AAR 
UMT Lead Soldier Event: Zip Zap Laser Tag

13 May 2004

1300 hours

Subject:  UMT Lead Soldier Event: Zip Zap Laser Tag

Event:  The event was scheduled 6 weeks out.  All coordination was checked numerous times to assure success.  

       TMP transportation was used to take soldiers to the site in North Pole.  13 soldiers from BSMC, 2 from HHC and 2 from DC were signed up.  BSMC and two (2) Officers from HHC were the attendees with the UMT conducting the program.
    
 SGTs time afternoon was chosen as this would lend it self better to calendaring and getting the cooperation of the companies to provide their soldiers for the Battalion Commander’s event.

 
 The Zip Zap representative arrived about 10 minutes after our arrival.  Zip Zap has no weekly office hours and only an answering machine during the week.  This created an initial concern and attempt to check with the other businesses next door to try and find a way to contact Zip Zap personnel.  This was fruitless.  The soldiers were concerned but did well adjusting to the delay.

 The event was run as a moral and military situational training event in three (3) phases:  Phase I – two (2) teams evenly divided fighting each other on opposite sides of the room; Phase II – Teams were unbalanced with a larger assault force attempting to locate and take control of an unknown point in a completely darkened room; Phases III – a larger assault force entered the same room in the dark to find, secure and rescue a hostage/EPW from their whom they had witnessed being taken captive.

  
 Each Phase was preceded by a short informational and directive briefing.  The ROE was established, the Military Code of Land Warfare as it applies to the above scenarios was stated and the rules of the particular scenario were stated.


 There was a former Infantry Officer present in the players and his skills were used to make the scenarios more realistic by providing Infantry Tactics and Training on a miniature scale.

       The Chaplain acted as OC for the last scenario but was fully engaged in the others.

The Scenarios required each team to pick a PL and PSG, develop a plan and coordinate the mission.  No PL or PSG could serve more than one time.

Phase I:  Basically a familiarization fire and gunfight free for all for 15 minutes.  This was conducted twice with slightly different approaches used attempting to raise the score and have more kills by drawing the opposing side out.

Phase II:  Assault by force and capture an unknown point in a 0% illum. MOUT room.  Following a 10-15 minute break the teams were gathered outside the building and briefed individually on their mission in the phase.  The PL/PSGs were chosen and told to plan and prepare to execute the mission in 10 minutes.  Bravado reigned supreme.  


 The enemy force became the enemy hiding their headgear and shielding their receptors to prevent “death” scores.  The assault force was met at the door with withering fire and many were taken down there.  They rushed the objective and lost more than 75% of the team, could not score kills, eventually noted that the enemy “wasn’t playing fair” in many respects and they began another assault which turned physical to a minimal degree.  The assault force though dead proceeded to grab enemy guns, tackle enemy fighters etc.  The Chaplain stopped the play at this point.

 The Phase AAR produced:  violations of Laws of Land Warfare, loss of C2, anger over mental control, frustration, personal recognition of failure, personal contribution to team/ “national” failure, media exploitation and a comparison of JRTC/NTC/real world possibilities.

Phase III:  MOUT assault to rescue a team member/EPW.  0% illum.  Assault followed a 20 minute break for latrines, hydration, R&R.


Both teams returned to the facility after a parking lot mini-brief.  The full brief, capturing lessons learned from Phase II, ROE and Land Warfare restated and then the EPW was captured and taken into the MOUT.   The assault team then entered the lighted MOUT and charged their weapons, very few checked the changes in the interior.  After charging their weapons they were sent out, the room returned to 0% illum. And they were given 2 minutes to make final preparations prior to the assault.  At 1 minute the enemy team indicated they were set, so the assault team went in.


The EPW called out, “I’m an American Soldier, help me” for approximately 30 seconds, stopped and restarted about 30 seconds later.  He continued for less than a minute.  The enemy changed his “combat gear” and he looked like an enemy soldier sitting on the floor surrounded by enemy soldiers.  He was not firing though he had a weapon attached to his gear which he could not get rid of.  


 The assault team took nearly 5 minutes to find the EPW and formulate a plan to defeat the enemy and regain their team member.  They were reduced severely in number numerous times and made a “suicide rush” .  On reaching the EPW they didn’t slow to determine the truth of the situation and one assault team member put his gun to the head gear of the EPW and shot the EPW dead assuming that every player in enemy colors was enemy.  The “killer” then recognized his very fatal error and play was stopped.


 The Phase AAR produced:  A real recognition of the issues involved in these operations, the potential for fatal errors was huge, the frustration factor was much larger and more powerful than their eager anticipation and desire allowed them to consider, they played by rules that were not rules; i.e. not checking the room, rushing in and out, and assuming that the enemy played by the rules.  Taking things into their own hands caused immediate and recognizable consequences.  Heroes die quickly, anger is a quick way to loose everything, C2 issues were enormous and detailed planning was essential.  The issues with ROE violations and the Law of Land Warfare violations was focused on again using current situations as lessons in real life learned.
Recommendations:  The event is repeated at least once a quarter, more if and money allow.  Continue to use the same scenarios.  Utilize NCOs / Officers with a maneuver/infantry background.  All training done at Zip Zaps limits numbers to 24.  Paintball gun rental and paintballs purchased in bulk would provide a more economical approach but is limited to good weather.


TMP is adequate.


Keep scenarios reality based, use real world ROE and Law of Land Warfare briefing.  Brief and Debrief each Phase, by Phase.  

One person must maintain C2 of the players to prevent unintended injuries brought on by frustration with scenarios and anger.


Work these scenarios into field training with “full battle rattle”.

POC:  The Point of Contact for this AAR is CH (CPT) Paul Blundell at 353-2687.
