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Targeting meeting D6

DISCLAIMER:
This is for multiplayer online gaming using the Digital Combat Systems simulation software published by Eagle Dynamics. The information is not in any way suitable for real world use or operations.

Instructions

- One person will be responsible of compiling the slides from 

JFACC, VIS, (unless otherwise agreed, this can be 

campaign designer

- Each unit (JFACC, MCC, VIS,) saves their slides on one 

presentation (once finalized).

- Saved on working area for the campaign

- Nexcloud/wing/04 Campaigns/OPA5/VIS-

JFACC Coordination/DX

- For WIP use own working area:

- Nextcloud/wing/04 Campaigns/OPAC/ JFACC or 

VIS

• On all slides, use font Ariel, size 14 for regular text

• For headlines on a slide use Ariel size 18 in bold
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WEATHER

D6.1: Day, scattered , winds from East

D6.2: Day, overcast, winds from South-East

D7.1: Night to day, clear skies, winds from South

D7.2: Day, clear skies, winds from South-West

D8.1: Day to night, scattered, winds from West

D8.2: Night, clear skies, winds from North-West

Explanation:

• Green: Good conditions, VFR, easy to spot targets from 
all altitudes. No impact on tactics

• Yellow: Can be challenging to spot targets from high 

altitude due to clouds / low visibility. May have impact on 
tactics

• Red: Overcast and/or other conditions that make 
acquiring targets difficult. Will have impact on tactics

s

RESPONSIBLE: VIS
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SIGNIFICANT EVENTS D0
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Significant events:
• 1 - SRN 2nd Corps Army Mech.Division 

on the March, ready to invade on short 
notice 

• 2 - NINJA52 received Incoming from 

technical ID as Iron Resolve, camp 
identified IN FINLAND

• 3 – Amphibious TG embarked, sail W

• 4 - SRN Long range aviation Conducting 

multiple sorties

• 5 - 1st Corps attached SCUD spotted on 

refueling, can be on Alert 1 (10h to fire)

Threatened: Kittila, Banak, 55th.Div, 
56th.Div, PatriotA, PatriotB

• 6 - Violation of NOR & FIN airspace by 

SRN aviation, ALMOST CERTAINLY 
Notian SpecOp/Recce instertions 



DISCLAIMER:
This is for multiplayer online gaming using the Digital Combat Systems simulation software published by Eagle Dynamics. The information is not in any way suitable for real world use or operations.

SIGNIFICANT EVENTS D1

Explanation:
• VIS can present the overall situation in the area of 

operations
• VIS can highlight significant incidents or intelligence of 

high value
• Information can be presented either in text only, or text 
supported by map or image. (Text to the left, map/image 
to the right) 
• Intention is to provide JFACC/MCC with the best 
possible understanding of the overall situation
• Information can be split up in several slides as needed

Significant events:
• IVALO assaulted by SRN Army

• AIR strikes against Banak, Kirkenes, Patriot –
but SRN suffered numerous losses

• SRN NAVY mobilizing

• 4th Army Corps are getting moibilized
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SIGNIFICANT EVENTS D2

Explanation:
• VIS can present the overall situation in the area of 

operations
• VIS can highlight significant incidents or intelligence of 

high value
• Information can be presented either in text only, or text 
supported by map or image. (Text to the left, map/image 
to the right) 
• Intention is to provide JFACC with the best possible 
understanding of the overall situation
• Information can be split up in several slides as needed

Significant events on D2:
• 1 – NORWEGIAN 4th Corps under attack 

at Kirkenes (-5xMBT), Enemy AIR assault 
on Banak

• 2 – EVEN CHANCE Xilong Air assets 
incoming from N/NE into SRN

• 3 – Amphibious TG embarked, sailing W

• 4 – Troops in contact along the FIN FLOT 
Heavy fighting IVO IVALO

• 5 – HQ elements of SRN 3rd Corps 
confirmed destroyed

• 6 - SRN  Army buildup (5TH Corps)
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SIGNIFICANT EVENTS D3

Explanation:
• VIS can present the overall situation in the area of 

operations
• VIS can highlight significant incidents or intelligence of 

high value
• Information can be presented either in text only, or text 
supported by map or image. (Text to the left, map/image 
to the right) 
• Intention is to provide JFACC with the best possible 
understanding of the overall situation
• Information can be split up in several slides as needed

Significant events on D3:
• – NAVY comms tower destroyed (SUBS)

• – XILONG H-6 bombers and KJ2000 

(A-50) AWACS on Olenya

• – SRN FLEET ASSEMBLED

• – SRN  Army buildup (5TH Corps)

• - NAVY assets embarked on CVN
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SIGNIFICANT EVENTS D4

Explanation:
• VIS can present the overall situation in the area of 

operations
• VIS can highlight significant incidents or intelligence of 

high value
• Information can be presented either in text only, or text 
supported by map or image. (Text to the left, map/image 
to the right) 
• Intention is to provide JFACC with the best possible 
understanding of the overall situation
• Information can be split up in several slides as needed

Significant events on D4:
• – Kambiland incursions, SRN Tu95 downed

• – XILONG aircraft downed overseas

• – SRN fleet operational (carrier, LS, PV)

• – SRN  Army buildup (5TH Corps)

• - SRN Army 3rd Corps HQ Destroyed

• SRN(+XIL) forces using 3 more 
airstrips

• Su-27 production facility (1/day)

• CVN location compromised by enemy       
recon

• LIKELY that the XIL aircraft carriers 

can be in the area of operations during 

D5 if they undertook a transit in the 
northern sea route.
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SIGNIFICANT EVENTS D5
RESPONSIBLE: VIS/JFACC/MCC

Explanation:
• VIS can present the overall situation in the area of 

operations
• VIS can highlight significant incidents or intelligence of 

high value
• Information can be presented either in text only, or text 
supported by map or image. (Text to the left, map/image to the 
right) 
• Intention is to provide JFACC/MCC with the best possible 
understanding of the overall situation
• Information can be split up in several slides as needed

Significant events:
• 3 Field HQ from 1st. Crops were 

destroyed east of Ivalo

• 1st. Corps field HQ were located along 
with Iskander SRBM east of KB E3.
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ENEMY SITUATION (GROUND)
RESPONSIBLE: VIS

1st Corps
• 2x DIV Field HQ destroyed

• Friendly FLOT around Ivalo has been pushed back a little further.

Prediction for D6:

- Defensive
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ENEMY SITUATION (GROUND)
RESPONSIBLE: VIS

2nd Corps
• No report

• Corps base HQ destroyed in D5

Prediction for D6:

- Defensive



DISCLAIMER:
This is for multiplayer online gaming using the Digital Combat Systems simulation software published by Eagle Dynamics. The information is not in any way suitable for real world use or operations.

ENEMY SITUATION (GROUND)
RESPONSIBLE: VIS

3rd Corps
• No report

• Corps base HQ destroyed in D5

Prediction for D6:

- Defensive
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ENEMY SITUATION (GROUND)
RESPONSIBLE: VIS

Other units

922nd S2S Missile Regiment

- Detected around 1st Corps

923rd S2S Missile Regiment

- Might be still attached to 2nd Corps

4th Corps
- From VID (before D2): In the final stages of issuing a mobilization order for the Notian 4th Corps.

- RFI waiting or no intel: How many days does 4th Corps roughly need until deployment?

5th Corps
- How do Notia plan to build up a 5th Corps?
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ENEMY SITUATION (GROUND)
RESPONSIBLE: VIS

BDA (partial)
• 2x 1st Corps DIV Field HQ
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ENEMY SITUATION (GROUND)
RESPONSIBLE: VIS

BDA (partial)
• 1x 1st Corps DIV Field HQ

Assumption:

- Belongs to Mech DIV

From “Notia as Candidate for Air attack”:

- If a division HQ/ Division commander is 

neutralized the Division’s operations will come to a 

standstill, and it will take some time (1-2 days) 

before the command structure is re-established and 

a new commander is in place to work effectively.

Before After
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ENEMY SITUATION (GROUND)
RESPONSIBLE: VIS

BDA (partial)
• 1x 1st Corps DIV Field HQ

Assumption:

- Belongs to Armor DIV

From “Notia as Candidate for Air attack”:

- If a division HQ/ Division commander is 

neutralized the Division’s operations will come to a 

standstill, and it will take some time (1-2 days) 

before the command structure is re-established and 

a new commander is in place to work effectively.

Before After
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ENEMY SITUATION (AIR)
RESPONSIBLE: VIS

Explanation:
• VIS can go more detailed into the air picture as required
• Information can be presented either in text only, or text supported 
by map or image. (Text to the left, map/image to the right)
• If no information available, or no specific analysis done, the slide 
can be deleted/hidden.
• For example, where are CAPs located, where have significant 
activity taken place, tracks and locations of air activity of interest
• Theory / assessment what the activity are, or what it can mean
• What is the status of airfields, when can we expect them to be 
operational
• What aircraft are at what airfields
• Reaction times for CAPs, QRAs
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ENEMY SITUATION (IADS)
RESPONSIBLE: VIS

Explanation:

• VIS can go more detailed into the IADS picture as 
required

• Information can be presented either in text only, or text 

supported by map or image. (Text to the left, map/image to 
the right)

• If no information available, or no specific analysis done, 
the slide can be deleted/hidden.

• For example, where are confirmed or suspected SAM 
sites, where are EWRs, where are “safe” areas, etc
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ENEMY SITUATION (IADS)

Explanation:

• VIS can go more detailed into the IADS picture as 
required

• Information can be presented either in text only, or text 

supported by map or image. (Text to the left, map/image to 
the right)

• If no information available, or no specific analysis done, 
the slide can be deleted/hidden.

• For example, where are confirmed or suspected SAM 
sites, where are EWRs, where are “safe” areas, etc
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ENEMY SITUATION (SEA)
RESPONSIBLE: VIS

Explanation:

• VIS can go more detailed into the maritime picture as required

• Information can be presented either in text only, or text supported 
by map or image. (Text to the left, map/image to the right)

• If no information available, or no specific analysis done, the slide 

can be deleted/hidden.

• For example, where are enemy or neutral ships, surface action 

groups. What activity are they doing

• Theory / assessment what the activity are, or what it can mean
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BDA
RESPONSIBLE: VIS

Explanation:

• Updated BDA for enemy forces

• IADS

• Ground units

• Air

• Ships

• Can be done in one slide, or separated into multiple 
slides

Ground

2x 1st Corps DIV Field HQ

6x GRAD

3x Resupply Depot
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ENGAGED TARGETS ON JTL
RESPONSIBLE: VIS

TGT NAME DAY STATUS AMPLIFYING INFORMATION

SRNTGTXXX

SRNTGTXXX

Explanation:

• Updated status of engagements on the  Joint  Target  List

• BDA

• Are re-attack required

• Will the target be back in action?
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ENEMY MOST LIKELY COA
RESPONSIBLE: VIS

Explanation:

• Based on all information available (all previous actions, 

reported in campaign manager), all VID intelligence INTSUMs 

and all previous VIS analysis and understanding

• An assessment on what VIS think the enemy is doing now 

and in the future

• Information can be presented either in text only, or text 

supported by map or image. (Text to the left, map/image to the 

right)

• Can be split up in short term (next few events) and long term 
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ENEMY MOST DANGEORUS COA
RESPONSIBLE: VIS

Explanation:

• Based on all information available (all previous actions, 

reported in campaign manager), all VID intelligence INTSUMs 

and all previous VIS analysis and understanding

• A assessment on what VIS think is the most dangerous the 

enemy can do now and in the future

• Information can be presented either in text only, or text 

supported by map or image. (Text to the left, map/image to the 

right)

• Can be split up in short term (next few events) and long term 

The amphigious operation will 

happen in D6.1.
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RECOMMENDATIONS FOR TARGETING
RESPONSIBLE: VIS

D5.1-31: 1st Corps Field HQ

Airfields or other important targets in South IADS area

SOF team on mountain to monitor bay area

CAP flight of 18 or 14, which monitors bay area

VID INTSUM D4:

During D4 Notian and Xilong officials have continued 

talks. Due to increasing pressure on

Notia, Xilong have agreed to take a more active role in 

the conflict at a suitable time. Talks

have continued regarding air support (A-A), air defense 

(SAMs), anti-ship and naval forces.
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NEW INTELLIGENCE REQUIREMENTS
RESPONSIBLE: ALL

Explanation:
• What are the current intelligence gaps that VIS, MCC, JFACC, LCC 
have?
• What does VIS need to know

• For example, indicators for either enemy ML COA or enemy MD 
COA to help assess which COA the enemy is following
• Indicators for a specific action/event that is expected/feared
• Basic information that help VIS build a better understanding of the 
situation

• Should be put on the VIS IR List, and JFACC should consider the list 
when tasking flights, and see if anyone is able to answer some if the 
Intelligence Requirements that are important to VIS

Intelligence Requirement / Information gap Nominated by Latest time of value Justification

Example: Are there any SAMs located at Kuweires VIS IADS D9 In order to support LCCs plan, VIS want to ensure there is no SAMs present and Kuweires that can hamper 
operations against A-G flights in the area

See VIS TTP, section 4.4.1 Intelligence collection (page 45-48)

https://cloud.132virtualwing.org/s/AR7gz7QDWFSQKig


DISCLAIMER:
This is for multiplayer online gaming using the Digital Combat Systems simulation software published by Eagle Dynamics. The information is not in any way suitable for real world use or operations.

FRIENDLY SITUATION (overall)
RESPONSIBLE: JFACC

Explanation:

• What is the overall friendly situation

• Air

• Ground (FLOT)

• Maritime

• Information can be presented either in text only, or text 

supported by map or image. (Text to the left, map/image to 
the right)
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Land Component Command (LCC)
IV Corps 

55th Armor Division (Abrahams and Challenger 2 tanks)

Currently in reserve located around Kittila.

56th Mechanized Division  (M2A2 Bradley, LAV-25 and Humwee’s)

Lead elements of the 56th Division have established contact with the enemy 
in three locations:

• BN 1: Fighting in defensive positions south of IVALO

• BN 2: West of Lokka

• BN 3: Northwest of the border between Notia, Kambiland and Finland

Finnish local forces 

The Finnish 33rd Brigade (M-113s)

• First BN –Withdrawn to Inari.

• Second BN- located IVO FARP LONDON. 

Norwegian local forces

The Norwegian 44th Brigade (M-113s, Leopard and Bradley)

• First BN (Bradley IFV) – Located IVO Kirkenes

• Second BN (M113 APC) – Located IVO Banak

• Third BN (Leopard MBT – Located IVO Alta

FRIENDLY SITUATION (Ground)
RESPONSIBLE: LCC 
(Mission Designer)
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Short term
IV Corps 

55th Armor Division (Abrahams and Challenger 2 tanks)

Currently in reserve located around Kittila.

56th Mechanized Division  (M2A2 Bradley, LAV-25 and Humwee’s)

Defend SOUTH of IVALO

Finnish local forces 

Defend Inari

Norwegian local forces

Defend Norwegian territory

Long Term
IV Corps 

1. Counter attack and push Notian forces out of Finland

2. BPT attack into Notia

Finnish local forces 

Support IV Corps

Norwegian local forces

Defend Norwegian territory

LCC PLAN
RESPONSIBLE: LCC 
(Mission Designer)
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AIR REQUESTS (Ground)
RESPONSIBLE:  

Mission designer (LCC)

Air Request:

Priority1: AR (CAS If JTAC signed up)

- In order to support defensive operations SOUTH of 
IVALO(CAS). Attrit enemy MBT/IFV/APC in IVALO (AR)

Priority 2: AR Artillery

- In order to engage enemy artillery supporting the offensive 

into Finland

Priority 3: AR HQs

- In order to engage enemy brigade field HQs supporting the 
offensive into Finland
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FRIENDLY SITUATION (Sea)
RESPONSIBLE: MCC

Explanation:

• MCC can go more into detail in the MCCs area of 
responsibility

• This may aid in understanding MCCs request better 

and will give JFACC a better understanding of the 
situation and what is needed

• Information can be presented either in text only, or 

text supported by map or image. (Text to the left, 
map/image to the right)
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AVAILABLE ORDNANCE
RESPONSIBLE: JFACC

Explanation:

• Slide of available ordnance

• If ordnance is low, JFACC should submit 

a request for ammunition (what type, how 

much, and what is it intended for – should 

be according to their long term plan)

• IF MCC: Available TLAMs
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ASSETS AVAILABLE
RESPONSIBLE: JFACC

Explanation:

• How many sorties are expected to be available

• Based on the best estimates of normal signups

• Used as foundation for the MAAP

D0 D1 D2 D3

D0.1 D0.2 D1.1 D1.2 D2.1 D2.2 D3.1 D3.2

132nd External Total 132nd External Total 132nd External Total 132nd External Total 132nd External Total 132nd External Total 132nd External Total 132nd External Total

F-14 4 0 4 0 F-14 3 0 3 3 0 3 F-14 3 0 3 2 0 2 F-14 3 0 3 2 0 2

F/A-18 9 2 11 0 F/A-18 11 0 11 7 0 7 F/A-18 7 3 10 4 2 6 F/A-18 10 0 10 8 0 8

AH-64 2 0 2 0 AH-64 1 0 1 1 0 1 AH-64 5 0 5 2 0 2 AH-64 2 0 2 1 0 1

A-10 2 0 2 0 A-10 2 2 4 2 0 2 A-10 2 2 4 2 0 2 A-10 2 0 2 4 0 4

F-16 8 0 8 0 F-16 10 0 10 12 0 12 F-16 8 0 8 6 0 6 F-16 7 0 7 4 0 4

Total flights 27 Total flights 0 Total flights 29 Total flights 25 Total flights 30 Total flights 18 Total flights 24 Total flights 19

Controller 2 2 0 Controller 1 1 2 2 Controller 4 4 2 2 Controller 1 1 1 1

Flights total 27 Flights total 54 Flights total 48 Flights total 43

Controllers total 2 Controllers total 3 Controllers total 6 Controllers total 2

D4 D5 D6 D7

D4.1 D4.2 D5.1 D5.2 D6.1 D6.2 D7.1 D7.2

132nd External Total 132nd External Total 132nd External Total 132nd External Total 132nd External Total 132nd External Total 132nd External Total 132nd External Total

F-14 2 0 2 2 0 2 F-14 2 0 2 2 0 2 F-14 1 0 1 2 0 2 F-14 0 0

F/A-18 7 0 7 3 2 5 F/A-18 9 0 9 7 0 7 F/A-18 4 0 4 7 1 8 F/A-18 0 0

AH-64 2 0 2 2 0 2 AH-64 0 0 0 2 0 2 AH-64 0 0 0 2 0 2 AH-64 0 0

A-10 0 0 0 1 0 1 A-10 2 0 2 2 0 2 A-10 1 0 1 2 0 2 A-10 0 0

F-16 8 0 8 6 0 6 F-16 7 0 7 7 2 9 F-16 7 0 7 8 0 8 F-16 0 0

Total flights 19 Total flights 16 Total flights 20 Total flights 22 Total flights 13 Total flights 22 Total flights 0 Total flights 0

Controller 0 0 1 1 Controller 0 0 0 0 Controller 1 1 1 1 Controller 0 0

Flights total 35 Flights total 42 Flights total 35 Flights total 0

Controllers total 1 Controllers total 0 Controllers total 2 Controllers total 0
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DIRECTION & GUIDANCE 
RESPONSIBLE: JFC 
(Mission Designer)

Explanation:

• JFCs direction & guidance for the next ATO day

• NOTE: JFC in his D&G also gives separate guidance to 

MCC  and LCC. For this presentation it is intended for the 
guidance to either the entire force or JFACC
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APPORTIONMENT
RESPONSIBLE: JFC 
(Mission Designer)

Explanation:

• JFCs apportionment for the next ATO day

• Combine with JFACC assets available to get a 

understanding of how many flights of each type is available 
for various tasks

PER JFACC AND MCC
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CURRENT PLAN/STRATEGY (Long term)
RESPONSIBLE: JFACC

Explanation:

• JFACC current long term plan

• This slide is normally not adjusted for each targeting 
meeting and is the overall plan

• A detailed description how JFACC will win the war

• Information can be presented either in text only, or text 

supported by map or image. (Text to the left, map/image to 
the right)

See JFACC TTP, section 2.1.4.1 Phasing (page 14-17)

From JOAP: 

• Establish and maintain Air Superiority over Finland and Notia with 

• OCA operations to suppress and deny enemy air support. 

• SEAD/DEAD/AI operations to supress and deny enemy air defences. 

• Defeat Notian Forces in Finland

• AI/SCAR/AR operations in support of ground forces. 

• DCA operations in defence of supporting ground and air assets. 

• Neutralise Notia WMD Capabilities

• Long range AI for strategic supply and distribution target elimination. 

• Neutralise Notia Offensive Capabilities

• Long range AI to destroy/deny strategic command, control and air deployment.

Phases: 

• Phase 1: Deployment

• Phase 2: Deter

• Phase 3a: Defend (current phase)

• Phase 3b: Decisive action

• Phase 3c: Contingency

• Phase 4: Stabilization

https://cloud.132virtualwing.org/s/D66gx6CRjeH2ztX
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CURRENT PLAN/STRATEGY (Short term)
RESPONSIBLE: JFACC

Explanation:

• JFACC current plan for the next few events (short term) 
or the current phase in the operation

• This slide is normally adjusted for each targeting meeting

• A detailed description how the next ATO day/days will fit 
into the overall plan/strategy

• Information can be presented either in text only, or text 

supported by map or image. (Text to the left, map/image to 
the right)

• South:

• OCA strike on Monchegrosk and Olenya.

• AI campaign to neutralize Notia’s offensive capability.

• West:

• Continue to support LCC with SCAR/AR and CAS missions.
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TARGET NOMINATIONS
RESPONSIBLE: ALL

Explanation:

• All nominations end up on this list, and it forms the basis 

for JPTL on the next slides when deciding what targets to 
strike when

Target Nominated by Target priority Target hit NLT Justification
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JPTL (Next day)
RESPONSIBLE: ALL

Explanation:

• What targets need to be struck the next ATO day to 

support the current plan/strategy (short term) and/or 
identified by VIS  under recommendation for targeting

• Can also be targets nominated by LCC/MCC

• This slide is not intended to be pre-filled and is intended 
as a discussion between JFACC, VIS, LCC, MCC
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JPTL (Next days: DX+1- DX+3)
RESPONSIBLE: ALL

Explanation:

• What targets need to be struck the next ATO days to 
support the current plan/strategy

• Can be identified by VIS  under recommendation for 
targeting

• Can also be targets nominated by LCC/MCC

• This slide is not intended to be pre-filled and is intended 
as a discussion between JFACC, VIS, LCC, MCC
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TIME SENSITIVE TARGET
RESPONSIBLE: ALL

Explanation:

• What targets are so important that they warrant a 
retasking from all other targets/missions.

• This slide is not intended to be pre-filled and is intended 
as a discussion between JFACC, VIS, LCC, MCC
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MASTER AIR ATTACK PLAN (MAAP)

TBD

TBD

Event 1 (DX.1) Event 2 (DX.2)

Next ATO Day (DX)

TBD

TBD

TBD

TBD
TBD

TBD

RESPONSIBLE: JFACC


