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Chapter 1: Intro duction  

Introduction  

Welcome to the -{GOL}- Reference Manual. 

What is this guide?  
This guide has been written to aid your introduction to -{GOL}- and to provide a reference that covers 

our infantry tactics, load outs and movements etc. Your knowledge will be tested in Recruit Infantry 

School where you will practice the operating procedure and drills in this manual.  

What does it cover?  
This guide covers everything required to function as an infantryman in -{GOL}- from communications 

with your fellow Fireteam members to Vehicle Manoeuvres and Formations. It also gives you a 

limited explanation of more advanced roles. 

What do I need to learn?  
You will need to study chapters 3 & 4 in detail to successfully pass the Recruit Infantryman School. 

IƻǿŜǾŜǊ ŘƻƴΩǘ ǿƻǊǊȅ ǘƘƻǳƎƘΣ ȅƻǳ ŀǊŜ ƴƻǘ ŜȄǇŜŎǘŜŘ ǘƻ ǳƴŘŜǊǎǘŀƴŘ ŀƴŘ ǊŜƳŜƳōŜǊ ŜǾŜǊȅǘƘƛƴƎ Ƨǳǎǘ ōŜ 

readiƴƎ ǘƘƛǎ ƳŀƴǳŀƭΦ ²ƘŜƴ ŘƻƛƴƎ ǘƘŜ ǇǊŀŎǘƛŎŀƭΩǎ ƛƴ ǘƘŜ ŎƻǳǊǎŜ ŀǎƪ ȅƻǳǊ ƛƴǎǘǊǳŎǘƻǊ ǘƻ ŜȄǇƭŀƛƴ ŀƴȅ ǇŀǊǘǎ 

you do not understand or remember, we do allow some leeway in this regard. Use the checklist 

below to help yourself with the recruitment process. 

New Recruit Check List 
1. Read chapters 1 & 2. 
2. Setup TeamSpeak Whispers. 
3. Map Direct Comms to dedicated button (Optional). 

4. Setup ACE ς Advanced Combat Environment Mod A.C.E2 

5. Download GOL2 mod & GOL islands - http://www.gol -clan.net/?p=downloads  
4. Fully read Chapter 3. 
5. Complete Basic Infantryman Course (Request from G-2 or attend Thursday Training Night and review 

chapter 3 just before the training). 

6. Fully read Chapter 4. 
7. Complete Advanced Infantryman Course (Request from G-2 staff or attend Thursday Training Night and 

review chapter 4 just before the training). 

8. Serve reminder of recruitment process. 
9. Recruitment Debrief (Request from G-1 staff). 

Full Member Check List  
1. Change rank in nickname on TeamSpeak. 
2. Change ArmA profi le name (Edit current ArmA profi le or make new profi le). Example:" -{GOL}-name". 
3. Review the rest of the reference manual. 

4. New member are highly encouraged to turn up to Thursday Training Night. 
5. Become a good Fireteam Member and know your roles. 

  

http://www.gol-clan.net/?p=downloads
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Some Final Words  
5ƻƴΩǘ ōŜ ŘŀǳƴǘŜŘ ōȅ ǘƘƛǎ ƳŀƴǳŀƭΦ aŀƪƛƴƎ ƳƛǎǘŀƪŜǎ ƛǎ ŎƻƳǇƭŜǘŜƭȅ ƴƻǊƳŀƭ ς ǘƘŜȅΩǊŜ Ƙƻǿ you learn. 

LŦ ȅƻǳΩǾŜ Ǝƻǘ ŀƴ ƛŘŜŀΣ ǎƘŀǊŜ ƛǘ ǿƛǘƘ ǳǎΗ !ƴŘ ǊŜƳŜƳōŜǊ ǘƻ ŀǎƪ ƛŦ ȅƻǳ ƘŀǾŜ ŀƴȅ ǉǳŜǎǘƛƻƴǎ ς ƛŦ ǘƘŜǊŜΩǎ 

ǎƻƳŜǘƘƛƴƎ ƛƴ ǘƘƛǎ Ƴŀƴǳŀƭ ȅƻǳ ŘƻƴΩǘ ƎŜǘΣ ƛŦ ȅƻǳ ƴŜŜŘ ƘŜƭǇ ƳŀƪƛƴƎ ŀ Ƴƛǎǎƛƻƴ ŀƴȅǘƘƛƴƎ ŀƴŘ ƭŀǎǘΣ ōǳǘ ōȅ 

ƴƻ ƳŜŀƴǎ ƭŜŀǎǘΧ 

Play the game, and have fun! 
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Principals  

1. Do not be a Rambo! Remember: Working together is always better ς ȅƻǳΩǾŜ Ǝƻǘ ƳƻǊŜ ŎƘŀƴŎŜ 

of hitting your objective and more chance of finishing the operation alive. 

2. {ǘŀȅ ƛƴ ŦƻǊƳŀǘƛƻƴǎ ŀǎ ƳǳŎƘ ŀǎ ȅƻǳ ŎŀƴΦ ¢Ƙƛǎ ǿŀȅ ȅƻǳ ǿƻƴΩǘ ƎŜǘ ƭƻǎǘ ŀƴŘ ƘŀǾŜ ǘƻ spend time 

trying to find your way back. 

3. Always take cover when you come under fire. This will give you and your team time to think 

about your options. 

4. Ask if something is unclear ς LŦ ȅƻǳΩǾŜ Ǝƻǘ ŀƴȅ ǉǳŜǎǘƛƻƴǎ Ƨǳǎǘ ŀǎƪ ŀ ǘŜŀƳ ƳŀǘŜ ƻǊ ȅƻǳǊ ǘŜŀƳ 

leader. Not sure what the formation is? Ask us. Where are the enemy? Shoot the same way 

as your team mates! 

5. Follow orders ς The best time to raise an issue is in the briefing, your team leader will ask if 

ȅƻǳ ƘŀǾŜ ŀƴȅ ǉǳŜǎǘƛƻƴǎΦ 5ƻƴΩǘ ǉǳŜǎǘƛƻƴ ƻǊŘŜǊǎ ŘǳǊƛƴƎ ǘƘŜ ƻǇ ς other Fireteams may have 

plans that involve you sticking to orders. Always raise criticism after the operation; your 

team mates need you to do your bit during the op too. 

6. Voice Communications ς Communications are essential in -{GOL}-Φ ¸ƻǳΩƭƭ ŦƛƴŘ ŀ ŎƘŀǇǘŜǊ on 

communication and setting up the program we use, TeamSpeak, in the second chapter of 

this manual. In non-ǎŜǊƛƻǳǎ ƎŀƳŜǎ ȅƻǳ Ŏŀƴ ŎƘŀǘ ǘƻ ȅƻǳǊ ƘŜŀǊǘΩǎ ŎƻƴǘŜƴǘΦ IƻǿŜǾŜǊΣ ǿŜ ŀǎƪ 

that in more serious maps ς such as with another clan and Sunday Ops ς you keep chat to a 

ǎŜƴǎƛōƭŜ ƭŜǾŜƭΦ !ƴ ŜȄŀƳǇƭŜ ƻŦ Ƙƻǿ ǿŜ ǊŜǇƻǊǘ ŀƴ ŜƴŜƳȅ ǿƻǳƭŘ ōŜ ά/ƻƴǘŀŎǘΣ ƛƴŦŀƴǘǊȅΣ South 

²ŜǎǘΣ ŀǇǇǊƻȄΦ нлл ƳŜǘǊŜǎέΦ 

It is also important to use terms such as copy when you receive an order so your team leader 

ƪƴƻǿǎ ȅƻǳ ƘŀǾŜ ǊŜŎŜƛǾŜŘ ƛǘΣ ŜǾŜƴ ƛŦ ƛǘΩǎ ŀ ƎŜƴŜǊŀƭ ƻǊŘŜǊ ǘƻ ȅƻǳǊ ǿƘƻƭŜ ǘŜŀƳ ȅƻǳǊ ǘŜŀƳ ǿƛƭƭ ōŜ 

more efficient and effective if your leader knows that you understand and are executing 

orders. Also use ǘŜǊƳǎ ǎǳŎƘ ŀǎ ά/ƭŜŀǊέ ǘƻ ŎƻƳƳǳnicate. 

7. Try to stay alive! ς Keep low and proceed carefully. Check your surroundings and report 

ŀƴȅǘƘƛƴƎ ǎǳǎǇƛŎƛƻǳǎ ǘƻ ȅƻǳǊ ¢[Φ 9ǾŜƴ ƛŦ ƛǘ ǘǳǊƴǎ ƻǳǘ ǘƻ ōŜ ƴƻǘƘƛƴƎΣ ȅƻǳΩƭƭ ǎǘƛƭƭ ōŜ ŘƻƛƴƎ ȅƻǳǊ ōƛǘΦ 

8. No Accidents ς Try not to jump out of moving vehicle. Try not to walk in front of moving 

vehicles either ς nobody wants to hear the tell-ǘŀƭŜ ǎŎǊŜŀƳ ƻŦ ŀƴ !ǊƳ!н ǎƻƭŘƛŜǊ ƎŜǘǘƛƴƎ ƘƛǘΧ 

9. Avoid Friendly Fire ς Watch carefully for enemy troops. They are quite easy to distinguish 

from our troops, but take the time to just check for sure before firing. For example, ask a TL 

to confirm with other squads/Fireteams what their location is before firing. 

10. No whiners or flamers ς Try not to whine or flame over TS or in game. If you have an issue, 

try venting it on the forums ς you can even open a poll. 

11. When moving past other members always moves behind them and not in their field of fire, 

you will distract them and they may shoot you by mistake while fire on the enemy. 
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Ranks 

Private  
The rank of Private is attained after a Recruit has completed the recruitment period, usually 2 weeks 

in length. A player ranked private is the most junior full-time member of the clan. Privates should 

focus their efforts on getting to know the rest of the members in -{GOL}- and also perfecting the 

tactics and procedures they learned in the Recruit Training School. Privates should start off by taking 

the less vital roles in the platoon. These include Assistant Gunner, Designated Marksman, etc. 

Privates are not required to take up a leadership role in our more serious games but they should be 

prepared to take command of the fireteam if the fireteam leader is incapacitated. 

 

 

 

Abbreviation : Pvt  
 

 

Private First Class  
The rank of Private First Class is awwarded to a member of the clan who has showed continued 

dedication and commitment to the clan while also being very active in everything the clan does. A 

Private First Class does not need to progress any further. A Private First Class is a regular fireteam 

member and showed be one of the more experienced members of the fireteam. Therefor they may 

take more specalized roles like Machine Gunner, Rifleman or a heavy weapons gunner.  

Abbreviation: PFC  
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Specialist  
The Specialist rank is for members that has shown great interest and has benefitted the clan, but has 

yet to show full leadership qualities or not passed the Fireteam Leader Course. A Specialist can be 

promoted directly to Sergeant on occasion.  

 

Abbreviation: SPC 

 

Corporal  
A Corporal is the most junior of leaders in the clan. The rank of Corporal is awarded to people who 

have completed and passed the Fireteam Leader Course. To be considered for this rank, and 

therefore the Fireteam Leader Course, the member must show leadership potential. On completion 

of the Fireteam Leader Course, the corporal will have a good understanding of how to lead a 

fireteam and a limited knowledge of leading a squad. 

Abbreviation : CPL 

 

 

 

 

Sergeant 
 The rank of sergeant is a rank awarded to people who have gained a very large amount of 

experience as a Fireteam leader and has the necessary skills required to be able to up the role of 

squad leader if in the event of the Staff Sergeant being killed in action during an operation. 

 

Abbreviation : Sgt        
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Staff Sergeant 
Staff Sergeants take roles that allow them to have a large influence in -{GOL}- and are a very select 

ŦŜǿ ƭƻƴƎ ǘŜǊƳ ƳŜƳōŜǊǎΦ !ǎ ǘƘŜ нŜ[ǘΩǎ ŎƭƻǎŜǎǘ ŀŘǾƛǎƻǊǎ ǘƘŜȅ ƘŀǾŜ ŀ ƳŀƧƻǊ ƛƴŦƭǳŜƴŎŜ ƛƴ ǘƘŜ ƳƻǊŜ 

sensitive decision making as well as enforcing the rules of -{GOL}-. They normally are Squad or 

Platoon Leaders in the -{GOL}- Army or Head up one of the other ς{GOL}-  divisions. 

 

 

Abbreviation : SSG 

 

Warrant Officer  
Warrant Officers are a very rare thing in -{GOL}-. This rank is authorised by the Head of ς{GOL}- alone 

and can only be given to members that have held the rank of Staff Sergeant for 6 months but more 

importantly shown extreme dedication and help in the progression of -{GOL}-. The rank of Warrant 

Officer can only be used by one member at one time and is the head of -{GOL}-Ψǎ ŜȄŜŎǳǘƛǾŜ ƻŦŦƛŎŜǊΣ 

second in command of -{GOL}-. 

This rank can also be used temporally during the Head of -{GOL}- long term Leave of absences 

without the requirements above apart from him/her must be a Staff Sergeant. 

 

 

Abbreviation : W.O 

 

 

 

Second Lieutenant  
This rank is reserved for Lt.Chris as head of -{GOL}-. He has overall responsibility of the clan. 

 

 

Abbreviation : 2eLt 
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Events 

GOL have multiple official events on a weekly basis. 

Sunday Operations  
Sunday operations are the most important part of GOL, it is when we all get together and play a big 

operation with a new mission almost every week. 

¶ Starts 7pm GMT (please arrive at 6:30-6:45 so we can get the ranks organised) 

¶ Lasts about 3 hours 
¶ Debrief and news after the operation 

¶ Regular attendance is mandatory to stay in GOL 

Sunday Training  Session 
Sometimes instead of doing a Sunday operation, a training session is done in the same time period; 

the rules are the same as Sunday operations, except new operating procedure may be taught or the 

clan practice current procedure on a large scale. 

¶ Starts 7pm GMT (please arrive at 6:30-6:45 so we can get the ranks organised) 
¶ Lasts about 3 hours 

¶ Debrief and news after the training session 

¶ Regular attendance is mandatory to stay in GOL 

Thursday Weekly Training Night  
As the title suggests we do a volunteer night where you can turn up to do different types of training. 

Recruits can do their infantryman training, potential leaders can do their courses and each week a 

different type of training is provided to help members practice and improve their skill set. 

¶ Starts 7pm GMT every Thursday 

¶ Lasts about 1 -2 hours 
¶ All members are encouraged to attend especially recruits and junior members. 

¶ Conducted by Personnel of G-2. 
 

Leave of Absences 

Long term 

If you are going to be away for any long period of time 7 days or more, please post an LOA in the LOA 

forum. This is to keep your activity rating up. Click here. 

Unable to attend Sunday Session 

²ƘƛƭŜ ǿŜ ŘƻƴΩǘ ŜȄǇŜŎǘ ƳŜƳōŜǊǎ ǘƻ ŀǘǘŜƴŘ ŜǾŜǊȅ {ǳƴŘŀȅ ǎŜǎsion we do ask that members post in the 

Sunday session thread in the LOA forum, that they are unable to attend. Click here. 

 

http://www.gol-clan.net/forums/index.php?showforum=101
http://www.gol-clan.net/forums/index.php?showtopic=3262
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Branches 

There are four divisions in -{GOL}- namely Army, Air Corps, Recon and Armoured and Logistics Corps 

(ALC). The Army is the biggest branch and the home for all new members. The other three branches 

are small in comparison and very specialized. 

-{GOL}- Army  
The Army makes up the bulk of ς{GOL}-, they are the primary team on the ground and the front line 

is where the army is. The Army is normally slow moving but what they lack in speed they make up in 

numbers and firepower, their primary roles are: 

¶ Directly engage hostile forces 

¶ Clear and secure objectives 

¶ Coordinate air and artillery strikes 

¶ Protect and assist armoured units 

-{GOL}- Air Corps  
The role of Air Corps is to provide highly mobile and lethal armour, personnel and material 

destruction capability during the day and night. Air Corps also provides the Army with the means to 

transport and rapidly deploy its forces anywhere, also if required Air Corps can provide aerial 

reconnaissance. Their role is to: 

¶ Troop Air Insertion & Extraction 

¶ Airstrikes 

¶ Resupply of troops by Air 

¶ Provide Aerial Recognisance 
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-{GOL}- Recon 
The role of Recon is to deploy "deep" beyond the commanders Area of Influence and the limits of the 

Area of Interest. Their role is to: 

¶ Ascertain troop movements and final destinations of convoys etc. 

¶ Report enemy contacts to HQ 

¶ Liaise with Air Corps in slowing down/ destroying the above 

¶ Harassing enemy units with long range accurate fire 

¶ ¢ŀƪƛƴƎ ƻǳǘ ƘƛƎƘ ǾŀƭǳŜ ŜƴŜƳƛŜǎ όǎƴƛǇŜǊǎΣ ƻŦŦƛŎŜǊǎΣ !!Σ !¢Χύ 

¶ Weakening enemy strongholds 

-{GOL}- Armoured & Logistics Corp (ALC)  
ALC operates all our heaviest equipment in the battlefield such as tanks, Javelins and artillery and 

also is our main assets for transportation and supply on the ground. Their main role is to support the 

army on the ground as best as they can. 

¶ Provide land based troop transport 

¶ Directly engage hostile forces (particularly armour) 

¶ Assist infantry units  
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Headquarter  Units  

This is basically the administration side of GOL, It currently consists of 4 sections each containing 3-8 

personal. 

GOL Command Element (Officers)  
The job of the Command element is to oversee everything in the clan. These people would be the top 

decision makers with a hand in all the "cookie jars". They can involve themselves in various aspects of 

the clans running but they are mainly there to oversee everything is running smoothly. There are 

currently 7 spots in the Command Element, 3 from the -{GOL}- Army division, 1 from each other 

division, Commanding Officer and any Warrant Officers. 

Members included in this element are Second Lieutenant, Warrant Officers and Staff Sergeants, 

members with these ranks are known as officers. 

G-1 Personnel  
The people in the personnel section deal with the people in the clan. Their job is to respond to 

recruitment application, process recruits and get them set up with the necessary material. They 

would also deal with promotions/demotions, member retirements and checking members activity 

levels. Any problems with other members or anything please go to them. 

G-2 Training  
These people deal with everything to do with infantry training. That means they conduct the training, 

organize which instructors are training on which days, update the training when necessary and 

provide up to date manuals and/or reference guides. 

G-3 Logistics  
These guys are the main mission makers; they will work together to complete missions for Sunday 

ops and generally make missions for the clan. They would also help out beginner mission makers 

with their problems. 

Please check the Description of the offices in TeamSpeak for current staff. 

-{GOL}- Code of Conduct 

You must adhere to the following code of conduct at all times, failure to comply with these rules can 

result in Official Warnings, Demotion or dishonourable discharge from the clan. 

Code of Conduct: 

1. No Harassment or threats to any members or publics. 

2. No Racism, Discrimination, Libel and/or slander of any kind. 

3. No TeamSpeak and ArmA server kicking/banning for no valid reason. 

4. No Intentional shooting of publics/members outside of PvP Operations. 

5. No Multi -clanning in the Bohemia Interactive Gaming Community. 

6. As a Member or Recruit of -{GOL}- I will follow orders to the best of my ability in compliance 

with Operating Procedure (The tactics and loadouts in the reference manual). 

7. I will comply with website rules (e.g. forum rules). 
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-{GOL}- Complaints  & Comments System 

This system is used as a way to keep the quality of -{GOL}- to a high standard. This is a way for 

members to get their voices heard and help the clan stay a fun place to be for all. 

Type of complaints:  
Code of conduct Complaint ς This is something that should not be filed by a member lightly, if a code 

of conduct complaint is filed the member that filed it should be aware that this is taken very 

seriously. A Code of Conduct Complaint should be heard by 2 members of G-1 or officers and a 

hearing/vote scheduled for the next officers meeting. The accusers and witnesses may be asked to 

appear at the officers meeting or write, as well as the accused. 

A minimum of 4 officers must vote, if there are not enough officers during the meeting then the 

commanding officer can either bring in Sergeants of his choosing or postpone the vote until the next 

officers meeting. Note that the hearing must be conducted from the beginning if postponed and it 

can only be postponed once. 

Performance Complaint - Game performance such as not following simples orders properly or at all, 

inability to communicate effectively, unfamiliar with procedures that have been taught to him. This 

should only be used when the accuser(s) feels action needs to be taken. Accuser should have 

evidence such as examples and witnesses of events. 

Performance Comment - This is where the member does not want action taken but rather wants his 

ŎƻƳƳŜƴǘǎ ǘƻ ōŜ ƴƻǘŜŘΦ ¦ǎŜ ǘƘŜ ƳŜƳōŜǊΩǎ ƭƛƴƪ ƻƴ ǘƘŜ ǿŜōǎƛǘŜ ǘƻ ƳŀƪŜ ŀ ŎƻƳƳŜƴǘΣ ƻƴƭȅ ƻŦŦƛŎŜǊǎΣ D-1 

and G-2 can view comments. 

Please comment on members after an OP: 

¶ Fireteam members comment on your Fireteam Leaders. 

¶ Fireteam Leaders comment on your members and Squad Leader. 

¶ Squad Leaders comment on Fireteam Leaders and Platoon Leaders. 

¶ Platoon Leaders comment on Squad Leaders. 

Other Complaint - Concerns of how the clan is run (policy, officers team, G-1, G-2, G-3). Please 

contact a G-1 member that is not an officer unless the complaint is about G-1 please contact in 

officer that is not in G-1. 

Filing a  complaint  
Complaint against a member ς Please file complaints against members with G-1, this is a private 

complaint that is noted in the accused comments and mentioned at officers meeting and action to be 

taken. If that person is in G-1, G-2 or an officer then it is not put in comments but the CO is told. 

Complaints against an officer- If the complaint is an officer then it should be taken very seriously; 

the accused and accuser are not involved in voting or discussion until he is asked to give his view.  
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Referendum  

A referendum is a clan wide vote for all members, it is used to effect change to Clan policy and 

tactics.  

A Referendum can be used for the following: 

¶ It can also be used to block or overturn any ς{GOL}- command decisions 

¶ Add to or amend the code of conduct 

¶ Propose tactic or organisation (Division layout or new Division) change 

Week 1 - Idea and discussion  
¢ƘŜ ƳŜƳōŜǊ ǿƛǘƘ ǘƘŜ LŘŜŀ ƳŀƪŜǎ ŀ Ǉƻǎǘ ƛƴ ǘƘŜ ƳŜƳōŜǊΩǎ ŦƻǊǳƳ ǘƘƛǎ ƛǎ ƻǇŜƴ ǘƻ ŀƭƭ ǘȅǇŜǎ ƻŦ 

discussions. Polls can be created to develop the idea. This is not a yes or no vote but rather a fine 

tuning and deployment of the idea. 

End of week 1 - Referendum Creation  
This is where the original member creates a post with the exact proposal.  

Contents: 

¶ Reason for change 

¶ Exact wording for policy 

¶ The officer that supports it 

Week 2 - Vote 
A referendum can be proposed by any clan member but each proposal (including its variations must 

have the backing of at least 1 officer. The Officers can withdraw their support at any time up until the 

end of the referendum is declared in an officers meeting.  

The proposal by the original Idea and other variations by other members must be in the same thread 

and poll. 

Week 2 ɀ End 
¢ƘŜ ǾƻǘŜ Ƴǳǎǘ ƘŀǾŜ ŀ ср҈ άȅŜǎέ ǾƻǘŜ ǘƻ Ǝƻ ǘƘǊƻǳƎƘ ŀƴŘ ǘƘŜ ŎƘŀƴƎŜ ƻƴƭȅ ōŜŎƻƳŜǎ ƻƴŎŜ ŘŜŎƭŀǊŜd by 

the commanding officer on a Sunday debrief. 
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Chapter 2: Organisation, Training & 

Communications  

Breakdown of Army Branch  

While preparing for a mission the army branch is organised into a platoon structure. 

 

Figure 1: Platoon Structure 

Organising the army branch into a platoon structure enables ς{GOL}- to employ tactics very similar to 

those in real life and as a result the army branch is very effective in realistic games, such as Armed 

Assault (ArmA) series. 
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Figure 2: Army Branch Chain of Command 

Training  

Training is an important part of ς{GOL}-, not knowing what your doing can be disastrous not only for 

yourself but the whole operation. Figure 3: Training Pipeline shows the Training Pipeline that 

contains all training courses and paths to entering the divisions of ς{GOL}-. Please bear in mind that 

completing these Schools does not automatically transfer you to the division or provide an automatic 

promotion, there must be an available spot in the division. However, once qualified you may be 

asked to take up a spot in that division or position during a Sunday Operation. 

It is up to you to request training; recruits can ask any of the G-2 Training Staff (click on άG-2 Training 

hŦŦƛŎŜέ at the bottom of TeamSpeak for list of current staff). Members may request training by asking 

an officer, G-1 or G-2 Staff. 
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Figure 3: Training Pipeline 
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All training schools have requirements that must be met before you can begin them, the following 

explains the minimum requirements for enter each school as well as any special requirements for 

practically training courses in that school other than the ones shown above. 

Recruit Infantry School  
Before starting the Basic Infantry Training you must have been accepted by G-1 Personnel during 

your initial interview and been a recruit for a minimum of 48 hours. Another 5 days must pass before 

the recruit is able to do Advanced Infantry Training. After the recruits debrief interview the recruit is 

Army Qualified. 

Air Corps School 
Entry into school: 

¶ Minimum rank Private First Class 

¶ Decent ArmA series piloting experience 
 
Special Requirements for Basic Flight Training 

¶ Basic Pilot Skills Test 

¶ FAC Qualified 

ALC School 
Entry into school: 

¶ Minimum rank Private First Class 
 

Special Requirements for ALC Division Qualification 

¶ Artillery Gunner Qualified 

Recon School 
Entry into school: 

¶ Minimum rank Private First Class 
 
Please note, the Marksman Qualification means you may be assigned use a DMR or Sniper rifle as 
part of FSG. 

Leadership School  

¶ Minimum rank Private First Class 

¶ PFC rank held for minimum of 2 months 
¶ Shows Leadership Potential 

 
Special Requirements Squad Leader Training 

¶ Artillery Forward Observer Qualified 
 
Special Requirements Platoon Leader Training 

¶ Forward Air Controller Qualified 
 
!ǎ ǘŀŎǘƛŎǎ ŀƴŘ ǇǊƻŎŜŘǳǊŜǎ ŎƘŀƴƎŜ ǉǳŀƭƛŦƛŎŀǘƛƻƴǎ ōŜŎƻƳŜ ƻǳǘ ŘŀǘŜŘΣ ǘƘŜǊŜŦƻǊŜ ŘƛǾƛǎƛƻƴ ƘŜŀŘΩǎ may 
decide that your qualification has expired and you need a little refresher to get up to date. 
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Communications  

There are numerous ways to talk to people in and out of the game. 

TeamSpeak 
For communication between members of your Fireteam you will use TeamSpeak. Usually your FT will 

be placed in a separate channel from the others and you talk normally. Sometimes you will be placed 

into a channel with another FT in your squad and you must assign a key to talk to just your Fireteam. 

TeamSpeak Setup 

LŦ ȅƻǳΩǾŜ ƴƻǘ ǳǎŜŘ ¢ŜŀƳ{ǇŜŀƪ ōŜŦƻǊŜΣ ǘƘƛǎ ƎǳƛŘŜ ǿƛƭƭ ƘŜƭǇ ǎƘƻǿ Ƙƻǿ ǘƻ ǎŜǘ ǳǇ ¢ŜŀƳ{ǇŜŀƪ ƛŦ ȅƻǳΩǊŜ 
leading an operation. This guide presumes you know how to connect, but below is a small guide of 
what your name should look like: 
 

Name of the clan Your Name Your Rank Your division 

GOL Somerville WO Army 

 
This will look like this: 

 
Figure 4: Server address and nickname entry 

Channel Family (for Squad Net) 

For Internal squad communication, whispering to channel family is used; this allows players to 

communicate with all players inside the main TeamSpeak channel and its sub channels. To setup a 

whisper to channel family go to Settings -> Key Settings -> Add. 

  

Click set to select key used and select Channel Family then click Ok. 
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Now you can use your normal channel to speak to your fireteam and when you need to (e.g. your FTL 

is down) you can use Channel Family to communicate with the Squad Leader. 

Channel Commander (for Platoon Net) 

For communicating between squads, Platoon command and other units GOL uses a channel 
commander. This feature of TeamSpeak enables the Squad Leaders and Platoon Command Element 
ǘƻ ŎƻƳƳǳƴƛŎŀǘŜ ŀǘ ǘƘŜ ǇǊŜǎǎ ƻŦ ŀ ōǳǘǘƻƴΦ ¢ƻ ŀŎǘƛǾŀǘŜ /ƘŀƴƴŜƭ /ƻƳƳŀƴŘŜǊΣ ŎƭƛŎƪ Ψ{ŜƭŦΩ ƻƴ ǘƘŜ Ƴŀƛƴ 
TeamSpeak toolbar, and then click Ψ/ƘŀƴƴŜƭ /ƻƳƳŀƴŘŜǊΩΦ ¢ƘŜ ƎǊŜŜƴ ōǳǘǘƻƴ ƴŜȄǘ ǘƻ ȅƻǳǊ ƴŀƳŜ ǿƛƭƭ 
turn Red to indicate it is on. 

 
Figure 5:Turning on Channel Commander 

 

Direct Speak (Direct Comms)  
Direct Speak or direct channel as ƛǘΩǎ known in ArmA series is great for talking to people in-game in 

your immediate surroundings that may or may not be in your TS channel. The Direct Speak channel is 

ǎǳōƧŜŎǘ ǘƻ ǘƘŜ ǎŜƴŘŜǊǎ ŀƴŘ ǊŜŎŜƛǾŜǊǎΩ ǇƻǎƛǘƛƻƴΣ ŘƛǎǘŀƴŎŜΣ ŘƛǊŜŎǘƛƻƴΣ ƭƻǳŘƴŜǎǎ ŀƴŘ ȅƻǳǊ ǎǳǊǊƻǳƴŘƛƴƎ 

environment. BaǎƛŎŀƭƭȅ ƭƛƪŜ ǘŀƭƪƛƴƎ ǘƻ ǎƻƳŜƻƴŜ ƛƴ ǊŜŀƭ ƭƛŦŜΦ /ŀƭƭƛƴƎ άa95L/έ ƻƴ 5ƛǊŜŎǘ {ǇŜŀƪ ƳŀƪŜǎ ƛǘ 

ŜŀǎƛŜǊ ŦƻǊ ŀ ƳŜŘƛŎ ǘƻ ŦƛƴŘ ȅƻǳΦ {ƘƻǳǘƛƴƎ άDw9b!59έ ƻǊ άCw!D h¦¢έ warns people of an incoming or 

outgoing grenade respectively. It is recommended you have a dedicated direct speak button separate 

to caps lock. 
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In-game text chats  
-{GOL}- uses two channels for text chat. Side channel and Group channel. Side channel means 

everyone on your side (BLUFOR) can see your text while Group channel means everyone in your 

group (usually your FT) can see it. Use Side channel for reporting very important contacts. Use Group 

channel for reporting areas clear when dismounting a vehicle. 

Recommended communication check list  
1. Push to talk button set and tested. 

2. Whisper to channel family button set and tested. 

3. Whisper to channel commander set and tested. 

4. Toggle channel commander button set and tested. 

5. Dedicated Direct speak button set inside ArmA series options and tested on server with other 

players. 
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Chapter 3: Infantrymen & the 

Fireteam  (Basic Training)  

Fireteam s 

A Fireteam consists of four members and it is the next level up in terms of organization. The Fireteam 

is equipped with the capabilities to be able to handle many general satiations as they arise. These 

roles are anti-personnel, light anti-tank, medical and suppression capabilities. As a member in -{GOL}- 

you should always move with your Fireteam unless otherwise specified not to by your Fireteam 

Leader. 

Fireteam consists of: 

Fireteam Leader: 

¶ Is the guy in-charge of the Fireteam and is the person that issues orders to you. 

¶ Leads from the front and by example so expect to see him a lot. 

¶ Communicates with other FTLs and the SL on a plan of action. 

Rifleman: 

¶ Is equipped with a rifle and light anti-tank rocket so has both anti-personnel and anti-tank 

capabilities. 

¶ Is paired with the TL as a buddy team. 

Assistant Gunner: 

¶ Paired with the Machine Gunner to form the second buddy team. 

¶ Provides the Machine Gunner with extra ammunition (ACE Mod Only) 

¶ The first guy in the team to tend to a wounded soldier. 

¶ Must be able to balance weight between medical supplies and ammunition. 

Machine Gunner: 

¶ Is equipped with a M249 SAW for rapid fire and suppression. 

¶ The last guy in any formation. 

¶ Always covers the Fireteams rear in any formation while moving or stationary unless 

specifically told to do otherwise by the TL. 
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Fireteam Member names& numbers 

Each member of the fireteam is assigned a number and a short name 

1. Fireteam Leader 
a. άhƴŜέ 
b. ά[ŜŀŘŜǊέ 

2. Rifleman 
a. ά¢ǿƻέ 
b. άwƛŦƭŜƳŀƴέ 

3. Assistant Gunner 
a. ά¢ƘǊŜŜέ 
b. ά!ǎǎƛǎǘŀƴǘέ 

4. Machine Gunner 
a. άCƻǳǊέ 
b. άaDέ 

 
9ȄŀƳǇƭŜΥ άCƻǳǊΣ aƻǾƛƴƎέΦ 
 

Ammo Reporting 
Green: Got most of your ammo 
Yellow: About half your ammo 
Red: Only a little bit of ammo (e.g. about 2 or 3 magazines of primary) 
Black: Out of Ammo 

 
Status 
In numerically order and you can say short name instead of number. 

FTL: άStatus, up1έ 

Rifleman: ά2 upέ 

Assistant: ά3 upέ 

Machine Gunner: ά4 woundedέ 

 

A.C.E report 

FTL: άACE Report, 1up, greenέ 

Rifleman: ά2 up, greenέ 

Assistant: ά3 up, yellowέ 

Machine Gunner: ά4 wounded, greeƴέ 

Buddy Teams 

A buddy team is the smallest form of organization of units in the -{GOL}- Army. It consists of two 

members from the same Fireteam paired together. It is a way to allow Fireteams to perform more 

complex combat techniques and manoeuvres. Each Buddy team has a leader this member is the one 

that controls the movement of the buddy team he controls where exactly they go and when they 

stop. 

Standardized loadouts 

Armed Assault 2 community offers wide variety of weaponry as add-ons, and the default game 

ŘƻŜǎƴΩǘ ƭŀŎƪ ƛƴ ǘƘŀǘ ŜƛǘƘŜǊΦ {ǘƛƭƭΣ ŘǳǊƛƴƎ ƻǇŜǊŀǘƛƻƴǎ ŀƭƭ ƳŜƳōŜǊǎ ŀǊŜ ǊŜǉǳƛǊŜŘ ǘƻ ǳǎŜ ǘƘŜƛǊ ŀǎǎƛƎƴŜŘ 

gear that can be found in this manual.  

Why do we mainly utilize the M-family for infantry then? 
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We have various reasons for this decision, as GOL maintains high operating standards we train our 

members as best we can to master their weapons. Our instructors can easily train the most effect 

ways if they can focus on limited weapon family such as the M-family. All the rates of fire, 

attachments, effective ranges and such are learned best when the weapon is used often. 

These weapons also have similar ammunition and that means we can easily share ammo on the field, 

bring it up to the squads via logistics and there is no danger of missing out your weapons ammo 

when we are using the same selection. These weapons also have silenced and tracer ammo that is 

required in certain operations. 

It can also be dangerous to use unfamiliar weaponry just because you feel like it. Friendly forces can 

distinguish sounds of gunshots and determine that it might be enemy.  The loadouts are here for a 

reason, every smoke and clip has its purpose so always have the right gear. 

Extra Points 

The Fireteam Leader leads the team, ALWAYS listen to him. DO NOT run off and do your own thing. 

When stationary ALWAYS maintain 360° coverage, when moving also try to maintain this unless 

specified not to by your TL (different formations have different fire sectors). Keep good spacing and 

cover your fire sector at all times. 
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Fireteam  Roles 

Each different role has recommended loadouts. They can, however, change depending on the 

operation. The most common of the recommended loadouts are listed here, but you will be advised 

by your Fireteam Leader what gear to take if circumstances change. It is unlikely you will remain in a 

specific role ς it may be worth hitting the range to practice with the recommended weapons. 

 

Figure 6: The Fireteam 
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Figure 7: Team Leader role 

Solider Gear Weights  
The Gear below of each of the Fireteam roles is the default "Core" gear which everyone is expected 

to take in the Fireteam BUT you are also allowed to take additional gear of your own choice on top of 

the core gear. However the more gear you take the more weight you will have on your character and 

as a result can make you run out of breath much faster when sprinting and make your character 

collapse. So there is a weight recommendation which everyone abides by to avoid letting their 

Fireteam down and falling behind by taking too much gear. These recommendations are 30KG 

Maximum. 

9ǾŜƴ ǘƘƻǳƎƘ ǿŜ ǊŜŎƻƳƳŜƴŘ олYD ŀǎ ǘƘŜ ƳŀȄ ƛǘΩǎ ǎǘƛƭƭ ƴƻǘ ŀŘǾƛǎŀōƭŜ ǘƻ ǇŀŎƪ ƭƻŀŘǎ ƻŦ ƎŜŀǊ ŀƴŘ ǘƻǇ 

30KGs as you will still be pretty weighed down. You should also be considerate on what extra gear 

you are actually taking as well since there's no point taking pointless equipment for no reason. 

Fireteam  Leader  
The Fireteam Leader (FTL) is the man responsible for the Fireteam. His primary objective is to 

preserve the lives of the Fireteam ƳŜƳōŜǊǎ ŀƴŘ ŀƭǎƻ ŎŀǊǊȅƛƴƎ ƻǳǘ ǘƘŜ {ǉǳŀŘ [ŜŀŘŜǊΩǎ ŘƛǊŜŎǘƛǾŜǎ ƛƴ 

order to complete the mission.  

HŜ Ƴǳǎǘ ƳŀƪŜ ǉǳƛŎƪ ŀƴŘ ŎƻǊǊŜŎǘ ŘŜŎƛǎƛƻƴǎ ƛƴ ǘƘŜ ŦƛŜƭŘ ŀƴŘ ǳƴŘŜǊ ŦƛǊŜΤ Ƙƛǎ ǘŜŀƳΩǎ ƭƛŦŜ ŘŜǇŜƴŘǎ ƻƴ ƘƛƳΦ 

He is usually paired with the Rifleman as a buddy team.  

Key considerations for the FTL 

¶ His primary weapon is the M16A4 with 

m203 launcher 

¶ He should take a frag grenade for assault 

enemy positions and two yellow smoke 

grenades for concealment and marking 

friendly positions.  

¶ He should always carry binoculars.  

Other information about the Fireteam Leader 

¶ STAY CALM! You are in a position of 

responsibility and people will be looking up 

to you for guidance. A panicked Fireteam Leader leads 

to panicked Fireteam members. 

¶ Always be aware where everyone in your Fireteam is at all times, keep the Fireteam together 

as much as possible, the sum of its parts is its greatest power. If a team member falls behind 

όƻŦǘŜƴ ƘŀǇǇŜƴǎ ǿƛǘƘ ǘƘŜ aDύ Ƙŀƭǘ ǘƘŜ ǘŜŀƳΩǎ ƳƻǾŜƳŜƴǘ ǘƻ ŀƭƭƻǿ him to catch up. 

¶ /ƘŀƴƎŜ ǘƘŜ ǘŜŀƳΩǎ ŦƻǊƳŀǘƛƻƴ ŀǎ ƴŜŜŘŜŘ ŎƻƴǎƛŘŜǊƛƴƎ ǘƘŜ ƴŀǘǳǊŜ ƻŦ ǘƘŜ ŜƴƎŀƎŜƳŜƴǘ ŀƴŘ 

terrain. 

¶ 5ƻƴΩǘ ŦƻŎǳǎ ƻƴ ŜƴƎŀƎƛƴƎ ǘƘŜ htChw ȅƻǳǊǎŜƭŦΤ ŎƻƻǊŘƛƴŀǘƛƻƴ ƻŦ ǘƘŜ ǘŜŀƳ ŘǳǊƛƴƎ ŜƴƎŀƎŜƳŜƴǘ 

and keeping contact with the higher echelon should be your priority. Most times the FTL is 

the person in the Fireteam who fires the least number of rounds. 
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¶ Use your judgment and initiative during emergencies. If the team comes under heavy fire 

ŀƴŘ ȅƻǳ ŦŜŜƭ ǘƘŜ ǘŜŀƳΩǎ ŎǳǊǊŜƴǘ Ǉƻǎƛǘƛƻƴ ƛǎƴΩǘ ǎŀŦŜΣ ƳƻǾŜ ǘƘŜ Fireteam right away instead of 

waiting for permission from the SL. 

¶ 5ƻƴΩǘ ƘŜǎƛǘŀǘŜ ǘƻ ƳŀƪŜ ǳǎŜ ƻŦ ȅƻǳǊ ŀǳǘƘƻǊƛǘȅ ǿƛǘƘƛƴ ŀ FireteamΦ LŦ ȅƻǳǊ ƳŜƳōŜǊǎ ŀǊŜƴΩǘ ŘƻƛƴƎ 

ǘƘŜƛǊ Ƨƻōǎ ǇǊƻǇŜǊƭȅ ƻǊ ŘƛǎƻōŜȅƛƴƎ ƻǊŘŜǊǎΣ ŘƻƴΩǘ ƘŜǎƛǘŀǘŜ ǘƻ άōǳǎǘ ǎƻƳŜ ōŀƭƭǎέΦ 

¶ If your teŀƳΩǎ AG is hit, call for another FireteamΩǎ AG if possible. 

¶ Have the team members perform regular ammo checks. This will give you a better idea of 

how spent the ammo has been and if you need a resupply or not. 

Their standard main loadout  

¶ M16A4 ( Iron Sight, M203 ) - 9 Magazines 

¶ Smoke Grenade ( Yellow) - 2 Grenades 

¶ M67 Frag Grenade - 1 Grenade 
¶ Glock 17 Pistol - 2 Glock 18 Magazines 

¶ M203 Shells - 2 Shells 

¶ Bandage - 2 

¶ Epinephrine - 1 
¶ Morphine - 1  

¶ Binoculars 

¶ Night Vision 
¶ Earplugs 

¶ GPS 

¶ Map 
¶ Compass 

Their loadout in backpack (MOLLE Assault Backpack) 

¶ 30Rnd. STANAG - 6 Magazines 

¶ 200Rnd. M249 Belt - 1 Magazine 
¶ M203 HE - 10 Shells 

¶ Smoke Grenade (Yellow) - 2 Grenades 

¶ M67 Frag Grenade - 2 Grenades 

¶ M84 Flashbangs - 2 Flashbangs   
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 Assistant gunner  

The Assistant gunner is one of the key 

roles in any Fireteam, as well as providing 

basic firepower they also act as the 

fireteams medic.  

Their standard loadout  

¶ M16A4 (Red Dot Sight) - 9 
Magazines 

¶ Glock 17 Pistol - 4 Glock 18 
Magazines 

¶ M67 Frag Grenade - 1 Grenade 

¶ Smoke Grenade (Yellow) - 2 
Grenades 

¶ Binoculars 
¶ Night Vision 

¶ Map 

¶ Compass 
¶ GPS 

¶ Earplugs 

¶ 2 bandages 

¶ 1 morphine  
¶ 1 epinephrine 

Their loadout in backpack (MOLLE Medic Backpack) 

¶ 200Rnd, M249 Belt - 1 Magazines  

¶ 30Rnd. STANAG - 6 Magazines  
¶ Smoke Grenade (Yellow) - Grenades 

¶ M67 Frag Grenade - 2 Grenades 

¶ Bandages - 6 
¶ Epinephrine - 6 

¶ Morphine - 6 
 

Key considerations for the assistant gunner 

¶ The weapon of choice of the assistant gunner is the M16A4 with a red dot sight but you can 

take an M16A4 with an ACOG sight. 

¶ You should take extra ammo for the M203. This is a must as it is important that the FTL has 

enough ammo. 

¶ If you do carry smoke then it will have to be yellow smoke. 

¶ Always treat wounded soldiers behind hard cover and make sure you have someone covering 

you, for more in-ŘŜǇǘƘ ƳŜŘƛŎŀƭ ǇǊƻŎŜŘǳǊŜǎ ŎƘŜŎƪ ƻǳǘ ǘƘŜ άaŜŘƛŎŀƭ tǊƻŎŜŘǳǊŜǎέ ƎǳƛŘŜΦ 

  

Figure 8: Assistant Gunner Role 
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Rifleman  

The rifleman is the backbone of every Fireteam. He is equipped with a standard assault rifle and a 

light AT launcher. He is usually paired with the FTL as a buddy team. His primary weapon is the rifle, 

when in combat he should be engaging enemy infantry but also keeping a look out for any armoured 

threats he is able to take out with his launcher. 

Their standard loadout  

¶ M16A4 ( Red Dot Sight ) - 9 Magazines 

¶ M136 Launcher  (One shot weapon) 

¶ Glock 17 Pistol - 4 Glock 18 Magazines  
¶ Bandage - 2 

¶ Epinephrine - 1 

¶ Morphine - 1 

¶ M67 Frag Grenade - 1 Grenade 
¶ Smoke Grenade (Yellow) - 2 Grenades  

¶ Binoculars 

¶ Night Vision 
¶ Map 

¶ Compass 

¶ GPS 
¶ Earplugs 

  
Figure 9: Rifleman 


















































































































































































