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L 4
L 4
(position evaluation input)
(description)
2
[5] P.5
Position evaluation input Description: (The evaluation tunction awards a higher score for ...)
Proximity t0 current position being closer 1o or more guickly reached from the current position
Proximity from specific ocation being closer to or more quickly reached from a specific location
Cover from primary threat offering cover from the primary threat {gven a stance)
Line-of-fire to primary threat offering cover from the primary threat (given a stance)
Distance to primary threat being preferred fighting distance from the primary threat
Cutside danger zone being outside the blast range of (expected) projectile
Cover from secondary threats offering cover from ong or more specified threats other than the primary threat
Cutside friendly line-of-fire being outside the line-of-fire of specified friendly units
Distance from friendly positions being some distance away from friendly positions
Wall hugging being ciose to a wall or pbstacle in a specified direction
Mearby cover being near positions offering cover from the primary threat
Player ling-of-fire not being a position acrass the player's ling-of-fire from the current position
Preferred fighting range being inside the preferred fighting range

(tactical point picking)
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a. Initial situation with waypoint graph and legend.
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e. Annotations for positions inside the preferred fighting range.
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f. Adding up all the annotations yields the best attack position.
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a. Waypoints within blast range of threat, with proximity scores.
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¢. Annotations for a line-of-fire from the attacker.
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d. Total results: positions scoring over 80 can be targeted with a
grenade, which upon arrival will be able to hit the threat.
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d. Selecting positions with score = 40 yields the suppress targets.
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f. Finally, the suppression targets that surround the hidden threat.
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(multiple representations for the same thing, because different representations are useful for different
kinds of problems) [4],P.20
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