
 
 

 

 

IED BATTLE DRILL  

 

Counter-IED Collective & Individual  

Mounted Training Program  
 

 

 
 

 

"We need to make certain that the Units going through the 

combat training centers are training as closely as possible to the 

threat they will see in the area in which they will be employed." 

 

"At the top of my interest level is the detection of homemade 

explosives. My area of priority is Afghanistan." 

 

ñOf the 50 percent of IEDs U.S. forces detect, 80 percent of those 

are detected by soldiers using their senses; just 20 percent are found using technology.ò 

 

Army LTG Michael Oates 

Director, JIEDDO  

 

FOR MORE INFORMATION , CONTACT:  
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ATTRIBUTES/CAPABILIT IES OF THE IED BATTL E DRILL  
 

The IED Battle Drill represents a new capability of realism and immersive acuity, 

previously unattainable. 

  

 
 

The unique physical characteristics of the IED Battle Drill are: 

 

¶ Totally digital for rapid reconfiguration and updating.  

¶ 270 degree screen for complete immersion. 

¶ High Definition Video (Not computer generated) to provide the acute 

visualization required for real-world spotting and identification of potential 

threats. 

¶ Totally realistic sound environment, inside and outside the vehicle. 

¶ Physical effects of movement, light and percussive elements. 

¶ Rapid AAR capability. 

 

These physical attributes are embraced to serve the training needs. The IED Battle Drill 

adheres to the concept of ñtrain as you will fightò by providing performance-oriented, 

realistic and mission focused training.  The IED Battle Drill replicates realistic conditions 

of mounted combat such as smoke, noise, poor visibility, confusion and a physically 

jarring explosion; all within the confines of safety. The system puts the soldier through 

realistic scenarios and physiological challenges to fully engage all the senses that affect 

their performance and decision making skills on the battlefield.  

 

The result is a new capability in engaging and honing the War-Fighters deductive 

reasoning and cognitive skills as primary tools to accomplish their mission. 

 

The unique training attributes of the IED Battle Drill can be summarized as follows: 
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Hub of a real world 21
st
 Century classroom environment 

 

The IED Battle Drill has been actively deployed for three months, over 1700 soldiers 

have gone through the simulator and it is meeting the collective and individual training 

objectives as requested by JIEDDO leadership. These objectives include IED 

Observable/Signature visual identification, IED Battle Drills, Actions on Contact and 

post IED detonation procedurals. It is supporting ñRepetitionò and ñHabit transferò, along 

with complimenting Tasks Conditions & Standards Training of proper procedurals when 

encountering possible IEDs. The IED Battle Drill allows leaders to concentrate on 

training to standard not time (leaders can retrain soldiers until they have mastered the 

task). 

 

In addition to its primary mission, additional exercises may be developed and taught  by 

Unit leadership during concurrent training classes while waiting to enter the IED Battle 

Drill. Those additional exercises would include: Troop Leading Procedures, Multi-

echelon Training, Night Training, Mobility Kills, 9-line UXO, and Medevac reporting.  

 

 
 

Crawl, Walk and Run menus 
 

Observer Controllers/Trainers (OC/Ts) have developed and implemented Crawl, Walk 

and Run menus depending upon the experience, expertise, and ability of the trainees. For 

example most of the soldiers going through the simulator at Ft. Eustis, require crawl level 

instruction. They are briefed on the concept of Observables & Signatures, given current 

Intel and SOPs for movement and reporting.  There is also the ñCommanders Recon" 

which allows Unit commanders to design their own training exercise to fit the needs of 

their war fighters. 

 

CREW/DUKE system  
 

Due to lack of experience with crawl level troops, OC/Ts are currently emphasizing the 

requirement to turn on the CREW/DUKE. If the Unit fails to flip the switch and activate 

the DUKE, the OC/T in control will detonate shortly after they exit the COP as the 

convoy passes a civilian with a small herd of goats.  
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Thirty-five potential observables and signatures 
 

There are nine scenes in the IEDBD, the shortest running two minutes in length, to a 

maximum of nine minutes, with thirty-five potential observables and signatures. The 

War-Fighter is tasked with identifying the indicators from the S-2 brief, connecting the 

dots, calling for a stop and reporting out. If the Warrior misses these indicators the OC/T 

may or may not detonate the device. 

 

 
 

Digital media to enable the reconfiguration of events 
 

Because the system is completely digital, new scenarios and additions to the current 

scenario can be added.  

 

For example: one of the scenes in the current scenario has the convoy rounding a corner 

and suddenly being confronted with a civilian car accident, an angry civilian mob, and 

Corporate Security Contractors attempting to control the situation. This scene is referred 

to as the Accident. 

 

There are numerous drills that can be developed around the Accident beyond a 

straightforward Escalation of Force (EOF) or Rules of Engagement (ROE) exercise.  

 

 

 S-2 brief  
 

To help a Commander routinely train his staff, an S-2 brief can be added to the mission 

brief to identify certain Persons of Interest  (POI). Did any of the soldiers in the Unit 

connect the POI photos from the mission brief with the role players in the Accident 

scene? Did any of them hear a language other than Pashtun being yelled at their vehicle? 

Were any of the civilians wearing bulky clothing that could conceal an explosive device? 

What was the ethnic makeup of the mob? These questions can be reviewed during the 

AAR. 
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Reconfiguration of an existing scene to include a current TTP 
 

The system can be reconfigured to modify an existing scene to include a TTP thatôs being 

used currently on the battlefield. For example, instead of a debris pile in the road ahead, a 

special effects artist would erase the debris pile and drop in a line of baseball-sized rocks, 

(a civilian warning) and reprogram the motion base, so the HMMWV bumps if they roll 

over them. The Unit is briefed on the rocks by their S-2.  If the Unit misses the rocks as 

an indicator, the OC/T will detonate the IED to reinforce the teaching point.  

 

 

 

A Mobility Kill exercise 
 

A Mobility Kill  exercise can also be added without the need to shoot an entirely new 

scene. For example, suicide attacks would become a part of the mission brief with an 

emphasis on a pushcart loaded with explosives. The OC/T would detonate as the 

HMMWV passes the pushcart, (currently in an existing scene). Small arms fire could be 

added via CGI insertion. The TOC would tell the Vehicle Commander to continue 

moving out of the kill zone. The OC/T would transition the scene with dust and the 

HMMWV would thump forward on a badly damaged front chassis. The changes in this 

and other scenes can be accomplished with a simple dust transition, new motion 

programming and additional sound production. 

 

 
 

 

 



 
 

Page 6 of 7 

 

Multi -echelon training 
 

Multi-echelon training is accomplished by incorporating the leadership and staff of a unit 

in all phases of training.  For example, the Unit S2 can prepare and give the mission brief 

and subordinate leaders can issue the convoy briefing to their convoy.  The Commander, 

subordinate leader or staff member can use the IEDBD control room as a command post 

or TOC to interface with the convoy. The IEDBD can be used to establish effective 

communications between Command echelons, since the Commander has two-way 

communication with his mission convoy and can exchange feedback during the AAR on 

the planning, execution, and assessment of training. The Commander can also observe 

the performance of the individual soldiers and see who has higher degrees of situational 

awareness or change detection abilities, which can then be used to pick the best gunner or 

driver for the vehicle.  

 

There are other applications for the IED Battle Drill that can be readily accomplished, but 

require additional application of technology or methodology. Two examples are:  

 

 
 

 
 

 

 

Troop Leading Procedures (TLPs) 

 

Troop Leading Procedures (TLPs) would be a natural extension of the existing IEDBD 

training system. The addition of TLPs could be incorporated on the walk and run level 

and could be an easy add-on to the IEDBD training menu. The Commanders would 

receive their Intel packets and mission 24 hours in advance. It would be their 

responsibility to execute their tasks, conditions and standards, organize their 

environmental/weather, observables and signatures and the Named Areas of Interest, as 

they would in an actual mission. They would initiate their Unit Mission Prep List, their 

PCIs, and PCCs and brief their Unit on the mission.  
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SUMMARY  
 

Historical experiences show the direct correlation between realistic training 

and success on the battlefield. Realistic training coupled with intellectually 

and physically challenging training as offered by the IED Battle Drill builds 

competence and confidence by developing and honing skills, and inspires 

excellence by fostering initiative, enthusiasm and eagerness to learn. 

 

 
ñThis is better than anything I can recreate in the field,ò said  

Maj. Michael Dolge, a Fort Eustis trainer who experienced several bombs attacks in 

Iraq and Afghanistan.ò 

 

ñTrainers say that the I.E.D. Battle Drillôs greatest benefit may be in teaching soldiers 

to stay alert for unusual details in the landscape that might signal buried bombs or 

impending ambushes. Those clues could be as obvious as a speeding truck or as subtle 

as a pile of rocks. Crews that spot those clues and respond are rewarded by moving 

onto more complex scenarios. Those who do not get blown up.ò 

 

ñGetting blown up is also instructive, trainers say, because it gives soldiers a taste of 

disorientation that might help them recover faster from a real attack. ñ    NY Times   

Jan 22, 2010 

 


