingencies
without activating the portion of the
script pointed to by the address in the
GOTO clause of the WHEN statement. This
is not just a matter of housekeeping; it
prevents inappropriate sections of script
from executing. This situation arises in
our sample scenario: A2 attempts to kill
D1, but if the defender should reach the
heavy brush, A2 abandons this effort and
concentrates on the escorts instead. 1If,
subsequent to reaching the brush, D1 is
incapacitated by Al or A4, this is not
supposed to effect the behavior of A2,
The CANCEL command at label AT2C (in
Figure 1lb), code which is reached when D1
makes it to the brush, allows A2 to drop
his former interest in the incapacitation
of Dl.

The concept of process is the most
abstract. -In teaching about classical
scientific and business programming lan-
guages for the first time, it is tradi-
tional to talk about flow of control as if
there were a pointer to the currently
active statement; a pointer that marches
relentlessly on to the next sequential
statement, unless a GOTO or other flow of



YscriPT | [INTIALIZATION
[}
]
o

SOUDIDIUOD UOTILTNWIS ISJUTM

LEE

[T
{
px R
SCRIPT
PROCESSOR ‘
SET FLAG TO INDICATE ALL PROCESSES WAITING AND CALL | T MOVE, FIRE, DISMOUNT, PENETRATE
GET | WHEN, CANCEL ‘
START GEgERATE SCOREBOARD l ‘
HEN PROCE
—L N VOCESS CONTINGENCY ACTION
== PLAYER WHEN STTOATION MANAGEMENT INITIATION
L ASSiomerT S%“éé’.‘% NeY RECOGNIZER||  GENERATE SCOREBOARD FCR
EXECUTIVE | ; SET FLAG TO INDICATE THAT NOT )
SPENDED l L 1 1 CONTINGENCY/RETURN SCOREBOARD
CONTROL L ————— A— LE -P—R—O—(-:-E-.S—SE—S_A.R—E—SE. ____________________ _If | SR - :l_] WHEN CONTINGENCY CANCELLED
ALL REFERENCES (BOTH FETCHES AND STORES) N 1
TO SCOREBOARDS UTILIZE THE SCOREBOARDS 74’ l e
MANAGER. FOR SIMPLICITY, ONLY THOSE CALL! YV
FVERT TO THE SCOREBOARD MANAGER WCH O WHEN CONTINGENCY . [STORAGE| |+t WHEN GUARDED
PROCESSOR gggﬁm IALLY SET A GUARD SATISFIED MANAGER VARIABLE SET
. ) .
[ _t r-iL- RETURN
SCOREBOARD| i SCORE- | SCOREBOARD
MANAGER fe— BOARDS FOR PROCESSED
: I EVENTS
Y, N 1 .
— 3 GENERATE SCOREBOARD
OVEMENT ) FOR EVENT
MICRO MOVE
INITIATION EVENT POST WOUND STATUS
(DEFINE NEW
oA [+ 7T [uppate Location | T
s T~ 777" |CHOOSE NEW HR";G , l
ROUTE | TARGETS. EVENT
SELECTION ! (EITHER SIDE) IF | BN Rew VENT SCHEDULER
| APPROPRIATE  |'class OF
[} I
i ! TARGETS) | - 1
| v T REALLOCATE FIRE | |
i LINE OF IF TARGET |
i SIGHT { ¢ y INCAPACITATED |
I SCHEDULE NEXT MICRO MOVE CASUALTY
L — —— | %  IFPLAYER NOT AT GOAL FIRING ALLOCATION CANCEL EVENTS FOR
, ) 1, AND SCHFDULING ASSESSMENT!| woUNDED/KILLED
l Lyl SCHEDULE NEXT FIRING | ——— PLAYERS
TERRAIN/ | FOR PLAYER
VEGETATION
MODEL
T
T\

SIMPLIFIED BLOCK DIAGRAM OF MAJOR COMPONENTS OF TSEM
FIGURE 2 -



TSEM (continue@)

control statement specifies that this
pointer to the active statement should be
redirected. In the context of this simu-
lation a process is an analog to the
notion that a program in execution con-
sists of the code, an associated data
workspace, and a pointer to the active
statement. A process consists of

(1) A pointer, which points to an
active statement or is null
(points nowhere),

(2) A set of players (persons or
vehicles) which are possessed, and

(3) A set of unsatisfied contingen-
cies that have been encountered.

In a manner similar to the pointer to
the active instruction found in FORTRAN
and the like, the pointer associated with
a process moves from statement to state-
ment. Since activity directives only
initiate actions, and WHEN statements,
when executed, only cause unsatisfied con-
tingencies to be added to the set of unsat-
isfied contingencies, the pointer advances
through the script without time advancing
in the model. The WAIT statement, one of
the process control statement types, plays
a unique role in relation to script pro-
cessing. When a WAIT statement is encoun~
tered in script processing the effect is
to cause the pointer for this process to
become null, and, since the pointer for
this process no longer advances, the pro-
cess becomes suspended.l

The frequent occurrence of constructs
like:

MOVE, MOVEE = (player>, GOAL = (x,v¥),
SPEED = <speed>;
(<player> AT (x,v)) THEN GOTO
NEXTSTMT;
WAIT;
NEXTSTMT: <any statement)>,

WHEN

where the player and the location are the
same in both statements, can be avoided by
use of a shorthand form provided by the
input language processor. Activity direc-
tives have an optional WAIT clause,.so
that the above can be expressed:

MOVE, MOVEE = player», GOAL = (X,Y).
SPEED = <speed>, WAIT;
<any statement>.

1) The exact implementation differs some-
what from the explanation given here.
This method of presentation was chosen
because it captures the essential fea-
tures of a process without reference tc
internal implementation details.
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The WAIT clause sets up an implied WHEN
condition, where the contingency matches
the objective of the activity directive
and the GOTO address is the address of the
next sequential script instruction. As
with the WAIT statement, the process is
then suspended. For example, for FIRE the
contingency is <target> INCAPACITATED. A
comment about CANCEL is in order here as
well. CANCEL can reference a label that
designates an activity directive with a
WAIT clause. It is the implied WHEN con-
dition that is cancelled, not the activity
in progress.

An understanding of how WAIT causes
process suspension permits the full ef-
fects of the WHEN statement to be explored.
It is the mechanism by which a suspended
process becomes reawakened at a later time.
As model time advances, and the activities
that are in progress cause events to hap-
pen, eventually an event may occur which
satisfies one of a process' unsatisfied
contingencies. The pointer associated
with the process is then set to point to
the address contained in the GOTO clause
of the WHEN statement and processing of
the script then proceeds. While the
script is being processed time does not
advance for the model. Thus we have a two
phase situation: Script is processed for
a while and the clock does not advance.
When all processes are suspended, (by
encountering WAITs) time advances and
events ocdcur until a contingency is satis-
fied. Then script is processed again
until all processes are suspended. This
cycle continues until a termination condi-~
tion (all persons on one side are dead,
penetration is successful, etc.) occurs
and the simulation stops.

A process as defined in this environ-
ment is meant to be quite similar in
nature to the manner in which a real per-
son or group of persons operates in battle.
In a real battle, the combatants engage in
activities that last over a period of time
and have goals which are more or less
clear. While the activities are in pro-~
gress the combatant is continually monitor-
ing the situation, searching the environ-
ment for events that will cause him to
stop and rethink his strategy. This con-
stant reevaluation sometimes initiates a
new set of activities. Besides being anal~
ogous to human approaches to task selection
during battle, a process in TSEM is pat-
terned after the notion of a process found
in operating systems. Those readers famil-
iar with this computer science discipline
should see the parallel at once. Like a
process in the operating system sense, a
process in TSEM's scenario description
facility must possess resources. This is
the purpose of the GET statement. It al-
lows a set of players to be associated
with a process. This brings up a subtle
point: The active agent in an activity
directive must be possessed by the process
for the action to be carried out. The
























