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Islander Battalion Mission

« HIGHER HQ:

5th ROTC Brigade identifies,
recruits, develops, and
commissions lieutenants of
character trained in
fundamental Army skills and
ready to succeed at Basic
Officer Leadership training.
The Brigade exists for Cadets.
Battalions are the Decisive
Operation. They succeed by
identifying and recruiting future
Cadets, training those Cadets to
standard and commissioning
leaders of character as 2LTs.

* BATTALION:

The TAMU-CC Islander Battalion
partners with the university to
recruit, retain, develop, and
commission Second Lieutenants
of character for the Total Army
whom exemplify the Army
Values to ensure our Nation’s
Soldiers are led by ethical, agile,
and adaptive leaders; partners
with area high school JROTC
programs to provide mentorship,
presence, and leadership focused
on developing citizens of
character.




Leadership Philosophies

Army leadership 1s “the process of influencing
people by providing purpose, direction, and
motivation to accomplish the mission and improve
the organization.”

Schofield’s Definition of Discipline

The discipline which makes the soldiers of a free
country reliable in battle is not to be gained by
harsh or tyrannical treatment.

On the contrary, such treatment 1s far more likely to
destroy than to make an army. It is possible to impart
instructions and to give commands in such a manner
and 1n such a tone of voice as to inspire in the soldier
no feeling but an intense desire to obey, while the
opposite manner and tone of voice cannot fail to
excite strong resentment and a desire to disobey. The
one mode or other of dealing with subordinates
springs from a corresponding spirit in the breast of
the commander. He who feels the respect which is
due others cannot fail to inspire in them regard for
himself; while he who feels, and hence manifests,
disrespect toward others, especially his inferiors,
cannot fail to inspire hatred against himself.
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Rules of Thumb

1. Squads and platoons fight through enemy contact at the lowest possible level.

2. Squads in contact must establish effective suppressive fire before they or
other squads can maneuver. If the squad cannot move under its own fires, the
platoon must attempt to gain suppressive fires and then maneuver against the
enemy position.

3. Platoons and squads will fight as organized with fire teams and squads
retaining their integrity. Even buddy teams stay the same. The team leader and
the automatic rifleman form one buddy team, and the grenadier (M320) and a
rifleman form the other buddy team.

4. Success depends upon all Soldiers understanding what the platoon is trying to
do and the specific steps necessary to accomplish the mission.

5. The platoon leader never waits for the squad in contact to develop the
situation. Anytime a fire team makes contact, the platoon also begins taking
action. That way the platoon can quickly provide additional support, maneuver
to take up the assault, or follow-up on the success of the squad that made
contact.

» See the enemy; PID — shoot first, talk second

* Never use the same route in and out

* TLs lead by example: “Do as I do, go where I go, fire at what I’m firing at”

» SLs — your actions/decisions will win or lose the fight

* Someone is always over-watching my movement

» Shooting while moving is the exception rather than the rule (except in MOUT)
* Never do anything for the first time — recon, rehearse, coordinate with replacing unit
* Never get surprised, never get your flank rolled-up, always cover your sector

* Make the enemy fight you in two directions

* Fight from high ground to low ground

* Don’t wait for anyone to train your PLT, SQD, TM

DOMINATE THE 15 SECOND FIGHT!!!

The first 15 seconds of any contact are critical. Texans dominate the first
15 Second Fight. Leaders and Soldiers who PID the threat and react quickly (within 15
seconds) placing effective fire on the enemy will gain the initiative and dictate the
terms of the remainder of the battle.

>
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Infantry Platoon Task Organization
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Platoon Leader

The platoon leader leads her Soldiers by personal example and is responsible for all the

platoon does or fails to do, having complete authority over his subordinates. This

centralized authority enables him to maintain unit discipline, unity, and to act

decisively. He must be prepared to exercise initiative within his company commander’s

intent and without specific guidance for every situation. The platoon leader knows his

Soldiers, how to employ the platoon, its weapons, and its systems. Relying on the

expertise of the platoon sergeant, the platoon leader regularly consults with him on all

platoon matters. During operations, the platoon leader—

* Leads the platoon in supporting the higher headquarters missions. He bases his
actions on his assigned mission and intent and concept of his higher commanders.

* Conducts troop leading procedures.

* Maneuvers squads and fighting elements.

* Synchronizes the efforts of squads.

* Looks ahead to the next “move” of the platoon.

* Requests, controls, and synchronizes supporting assets.

* Employs mission command systems available to the squads and platoon. Checks
with squad leaders ensuring 360-degree, three-dimensional security is maintained.

* Checks with weapons squad leader controlling the emplacement of key weapon
systems.

* Issues accurate and timely reports.

* Places himself where he is most needed to accomplish the mission.

» Assigns clear tasks and purposes to the squads.

* Understands the mission and commander’s intent two levels up (company and
battalion).

* Receives on-hand status reports from the platoon sergeant and squad leaders during
planning.

* Coordinates and assists in the development of the obstacle plan.

* Oversees and is responsible for property management.

The platoon leader works to develop and maintain situational understanding. This is a
product of four elements. First, the platoon leader attempts to know what is happening
in present terms of friendly, enemy, neutral, and terrain situations. Second, he knows
the end state representing mission accomplishment. Third, he determines the critical
actions and events occurring to move his unit from the present to the end state. Finally,
he assesses the risk throughout.

o
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Platoon Sergeant

The platoon sergeant is the platoon's most experienced NCO and second-in-charge,
accountable to the platoon leader for leadership, discipline, training, and welfare of the
platoon's Soldiers. He sets the example in everything. He assists the platoon leader by
upholding standards and platoon discipline. His expertise includes tactical maneuver,
employment of weapons and systems, sustainment, administration, security, accountability,
protection of warfighting functions, and Soldier care. As the second-in charge, the platoon
sergeant assumes no formal duties except those prescribed by the platoon leader. However, the
platoon sergeant traditionally—

*Ensures the platoon is prepared to accomplish its mission, which includes supervising
precombat checks and inspections.

* Updates platoon leader on appropriate reports and forwards reports needed by higher
headquarters.

*Prepares to assume the role and responsibilities of the platoon leader.

*Takes charge of task-organized elements in the platoon during tactical operations, which may
include but is not limited to, quartering parties, support elements in raids or attacks, and
security patrols.

*Monitors the morale, discipline, and health of the platoon.

*Positions where best needed to help the engagement (either in the base of fire or with the
assault element).

*Receives squad leaders’ administrative, logistical, and maintenance reports, and requests
rations, water, fuel, and ammunition.

*Requests logistical support from the higher headquarters, and usually coordinates with the
company’s first sergeant or executive officer.

*Ensures Soldiers maintain all equipment.

*Ensures ammunition and supplies are properly and evenly distributed after the platoon
consolidates on the objective and while the platoon reorganizes.

*Manages the unit’s combat load prior to operations, and monitors logistical status during
operations.

*Establishes and operates the unit’s casualty collection point (CCP). This includes directing
the platoon medic and aid/litter teams in moving casualties, maintains platoon strength level
information, consolidates and forwards the platoon’s casualty reports, and receives and
orients replacements.

*Employs the available digital mission command systems to the squads and platoon.

*Ensures Soldiers distribute supplies according to the platoon leader’s guidance and direction.

* Accounts for Soldiers, equipment, and supplies.

*Coaches, counsels, and mentors Soldiers.

* Upholds standards and platoon discipline.

* Understands the mission and commander’s intent two levels up (company and battalion).

\S)
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Weapons Squad Leader

The weapons squad leader leads his teams by personal example. He
has complete authority over his subordinates and overall responsibility
for those subordinates’ actions. This centralized authority enables him
to act decisively while maintaining troop discipline and unity. Under
the fluid conditions of modern warfare, he accomplishes assigned
missions using disciplined initiative without needing constant
guidance from higher headquarters.

The weapons squad leader is usually the senior squad leader, second
only to the platoon sergeant, and performs all the duties of the rifle
squad leader. In addition, the weapons squad leader—

* Controls fires and establishes fire control measures.

* Recommends medium machine gun employment to the platoon
leader.

* Coordinates directly with the platoon leader for medium machine
gun base-of-fire effect, and plans accordingly.

* Monitors ammunition expenditure.

* Coordinates directly with the platoon leader in placement of the
Javelin-CCMS to best cover armored avenues of approach in the
defense and overwatch positions in the attack.

* Employs mission command systems available to the squad and
platoon.

* Performs the role of the platoon sergeant as required.

* Conducts troop leading procedures.

 Understands the mission two levels up (platoon and company).

(98]
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Squad Leader

The squad leader directs team leaders and leads by personal example. He has
authority over his subordinates and overall responsibility of those subordinates’
actions. Centralized authority enables him to act decisively while maintaining
troop discipline and unity. Under the fluid conditions of close combat, the squad
leader accomplishes assigned missions without constant guidance from higher
headquarters.

The squad leader is the senior Infantry Soldier in the squad and is responsible for

everything the squad does or fails to do. He is responsible for the care of the

squad’s Soldiers, weapons, and equipment, and leads the squad through two

team leaders. During operations, the squad leader—

* Is the subject matter expert on all battle and individual drills.

* Is the subject matter expert for the squad’s organic weapons employment, and
employment of supporting assets.

* Knows weapon effects, surface danger zones, and risk estimate distances for
all munitions.

» Uses control measures for direct fire, indirect fire, and tactical movement
effectively.

* Controls the movement of the squad and its rate and distribution of fire
(including call for and adjust fire).

* Fights the close fight by fire and movement with two fire teams and available
supporting weapons.

* Selects the fire team’s general location and temporary sector of fires in the
defense.

* Communicates timely and accurate situation reports (SITREPs) and status
reports including—

* Size, activity, location, unit, time, and equipment (SALUTE) spot reports
(SPOTREPsS).

* Status to the platoon leader (including squad location and progress, enemy
situation, enemy KIA and security posture).

* Status of ammunition, casualties, and equipment to the platoon sergeant.

* Employs digital mission command systems available to the squad and PLT.

* Operates in all environments to include the urban environment.

* Conducts troop leading procedures.

» Assumes duties as the platoon sergeant or platoon leader as required

* Understands the mission and commander’s intent two levels up (platoon and
company).

N
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Team Leader

The team leader leads his team members by personal example and has authority over
his subordinates and overall responsibility of their actions. Centralized authority
enables him to maintain troop discipline and unity and to act decisively. Under the
fluid conditions of close combat, he accomplishes assigned missions using initiative
without needing constant guidance from higher headquarters.

The team leader’s position on the battlefield requires immediacy and accuracy in all of

his actions and is a fighting leader who leads by example. He is responsible for all his

team does or fails to do, and is responsible for caring of the team’s Soldiers, weapons,

and equipment. During operations, the team leader—

* Is the subject matter expert for all the team’s weapons and duty positions and all
squad battle drills.

* Leads his team in fire and movement.

* Controls the movement of his team and its rate and distribution of fire.

* Employs digital mission command systems available to the squad and platoon.

* Ensures security of the team’s area of operations.

* Assists the squad leader as required.

* Is prepared to assume the duties of squad leader and platoon sergeant.

* Enforces field discipline and preventive medicine measures.

* Determines his team’s combat load and manages its available classes of supply as
required.

* Understands the mission two levels up (squad and platoon).

When maneuvering the team, the team fights using one of three techniques.
* Individual movement techniques. This is the lowest level of movement.

* Buddy team fire and movement.

* Fire team fire and movement (maneuver).

Determining a suitable technique is based on the effectiveness of the enemy’s fire and
available cover and concealment. The more effective the enemy’s fire, the lower the
level of movement. Because the team leader leads his team, he is able to make this
assessment firsthand. Other leaders must be sensitive to his decision on movement.

N
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Radio Telephone Operator

The platoon radiotelephone operator (RTO) primarily is responsible for
communication with its controlling headquarters (usually the company). During
operations, the RTO—

Has communications at all times. If communication with the platoon’s next
higher element is lost, the radiotelephone operator immediately informs the
platoon leader or platoon sergeant and reestablishes communication.
Conducts radio checks with higher according to unit standard operating
procedures when in a static position. If radio contact cannot be made as
required, he informs the platoon sergeant or platoon leader.

Is an expert in radio procedures and report formats such as close combat
attack call for indirect fire, or medical evacuation. Plus, the RTO is an expert
on types of field expedient antennas.

Has the frequencies and call signs on his person in a location known to all
Soldiers in the platoon.

Assists the platoon leader with information management.

Assists the platoon leader and platoon sergeant employing digital mission
command systems with the squads and platoon.

Determines his combat load prior to operations and manages battery
utilization during operations.

Duties and Responsibilities B -
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Machine Gun Teams

MACHINE GUNNER

The gunner is normally the senior member of the medium machine gun team.

During operations, the gunner—

* Is responsible for his assistant gunner and all the gun equipment.

* Is responsible for putting the gun in and out of action.

* Is the subject matter expert for information contained in FM 3-22.68.

* When attached to a rifle squad, is the subject matter expert for employment of
the medium machine gun, and advises the rifle squad leader of the best way to
employ the medium machine gun.

* Enforces field discipline while the gun team is employed tactically.

» Knows the ballistic effects of the weapon on all types of targets.

* Assists the weapons squad leader and is prepared to assume his
responsibilities.

* Understands the mission two levels up (squad and platoon).

ASSISTANT MACHINE GUNNER

The assistant gunner is the second member of the gun team. He is prepared to

assume the gunner’s role in any situation. During operations, the assistant

gunner—

* Provides a supply of ammunition to the gun when employed.

* Spots rounds and reports recommended corrections to the gunner.

* Constantly updates the weapons squad leader on the round count and
serviceability of the medium machine gun.

» Watches for Soldiers to the flanks of the target area or between the gun and
target.

* Obtains ammunition from other Soldiers who are carrying 7.62-mm machine
gun ammunition.

* Immediately assumes the role of gunner if the gunner is unable to continue his
duties.

* Understands the mission two levels up (squad and platoon).

3
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Unified Land Operations

Unified Land Operations

Seize, retain, and exploit the initiative to gain and maintain a
position of relative advantage in sustained land operations in
order to create the conditions for favorable conflict resolution

Decisive Action

offensive  defensive stability DSCA

Offensive tasks Defensive tasks

» Movement to contact * Area defense

- Search and attack « Mobile defense

- Cordon and search .

* Retrograde operations

* Attack - Delay

- Ambush - Withdrawal

- Counterattack - Retirement

- Demonstration

- Spoiling attack

- Feint Forms of the defense

- Raid +» Defense of a linear obstacle

= Perimeter defense

ot Explﬂltﬂtlﬂ" » Reverse slope defense

* Pursuit

Forms of maneuver
« Envelopment

* Flank attack

* Frontal attack

* Infiltration

* Penetration

* Turning movement

Tactical enabling tasks

Tactical mission tasks
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Unified Land Operations

Elements of decisive action and their subordinate tasks

Defensive tasks

« Area defense

* Mobile defense

* Retrograde operations

Offensive tasks

» Movement to contact
- Search and attack
- Cordon and search

« Attack - Delay

- Ambush® . - Withdrawal

= Cc:-unteratta_c.k - Retirement

- Demonsfration®

- Spoiling attack®

- Feint* Forms of the

- Raid®* defense
« Exploitation * Defense of a linear
. Pursuit obstacle

* Perimeter defense
Forms of maneuver

= Envelopment

= Flank attack

« Frontal attack

= |nfiltration

* Panetration

= Turning movement

Tactical enabling tasks

« Reverse slope defenss

Reconnaissance Security operations

operations -

+ Zone « Guard

= Area « Cover

+ Route « Area (includes

route and convoy)
* Local

+ Recon in force

Actions by friendly force
Attack-by-fire

*Also known as special purpose attacks

Troop movement

» Administrative
movement

+ Approach march

+ Road march

Encirclement
operations

Tactical mission tasks

Follow and assume

Breach Follow and support

Bypass Occupy Canalize Interdict
Clear Reduce Caontain |solate
Control Retain Defeat MNeutralize
Counterreconnaissance ~ SECUre D?HFDF Suppress
Disengage Seize Disrupt Tum
Exfiltrate Support-by-fire

Defense support of
civil authorities

Stability tasks

« Civil security

Restn tia| domestic disasters
* fEsiore essentia §

I * Provide support for

domestic chemical,
biological, radiological,
and nuclear incidents

« Provide support for

domestic civillan law
enfocemeant agencies

» Support to govemance

+ Support to economic

and infrastructure
development

+ Provide other
designated support

Mobility operations
« Breaching operations
* Clearing cperations
(area and route)
* Gap-crossing operations
» Combat roads and trails
* Forward airfields and landing zones
» Traffic operations

Relief in place
Passage of lines

Effects on enemy force
Block Fix

Unified Land Operations
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6 Wartfighting Functions (WFKFs)

* The command & control WFF is the related tasks
and a system that enable commanders to
synchronize and converge all elements of combat
power.

* The movement & maneuver WFF is the related
tasks and systems that move and employ forces to
achieve a position of relative advantage over the
enemy and other threats. Direct fire and close
combat are inherent in maneuver.

* The intelligence WFF is the related tasks and
systems that facilitate understanding the enemy,
terrain, and civil considerations.

* The fires WFF is the related tasks and systems that
provide collective and coordinated use of Army
indirect fires, air and missile defense, and joint fires
through the targeting process.

* The sustainment WFF is the related tasks and
systems that provide support and services to ensure
freedom of action, extend operational reach, and
prolong endurance.

* The protection WFF is the related tasks and
systems that preserve the force so the commander
can apply maximum combat power to accomplish
the mission.

@
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Parallel Planning

Battalion Company Platoon
MDMP TLP TLP
Receive Mission Receive Mission Receive Mission
”~
;\W
Mission Analysis Issue WARNORD Issue WARNORD
-
COA Development Make a Tentative Make a Tentative
Plan Plan
COA Analysis Initiate Movement Initiate Movement
Reconnaissance Reconnaissance
COA Approval Complete the Plan Complete the Plan
W
Order Production Issue OPORD Issue OPORD
@
Supervise and Supervise and
Refine Refine

r

@= WARNORD (Warning Order)

(©)= OPORD (Operations Order)
COA= Course of Action

MDMP= Military Decisionmaking Process
TLP= Troop Leading Procedures
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Troop Leading Procedures

Troop-Leading
Procedures
Outline

+ Type of operation

+ General location of operation
+ Initial operational time line

+ Reconnaissance to initiate

« Movement to initiate

. Receive the Mission

Initial time line, possible mission

. Issue the WARNORD
6 paragraph format (min info)

. Make a Tentative PV
a. Mission analysis

b. COA development sy

C. COA analysis e—
d. COA comparison
e. COA selection

. Initiate Movement
X0, 18G

. Conduct Reconnaissance

. Complete the Plan
Orders production

+ Planning and preparation instructions

« To include planning time line
+ Information requirements (IR and C

Mission
+ Mission, intent, concept
-1upand2up
« Purpose
= Tasks
Specified
Implied
Essential
« Constraints (requireflimit
action)
« Restated mission

CIR)

METT-TC
+ Summary of mission analysis
+ Restated mission
+ Initial risk assessment (tactical a
accidental)
+ Tentative decisive point
+ Initial commanders's intent

+ Significant conclusions

Time

+ Battalion times

+ Hard times

+ Company TLPs

« Light data

+ Enemy data

+ 113, 213 ule

« Significant
conclusions

Y

nd Terrain
« AO
« Al
+ Terrain
+ Dbstacles

| » Analysis relative combat power
| + Generate operations
« Array forces
+ Develop concept operations
« Assign responsibilities (2-5)
+ Prepare COA statement and sketch

+ Avenues of approach

+ Key terrain

« Observation & fields

of fire

+ Cover and concealment
« Weather

+ Wind

+ Precipitation

¥

« Visibility
+ Cloud coverage

|| COA Screening Criteria at end of COA Dev 4

+ Temp/humidity
« Significant conclusions

Enemy

+ General situation

+ Disposition

+ Composition

« Strength

+ Vulnerabilities

« Capabilities by
WEFF

« MPCOA &
MDCOA

+ Significant
conclusions

« High value target
list

= High pay-off target
list

Troops

» Leadership

* Morale

+ Training and
experience

+ Capabilities by
WFF elements

» Issue the Order | COAmustbe: !: + Significant
Verbal, terrain model, paper | | - Suitable + Complete I conclusions
+ Acceptable « Feasible + Purpose of the operation . Civil
. Supervise Lo Dtbaitabio ] | * PO G ANGUEF GF BN Considerations
{é:(r::t-rg:i:frsiefs + COA ;\na; St (Warsiame) | tIftJa:cr:‘ir;Ii(\:l.':epo'tnland why : g;;ac?ure
Rehearsals [Action - Reacﬁon - Counteraction] - RiSk_ amj miliga?ion E ’ gapabliﬁtielgs
PCC-1 up = check equipment « Methods i Decisive operation with task and « Organizations
PCC-2 up = company, mission + Box | Ppumase ) : EBOD‘E
. Belt | + Shaping operations with task and Events
) | purpose + Significant
~PodenUe it deph + Concept of supporting fires/assets conclusions
¢ + End state
LEGEND
18G FIRST SERGEANT METT-TC MISSION, ENEMY, TERRAIN AND WEATHER, TROOPS
AO AREA OF OPERATIONS AND SUPPORT AVAILABLE, TIME AVAILABLE, AND
Al AREA OF INTEREST CIVIL CONSIDERATIONS
CCIR COMMANDERS CRITICAL INFORMATION MPCOA MOST PROBABLE COURSE OF ACTION
REQUIREMENT PCC PRE COMBAT CHECKS
COA COURSE OF ACTION TLPs TROOP LEADING PROCEDURES
IR INFRARED WFF WARFIGHTING FUNCTION
MDCOA MOST DANGEROUS COURSE OF ACTION X0 EXECUTIVE OFFICER

Normally, the first three steps of TLPs occur in order. However, the sequence of

subsequent steps is based on the situation. The tasks involved in some steps (e.g.,

initiate movement and conduct reconnaissance) may occur several times. The last
step, supervise and refine, occurs throughout.
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1/3 — 2/3 Rule

The “One Thirds Two Thirds” rule 1s an
important rule for military leaders to follow for
mission planning. The rule states that a military
leader should not spend more than 1/3 of their
available time for planning the mission. The
remaining 2/3 of the time is for their
subordinates to do their mission
planning/preparation.

1. Determine SP time
* This is determined by conducting a hasty mission
analysis (use METTTC) to determine how long it will
take you to accomplish the mission after you SP (crossing
LD)

2. Backwards plan from SP time to determine

total time available

* 1/3 of that time is for planning (Brief your OPORD NLT
than the 1/3 mark)

* 2/3 1s for preparation

| | Movement to OBJ

Actions

Now OPORD Cross
on OBJ

T Brief LD

You just received the mission

(98]
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METT-TC

Mission. Commanders and staffs view all of the mission variables in terms of
their impact on mission accomplishment. The mission is the task, together with
the purpose, that clearly indicates the action to be taken and the reason for the
action. It is always the first variable commanders consider during decision-
making. A mission statement contains the, who, what, when, where, and why of
the operation.

Enemy. The second variable to consider is the enemy dispositions (including
organization, strength, location, and tactical mobility), doctrine, equipment,
capabilities, vulnerabilities, and probable courses of action.

Terrain and weather. Terrain and weather analysis are inseparable and
directly influence each other’s impact on military operations. Terrain includes
natural features (such as rivers and mountains) and man-made features (such as
cities, airfields, and bridges). Commanders analyze terrain using the five
military aspects of terrain, observation and fields of fire, avenues of approach,
key and decisive terrain, obstacles, cover and concealment (OAKOC). The
military aspects of weather include visibility, wind, precipitation, cloud cover,
temperature, and humidity.

Troops and support available. This variable includes the number, type,
capabilities, and condition of available friendly troops and support. This
includes supplies, services, and support available from joint, host nation and
unified action partners. They also include support from civilians and
contractors employed by military organizations, such as the Defense Logistics
Agency and the Army Materiel Command.

Time available. Commanders assess the time available for planning, preparing,
and executing tasks and operations. This includes the time required to
assemble, deploy, and maneuver units in relationship to the enemy and
conditions.

Civil considerations. Civil considerations are the influence of manmade
infrastructure, civilian institutions, and activities of the civilian leaders,
populations, and organizations within an area of operation on the conduct of
military operations. Civil considerations comprise six characteristics, expressed
as ASCOPE: areas, structures, capabilities, organizations, people, and events.
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OAKOC

Obstacles -Leaders identify existing (inherent to terrain and either
natural or man-made) and reinforcing (tactical or protective) obstacles
limiting mobility in his area of operation. Reinforcing obstacles are
constructed, emplaced, or detonated by military force.

Avenues of Approach- An avenue of approach is an air or ground
route of an attacking force leading to an objective or key terrain.
Avenues of approach are classified by type (mounted, dismounted, air,
or subterranean), formation, and speed of largest unit traveling on it.

Key Terrain- Key terrain is locations or areas whose seizure,
retention, or control gives a marked advantage to either combatant. It
is a conclusion, usually arrived at after enemy analysis and COA
development, rather than an observation.

Observation and Fields of Fire- The leader identifies locations along
each avenue of approach providing clear observation and fields of fire
for both the attacker and defender. He analyzes the area surrounding
key terrain, OBJs, engagement area, and obstacles. He locates
intervisibility lines (ridges or horizons which can hide equipment or
personnel from observation). He assesses the ability of the attacking
force to overwatch or support movement (with direct fire). An
intervisibility line analysis enables the leader to visualize the profile
view of terrain when only a topographic product (map) is provided.

Cover and Concealment- [eaders look at the terrain, foliage,
structures, and other features along avenues of approach (and on
objectives or key terrain) to identify sites offering cover (protection
from the effects of direct and indirect fire) and concealment
(protection from observation). In the defense, weapon positions must
be both lethal to the enemy and survivable to the Soldier. Cover and
concealment is just as vital as clear fields of fire. Cover and
concealment can be either part of the environment or something
brought in by the unit to create the desired effect. Both offensive and
defensive considerations must be made.
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ASCOPE

Areas - Key civilian areas are localities or aspects of the terrain within an area of operations (AO) that
are not normally militarily significant. This characteristic approaches terrain analysis (OAKOC) from a
civilian perspective such as areas defined by political boundaries, such as districts within a city or
possible sites for the temporary settlement of dislocated civilians or other civil functions.

Structures - Existing structures can play many significant roles. Some structures, such as bridges,
communications towers, power plants, and dams are traditional high-payoff targets. Others, such as
churches, mosques, national libraries, and hospitals are cultural sites that international law or other
agreements generally protect. Still others are facilities with practical applications such as jails,
warehouses, television and radio stations, and print plants that may be useful for military purposes.
Some aspects of the civilian infrastructure, such as the location of toxic industrial materials, may
influence operations.

Capabilities - Capabilities can refer to the ability of local authorities— those of the host nation, aggressor
nation, or some other body—to provide the population with key functions or services, such as public
administration, public safety, emergency services, and food. Primary capabilities include those areas
that the population may need help with after combat operations, such as public works and utilities,
public health, economics, and commerce. Capabilities also refer to resources and services that can be
contracted to support the military mission, such as interpreters, laundry services, construction
materials, and equipment.

Organizations - Organizations are nonmilitary groups or institutions in the AO. They influence and
interact with the population, the force, and each other. Some organizations may be indigenous to the
area such as church groups, fraternal organizations, patriotic or service organizations, labor unions,
criminal organizations, and community watch groups. Other organizations may come from outside the
AO such as multinational corporations, United Nations agencies, U.S. governmental agencies, and
nongovernmental organizations, e.g. the International Red Cross.

People - People is a general term used to describe nonmilitary personnel encountered by military forces.
The term includes all civilians within an AO as well as those outside the AO whose actions, opinions, or
political influence can affect the mission. Individually or collectively, people can affect a military
operation positively, negatively, or neutrally. In stability tasks, Army forces work closely with civilians of
all types.

Events - Events are routine, cyclical, planned, or spontaneous activities that significantly affect
organizations, people, and military operations. Examples include national and religious holidays;
agricultural crops, livestock, and market cycles; elections; civil disturbances; and celebrations.

(o)
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Warning Order (WARNO)

1. SITUATION
* Area of Interest
» Area of Operations
« Enemy Forces
« Attachments and Detachments

2. MISSION
« Who
« What
« When
« Where
« Why

3. EXECUTION
« Concept of Operations
« Tasks to Subordinate Units

« Coordinating Instructions
* Timeline (apply 1/3 2/3 rule)

4. SUSTAINMENT
« Logistics
« Personnel Services Support
+ Army Health Systems Support

5. COMMAND AND SIGNAL
« Command
« Control
« Signal
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Operation Order/OPORD

1. SITUATION
+ Area of Interest

4. SUSTAINMENT

, » Logistic
. Are_a _lq_:;frr{;?neratmns - Maintenance
- Weather - Transpun_atmn
+ Enemy Forces - field Services
- Latest Intelligence » Personnel Services Support
+ Friendly Forces - Handling of EPW
- Two Levels up » Army Health Systems Support
- One Level up - Medical / Casualty Evacuations
- Adjacent Units - Preventive Medicine
« Attachments and Detachments
- Who / Why 5. COMMAND AND SIGNAL
« Command
2. MISSION - Location of Leaders
» Who » Control
» What - Command Post Location
» When » Signal
» Where - Radio Frequencies
» Why - Passwords / Running Passwords

- Pyrotechnic Signals
3. EXECUTION
« Commander’s Intent
« Concept of Operations
» Scheme of Movement and Maneuver
- Explain from Start to Finish

» Tasks to Subordinate Units Use a terrain model or
» Coordinating Instructions sketch along with a map
- Time Schedule to explain the order.
-CCIR, PIR, FFIR, EEF When possible, such as
- Risk Reduction Control Measures : :
- ROE in the defense, give the
- Environment Considerations order while observing
- Force Protection the objective.
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Fragmentary Order/FRAGO

FRAGMENTARY ORDERS (FRAGO). A
FRAGQO 1s an abbreviated form of an operations
order, usually issued on a day-to-day basis that
eliminates the need for restating information
contained 1n a basic operations order. It 1s issued
after an OPORD to change or modify that order
or to execute a branch or sequel to that order.
Only address elements that have changed.

Elements common to all patrols

* Aid and Litter Teams: locate, treat, and evacuate casualties

* Detainee Teams: process detainees using 5 Ss
(search/silence/segregate/speed/safeguard)

*Surveillance Teams: establish and maintain covert observation of an
OBJ

* En route Recorder: records all information collected during patrol

* Compass and Pace Man: uses terrain-association, dead-reckoning,
and/or GPS

* Assault Teams: close with the enemy on the OBJ or clear the
ambush kill zone

* Support Teams: provide direct fire in support of the breach/assault
teams.

* Breach Teams: the assault team in getting to the objective.

*Search Teams: conduct a cursory or detailed search of the objective
area.

O
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Rehearsals

Leaders may use several types of rehearsals, which
include:
* Backbrief
* Combined arms rehearsal
* Support rehearsal
* Battle drill or standard operating procedure
rehearsal

METHODS OF REHEARSALS
Rehearsals should follow the crawl-walk-run training
methodology whenever possible. This prepares the
platoons and subordinate elements for increasingly
difficult conditions. (Refer to FM 6-0 for more
information).Units can conduct these forms of
rehearsals if mission variables permit—

* Full-dress rehearsal

* Reduced-force rehearsal (key leader, squad

leaders, etc.)

* Terrain-model rehearsal

* Digital terrain-model rehearsal

 Sketch-map rehearsal

* Map rehearsal

* Network rehearsal
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PCCs and PClIs

* PCCs and PCls are critical to the success of missions. These checks
and inspections are leader tasks and cannot be delegated below the
team leader level. Soldiers conduct checks on themselves and on
battle buddies, leaders conduct the inspections.

* PCCs and PCIs must be planned and annotated on the TLPs

* They ensure the Soldier is prepared to execute the required
individual and collective tasks supporting the mission. Checks and
inspections are part of the TLP protecting against shortfalls
endangering Soldiers’ lives and jeopardize the execution of a
mission.

* PCCs and PCIs must be tailored to the specific unit and mission
requirements. Each mission and each patrol may require a separate
set of checklists. Each element will have its own established set of
PCCs and PCls, but each platoon within its element will have
identical checklists. Weapons squads will have a different checklist
than line squads, but each weapon squad within an organization will
be the same.

* One of the best ways to ensure PCCs and PCls are complete and
thorough 1s with full-dress rehearsals. These rehearsals, run at
combat speed with communication and full battle-equipment, allow
the leader to envision minute details, as they will occur in the area of
operation. If the operation is to be conducted at night, Soldiers
should conduct full-dress rehearsals at night, as well. PCCs and PCls
should include back briefs on the mission, the task and purpose of
the mission, and how the Soldiers’ role fits into the scheme of
maneuver. The Soldiers will know the latest intelligence updates,
ROE, be versed in medical and casualty evacuation procedures and
sustainment requirements.

* Table below lists sensitive items, high dollar value items, issued
pieces of equipment, and supplies. This table is meant to spur
thought—it’s not a final list.

Planning D-11



PCCs and PClIs

1D card/ID tags

Canteens/MOLLE
hydration bladder

Ammunition/magazines
Individual weapons
Protective mask

All clothing items in
packing list

Flashlights

Radios and hackup
communications

Call for fire procedures

9- line medical evacuation
procedures

Night vision goggles
maounting plate

Poncho

Improved rain suit top and
bottom

Litter

Protractorimap
Bayonet and scabbard
Lensatic compass
Notebook/pen/pencil
Tripods

Pintles

Counter-radio electronic
warfare device

T&E mechanisms
Spare barrels

Spare barrel hags
Extraction tools
Ashestos gloves

Barrel changing handles
Headspace and timing
gauges

V3-17 panel

Vehicle tools (if
applicable)

Binoculars

Earplugs

Weapons cleaning kit
Meals/food

Flexi cuffs

Visual/language
translator card

Water purification tablets
Watch

Lip balm/sunscresn
Concertina wire gloves

Equipment packed
according to SOP

Camouflage stick

Grappling hook

5ling sets

Pick-up zone marking
kit

Radio's

GPS/Laser range finder
Handheld microphones
Night vision devices

Batteries and spare
hatteries

Improved outer tactical
vest

MOLLE ruck/assault
pack systems

Knee and elbow pads
Ballistic spectacles
Insect repellent
Infrared Strobe

Advanced combat
helmet

Chemical lights
Combat boots
Entrenching tool
Weapon tie downs

+ Combat Lifesaver
hags
Pocket mirror
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Tactical Mission Tasks

Tactical mission tasks: are the specific activity
performed by a unit while executing a form of tactical
operation or form of maneuver. It may be expressed
in terms of either actions by a friendly force or effects
on an enemy force. They describe the results or
effects the commander wants to achieve- the what
and why of a mission statement. The what 1s an effect
that is normally measurable. The why of a mission
statement provides the mission’s purpose.

Actions by friendly force
Attack-by-fire Follow and assume
Breach Follow and support
Bypass Occupy
Clear Reduce
Control Retain
Counterreconnaissance Sef:ure
Disengage Seize |
Exfiltrate Support-by-fire

Effects on enemy force
Block Fix
Canalize Interdict
Contain Isolate
Defeat Neutralize
Destroy Suppress
Disrupt Turn
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Tactical Mission Tasks

TASK

SYMBOL

DEFINITION

AMBUSH

An attack by fire or other destructive means from concealed positions on a
moving or temporarily halted enemy.

ATTACK BY
FIRE

\ | /wluy

A tactical mission task in which a commander uses direct fires, supported
by indirect fires, to engage an enemy force without closing with the enemy
to destroy, suppress, fix, or deceive that enemy

BLOCK

A tactical mission task that denies the enemy access to an area or prevents
his advance in a direction or along an avenue of approach. Block is also an
obstacle effect that integrates fire planning and obstacle effort to stop an
attacker along a specific avenue of approach or to prevent the attacking
force from passing through an engagement area.

BREACH

A tactical mission task in which the unit employs all available means to
break through or establish a passage through an enemy defense, obstacle,
minefield, or fortification.

BYPASS

A tactical mission task in which the commander directs his unit to maneuve
around an obstacle, position, or enemy force to maintain the momentum of
the operation while deliberately avoiding combat with an enemy force

CANALIZE

A tactical mission task in which the commander restricts enemy movement
to a narrow zone by exploiting terrain coupled with the use of obstacles,
fires, or friendly maneuver

CLEAR

A tactical mission task that requires the commander to remove all enemy
forces and eliminate organized resistance within an assigned area

CONTAIN

A tactical mission task that requires the commander to stop, hold, or
surround enemy forces or to cause them to center their activity on a given
front and prevent them from withdrawing any part of their forces for use
elsewhere

CONTROL

A tactical mission task that requires the commander to maintain physical
influence over a specified area to prevent its use by an enemy or to create
conditions necessary for successful friendly operations

COUNTER-
ATTACK

Attack by part or all of a defending force against an enemy attacking force,
for such specific purposes as regaining ground lost, or cutting off or
destroying enemy advance units, and with the general objective of denying
to the enemy the attainment of the enemy’s purpose in attacking. In
sustained defensive operations, it is undertaken to restore the battle position
and is directed at limited objectives

DELAY

A form of retrograde in which a force under pressure trades space for time
by slowing the enemy’s momentum and inflicting maximum damage on the
enemy without, in principle, becoming decisively engaged

Planning
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Tactical Mission Tasks

TASK

SYMBOL

DEFINITION

DEMONSTRA
TION

T

<—t:E|'.'|—~”H

The demonstration is an attack to deceive the enemy about the location o
the decisive operation or main attack. This purpose is very similar to that
of a feint, but the friendly force does not seek to make contact with the
enemy.

NV

Destroy is a tactical mission task that physically renders an enemy force combat
ineffective until it is reconstituted. Alternatively, to destroy a combat system is to

DESTROY damage it so badly that it cannot perform any function or be restored to a usable
/ \ condition without being entirely rebuilt.
DEFEAT N/A A tactical mission tasks that occurs when an enemy force has temporarily or permanently

lost the physical means or will to fight.

DISENGAGE /
DISENGEMEN
T

A tactical mission task where a commander has his unit break contact
with the enemy to allow the conduct of another mission or to avoid
decisive engagement.

DISRUPT

A tactical mission task in which a commander integrates direct and indirect fires, terrain,
and obstacles to upset an enemy’s formation or tempo, interrupt his timetable, or cause
his forces to commit prematurely or attack in piecemeal fashion. 2. An obstacle effect
that focuses fire planning and obstacle effort to cause the enemy to break up his
formation and tempo, interrupt his timetable, commit breaching assets prematurely, and
attack in a piecemeal effort.

ENVELOPME
NT

A form of maneuver in which an attacking force seeks to avoid the
principal enemy defenses by seizing objectives behind those defenses
that allow the targeted enemy force to be destroyed in their current
positions

EXFILTRATE

A tactical mission task where a commander removes Soldiers or units
from areas under enemy control by stealth, deception, surprise, or
clandestine means

EXPLOIT

An offensive task—usually following a successful attack —designed to
disorganize the enemy in depth. Conducted at BN level or higher.

FEINT

A feint is a form of attack used to deceive the enemy of the location or
time of the actual decisive operations or main attack. Its purpose is to
deceive the enemy and cause him to react in a particular way; such as by
repositioning forces, committing its reserve, or shifting fires.

FIX

A tactical mission task where a commander prevents the enemy from
moving any part of his force from a specific location for a specific
period. Fix is also an obstacle effect that focuses fire planning and
obstacle effort to slow an attacker’s movement within a specified area,
normally an engagement area.

FOLLOW AND,
ASSUME

A tactical mission task in which a second committed force follows a
force conducting an offensive operation and is prepared to continue the
mission if the lead force is fixed, attrited, or unable to continue.

FOLLOW AND,
SUPPORT

A tactical mission task in which a committed force follows and supports
a lead force conducting an offensive operation.

INFILTRATE

A form of maneuver in which an attacking force conducts undetected
movement through or into an area occupied by enemy forces to occupy
a position of advantage in the enemy rear while exposing only small
elements to enemy defensive fires.

Planning
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Tactical Mission Tasks

TASK | SYMBOL DEFINITION
= b b
INTERDICT \ A tactical mission task where the commander prevents, disrupts, or
’,/ delays the enemy’s use of an area or route.
{4’\:‘}\ A tactical mission task that requires a unit to seal off—both physically
ISOLATE , and psychologically—an enemy from his sources of support, deny an
":\&/‘?;-" enemy freedom of movement, and prevent an enemy unit from having
contact with other enemy forces.
NEUTRALIZE \‘\ A tactical mission task that results in rendering enemy personnel or
x"\\ materiel incapable of interfering with a particular operation.
P A tactical mission task that involves a force moving a friendly force
OCCUPY 0 into an area so that it can control that area. Both the force’s movement
\__F/r to and occupation of the area occur without enemy opposition.
PASS&%]; OF I.f/_ A tactical enabling operation in which one unit moves through another
(FORWARD) l\\‘hPﬂ-‘J unit’s positions with the intent of moving into or out of enemy contact.
PASLS&(EISE OF ._\'| A tactical enabling operation in which one unit moves through another
unit’s positions with the intent of moving into or out of enemy contact.
(REAR) {—mmj P 8 Y
PENEI?/LATIO . A form of maneuver in which an attacking force seeks to rupture
PENETRATE enemy defenses on a narrow front to disrupt the defensive system.
An operation in which, by direction of higher authority, all or part of a
TR unit is replaced in an area by the incoming unit. The responsibilities of
RELIEF IN P Y g P
PLACE ] the replaced elements for the mission and the assigned area of
operations are transferred to the incoming unit. The incoming unit
continues the operation as ordered.
ol
Yo _JY», A tactical mission task in which the commander ensures that a terrain
RETAIN R feature controlled by a friendly force remains free of enemy
W occupation or use.
RETIREMEN “\I A form of retrograde in which a force out of contact moves away from
T the enemy.
re’ Y
/—\\. A tactical mission task that involves preventing a unit, facility, or
SECURE 5 geographical location from being damaged or destroyed as a result of
N/ enemy action.
Security operations are those operations undertaken by a commander
SECURITY s l___l - to provide early and accurate warning of enemy operations, to provide
SC::SCC(;‘\‘}EE S S the force being protected with time and maneuver space within which
G=GUARD to react to the enemy, and to develop the situation to allow the
commander to effectively use the protected force.
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Tactical Mission Tasks & FCMs

TASK | SYMBOL DEFINITION
= . . : . .
[a]f~s A tactical mission task that involves taking possession of a
SEIZE = : . :
\ designated area using overwhelming force.
k'

A tactical mission task in which a maneuver force moves to a

SUPPORT . . . .
position where it can engage the enemy by direct fire in support of

BY FIRE : .

~h another maneuvering force.
" A tactical mission task that results in temporary degradation of the
SUPPRESS f,ﬁi performance of a force or weapons system below the level needed to
S accomplish the mission.
1. A tactical mission task that involves forcing an enemy force from
—T one avenue of approach or mobility corridor to another. 2. A tactical
TURN \ obstacle effect that integrates fire planning and obstacle effort to
divert an enemy formation from one avenue of approach to an
adjacent avenue of approach or into an engagement area.
A planned retrograde operation in which a force in contact
WITHDRAW \ disengages from an enemy force and moves in a direction away from
) the enemy.
-
WITHDRAW| < ¥
UNDER N
PRESSURE -/

FIRE CONTROL MEASURES (FCM5s)

TERRAIN-BASED FIRE CONTROL

THREAT-BASED FIRE CONTROL

MEASURES

MEASURES

TRP

ROE

Engagement area

Weapons ready posture

Sector of fire

Weapons safety posture

Direction of fire

Weapons control status

Terrain-based quadrant

Engagement priorities

Friendly-based quadrant Trigger

MEL: RFL: FPL Engagement techniques; fire patterns;
target array

LEGEND

FPL - final protective line; MEL — maximum engagement ling; RFL — restrictive fire line; ROE -
rules of engagement; TRP — target reference point
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Symbols and Graphics

V4 Team
® Squad
® ® scction
® ® ® paioon/detachment
| Company/Battery/Troop
i1 Battalion/Squadron
11l Regiment/Group
p 4 Brigade
XX  Division
XXX Corps
X XXX Army

Infantry<é§>

Mech Infantry

Armor@
Engineer <I—|>
Artillery@
Aviation®
Cavalry @
Medical@

Military Intelligence

=

BB NHREN

w

o2]
]

@

Military Police
Special Forces @
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Friendly
Enemy
PY @
Friendly Enemy
Infantry Infantry
Squad Squad
| | Howitzer
O
Rifle
Mortar
O

O

D Grenade Launchers

Machine Gun
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/AL Rocket Launcher




Decisive Point & Decisive/Shaping Operations

KEY DEFINITIONS

Decisive Point: geographic place, specific key event, critical factor, or function
that, when acted upon, allows commander’s (leaders) to gain a marked
advantage over an adversary or contribute materially to achieving success.
Decisive Operation: Element /operation that directly accomplishes the mission.
Shaping Operation: Element/operation that establishes conditions for the DO
through effects on enemy, other actors, or terrain.

IDENTIFYING TENTATIVE DECISIVE POINTS

A-106. Identifying a tentative decisive point and verifying it during COA development is the
most important aspect of the TLP. Visualizing a valid decisive point is how the leader
determines how to achieve success and accomplish his purpose. The leader develops his
entire COA from the decisive point. Without determining a valid decisive point, the leader
cannot begin to develop a valid or tactically sound COA. The leader, based on his initial
analysis of METT-TC, his situational awareness, his vision, and insight into how such factors
can affect the unit's mission, should visualize where, when, and how his unit's ability to
generate combat power (firepower, protection, maneuver, leadership, and information) can
overwhelm the enemy's abilities to generate combat power. The decisive point might orient
on terrain, enemy, time, or a combination of these. The decisive point might be where or
how, or from where, the unit will combine the effects of combat power against the enemy.
The decisive point might be the event or how action (with respect to terrain, enemy, or
time, and generation of combat power) will ultimately and irreversibly lead to the unit
achieving its purpose.

A-107. The decisive point does not simply restate the unit's essential task or purpose; it
defines how, where, or when the unit will accomplish its purpose. The unit's decisive
operation always focuses at the decisive point, and always accomplishes the unit's purpose.
Designating a decisive point is critical to the leader's vision of how he will use combat power
to achieve the purpose, how he will task-organize his unit and how his shaping operations will
support the decisive operation, and how the decisive operation will

accomplish the unit's purpose. This tentative decisive point forms the basis of his planning
and COA development; it also forms the basis of communicating the COA to his
subordinates. The leader should clearly explain what the decisive point is to his
subordinate leaders and why it is decisive; this objective, in conjunction with his
commander's intent, facilitates subordinate initiative. A valid decisive point enables the leader
to clearly and logically link how the application of combat power elements with respect to
terrain, enemy, and time allows the unit to accomplish its purpose. If the leader determines his
tentative decisive point is not valid during COA development or analysis, then he must
determine another decisive point and restart COA development.
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Decisive Point & Decisive/Shaping Operations

Squad Attack (Example)

» Hypothetical Mission: Attack OBJ “X” to find and destroy the enemy’s IED cell
IOT prevent the enemy from emplacing IEDs along Route Timber

* Decisive Point (DP): When the Assault element gains a foothold onto OBJ “X’s”
flank (e.g., one of Bravo Team’s buddy teams is now on OBJ “X” and they are using
fire and movement to clear/destroy the enemy there)

* Why it’s Decisive: At this point the enemy is being suppressed/fixed by
direct fire (from the SBF) and indirect fire (from mortars/artillery) AND the
assault element is clearly able to close with and destroy the enemy

* Does this DP “ultimately and irreversibly lead to the unit achieving its
purpose”...YES

* Decisive Operation (DO)

* Who: Assault Element

* Task: Destroy/Clear/Neutralize

* Purpose: “insert squad’s purpose from squad’s mission statement”

* Shaping Operation (SO)

* Who: Support Element

* Task: Suppress/Fix

* Purpose: Provide Freedom of Maneuver (FOM) for the DO

Squad Recon (Example)

» Hypothetical Mission: Conduct an area reconnaissance of OBJ “X” IOT
confirm/deny the presence of SAPA fighters in the village
* Decisive Point (DP): When one of the two R&S teams occupies their vantage point
overlooking OBJ “X”
* Why it’s Decisive: At this point we now have two separate elements (1x
S&O and 1x R&S team) observing OBJ “X” from two separate angles; which
allows us to effectively answer our PIR(s)
* Does this DP “ultimately and irreversibly lead to the unit achieving its
purpose”...YES
* Decisive Operation (DO)
* Who: The Fire Team that the R&S teams are coming from
* Task: Conduct reconnaissance/surveillance
* Purpose: “insert squad’s purpose from squad’s mission statement”
* Shaping Operation (SO)
* Who: The Fire Team that provides S&O and security
* Task: Suppress/Secure
* Purpose: Provide Freedom of Maneuver (FOM) for the DO
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Decisive Point & Decisive/Shaping Operations

Squad Ambush (Example)

* Hypothetical Mission: Conduct an ambush along Route Timber IOT destroy the SAPA
IED emplacement team
e If terrain allows M240B/claymore to be the close to kill zone (M240B/claymore is in a
destroying capacity at this range; you are too close to the Kkill zone to use indirect fires)
* Decisive Point (DP): When the M240B/claymore is in position and ready to clearly
engage whatever enters the kill zone
* Why it’s Decisive: At this point your most casualty producing weapon
(M240B/claymore) is close enough to destroy anything that enters killzone
* Does this DP “ultimately and irreversibly lead to the unit achieving its
purpose”...YES
* Decisive Operation (DO)
* Who: Fire team with attached M240B/claymore
* Task: Attack by Fire
* Purpose: “insert squad’s purpose from squad’s mission statement”
e Shaping Operation (SO)
* Who: Security Element
* Task: Secure
* Purpose: Provide Early Warning

¢ If terrain forces M240B/claymore position to be far away from Kkill zone (M240B is in a
fixing/suppressing capacity at this range)

* Decisive Point (DP): When the Assault element gains a foothold onto the kill zone
(e.g., one buddy team is in the kill zone and they are using fire and movement to
clear/destroy the enemy there)

* Why it’s Decisive: At this point the enemy is being suppressed/fixed by
direct fire (from the SBF) and indirect fire (from mortars/artillery) AND the
assault element is clearly able to close with and destroy the enemy

* Does this DP “ultimately and irreversibly lead to the unit achieving its
purpose”...YES

* Decisive Operation (DO)

* Who: Assault Element

* Task: Destroy/Clear/Neutralize

* Purpose: “insert squad’s purpose from squad’s mission statement”

e Shaping Operation (SO 1)

* Who: Support Element

* Task: Suppress/Fix

* Purpose: Provide Freedom of Maneuver (FOM) for the DO

e Shaping Operation (SO 2)

* Who: Security Element

* Task: Secure/Block

* Purpose: Provide Early Warning
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Decisive Point & Decisive/Shaping Operations

Squad Movement to Contact (Example)

* Hypothetical Mission: Conduct a MTC towards OBJ “X” to find and destroy
the enemy’s IED cell IOT prevent the enemy from emplacing IEDs along
Route Timber

* Decisive Point (DP): When the Assault element has deployed on the enemy’s
flank and is executing fire and movement against the fixed enemy

* Why it’s Decisive: At this point the enemy is being suppressed/fixed in
their positions by direct fire (from the SBF) and indirect fire (from
mortars/artillery) AND the assault element is clearly able to close with
and destroy the enemy

* Does this DP “ultimately and irreversibly lead to the unit achieving its
purpose”...YES

* Decisive Operation (DO)

* Who: Assault Element

* Task: Destroy/Clear/Neutralize

* Purpose: “insert squad’s purpose from squad’s mission statement”

* Shaping Operation (SO)

* Who: Support Element

* Task: Suppress/Fix

* Purpose: Provide Freedom of Maneuver (FOM) for the DO
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Decisive Point & Decisive/Shaping Operations

Platoon Attack/Raid (Example)

* Hypothetical Mission: Attack OBJ “X” to find and destroy the enemy’s IED
cell IOT prevent the enemy from emplacing IEDs along Route Timber

* Decisive Point (DP): When the Assault element gains a foothold onto OBJ
“X’s” flank (e.g., one of “X” Squad’s fire teams is now on OBJ “X” and they
are using fire and movement to clear/destroy the enemy there)

* Why it’s Decisive: At this point the enemy is being suppressed/fixed by
direct fire (from the SBF) and indirect fire (from mortars/artillery) AND
the assault element is clearly able to close with and destroy the enemy

* Does this DP “ultimately and irreversibly lead to the unit achieving its
purpose”...YES

* Decisive Operation (DO)

* Who: Assault Element

* Task: Destroy/Clear/Neutralize

* Purpose: “insert platoon’s purpose from platoon’s mission statement”

* Shaping Operation 1 (SO1)

* Who: Support Element (SBF)

* Task: Suppress/Fix

* Purpose: Provide Freedom of Maneuver (FOM) for the DO

* Shaping Operation 2 (SO2)

* Who: Breach Element (if needed)

» Task: Breach

* Purpose: Allow/Pass DO onto the OBJ

* Shaping Operation 3 (SO3)

* Who: Security Element (if needed)

* Task: Secure/Isolate/Block

* Purpose: Provide Early Warning OR Deny enemy reinforcements
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Decisive Point & Decisive/Shaping Operations

Platoon Ambush (Example)

* Decisive Point (DP): When the Assault element gains a foothold onto the kill
zone (e.g., one fire team from the assault squad is in the kill zone and they are
using fire and movement to clear/destroy the enemy there)

* Why it’s Decisive: At this point the enemy is being suppressed/fixed
by direct fire (from the SBF) and indirect fire (from mortars/artillery)
AND the assault element is clearly able to close with and destroy the

enemy
* Does this DP “ultimately and irreversibly lead to the unit achieving its
purpose”...YES

* Decisive Operation (DO)

* Who: Assault Element

* Task: Destroy/Clear/Neutralize

* Purpose: “insert platoon’s purpose from platoon’s mission statement”
* Shaping Operation (SO 1)

* Who: Support Element

* Task: Suppress/Fix

* Purpose: Provide Freedom of Maneuver (FOM) for the DO
» Shaping Operation (SO 2)

* Who: Security Element

* Task: Secure/Isolate/Block

* Purpose: Provide Early Warning OR Deny enemy reinforcements

*%% Attention ***

If terrain allows you to get very close to the killzone, your DO can be
the claymore/M240 element as that element will be able to
accomplish the platoon’s mission WITHOUT actually assaulting onto
the OBJ (their task would be “attack by fire). See page D-21 for
additional information.
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Decisive Point & Decisive/Shaping Operations

Platoon Recon (Example)

* Hypothetical Mission: Conduct an area reconnaissance of OBJ “X” [OT
confirm/deny the presence of SAPA fighters in the village
* Decisive Point (DP): When one of the two R&S elements occupies their
vantage point overlooking OBJ “X”
* Why it’s Decisive: At this point you now have two separate elements
(1x S&O and 1x R&S element) observing OBJ “X” from two separate
angles; which allows us to effectively answer our PIR(s)
* Does this DP “ultimately and irreversibly lead to the unit achieving its
purpose”...YES
* Decisive Operation (DO)
* Who: The 2x R&S elements
* Task: Conduct reconnaissance/surveillance
* Purpose: “insert platoon’s purpose from platoon’s mission statement”
* Shaping Operation 1 (SO1)
* Who: S&O and security positions
* Task: Suppress/Secure
* Purpose: Provide Freedom of Maneuver (FOM) for the DO
* Shaping Operation 2 (SO2)
* Who: Reserve element at ORP
* Task: Be prepared to join the fight in case platoon gets compromised by
enemy (Suppress/Secure/Neutralize, etc.)
* Purpose: Provide FOM for DO...OR... Destroy High Value Target
(HVT) identified on OBJ
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Decisive Point & Decisive/Shaping Operations

Platoon Movement to Contact (Example)

* Hypothetical Mission: Conduct a MTC towards OBJ “X” to find and destroy
the enemy’s IED cell IOT prevent the enemy from emplacing IEDs along
Route Timber

* Decisive Point (DP): When the Assault element has deployed on the enemy’s
flank and is executing fire and movement against the fixed enemy

* Why it’s Decisive: At this point the enemy is being suppressed/fixed in
their positions by direct fire (from the SBF) and indirect fire (from
mortars/artillery) AND the assault element is clearly able to close with
and destroy the enemy

* Does this DP “ultimately and irreversibly lead to the unit achieving its
purpose”...YES

* Decisive Operation (DO)

* Who: Assault Element

* Task: Destroy/Clear/Neutralize

* Purpose: “insert platoon’s purpose from platoon’s mission statement”

* Shaping Operation 1 (SO 1)

* Who: Support Element

* Task: Suppress/Fix

* Purpose: Provide Freedom of Maneuver (FOM) for the DO

* Shaping Operation 2 (SO 2)

* Who: Reserve Element

* Task: Be prepared to join the fight in case the enemy engages your
platoon from an additional location (unexpectedly)

* Purpose: Retain/Regain the initiative from the enemy
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Oftense

The leader seizes, retains, and exploits the initiative when conducting offensive
tasks. Even when conducting primarily defensive tasks, taking the initiative from
the enemy requires offensive tasks that are force- or terrain-oriented. Force-
oriented tasks focus on the enemy. Terrain-oriented tasks focus on seizing and
retaining control of terrain and facilities.

Characteristics of the Offense

The Infantry platoon and squad gains and maintains the initiative and keeps
constant pressure on the enemy throughout its area of operation. Success in the
offense greatly depends upon the proper application of the characteristics of the
offense discussed in the following paragraphs.

1) Audacity is a simple plan of action, boldly executed. Audacity inspires
Soldiers to overcome adversity and danger. It is a key component of all offensive
actions, increasing the chance for surprise. Audacity depends upon the leader’s
ability to see opportunities for action, decide in enough time to seize
opportunities, and accept prudent risks. Leaders understand when and where to
take risks, plan, and execute boldly.

2) Concentration is the massing of overwhelming effects of combat power to

achieve a single purpose. Leaders balance the necessity for concentrating forces

to mass effects against the need to disperse forces in order to avoid creating

lucrative targets. Advances in ground, air mobility, target acquisition, and long-

range precision fires enable attackers to concentrate effects. Mission command

systems provide reliable, relevant information that assist commanders in

determining when to concentrate forces to mass effects. The Infantry platoon and

squad achieves concentration through—

* Careful planning and coordination based on a thorough terrain and enemy
analysis, plus accurate reconnaissance.

* Designation of a main effort and allocation of resources to support it.

* Continuous information flow.

* Massing firepower using long-range precision fires and maneuver.

Offense
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Characteristics of the Offense

3) Surprise is achieved by attacking the enemy at a time or place they
do not expect or in a manner for which they are unprepared.
Estimating the enemy commander’s intent and denying the ability to
gain thorough and timely situational understanding are necessary to
achieve surprise. Unpredictability and boldness help gain surprise. The
direction, timing, and force of attack also help achieve surprise.
Surprise delays enemy reactions, overloads and confuses his command
and control systems, induces psychological shock in enemy soldiers
and leaders, and reduces the coherence of defensive missions. By
diminishing enemy combat power, surprise enables the attackers to
exploit enemy paralysis and hesitancy. The Infantry platoon and squad
achieve surprise by—
* QGaining and maintaining information dominance by conducting
thorough information collection and counterreconnaissance efforts.
 Striking the enemy from an unexpected direction, at an unexpected
time, and by unique combinations of movement with units that
cross all types of terrain.
* Quickly changing the tempo of operations.
* Being unpredictable.

4) Tempo is the relative speed and rhythm of military operations over
time with respect to the enemy. Controlling or altering tempo is
necessary to retain the initiative. A faster tempo allows attackers to
quickly penetrate barriers and defenses, and destroy enemy forces in-
depth before they can react. Leaders adjust tempo as tactical
situations, sustainment necessity, or operational opportunities allow.
This ensures synchronization and proper coordination, but not at the
expense of losing opportunities, that defeats the enemy. Rapid tempo
demands quick decisions. It denies the enemy the chance to rest while
continually creating offensive opportunities.

Offense
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4 Offensive Tasks

The four offensive tasks are:
1. Movement to contact
2. Attack
3. Exploitation

4. Pursuit
1) Movement to contact is an offensive task designed to develop the situation
and establish or regain contact. (Refer to FM 3-90-1 for more information). It
creates favorable conditions for subsequent tactical actions. The leader conducts
a movement to contact when the enemy situation is vague or not specific enough
to conduct an attack. Forces executing this task seek to make contact with the
smallest friendly force possible. A movement to contact may result in a meeting
engagement, which is a combat action occurring when a moving force engages
an enemy at an unexpected time and place. Once making contact with an enemy
force, the leader has five options: attack, defend, bypass, delay, or withdraw.
Two movement to contact techniques are search and attack, and cordon and
search.

1) Search and attack is a technique for conducting movement to contact
sharing many of the same characteristics of an area security mission. (Refer
to ADRP 3-90 for more information). Conducted primarily by Infantry forces
and often supported by armored forces, the leader employs this form of
movement to contact when the enemy is operating as a small, dispersed
element, or when the task is to deny the enemy the ability to move within a
given area. Maneuver battalions and companies normally conduct search and
attack.

2) Cordon and Search: The most common tactical task during stability is a
cordon and search. This involves two potentially inflammatory processes:
limiting freedom of movement and searching dwellings. These two actions
have a clear potential for negative consequences. Therefore, organizing
cordon and search elements requires extensive mission tailoring and Infantry
leaders always are prepared for a civil disturbance. Cordon and search
involves isolating the target area and searching suspected buildings to
capture or destroy possible insurgents and contraband. It involves the
emplacement of a cordon, or security perimeter, to prevent traffic in and out
of the area. The cordon permits the search element to operate unimpeded
within the secured area. The purpose of cordon and search is to obtain
weapon caches, materiel or information, persons of interest, or a specific
high-value target.
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4 Offensive Tasks

2) An attack destroys or defeats enemy forces, seizes and secures terrain, or
both. (Refer to FM 3-90-1 for more information). Attacks incorporate
coordinated movement supported by direct and indirect fires. They may be
decisive or shaping operations and hasty or deliberate, depending upon the
time available for assessing the situation, planning, and preparing. However,
based on METT-TC, the leader may decide to conduct an attack using only
fires. An attack differs from a movement to contact because enemy main body
dispositions are at least partially known, allowing the leader to achieve greater
synchronization. This enables the massing effects of attacking forces combat
power more effective in an attack than in a movement to contact.

1) Special Purpose Attacks are ambush, counterattack, demonstration, feint,
raid, and spoiling attack. (Refer to ADRP 3-90 for more information). The
commander’s intent and METT-TC determine which special purpose attacks
to employ. Each attack can be conducted as either a hasty or a deliberate
operation. The commander’s intent and METT-TC determine the specific
attack form. As subordinate attack tasks, they share many of the planning,
preparation, and execution considerations of attack. Demonstrations and
feints, while forms of attack, also are associated with military deception
operations.

1) Ambush: see ambush section of this TACSOP

2) Counterattack: an attack by part or all of a defending force against an
enemy attacking force, for such specific purposes as regaining ground lost
or cutting off or destroying enemy advance units. The general objective is to
deny the enemy his goal in attacking

3) Demonstration: in military deception, a demonstration is a show of force in
an area where a decision is not sought but made to deceive a threat. It is
similar to a feint, but no actual contact with the threat is intended

4) Feint: an attack used to deceive the enemy as to the location or time of the
actual decisive operation. Forces conducting a feint seek direct fire contact
with the enemy but avoid decisive engagement. As in the demonstration,
leader use feints in conjunction with other military deception activities.

5) Raid: see Raid section of this TACSOP

6) Spoiling Attack: A spoiling attack is a tactical maneuver employed to
impair a hostile attack while the enemy is forming/assembling for an attack.

Offense
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4 Offensive Tasks

3) Exploitation follows an attack and disorganizes the enemy in-depth (Refer to
FM 3-90-1 for more information). Exploitations seek to disintegrate enemy
forces to the point where they have no alternative but surrender or retreat.
Exploitation take advantage of tactical opportunities, foreseen or unforeseen.
Division and higher headquarters normally plan site exploitations as branches or
sequels plans. However, the Infantry platoon and squad may participate as part
of the fixing force or striking force.

4) A pursuit is an offensive task designed to catch or cut off a hostile force
attempting to escape, with the aim of destroying them. (Refer to FM 3-90-1 for
more information). A pursuit normally follows exploitation. Transition into a
pursuit can occur if it is apparent enemy resistance has broken down entirely and
the enemy is fleeing the area of operation. Pursuits entail rapid movement,
decentralized control and clear commanders’ intent to facilitate control.

Offense
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6 Forms of Maneuver

Leaders select the form of maneuver based on METT-TC. The leader then synchronizes the
contributions of all warfighting functions to the selected form of maneuver. An operation may
contain several forms of offensive maneuver, such as frontal attack to clear enemy security
forces, followed by a penetration to create a gap in enemy defenses, which in turn is followed
by an envelopment to destroy a counterattacking force. While Infantry platoons and squads do
not have the combat power to conduct all forms of maneuver on its own, they will participate
as part of a larger organization. The six forms of maneuver are—Envelopment, Turning
movement, Frontal attack, Penetration, Infiltration, and Flank attack.

Envelopment is a form of maneuver in which an attacking force seeks to avoid the principal
enemy defenses by seizing objectives behind those defenses allowing the targeted enemy
force to be destroyed in their current positions. BCTs and above normally plan and conduct
envelopments. At the tactical level, envelopments focus on seizing terrain, destroying specific
enemy forces, and interdicting enemy withdrawal routes. The leader’s decisive operation
focuses on attacking an assailable flank. It avoids the enemy’s strength at the front where the
effects of fires and obstacles are greatest. Generally, the leader prefers to conduct
envelopment instead of a penetration or frontal attack because the attacking force tends to
suffer fewer casualties while having the most opportunities to destroy the enemy.
Envelopment also produces great psychological shock on the enemy. If no assailable flank is
available, the attacking force creates one. The four varieties of envelopment are single
envelopment, double envelopment, encirclement, and vertical envelopment.
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An envelopment aveids enemy strength by maneuvering around
or near enemy defenses. The decisive operation is directed
against the enemy flanks or rear.
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6 Forms of Maneuver

A turning movement is a form of maneuver in which the attacking force
seeks to avoid the enemy’s principle defensive positions by seizing objectives
behind the enemy’s current position. This causes the enemy forces to move
out of their current positions or divert major forces to meet the threat. The
leader uses this form of offensive maneuver to seize vital areas in the enemy’s
support area before the main enemy force can withdraw or receive
reinforcements. This form of offensive maneuver transitions from an attack
into a site exploitation or pursuit. A turning movement seeks to make the
enemy force displace from their current locations, whereas an enveloping
force seeks to engage the enemy in their current locations from an unexpected
direction. Divisions normally execute turning movements.
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A turning movement avoids the enemy's principle defense positions by seizing objectives
to the enemy rear and causing the enemy to move out of his current position.
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6 Forms of Maneuver

A frontal attack is a form of maneuver where an attacking force seeks to

destroy a weaker enemy force, or fix a larger enemy in place over a broad
front. An attacking force can use a frontal attack to overrun a weak enemy
force. The leader commonly uses a frontal attack as a shaping operation in
conjunction with other forms of maneuver.
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A frontal attack is useful to overwhelm a weak defense, security outpost,
or disorganized enemy force.
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6 Forms of Maneuver

A penetration is a form of maneuver where an attacking force seeks to
rupture enemy defenses in a narrow front to disrupt the defensive system.
Destroying the continuity of defense allows the enemy’s subsequent isolation
and defeat in detail by exploiting friendly forces. The penetration extends
from the enemy’s security area through main defensive positions into the
enemy support area. The leader employs a penetration when there is no
assailable flank, enemy defenses are overextended and weak spots are
detected in the enemy’s positions, or time pressures do not permit
envelopment.

A penetration has three stages: The initial rupture, rolling up the
flanks, and continuing the attack to secure a deep objective.
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6 Forms of Maneuver

An infiltration is a form of maneuver where an attacking force conducts
undetected movement through or into an area controlled by enemy forces. The
goal is to occupy a position of advantage behind enemy positions while
exposing only small friendly elements to their defensive fires. Infiltration
occurs by land, water, air, or a combination of means. Moving and
assembling forces covertly through enemy positions takes a considerable
amount of time. To infiltrate, the force avoids detection and engagement.
Since this requirement limits the size and strength of the infiltrating force, and
infiltrated forces alone rarely can defeat an enemy, infiltration normally is
used in conjunction with and in support for other forms of maneuver.
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An infiltration uses covert movement of forces through enemy
lines to attack positions in the enemy rear.
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6 Forms of Maneuver

A flanking attack is a form of offensive maneuver directed at the flank of an
enemy force as illustrated in figure 2-6, page 2-10. A flank is the right or left
side of a military formation and is not oriented toward the enemy. It is usually
not as strong in terms of forces or fires as is the front of a military formation.
A flank may be created by the attacker with fires or by a successful
penetration. A flanking attack is similar to envelopment but generally
conducted on a shallower axis. It is designed to defeat the enemy force while
minimizing the effect of the enemy’s frontally-oriented combat power.
Flanking attacks normally are conducted with the main effort directed at the
flank of the enemy. Usually, a supporting effort engages the enemy’s front by
fire and maneuver while the main effort maneuvers to attack the enemy‘s
flank. This supporting effort diverts the enemy’s attention from the threatened
flank. Corps and divisions are the most likely echelons to conduct turning
movements. It often is used for a hasty operation or meeting engagement
where speed and simplicity are paramount to maintaining battle tempo and,
ultimately, the initiative.
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Defense

A defensive task is a task conducted to defeat an enemy attack, gain time, economize forces, and
develop conditions favorable for offensive or stability tasks. (Refer to ADRP 3-90 for more
information). Normally, the defense alone cannot achieve a decision. However, it can set
conditions for a counteroffensive or counterattack that enables Army forces to regain the
initiative. Other reasons for conducting defensive tasks include, retain decisive terrain or deny a
vital area to the enemy, attrition or fix the enemy as a prelude to the offense, counter surprise
action by the enemy, or to increase the enemy’s vulnerability by forcing the enemy commander to
concentrate subordinate forces. This chapter covers basics of the defense, common defensive
planning considerations, forms of the defense engagement area development, and transitions.

Characteristics of the Defense

1) Preparation: The defense has inherent strengths. The defender arrives in the area of operation
before the attacker and uses the available time to prepare. These preparations multiply the
defense’s effectiveness. Preparations end only when the defenders retrograde or begin to fight.
Until then, preparations are continuous. Preparations in-depth continues, even as the close fight
begins

2) Security: Security helps deceive the enemy as to friendly locations, strengths, and weaknesses.
It also inhibits or defeat enemy reconnaissance. Security measures provide early warning and
disrupt enemy attacks early and continuously.

3) Disruption:_Defenders disrupt attackers’ tempo and synchronization with actions designed to
prevent them from massing combat power. Disruptive actions attempt to unhinge the enemy’s
preparations and, ultimately, his attacks. Methods include defeating or misdirecting enemy
reconnaissance forces, breaking up his formations, isolating his units, and attacking or disrupting
his systems.

4) Mass and Concentration: Defenders seek to mass the effects of overwhelming combat power
where they choose and shift it to support the decisive operation. To obtain an advantage at
decisive points, defenders economize and accept risk in some areas; retain and, when necessary,
reconstitute a reserve; and maneuver to gain local superiority at the point of decision. Unit
leaders accept risk in some areas to mass effects elsewhere. Obstacles, security forces, and fires
can assist in reducing risk.

5) Flexibility: The defense requires flexible plans. Planning focuses on preparation in-depth, use
of reserves, and ability to shift the main effort. Leaders add flexibility by designating
supplementary positions, designing counterattack plans, and preparing to counterattack.

6) Maneuver: Maneuver allows the defender to take full advantage of area of operation and to
mass and concentrate when desirable. Maneuver, through movement in combination with fire,
allows the defender to achieve a position of advantage over the enemy to accomplish the
mission. It also encompasses defensive actions such as security and support area operations.

7) Operation in Depth: Simultaneous application of combat power throughout the area of
operation improves the chances for success while minimizing friendly casualties. Quick, violent,
and simultaneous action throughout the depth of the defender’s area of operation can hurt,
confuse, and even paralyze an enemy force just as it is most exposed and vulnerable. Such
actions weaken the enemy’s will and do not allow all early enemy successes to build the
confidence of the enemy’s soldiers and leaders. In-depth planning prevents the enemy from
gaining momentum in the attack. Synchronization of decisive, shaping, and sustaining
operations facilitates mission success.
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Defensive Tasks

There are three basic defensive tasks: area defense, mobile, and retrograde.
Each contains elements of the others, and usually contains both static and
dynamic aspects. Infantry platoons serve as the primary maneuver element, or
terrain-controlling units for the Infantry company. They can defend area of
operation, positions; serve as a security force or reserve as part of the Infantry
company’s coordinated defense. (Refer to FM 3-90-1 for more information).

As part of a defense, the Infantry platoon can defend, delay, withdraw,

counterattack, and perform security tasks. The Infantry platoon usually

defends, as part of the Infantry company’s defense in the main battle area. It

conducts the defense to achieve one or more of the following:

* Gain time.

* Retain essential terrain.

* Support other operations.

* Preoccupy the enemy in one area while friendly forces attack in another.

*  Wear down enemy forces at a rapid rate while reinforcing friendly
operations

Area Defense: An area defense concentrates on denying enemy forces access
to designated terrain for a specific time rather than destroying the enemy
outright. The focus is on retaining terrain where the bulk of the defending force
positions itself in mutually supporting positions and controls the terrain
between positions. The defeat mechanism is fires into engagement area, which
reserve units can supplement. The leader uses the reserve force to reinforce
fires, add depth, block penetrations, restore positions, counterattack to destroy
enemy forces, and seize the initiative.

sy
1
(\O]

Defense



Defensive Tasks

Mobile Defense: Mobile defense is a defensive task that concentrates on
destruction or defeat of the enemy through a decisive attack by a striking force.
Mobile defenses focus on defeating or destroying the enemy by allowing
enemy forces to advance to a point where they are exposed to a decisive
counterattack by the striking force. The leader uses the fixing force to hold
attacking enemy in position, to help channel attacking enemy forces into
ambush areas, to retain areas from which to launch the striking force. Mobile
defenses require an area of operation of considerable depth. The leader must be
able to shape the battlefield, causing an enemy to overextend its lines of
communication, expose its flanks, and dissipate its combat power. Likewise,
the leader must be able to move friendly forces around and behind the enemy
force targeted to cut off and destroy. Divisions or larger formations normally
execute mobile defenses. However, the platoon may participate as part of the
fixing force or the striking force. (Note: units smaller than a division usually do
not conduct a mobile defense).

Retrograde: Retrograde is a defensive task involving organized movement
away from the enemy. The enemy may force a retrograde or the leader may
execute it voluntarily. In either case, the higher commander of the force
executing the operation must approve retrograding. There are three forms of
retrograde:

1. Delay
2. Withdraw
3. Retire

1) Delay: allows units to trade space for time, avoiding decisive engagement
and safeguarding its forces. Ability of a force to trade space for time requires
depth within the area of operation assigned to the delaying force. Delaying
units may delay from either alternate or successive positions.
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Defensive Tasks

Delay from alternate positions: this is normally is preferred when adequate
forces are available and areas of operation have sufficient depth. Delays
from alternate positions, two or more units in a single area of operation
occupy delaying positions in-depth. As the first unit engages the enemy, the
second occupies the next position in-depth and prepares to assume
responsibility for the operation. The first force disengages and passes around
or through the second force. It then moves to the next position and prepares
to re-engage the enemy while the second force takes up the fight.
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Defensive Tasks

Delay from subsequent positions: Delays from subsequent positions are
used when assigned area of operation is so wide available forces cannot
occupy more than a single tier of positions. Delays from subsequent
positions must ensure all delaying units are committed to each of the series
of battle positions or across the area of operation on the same phase line.
Most of the delaying force is located well forward. Mission dictates the
delay from one battle position or phase line to the next. Delaying unit
movement is staggered so not all forces are moving at the same time.
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Defensive Tasks

2) Withdrawal: Withdrawal is a planned retrograde operation, which a force
in contact disengages from an enemy force, and moves in a direction away
from the enemy. Although the leader avoids withdrawing from action under
enemy pressure, it is not always possible. Withdrawal is used to preserve the
force or release it for a new mission. They are assisted or unassisted.

ASSISTED UNASSISTED
WITHDRAWAL WITHDRAWAL
ENY=
ENY=
WITHDRAWAL .ewp_) ® .(.Wp_) ®
UNDER ENEMY ENY -
PRESSURE E ENY=-
WITHDRAWAL
= OX &
UNDER ENEMY
PRESSURE QWJE ® <w
LEGEND
ENY  ENEMY WP WITHDRAWAL UNDER PRESSURE
W WITHDRAWAL

3) Retire: Retirement is a task employing to move a force not in contact to
the rear. Retirement is a form of retrograde, which a force not in contact with
the enemy moves away from the enemy. A retiring unit organizes for combat
but does not anticipate interference by enemy ground forces. Typically,
another unit’s security force covers the movement of one formation as the
unit conducts a retirement. However, mobile enemy forces, unconventional
forces, air strikes, air assaults, or long-range fires may attempt to interdict
the retiring unit. The leader plans for enemy actions and organizes the unit to
fight in self-defense. The leader usually conducts retirement to reposition
his forces for future operations or to accommodate the current concept of the
operation. Units conduct retirements such as tactical road marches where
security and speed are the most important considerations.

Defense
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Forms of the Defense

Forms of the Defense

1. Defense of a linear obstacle
2. Perimeter defense

3. Reverse slope

Defense of a linear obstacle
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Forms of the Defense

Perimeter Defense

Defense



Forms of the Defense

Defense on a reverse slope

Topographical  Reverse Slope

C'Efl | ‘ Counter Slope
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Battle Positions

Battle Positions: defensive location oriented on a likely enemy avenue of

approach. Units as large as battalion task forces and as small as squads or

sections use battle positions. They may occupy the topographical crest of a

hill, a forward slope, a reverse slope, or a combination of all areas. The leader

selects his positions based on terrain, enemy capabilities, and friendly

capabilities. A leader can assign all or some subordinates battle positions

within the area of operation. The types of battle positions are—

* Primary: cover the enemy’s most likely avenue of approach

* Alternate: for when primary positions become untenable or unsuitable

* Supplementary: position that covers another possible enemy avenue of
approach

* Subsequent: position of which a unit expects to move during the course of
the battle

* Strongpoint: heavily fortified battle position tied to a natural or
reinforcing obstacle to create an anchor for the defense

*Alternate
+ BP
[
\/
+« Subsequent
:BP
: Primary
BP

Supplementary
T BP

LEGEND
ENY  ENEMY BP BATTLE POSITION
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Engagement Area Development

The engagement area is where the Infantry leader intends to engage
and destroy an enemy force using the massed fires of all available
weapons. Leaders combine natural and man-made obstacles to
canalize the attacking force into engagement area. The success of
engagements depends on how the leader can integrate the obstacle
plan, indirect fire plan, and direct fire plan within the engagement area
to achieve the Infantry platoon’s and squads’ tactical purposes.

At the platoon level, engagement area development is a complex

function demanding parallel planning and preparation if the Infantry

platoon and squad are to accomplish the myriad tasks for which it is

responsible. Despite this complexity, engagement area development

resembles a drill, and the platoon leader and his subordinate leaders

use an orderly, standard set of procedures. The steps of engagement

area development are not a rigid sequential process. Some steps may

occur simultaneously to ensure the synergy of combined arms.

Beginning with evaluation of METT-TC, the development process—
1. Identifies all likely enemy avenues of approach.

Determines likely enemy schemes of maneuver.

Determines where to kill the enemy.

Plans and integrates obstacles.

Emplaces weapon systems.

Plans and integrates indirect fires.

Rehearses the execution of operations in the engagement area.

ARG
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Planning and Executing a Defense

* When developing your scheme of maneuver (SoM),
incorporate the following events into your plan:

1. Reconnaissance and security (R&S) operations
1. Send out R&S teams to provide early warning, disrupt enemy R&S

elements
2.  Occupation and preparation
1. Engagement area development (see F-11)

3. Approach of the enemy main attack
1. At this point your Soldiers are in their defensive positions, prepared to
engage according to your engagement plan
4. Enemy assault
1. The enemy assaults, you initiate direct/indirect fires, your Soldiers
move to alternate positions when necessary
5. Counterattack

1.As enemy momentum slows, you conduct a counter attack to seize the
initiative from the enemy or reestablish a position that was
lost/destroyed

6. Consolidation and Reorganization
1. Reposition forces and conduct all necessary sustainment functions
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Patrolling

S Principles of Patrolling

1. Planning: Quickly make a simple plan and effectively communicate it to the
lowest level. A great plan that takes forever to complete and is poorly
disseminated isn’t a great plan. Plan and prepare to a realistic standard, and
rehearse everything.

2. Reconnaissance: Your responsibility as a leader is to confirm what you
think you know, and to find out what you don’t.

3. Security: Preserve your force as a whole, and your recon assets in particular.
Every Soldier and every rifle counts; anyone could be the difference between
victory and defeat.

4. Control: Clear concept of the operation and commander’s intent, coupled
with disciplined communications, to bring every man and weapon you have
available to overwhelm your enemy at the decisive point.

5. Common Sense: Do what you’re supposed to do, without someone having
to tell you, despite your own personal discomfort or fear.

S Point Contingency Plan (GOTWA)

@

Going - where is the leader going?

>

Others - are others are going with the leader and who?
T: Time (duration) — how long will the element be gone?
W: What procedures do we take if the leader fails to return?
A

Actions - what actions does the departing element and
main body plan to execute on enemy contact?

Q
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Security Halts

Units conducting tactical movement frequently make temporary halts. These
halts range from brief to extended periods. For short halts, platoons use a cigar-
shaped perimeter intended to protect the force while maintaining the ability to
continue movement. When the platoon leader decides not to immediately resume
tactical movement, he transitions the platoon to a perimeter defense. The
perimeter defense 1s used for longer halts or during lulls in combat.

Cigar—shaped Perimeter
When the unit halts, if terrain permits, Soldiers should move off the route and
face out to cover the same sectors of fire they were assigned while moving,
allowing passage through the center of the formation. This results in a cigar-
shaped perimeter. Actions by subordinate leaders and their Soldiers occur
without an order from the leader. Soldiers are repositioned as necessary to take
advantage of the best cover, concealment, and fields of fire.

Perimeter Defense
When operating independently, the platoon uses a perimeter defense during
extended halts, resupply, and issuing platoon orders or lulls in combat. Normally
the unit first occupies a short halt formation. Then after conducting a leader’s
reconnaissance of the position and establishing security, the unit moves into the
perimeter defense.

Soldier Actions at Halts
(these actions occur without leader prompting)

* Moves to as much of a covered and concealed position as available.

* Visually inspects and physically clears his immediate surroundings (a roughly
5- to 25-meter radius around his position).

» Establishes a sector of fire for his assigned weapon (using 12 o’clock as the
direction the Soldier is facing, the Soldier’s sector of fire ranges from 10
o’clock to 2 o’clock).

* Determines his observation and field of fire. Identifies dead space in his field
of fire.

 Identifies obstacles and determines enemy avenues of approach (both
mounted and dismounted).

* Identifies the dominant ground in his immediate surroundings.

* Coordinates his actions with the Soldiers (or vehicles) on his left and right.

Q
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Security Halts

Squad Leader Actions at Halts
Adjusts his perimeter:

* If operating independently, the squad leader establishes 360-degree, three-
dimensional security.

* Attempts to find terrain that anchors his position.

* If operating as part of a platoon, the squad leader arrays his teams to best
fit into the platoon leader’s defensive scheme, based on the platoon
leader’s guidance.

Visually inspects and physically clears (if required) the squad’s immediate
surrounding (about 35 meters, the distance within hand grenade range).
Ensures his squad’s individual sectors of fire overlap with each other, creating
a seamless perimeter with no gaps of fire coverage.

Identifies his dead space and adjusts his M203 grenadiers accordingly.
Identifies obstacles and the likely enemy avenue of approach (mounted and
dismounted).

Identifies the dominant ground in his area of operation.

Coordinates responsibilities and sectors with the units on his left and right.

Platoon Leader Actions at Halts
Adjusts his perimeter:
* [f operating independently, he establishes 360-degree, three-dimensional
security.
» If operation as part of another organization, he arrays his squads to best fist
into the controlling commander’s defensive scheme.
* Supervises the emplacement of the weapons squad’s weapon systems.
Dispatches an element (usually a fire team) to visually inspect and physically
clear the platoon’s immediate surrounding (an area out to small arms range,
roughly 100-300 meters depending on terrain).
Ensures his squads’ sectors of fire overlap with each other, creating a seamless
perimeter with no gaps of fire coverage.
Identifies his dead space not covered and requests indirect fire support to
overwatch dead space in the area of operation.
Identifies obstacles and the likely enemy avenue of approach (mounted and
dismounted).
Identifies the dominant ground in his area of operation.
Coordinates with the units on his left and right.

aQ
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ORP

The ORP is a point out of sight, sound, and small arms range of the objective
area. It is normally located in the direction that the platoon plans to move after
completion of actions on the objective. The ORP is tentative until the objective is
pinpointed.

Occupation of the ORP

(1) The patrol halts beyond sight and sound of the tentative ORP (200-400m
in good visibility, 100-200m in limited visibility).

(2) The patrol establishes a security halt IAW the unit SOP.

(3) After issuing a contingency plan to the PSG, the PL moves forward with a
recon element to conduct a leader’s recon of the ORP.

(4) For a squad-sized patrol, the SL moves forward with a compass man and
one member of each fire team to confirm the ORP.

(a) After physically clearing the ORP location, the SL leaves two men at
the 6 o’clock position facing in opposite directions.

(b) The SL issues a contingency plan and returns with the compass man to

guide the patrol forward.

(c) The SL guides the patrol forward into the ORP, with one team
occupying from 3 o’clock through 12 o’clock to 9 o’clock, and the
other occupying from 9 o’clock through 6 o’clock to 3 o’clock.

(5) For a platoon-sized patrol, the PL follows the same sequence, taking one
ammo bearer or assistant gunner from each gun team forward and
positioning them at 10, 2, and 6 o’clock.

(a) The first squad in the order of march is the base squad, occupying
from 10 to 2 o’clock.

(b) The trail squads occupy from 2 to 6 o’clock and 6 to 10 o’clock
respectively.

(c) The patrol headquarters element occupies the center of the triangle.

Actions in the ORP
The unit prepares for the mission in the ORP. During the leader’s recon of the

objective, once the objective is pinpointed, the PSG will generally line up rucks
IAW unit SOP in the center of the ORP.
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ORP Occupation

Squad

e Tentative ORP

200

Secur

400 M

10 u'u:in-:k

-

Key Events

* Halt beyond sight/sound of tentative ORP

* Establish security halt (1)

* PL moves forward with Recon Element (2)

*Recon Element clears ORP (3)

F‘Iat:;u:_-n_

*PL leaves selected personnel at ORP, returns and brings patrol

forward (4)
* Patrol occupies ORP (5)

Patrolling
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Patrol Base Operations

* A patrol base is a security perimeter that is set up for a platoon conducting a
patrol and halts for an extended period. Patrol bases should not be occupied for
more than a 24 hour period, and should never be used more than once. Patrol
bases are used for hiding a unit, performing priorities of work, planning and
1ssuing orders, and establishing a base from which to execute several
consecutive or concurrent operations.

* Selection Criteria:

* Undesirable terrain for the enemy

* Off'tactical lines of drift, roads, and trails

» Select terrain with dense vegetation that would impede foot movement

into the area

» Select terrain near a source of water

» Select terrain that can be defended for a short period of time and that

offers good cover and concealment

* Avoid known or suspected enemy positions

* Avoid built up areas

* Avoid ridges and hilltops, unless needed for communication

* The platoon will occupy the patrol base the same way it occupies the ORP.

* The platoon will come to a security halt.

* Once everyone is set in place, each team will send an R&S team into the center
of the PB where the PL will give them specific guidance.

» The R&S teams will then kick out and clear their areas (they could
possibly put the claymores out as well). When they return they will brief
the PL on what they saw, and if the area is clear the PL will confirm the
location and begin Priorities of Work.

» The PSG will check the perimeter to ensure each team’s sectors are tied into
each other.

Q
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Patrol Base Occupation

l‘-\-'\-
10 o’clock 1t Squad 2 o’clock
b
“ ..'\. .-'..
Leaders Recon
PL, RTO, Lead TL,
Y Compass, Trail TL
& RM, WPNS SOD
LDR and 3 AGs
Patrol Base . HQs

*Machine Guns positioned | 3rd Squad 2nd Squad

at2,6, and 10 o'clock to . . Patrol Base

rover the front of the \ *Size dictated by

squad fo their left METT-TC
« Slit Trench and urine .'-__ ..-" * Occupied same as ORP

holes designated A /

* OP initially positioned

+ Hasty fighting Positions along route from security

(18" Deep) I halt
« PL establishes priorities 6 o’clock .

of work IAW METT-TC R&S Teams clear to

occupation

(1) A PB is reconned and occupied in the same manner as an ORP, with the exception that the
platoon will typically plan to enter at a 90 degree turn (this is METT-TC dependent; if there is
nothing to be gained by this step, the patrol does not do it). The PL leaves a two-man OP at the
turn, and the patrol covers any tracks from the turn to the PB.

(2) The platoon moves into the PB. Squad-sized patrols will generally occupy a cigar-shaped
perimeter; platoon-sized patrols will generally occupy a triangle-shaped perimeter.

(3) The PL and another designated leader start at 6 o’clock and move in a clockwise manner,
inspecting and adjusting the perimeter as necessary.

(4) After the PL has checked each squad sector, each SL sends a two-man R&S team to the PL at
the CP. The PL issues the three R&S teams a contingency plan, recon instructions, and detailed
guidance on what to look for (enemy, water, built-up areas or human habitat, roads, trails, or
possible rally points).

(5) Each R&S team departs at the left flank of its squad, moves a prescribed distance and
direction, and reenters at the right flank of its own squad.

(a) Squad-sized patrols do not normally send out an R&S team at night.

(b) R&S teams will prepare a sketch of the area to the squad front if possible.

(c) The patrol remains at 100 % alert during this recon. (d) If the PL feels the patrol was
tracked or followed, he may elect to wait in silence at 100 % alert before sending out R&S
teams.

(e) The R&S teams may use methods such as the "I", the "Box", or the T". Regardless of the
method chosen the R&S team must be able to provide the PL with the same information.

(6) Upon completion of R&S, the PL confirms or denies the patrol base location, and either moves
the patrol or begins priorities of work.

aQ
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Priorities of Work

Priorities of Work (Platoon and Squad) Once the PL is briefed by the R&S
teams and determines area is suitable for a patrol base, the leader
establishes or modifies defensive work priorities in order to establish the
defense for the patrol base. Priorities of work is not a laundry list of tasks to
be completed; to be effective, priorities of work must consist of a task, a given
time, and a measurable performance standard. For each priority of work, a
clear standard must be issued to auide element in the successful
accomplishment of each task. It must also be designated whether the work
will be controlled in a centralized or decentralized manner. Priorities of work
are determined IAW METT-TC. Priorities of Work may include, but are not
limited to the following tasks:

(1) Security (continuous).

» Prepare to utilize all passive and active measures to cover 100% of the
perimeter 100% of the time, regardless of the percentage of weapons
used to cover that 100% of the terrain.

» Readjust after R&S teams return, or based on current priority of work
(such as weapons maintenance).

» Employ all elements, weapons, elements and personnel to meet
conditions of the terrain, enemy or situation.

 Assign sectors of fire to all personnel and weapons. Develop squad
sector sketches and platoon fire plan.

» Confirm location of fighting positions for cover, concealment, and
observation and fields of fire. SLs supervise placement of aiming stakes
and claymores.

» Only use one point of entry and exit, and count personnel in and out.
Everyone is challenged IAW the unit SOP.

» Hasty fighting positions are prepared at least 18 inches deep (at the front),
and sloping gently from front to rear, with a grenade sump if possible.

(2) Withdrawal Plan. The PL designates the signal for withdrawal, order of
withdrawal, and the platoon rendezvous point and/or alternate patrol base.

(3) Communication (continuous). Commo must be maintained with higher
headquarters, OP’s, and within the unit. May be rotated between the patrol’s

RTOs to allow accomplishment of continuous radio monitoring, radio

maintenance. act as runners for PL. or conduct other priorities of work.

Q
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Priorities of Work

(4) Mission preparation and planning. The PL uses the patrol base to plan, issue
orders, rehearse, inspect, and prepare for future missions.

(5) Weapons and equipment maintenance. The PL ensures that machine guns,
weapon systems, commo equipment, and night vision devices (as well as
other equipment) is maintained. These items are not broken down at the
same time for maintenance (NMT 25 % at one time), and weapons are not
disassembled at night. If one machine gun is down, then security for all
remaining systems is raised.

(6) Water Re-Supply. The PSG organizes watering parties as necessary. The
watering party carries canteens in an empty rucksack or duffel bag, and must
have commo and a contingency plan prior to departure.

(7) Mess plan. At a minimum, security and weapons maintenance areperformed
prior to mess. No more than half of the platoon typically eats at one time, and
men will typically eat 1-3 M behind their fighting positions.

(a) Rest/sleep plan management. The patrol conducts rest as necessary to
prepare for future operations.

(b) Alert Plan and Stand-to. The PL states the alert posture and the stand-to
time. He sets up the plan to ensure all positions are checked periodically,
OP’s are relieved periodically and that at least one leader is always alert.
The patrol typically conducts stand-to at a time specified by unit SOP (i.e.,
30 minutes prior to and after BMNT or EENT).

(c) Re-supply. Distribute or cross-load ammunition, meals, equipment, etc.

(d) Sanitation and Personal Hygiene. The PSG and medic ensure a slit
trench is prepared and marked, and that squads designate urine areas.
All soldiers will shave, brush teeth, wash face, hands, armpits, groin, and
feet, and darken (brush shine) boots daily. The patrol will not leave trash
behind.

Security is always 100%
Alert is the percentage of Soldiers on security (25-100%)

Q

Patrolling -9



Leader’s Recon

LEADER'S RECON LEET Identify Control Measures
- Pinpoint Objective FLANK - Trigger Points
— Determine Enemy SECURITY - Left and Right Limits
Situation -, - LOA
- ldentify Kill Zone

— |dentify Assault Position
= |dentify SBF Position

- ldentify Surveillance Positions
- Emplace Security

- Identify Friendly Positions
and Routes
- Confirm Plan

RP
%
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-
-

SECURITY
HALT

[ R ——_

|
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-

SBF
OCCUPATION OOM

- Support
- Assault 2
- Assault 1

RIGHT
FLANK

SECURITY
b

LEGEND

LOA  LIMIT OF ADVANCE RP RELEASE POINT
ORP OBJECTIVE RALLY POINT SBF  SUPPORT BY FIRE
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Hand and Arm Signals

MOVE OUT
face the direction of movement make a 90 degree angle with
your arm, in one motion bring it to the front straightening as
you extend in the direction of travel

DOUBLE TIME
make a 90 degree angle
with your arm and fist
your hand. extend

straight up rapidly to
signify double time -
ATTENTION
Make knife hand, palm
facing away from you,
PACE extend arm in an in/out
COUNT motion, pivoting at
tap boot rapidly elbow

LINEAR DANGER AREA
make a knife cutting edge
with arm and motion across
your chest rapidly

Security Halt

Face palm down
RALLY POINT towards ground and

hold arm straight up with knife move hand in circular
cutting edge and circle above rotation
head, then point to area on ground
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Hand and Arm Signals

CEASE FIRE
with palm facing
out centered on
chest, move palm

‘ PLT/SOD WEDGE
~ extend arm straight
out making the “hang

up and down in toose symbol
front of your face
3 N —— PLT/SQD FILE
= Wlllt b a‘;{pafm tap form a knife cutting
t i ag/ko lyour edge with hand and
cad/kevlar hold vertical in front of
face.
ON LINE
- | extend both arms
straight out
FREEZE
clench fist and
make a 90
degree angle
with arm
ENEMY SPOTTED
extend non firing arm
and for an upside down
pistol in direction of
enemy.
MAP CHECK-
pla.ce open palm HALT
in center of Open hand and
chest, use other make a 90
hand to point degree angle
into your palm with arm
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Signals and Passwords

Signals
The leader should consider the use of special signals. These include hand-and-

arm signals, flares, pyrotechnics, voice, whistles, radios, and visible or non-
visible lasers. All signals are rehearsed to ensure all patrol members understand
what they mean. Signals are important for shifting/lifting fires during an assault

Challenge And Password
When a challenge and password are prescribed, the challenge is given by the
guard after the person is advanced to be recognized. The password is given by
the challenged person. The challenge and password are given in a low tone to
prevent them from being overheard by others. For example, a guard at an
ammunition dump observes a group approaching his post. While the group is far
enough away (for the guard to take effective measures should the group rush
him) he calls "Halt! Who is there?" After receiving an answer (such as "Sergeant
Black, Delta Company") indicating the group is friendly and that it may be
authorized to pass, the guard says, "Advance, Sergeant Black, to be recognized."
When Sergeant Black reaches a point where the challenge, spoken in a low tone,
can be heard only by Sergeant Black, the guard again says, "Halt!" Then he gives
the challenge in a low tone (e. g. "Rainbow"). After receiving the correct
password from Sergeant Black (e. g. "Archer") and otherwise satisfying himself
that Sergeant Black is authorized to pass, the guard says, "Advance, Sergeant
Black." The guard then tells Sergeant Black to bring up his men and identify
them as they pass

Number Combination
If the OPORD states that the number combination is 9, then a guard would say
“5” in a low tone to an approaching individual. The approaching individual
would respond with “4.” 4+5 =9,

Running Password
This code word alerts a unit that friendly are approaching in a less than
organized manner and possibly under pressure. The number of friendly
approaching follows the running password. For example, if the running
password is “eagle,” and seven friendly are approaching, they would say “eagle
seven."
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Individual Movement Techniques

Low Crawl

The low crawl gives you the lowest silhouette. Use it to cross places where the cover and/or
concealment are very low and enemy fire or observation prevents you from getting up. Keep
your body flat against the ground. With your firing hand, grasp your weapon sling at the upper
sling swivel. Let the front hand guard rest on your forearm (keeping the muzzle off the
ground), and let the weapon butt drag on the ground. To move, push your arms forward and
pull your firing side leg forward. Then pull with your arms and push with your leg. Continue
this throughout the move

High Crawl
The high crawl lets you move faster than the low crawl and still gives you a low silhouette.

Use this crawl when there is good cover and concealment but enemy fire prevents you from
getting up. Keep your body off the ground and resting on your forearms and lower legs.
Cradle your weapon in your arms and keep its muzzle off the ground. Keep your knees well
behind your buttocks so your body will stay low. To move, alternately advance your right
elbow and left knee, then your left elbow and right knee .

3-5 Second Rush
The rush is the fastest way to move from one position to another . Each rush should last from
3 to 5 seconds. Rushes are kept short to prevent enemy machine gunners or riflemen from
tracking you. However, do not stop and hit the ground in the open just because 5 seconds have
passed. Always try to hit the ground behind some cover. Before moving, pick out your next
covered and concealed position and the best route to it. Make your move from the prone
position as follows:

» Slowly raise your head and pick your next position and the route to it.

* Slowly lower your head.

* Draw your arms into your body (keeping your elbows in).

* Pull your right leg forward.

* Raise your body by straightening your arms.

* Get up quickly.

* Rush to the next position.

When you are ready to stop moving:

* Plant both of your feet.

* Drop to your knees (at the same time slide a hand to the butt of your rifle).
« Fall forward, breaking the fall with the butt of the rifle.

* Go to a prone firing position.

If you have been firing from one position for some time, the enemy may have spotted you and
may be waiting for you to come up from behind cover. So, before rushing forward, roll or
crawl a short distance from your position. By coming up from another spot, you may fool an
enemy who is aiming at one spot and waiting for you to rise. When the route to your next
position is through an open area, use the 3 to 5

second rush. When necessary, hit the ground, roll right or left, and then rush again.
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Individual Movement Techniques

3-5 Second Rush
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Team Movement Formations

Fire Team Wedge
0TL TLe
® AR ® GRN GRN @ AR® Fire Team File
® RFLM RFLM @
oTL
LEGEND
AR AUTOMATIC RIFLEMAN RFLM RIFLEMAN ® AR
GRN GREMADIER TL  TEAMLEADER
® GRN
® RFLM
LEGEND
AR AUTOMATIC RIFLEMAN RFLM RIFLEMAN
GRN GRENADIER TL  TEAMLEADER
WHEN Movement Characteristics
MOVEMENT MOST FIRE
FORMATION OFTEN
usep | CONTROL | FLEXmILITY | CAPADTLITIES | secuRiTy
RESTRICTIONS
. Basic fire Allows
F:Laeée";m team Fasy Good | immediate fires | All-round
g formation in all directions
i | o
Iimitedl Less flexible | immediate fires
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Squad Movement Formations

LEGEND Squad Line
AR AUTOMATIC RIFLEMAN SL  SQUAD LEADER e 0T
GRN  GREWADIER TL  TEAMLEADER
RFLM RIFLEMAN
GRN® AR® ®AR O GRN
RFLM @ ® RFLM
o5l
Squad Column
oL Squad File
@ TL (POINTMAN)
) SL (OPTIONAL)
® RFLM (PACE) ® GRN
® RFLM
@ sSL ®sL
®TL
TL@® ® AR
& GRN
GRN @ AR @
O TL (OPTIONAL)
RFLM @
® RFLM
WHEN Movement Characteristics
MOVEMENT MOST FIRE
FORMATION OFTEN
usep | ConTroL | FLExmBILITY | CAPABILITIES | securimy
RESTRICTIONS
Aids Allows large
. maneuver volume of fire
The main ’
Squad good to the flanks
column fofrqn‘;ﬁ%n Good dispersion | but only limiteg | All-round
laterally and volume to the
in depth front
Limited
Fore Mot as maneuver Allows tﬁgﬁsoa?
squad line Maximuim good as capability MMEXimum little to the
q firepower the (both fire immediate fire flank and
to the front column teams to the front rear
committed)
orose Allows
dense’ Most difficult immediate fire
: - formation to to the flanks,
Squad fire uelgi;riti?é:;m, Easiest maneuver masks most fire Least
visibility from to the front and
conditions rear
Patrolling G-18



Platoon Movement Formations
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Platoon Movement Formations
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Platoon Movement Formations
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Platoon Movement

Formations

Platoon Line, Squads on Line
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Platoon Movement Formations
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Platoon Movement Formations
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Platoon Movement Formations

Platoon File
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Movement Techniques

Movement techniques are not fixed formations.
They refer to the distances between Soldiers,
teams, and squads vary based on mission, enemy,
terrain, visibility, and other factors affecting
control. There are three movement techniques:
traveling; traveling overwatch; and bounding
overwatch. The selection of a movement technique
is based on the likelihood of enemy contact and
need for speed. Factors to consider for each
technique are control, dispersion, speed, and
security. Individual movement techniques include
high and low crawl, and three to five second rushes
from one covered position to another.

WHEN CHARACTERISTICS
HOREIIE | NORMALLY
Q USED CONTROL | DISPERSION | SPEED | SECURITY
Contact not
Travel'ng likely More Less Fastest Least
TTHYEtlmg Cﬂm.ﬂd Less More Slower More
overwatch possible
B{::un{:hng Contact Most Most Slowest Most
overwatch expected
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Movement Techniques

Traveling

used when contact with the enemy is not likely and speed is needed
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Movement Techniques

Platoon Traveling overwatch is an
extended form of traveling in which
the lead element moves
continuously but trailing elements
move at varying speeds, sometimes
pausing to overwatch movement of
the lead element. (See figure 2-29.)
Traveling overwatch is used when
enemy contact is possible but not
expected. Caution is justified but
speed is desirable.

&
Jr §0 TO 100 METERS
e

LEAD SQUAD IN TRAVELING
OVERWATCH FORMATION

PLATOON HQ WEAPONS

+ 20 METERS

X

+ 20 METERS

PLATOON SERGEANT, MEDIC,
WEAPONS (OPTIONAL)

+ 20 METERS

e
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Squad Traveling overwatch is used
when contact is possible. Attached
weapons move near and under the
control of the squad leader so they
can employ quickly. Rifle squads
normally move in column or wedge
formation. (See figure 2-25.) Ideally,
the lead team moves at least 50
meters in front of the rest of the
element.
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Movement Techniques

Squad Bounding overwatch is used when contact is expected, the squad leader feels
the enemy is near (based upon movement, noise, reflection, trash, fresh tracks, or even
a hunch), or a large open danger area must be crossed. The lead fire team overwatches
first. Soldiers in the overwatch team scan for enemy positions. The squad leader
usually stays with the overwatch team. The trail fire team bounds and signals the squad
leader when his team completes its bound and is prepared to overwatch the movement
of the other team.

Both team leaders must know with which team the squad leader will be. The
overwatching team leader must know the route and destination of the bounding team.
The bounding team leader must know his team's destination and route, possible enemy
locations, and actions to take when he arrives there. He also must know where the
overwatching team will be and how he will receive his instructions. The cover and
concealment on the bounding team's route dictates how its Soldiers move.

Teams can bound successively or alternately. Successive bounds are easier to control;
alternate bounds can be faster.

e

SUCCESSIVE BOUNDS
T S ol
|

4 3D MOVE s :

— 4 1STMOVE

L]
---------u-----'*EDMG‘JE
'-'-' P —— D e,
INITIAL POSITION - B

, ALTERNATING BOUNDS

INITIAL POSITION
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Movement Techniques

Platoon Bounding overwatch is similar to fire and movement in which one unit
overwatches the movement of another. The difference is there is no actual
enemy contact. Bounding overwatch is used when the leader expects contact.
The key to this technique is the proper use of terrain.

One Squad Bounding: One squad bounds forward to a chosen position; it then
becomes the overwatching element unless contact is made en route. The
bounding squad can use traveling overwatch, bounding overwatch, or individual
movement techniques (low and high crawl, and three- to five-second rushes by
the fire team or buddy teams). METT-TC dictates the length of the bounds.
However, the bounding squads never should move beyond the range at which the
base-of-fire squads can suppress known, likely, or suspected enemy positions. In
severely restrictive terrain, the bounding squad’s makes shorter bounds than it
would in more open areas.

One Squad Overwatching: One squad overwatches the bounding squad from
covered positions and from where it can see and suppress likely enemy
positions. The platoon leader remains with the overwatching squad. Normally,
the platoon’s medium machine guns are located with the overwatching squad.

One Squad Awaiting Orders: Based on the situation, one squad is uncommitted
and ready for employment as directed by the platoon leader. The platoon
sergeant and leader of the squad awaiting orders position themselves close to the
platoon leader. On contact, this unit should be prepared to support the
overwatching element, move to assist the bounding squad, or move to another
location based on the platoon leader’s assessment

Weapons Squad: Medium machine guns normally are employed in one of two
ways— Attached to the overwatch squad or the weapons squad supporting the
overwatching element, or awaiting orders to move (with the platoon sergeant) or
as part of a bounding element.
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Movement Techniques

Platoon bounding overwatch
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Troop Movement

Troop movement is the movement of troops from one place to another by any
available means. The ability of a commander to posture friendly forces for a
decisive or shaping operation depends on the commander’s ability to move that
force. The essence of battlefield agility is the capability to conduct rapid and
orderly movement to concentrate combat power at decisive points and times.
Successful movement places troops and equipment at their destination at the
proper time, ready for combat. The three types of troop movement are

1. Administrative movement

2. Tactical road march

3. Approach march

Administrative Movement

Administrative movement is a movement in which troops and vehicles are
arranged to expedite their movement and conserve time and energy when no
enemy ground interference is anticipated. The commander only conducts
administrative movements in secure areas. Examples of administrative
movements include rail and highway movement in the continental United States.
Once units deploy into a theater of war, commanders normally do not employ
administrative movements.

Tactical Road March

A tactical road march is a rapid movement used to relocate units within an area
of operations to prepare for combat operations. Units maintain security against
enemy air attack and prepare to take immediate action against an enemy ambush,
although they do not expect contact with enemy ground forces. (If the moving
unit anticipates making contact with significant enemy ground forces, it will use
a mix of combat formations and movement techniques.) The primary
consideration of the tactical road march is rapid movement. However, the
moving force employs security measures, even when contact with enemy ground
forces is not expected. Units conducting road marches may or may not be
organized into a combined arms formation. During a tactical road march, the
commander is always prepared to take immediate action if the enemy attacks.

Approach March

An approach march is the advance of a combat unit when direct contact with the
enemy is intended. However, it emphasizes speed over tactical deployment.
Armored, Stryker, and infantry forces conduct tactical road marches and
approach marches
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Range Cards

a. The marginal information at the top of the card is listed as follows

(1)
(2)

SQD, PLT CO. The squad, platoon, and company designations are listed.
Units higher than company are not listed.

MAGNETIC NORTH. The range card is oriented with the terrain and the
direction of magnetic north arrow is drawn.

b. The gunner's sector of fire is drawn in the sector sketch section. It is not drawn to
scale, but the data referring to the targets must be accurate.

(1)
(2)

(3)

The weapon symbol is drawn in the center of the small circle.

Left and right limits are drawn from the position. A circled "L" and "R" are
placed at the end of the appropriate limit lines.

The value of each circle is determined by using a terrain feature farthest from
the position that is within the weapon's capability. The distance to the terrain
is determined and rounded off to the next even hundredth, if necessary. The
maximum number of circles that will divide evenly into the distance is
determined and divided. The result is the value for each circle. The terrain
feature is then drawn on the appropriate circle.

All TRPs and reference points are drawn in the sector. They are numbered
consecutively and circled.

Dead space is drawn in the sector.

A maximum engagement line is drawn on range cards for antiarmor
weapons.

The weapon reference point is numbered last. The location is given a six-
digit grid coordinate. When there is no terrain feature to be designated, the
location is shown as an eight-digit grid coordinate.

¢. The data section is filled in as follows.

(1)

Patrolling

POSITION IDENTIFICATION. The position is identified as primary
alternate, or supplementary.

DATE. The date and time the range card was completed is entered.
WEAPON. The weapon block indicates the weapons used.

EACH CIRCLE EQUALS METERS. Write in the distance in meters
between circles.

NO. Starting with left and right limits TRPs and reference points are listed in
numerical order.

DIRECTION/DEFLECTION. The direction is listed in degrees. The
deflection is listed in mils.

ELEVATION. The elevation is listed in mils.

RANGE. The distance in meters from the position [to the left and right limits
and TRPs and reference points.

AMMO. The type of ammunition used is listed.

DESCRIPTION. The name of the object is listed for example, farmhouse,
wood line, and hilltop.

REMARKS. The weapon reference point data and any additional information
is listed.
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Range Cards

STANDARD RANGE CARD

Far vam ol thin [cam won FM T-8. The proponen agency (s TRADOC.

sop 1

—_— .ﬂ"
PLT _.1 May be used for all types of direct flre weapons. MAGNETIC
co ﬁ HORTH

DATA SECTION

POSITION IDEN TJFICh'EfJH
PRIMARY

DATE

WEAPON [% JAVELIN Eﬁgﬁgﬂue EQUALS _220m
NG DEEEEFEEEE:rNa;i —ELEVATION= | RANGE  [Atnter DESCRIFTIGN
1 230° VAl m
2 2890 / l2000m | [|RL
B 240° [ lisrsm| | |ROAD-AA
] 2467 / lusasm| [ |ROAD-AA
5 2600 1550m|/ | CHURCH - AB1670
6 2649 1350m | | BARN - ABIG77

REMARKS:

MAKE 2 COPIES (7)- GRP DIR 457 EANGE 150m DESCR - INTERSECTION

DA FORM $517-R. FEB 28
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Sector Sketches

Squad sector sketches - The squad leaders prepare an original and

one copy of the sector sketch. The original remains in the squad CP,

and the copy is turned in to the platoon leader. As a minimum, the

squad sector sketch includes:

(1) Key terrain within the squad sector.

(2) Each individual fighting position and its primary and secondary
sectors of fire.

(3) Key weapons positions and their primary sector of fire, secondary
sector of fire, and any fire control measures.

(4) All CP and OP locations.

(5) All dead space within the squad sector.

(6) Any obstacles and mines within the squad sector.

Platoon sector sketches - The platoon leader prepares an original and

one copy of the sector sketch. The original remains in the platoon CP,

and the copy is turned in to the company commander. As a minimum,

the platoon sector sketch includes:

(1) Squad positions and sectors of fire.

(2) Key weapons positions and their sectors of fire and fire control
measures.

(3) CPs (Command Post), OPs (Observation Post), and patrol routes.

(4) Platoon maximum engagement lines.

(5) All dead space within the platoon sector.

(6) All mines and obstacles within the platoon sector.

(7) Any TRPs (Target Reference Point) or FPFs (Final Protective
Fires) within he platoon sector.
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Squad Sector Sketches
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Platoon Sector Sketches
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Danger Areas

When analyzing the terrain through METT-TC during the TLP, the platoon leader may identify
danger areas. When planning the route, he marks the danger areas on his overlay. The term
danger area refers to areas on the route where the terrain could expose the platoon to enemy
observation, fire, or both. If possible, the platoon leader plans to avoid danger areas, but
sometimes he cannot. When the unit must cross a danger area, it does so as quickly and carefully
as possible. During planning, the leader designates nearside and far-side rally points. If the
platoon encounters an unexpected danger area, it uses the en route rally points closest to the
danger area as far-side and near-side rally points. Examples of danger areas include: open areas,
roads/trails, villages, enemy locations, streams, obstacles, etc.

Regardless of the type of danger area, when the platoon must cross one independently, or as the

lead element of a larger force, it must perform the following:

* When the lead team signals "danger area" (relayed throughout the platoon), the platoon halts.

* The platoon leader moves forward, confirms the danger area, and determines what technique
the platoon will use to cross. The platoon sergeant also moves forward to the platoon leader.

* The platoon leader informs all squad leaders of the situation, the near-side and far side rally
points.

* The platoon sergeant directs positioning of the near-side security (usually conducted by the trail
squad). These two security teams may follow him forward when the platoon halts and a danger
area signal is passed back.

* The platoon leader reconnoiters the danger area and selects the crossing point providing the
best cover and concealment.

* Near-side security observes to the flanks and overwatches the crossing.

* When the near-side security is in place, the platoon leader directs the far-side security team to
cross the danger area.

* The far-side security team clears the far side.

* The far-side security team leader establishes an observation post forward of the cleared area.

* The far-side security team signals to the squad leader the area is clear. The squad leader relays
the message to the platoon leader.

* The platoon leader selects the method the platoon will use to cross the danger area.

* The platoon quickly and quietly crosses the danger area.

* Once across the danger area, the main body begins moving slowly on the required azimuth.

* The near-side security element, controlled by the platoon sergeant, crosses the danger area
where the platoon crossed. They may attempt to cover tracks left by the platoon.

* The platoon sergeant ensures everyone crosses and sends up the report.

* The platoon leader ensures accountability and resumes movement at normal speed.

**Note: Same principles stated above are used when crossing a squad across a danger area

The platoon leader or squad leader decides how the unit will cross based on the time he has, size
of the unit, size of the danger area, fields of fire into the area, and amount of security he can post.
An Infantry platoon or squad may cross all at once, in buddy teams, or one Soldier at a time. A
large unit normally crosses its elements one at a time. As each element crosses, it moves to an
overwatch position or to the far-side rally point until told to continue movement.
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Linear Danger Areas

A linear danger area is an area where the platoon’s flanks are exposed along a
relatively narrow field of fire. Examples include streets, roads, trails, and
streams. The platoon crosses a linear danger area in the formation and location
specified by the platoon leader.

LEAD TEAM CROSSES
DANGER AREA AND
CLEARS FOR AREA FOR
THE REMAINING PLATOON

Patrolling

GRENADIER AND RIFLEMAN REMAIN ON
THE FAR SIDE OF DANGER AREA

TEAM LEADER AND AUTOMATIC RIFLEMAN
RETURN TO SIGNAL THE PLATOON WHEN
ALL IS CLEAR TO PROCEED

L
L
PLATOON
PLATOON SERGEANT
LEADER MOVES ASSIGNS
UP, WAITS FLANK COVER
FOR TEAM
LEADER'S
CLEARANCE TO
MOVE

TRAIL SQUAD MOVE UP FOR FLANK COVER

LEAD TEAM CONTINUES TO
LEAD PLATOON AFTER
CLEARING THE DANGER
AREA

TRAIL TEAM RETURNS TO
ORIGINAL POSITIONS



Large Open Danger Areas

If the large open area is so large the platoon cannot bypass it due to the time
needed to accomplish the mission, a combination of traveling overwatch and
bounding overwatch is used to cross the large open area. The traveling
overwatch technique is used to save time. The squad or platoon moves using the
bounding overwatch technique any point in the open area where enemy contact
may be expected. The technique also may be used once the squad or platoon
comes within range of enemy small-arms fire from the far side (about 250
meters). Once beyond the open area, the squad or platoon re-forms and continues
the mission.

FAR-SIDE RALLY POINT
Squads bounds by fire

teams into wood line and O
clears an area large enough q Begin bounding overwatch within
effective small arms range of the
‘I far side (about 250 meters).

for the entire squad.
1 O
b 4 LARGE
oy
'& /‘g OPEN AREA

ROAD f-.; 3-l —
 —— in 3
VR
I EW
The road is a danger area LA 4——— Increase distance between
inside a danger area and T teams and individuals.
should be passed over by NC
using the traveling overwatch GH
formation and should not be
cleared as a separate linear SQUAD
danger area.
NEAR-SIDE RALLY POINT
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Small Open Danger Areas

Small open areas are small enough to bypass in the time allowed for the mission.
Two techniques can be used.

Contouring Around the Open Area: The leader designates a rally point on the
far side with the movement azimuth. He then decides which side of the open are:
to contour around (after considering the distance, terrain, cover and
concealment), and moves around the open area. He uses the wood line and
vegetation for cover and concealment. When the squad or platoon arrives at the
rally point on the far side, the leader reassumes the azimuth to the objective area
and continues the mission.

Detour Bypass Method: The squad or platoon turns 90 degrees to the right or
left around the open area and moves in the direction of travel. Once the squad or
platoon has passed the danger area, the unit completes the box with another 90-
degree turn and arrives at the far-side rally point, then continues the mission. The
pace counts of the offset and return legs is not added to the distance of the
planned route.

Far Side Far Side
Rally Point 1 Rally Point
O O

| "

]
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SMALL OPEN
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Mear Side Near Side
Rally Paoint Rally Paint

O "en "o O
DIRECTION OF

CONTOUR AROUND OPEN AREA DETOUR BYPASS METHOD
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Reconnaissance

Fundamentals of Recon

Ensure continuous reconnaissance.

Do not keep reconnaissance assets in reserve.
Orient on the reconnaissance objective.
Report all information rapidly and accurately.
Retain freedom of maneuver.

Gain and maintain threat contact.

Develop the situation rapidly.

A ol e

A reconnaissance patrol collects information or confirms or disproves the
accuracy of information previously gained. The intent for this type of patrol is to
avoid enemy contact and accomplish its tactical task without engaging in close
combat. With one exception (reconnaissance in force patrol), reconnaissance
patrols always try to accomplish their mission without being detected or
observed. Because detection cannot always be avoided, a reconnaissance patrol
carries the necessary arms and equipment to protect itself and break contact with
the enemy.

A reconnaissance patrol normally travels light, with as few personnel and as little
arms, ammunition, and equipment as possible. This increases stealth and cross-
country mobility in close terrain. Regardless of how the patrol is armed and
equipped, the leader always plans for direct-fire contact with a hostile force.
Leaders must anticipate where they may possibly be observed and control the
hazard by emplacing measures to lessen their risk. If detected or unanticipated
opportunities arise, reconnaissance patrols must be able to rapidly transition to
combat. The three types of reconnaissance patrols normally conducted by an
Infantry platoon and squad are—

1. Area reconnaissance

2. Route reconnaissance
3. Zone reconnaissance
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Reconnaissance Patrols

Area reconnaissance patrols focus on obtaining detailed information
about the enemy activity, terrain, or specific civil considerations
within a prescribed area. This area may include a town, a
neighborhood, a ridgeline, woods, an airhead, or any other feature
critical to operations. The area may consist of a single point (such as a
bridge or an installation). Areas are normally smaller than zones and
not usually contiguous to other friendly areas targeted for
reconnaissance. Because the area 1s smaller, units conduct an area
reconnaissance quicker than a zone reconnaissance.

Route Reconnaissance Obtains detailed information about a specified
route and terrain where the enemy could influence movement along a
route. Route reconnaissance focuses along a specific line of
communications (such as a road, railway, or cross-country mobility
corridor). It provides new or updated information on route conditions
(such as obstacles and bridge classifications, and enemy and civilian
activity along the route). A route reconnaissance includes not only the
route itself, but also all terrain along the route from which the enemy
could influence the friendly force’s movement. The commander
normally assigns this mission to use a specific route for friendly
movement.

Zone reconnaissance involves a directed effort to obtain detailed
information on all routes, obstacles, terrain, enemy forces, or specific
civil considerations within a zone defined by boundaries. Obstacles
include both existing and reinforcing, as well as areas CBRN
contamination. Commanders assign zone reconnaissance missions
when they need additional information on a zone before committing
other forces in the zone. Zone reconnaissance missions are appropriate
when the enemy situation is vague, existing knowledge of the terrain
1s limited, or combat operations have altered the terrain. A zone
reconnaissance may include several route or area reconnaissance
missions assigned to subordinate units.
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Area Recon

Performance Steps

(a) The element occupies the ORP as discussed in the section on occupation of the
ORP. RTO calls in spare for occupation of ORP. The leader confirms his
location on map while subordinate leaders make necessary perimeter
adjustments.

(b) The PL organizes the platoon in one of two ways: separate recon and security
elements, or combined recon and security elements.

(c) The PL takes subordinates leaders and key personnel on a leader’s recon to
confirm the objective and plan.

(1) Issues a 5 point contingency plan before departure.

(2) Establishes a suitable release point. That is out of sight and sound distance
from the objective (if possible), but (at a minimum) definitely out of sight
of the objective, and should also possess good rally point characteristics.

(3) Allows all pax to familiarize with the release point & surrounding area

(4) Identifies (pinpoints) the OBJ and emplaces surveillance. The surveillance
team is positioned with one man facing the OBJ, and one facing back in
the direction of the release point.

(5) Takes subordinate leaders forward to pinpoint the objective, establish a
limit of advance, and choose vantage points.

(6) Maintains commo with the platoon throughout the leader’s recon.

(7) Designates a surveillance team to keep the objective under surveillance.
Issues a contingency plan to the senior man remaining with the
surveillance team.

(d) The PSG maintains security and supervises priorities of work in the ORP.

(1) Reestablishes security at the ORP.

(2) Disseminates the PLs contingency plan.

(3) Oversees preparation of recon personnel (Personnel recamouflaged, NODs

and Binos prepared, weapons on safe with a round in the chamber).
(e) The PL and his recon party return to the ORP.

(1) Confirms the plan or issues a FRAGO.

(2) Allows subordinate leaders time to disseminate the plan.

(f) The patrol conducts the recon by long-range observation/surveillance if
possible.

(1) R&S elements move to observation points that offer cover and
concealment, and that are outside of small-arms range and range of local
security measures.

(2) Establishes a series of OPs if information cannot be gathered from one
location.

(3) Gathers all PIR using the acronym SALUTE.
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Area Recon

(g) If necessary, the patrol conducts its recon by short-range

observation/surveillance.

(1) Moves to an OP near the objective.

(2) Passes close enough to the objective to gain information.

(3) Gathers all PIR using the acronym SALUTE.

(h) R&S teams move using a technique such as the cloverleaf method to move to
successive OP’s. In this method, R&S teams avoid paralleling the objective
site, maintain extreme stealth, do not cross the limit of advance, and
Maximize the use of available cover and concealment.

(1) During the conduct of the recon, each R&S team will return to the release
point when any of the following occurs:

(1) They have gathered all their PIR.

(2) They have reached the limit of advance.

(3) The allocated time to conduct the recon has elapsed.

(4) Contact has been made.

(j) At the release point, the leader will analyze what information has been

gathered and determine if he has met the PIR requirements.

(k) If the leader determines that he has not gathered sufficient information to
meet the PIR requirements, or if the information he and the subordinate leader
gathered differs drastically, he may have to send R&S teams back up to the
objective site. Before doing this, he will issue new five-point contingency
plans all around and may even have to return to the ORP to alert the PSG of
the change.

(I) The R&S element returns undetected to the ORP by the specified time.

(1) Disseminates information to all patrol members through key leaders at the
ORP, or moves to a position at least one terrain feature or one kilometer
away to disseminate. To disseminate, the leader has the RTO prepare three
sketches of the objective site based on his (the leader's) sketch and
provides the copies to the subordinate leaders to assist in dissemination.

(2) Reports any information requirements and/or any information requiring
immediate attention to higher headquarters, and departs for the designated
area.

Reconnaissance H-4




Area Recon

(m) If contact is made:

(1)Moving to the release point: the recon element will attempt to break
contact and return to the ORP, secure rucksacks, and quickly move out of
the area. Once they have moved a safe distance away, the leader will
inform higher HQ of the situation and take further instructions from them.

(2) While emplacing surveillance: These individuals will withdraw through
the release point to the ORP and follow the same procedures as above.

(3) While conducting the recon: All personnel will fire a full magazine on to
the objective site. Surveillance will fire a LAW on the biggest weapon on
the objective. All elements will pull off the objective and move to the
release point. The senior man will quickly account for all personnel and
return to the ORP. Once in the ORP, the procedures as outlined in (1)
above will be followed.

._\-

\ . J [

Critical Tasks
«Secure and Occupy ORP (a)
-Leaders Recon of OBJ

Est RP
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«Est Surveillance (S & O
Team)
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Z.one Recon

Performance Steps
(a) The element occupies the initial ORP as discussed in the section occupation
of the ORP. RTO calls in spare for occupation of ORP. The leader confirms his
location on map while subordinate leaders make necessary perimeter
adjustments.
(b) The recon team leaders organize their recon elements.

(1)Designate security and recon elements.

(2) Assign responsibilities (point man, pace man, enroute recorder, and rear

security), if not already assigned.

(3) Designates easily recognizable rally points.

(4) Ensure local security at all halts.
(¢) The patrol recons the zone.

(1) Moves tactically to the ORP’s.

(2) Occupies designated ORP’s.

(3) Follows the method designated by the PL:

a. Fan Method. Utilizes a series of ORP’s. The patrol establishes security
at the first ORP. Each recon element moves from the ORP along a
different fan-shaped route that overlaps with others to ensure recon of
the entire area. The leader typically maintains a reserve at the ORP.
When all recon elements have returned to the ORP, the PL collects and
disseminates all information before moving to the next ORP.

b. Converging Routes Method. The PL selects routes from the ORP
through the zone to a link-up point at the far side of the zone from the
ORP. Each recon element moves and recons along a specified route, and
all elements converge at one time and place to link-up.

c. Box Method. The PL sends his recon elements from the first ORP along
routes that form a box. He sends other elements along routes through the
area within the box. All teams link-up

at the far side of the box from the ORP.

(d) The recon teams perform reconnaissance.
(1) During movement the squad will gather all PIR specified by the order.
(2) Recon team leaders will ensure sketches are drawn of all enemy hardsites,
roads, and trails.
(3) When the squad arrives at new rendezvous point or ORP, the recon team
leaders report to the PL with all information gathered.

(o)
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Zone Recon

(4) Return to the ORP, or link up at the rendezvous point on time.

(e) The PL continues to

control the recon elements.

(1) PL moves with the recon element that establishes the link-up point.
(2) PL changes recon methods as required.

(3) PL designates times for the elements to return to the ORP or to link-up.
(4) PL collects all information and disseminates it to the entire patrol. PL will
brief all key subordinate leaders on information gathered by other squads,

establishing one consolidated sketch if possible, and allow team leaders
time to brief their teams.

(5) PL and PSG account for all personnel.

(f) The patrol continues the recon until all designated areas have been reconned,
and returns undetected to friendly lines.

Critical Tasks

*Secure and Occupy ORP '

*Recon Elements Recon
along designatad Routes

*PL controls recon
elements

*Recon elements linkup as
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Zone Recon
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Combat Patrols

A combat patrol provides security and harasses, destroys, or captures enemy
troops, equipment, or installations. When the commander gives a unit the
mission to send out a combat patrol, he intends the patrol to make contact with
the enemy and engage in close combat. A combat patrol always tries to remain
undetected while moving, but when it discloses its location to the enemy it is
with a sudden and violent attack. For this reason, the patrol normally carries a
significant amount of weapons and ammunition. It may carry specialized
munitions. A combat patrol collects and reports information gathered during the
mission, whether related to the combat task or not. The three types of combat
patrols are raid, ambush, and security patrol.

Raids are surprise attacks against a position or installation for a specific purpose
other than seizing and holding the terrain. It is conducted to destroy a position or
installation, to destroy or capture enemy soldiers or equipment, or to free
prisoners. A raid patrol retains terrain just long enough to accomplish the intent
of the raid. A raid always ends with a planned withdrawal off the objective and a
return to the main body.

An ambush is a surprise attack from a concealed position on a moving or temp.
halted target. An ambush patrol does not need to seize or hold terrain. It can
include an assault to close with and destroy the target, or an attack by fire only.

A security patrol is sent out from a unit location when the unit is stationary or
during a halt to search the local area, detect enemy forces near the main body,
and to engage and destroy the enemy within the capability of the patrol. This
form of combat patrol normally is sent out by units operating in close terrain
with limited fields of observation and fire. Although this form of combat patrol
seeks to make direct enemy contact and to destroy enemy forces within its
capability, it should try to avoid decisive engagement. A security patrol detects
and disrupts enemy forces conducting reconnaissance of the main body or
massing to conduct an attack. Security patrols normally are away from the main
body of the unit for limited periods, returning frequently to coordinate and rest.
They do not operate beyond the range of communications and supporting fires
from the main body, especially mortar fires.
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Combat Patrol Planning

There are three essential elements for a combat patrol: security; support; and assault. Assault
elements accomplish the mission during actions on the objective. Support elements suppress
or destroy enemy on the objective in support of the assault element. Security elements assist
in isolating the objective by preventing enemy from entering and leaving the objective area as
well as by ensuring the patrol’s withdrawal route remains open. The size of each element is
based on the situation and leader’s analysis of METT-TC.

Assault Element: The assault element is the combat patrol’s main effort. Its task is to conduct

actions on the objective. In most cases, the assault element will accomplish the overall

purpose. This element must be capable (through inherent capabilities or positioning relative to

the enemy) of destroying or seizing the target of the combat patrol. Tasks typically associated

with the assault element include:

* Conduct of assault across the objective to destroy enemy equipment, capture or kill
enemy, and clearing of key terrain and enemy positions.

* Maneuver close enough to the objective to conduct an immediate assault if detected.

* Being prepared to support itself if the support element cannot suppress the enemy.

* Providing support to a breach element in reduction of obstacles, if required.

* Planning detailed fire control and distribution.

* Conducting controlled withdrawal from the objective.

Support Element: The support element suppresses the enemy on the objective using direct
and indirect fires. The support element is a shaping effort setting conditions for mission’s
main effort. This element must be capable of supporting the assault element. The support
force can be divided up into two or more elements if required. The support element is
organized to address a threat of enemy interference with the assault elements. The support
force suppresses, fixes, or destroys elements on the objective. The support force’s primary
responsibility is to suppress enemy to prevent reposition against main effort. They:

» Initiates fires and gains fire superiority with crew-served weapons and indirect fires.

* Controls rates and distribution of fires.

» Shifts/ceases fire on signal.

*  Supports the withdrawal of the assault element.

Security Element: The security element is a shaping force having three roles. The first is to
isolate the objective from enemy personnel and vehicles attempting to enter the objective
area. These actions range from simply providing early warning, to blocking enemy movement
This element may require several different forces located in various positions. The patrol
leader is careful to consider enemy reserves or response forces that will be alerted once the
engagement begins. The second role is to prevent enemy from escaping the objective area.
The third role is to secure the patrol’s withdrawal route.

\9)
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Raid

Raids are characterized by the following:

» Destruction of essential systems or facilities (command and control nodes,
logistical areas, other high value areas).

* Provide or deny critical information.

* Securing of hostages or prisoners.

* Confusing the enemy or disrupting his plans.

* Detailed information collection (significant collection assets committed).

* Mission command from the higher headquarters to synchronize the operation

* Creating a window of opportunity.

Raids normally are conducted in five phases—

1) Approach the objective.

2) Isolate the objective area.

3) Set conditions for the assault element.

4) Assault the objective.

5) Tactical movement away from the objective area.
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Raid
Performance Steps

(a) The patrol moves to and occupies the ORP IAW the patrol SOP. The patrol prepares

for leader’s recon.

(b) The PL, squad leaders, and selected personnel conduct a leader’s recon.

(1)PL leaves a contingency plan with the PSG.

(2) PL establishes the RP, pinpoints the objective, observes the objective, and
verifies and updates intelligence information.

(3) Leader’s recon verifies location of and routes to security, support, and

(4) assault positions.

(5) Leader’s recon conducts the recon without compromising the patrol.

(6) Leader's recon normally recons support first, then assault.

(7) PL leaves a surveillance team to observe the objective.

(8) If the security teams were brought forward on the leader's reconnaissance, the
security leader can begin moving security into position while the platoon leader
and the remainder of the leaders reconnaissance party move back to the ORP.

(c) The PL updates his plan and issues instructions to his squad leaders.

(1) Assigns positions and withdrawal routes to all elements.

(2) Designates control measures on the objective (element objectives, lanes, limits

of advance, and assault line).

(3) Allows SLs time to disseminate information, and confirm that their elements are
ready.

(d) Security elements occupy designated positions, moving undetected into positions
that provide early warning and can seal off the objective from outside support or
reinforcement.

(e) The support element leader moves the support element to designated positions. The
support element leader ensures his element can place well-aimed fire on the
objective.

(f) The PL moves with the assault element into the assault position. The assault
position is normally the last covered and concealed position before reaching the
objective. As it passes through the assault position the platoon deploys into its
assault formation; that is, its squads and fire teams deploy to place the bulk of their
firepower to the front as they assault the objective.

(1) Makes contact with the surveillance team to confirm any enemy activity on the
objective.

(2) Ensures that the assault position is close enough for immediate assault if the
assault element is detected early.

(3) Moves into position undetected, and establish local security and fire control
measures.
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Raid

(g) Element leaders inform the PL when their elements are in position and ready.

(h) The PL directs the support element to fire.

(1) Upon gaining fire superiority, the PL directs the assault element to move towards

the objective.

(1) Assault element holds fire until engaged, or until ready to penetrate the
objective.

(2) PL signals the support element to lift or shift fires. The support element lifts or
shifts fires as directed, shifting fire to the flanks of targets or areas directed in the
FRAGO.

(j) The assault element attacks and secures the objective. The assault element may be
required to breech a wire obstacle. As the platoon or its assault element moves onto
the objective, it must increase the volume and accuracy of fires. Squad leaders
assign specific targets or objectives for their fire teams. Only when these direct fires
keep the enemy suppressed can the rest of the unit maneuver. As the assault element
gets closer to the enemy, there is more emphasis on suppression and less on
maneuver. Ultimately, all but one fire team may be suppressing to allow that one
fire team to break into the enemy position. Throughout the assault, soldiers use
proper individual movement techniques, and fire teams retain their basic shallow
wedge formation. The platoon does not get "on-line" to sweep across the objective.
(1) Assault element assaults all the way through the objective to the designated

LOA.

(2) Assault element leaders establish local security along the LOA, and consolidate
and reorganize as necessary, providing ACE reports to the PL and PSG. The
platoon establishes security, mans key weapons, provides first aid and prepares
wounded soldiers for MEDEVAC, redistributes ammunition and supplies,
relocates selected weapons to alternate positions if leaders believe that the enemy
may have pinpointed them during the attack, adjusts other positions to maintain
mutual support and squad and team leader provide ammunition, casualty, and
equipment (ACE) reports to the platoon leader. The PL/PSG reorganize the patrol
based on the contact.

(a) On order, special teams accomplish all assigned tasks under the supervision
of the PL, who positions himself where required to maintain control
(b) Special Team Leaders report to PL when assigned tasks are complete.

(k) On order or signal of the PL, the assault element withdraws from the objective.
Using prearranged signals the assault line begins an organized withdrawal from the
objective site maintaining control and security as the withdrawal is conducted. The
assault element will bound back in the vicinity of the original assault line and will
begin a single file withdrawal through the APLs choke point. It is critical for all men
to move through the choke point to maintain an accurate count. Once the assault
element is a safe distance from the objective and the headcount is confirmed, the
platoon can withdraw the support
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Raid

element. If the support element were a part of the assault line they will withdraw together
and the security would be given the signal to withdraw. Once the support is a safe distance
off the objective they will notify the platoon leader and the platoon leader will contact the
security element and give them the signal to withdraw. All security teams will link-up at the
release point and notify the platoon leader prior to moving to the ORP. As personnel return
to the ORP, they immediately secure their equip. and establish 360 security. Once the
security element returns, the platoon will move out of the objective area as soon as possible,
normally within 2 — 3 minutes.
(1) Prior to withdrawal, demo team activates demo devices and charges.
(2) Support element or designated personnel within the assault element maintain local
security during withdrawal.
(3) Leaders report updated accountability and status (ACE report) to the PL and PSG.
(1) Squads withdraw from the objective in the order designated in the FRAGO to the ORP.
(1) Account for personnel and equipment.
(2) Disseminate information.
(3) Redistribute ammunition and equipment as required.
(m) The PL reports mission accomplishment to higher and continues the mission.
(1) Reports raid assessment to higher.
(2) Informs higher of any IR/PIR gathered.
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Ambush

The purpose of an ambush is to destroy or to harass enemy forces. The ambush
combines the advantages of the defense with the advantages of the offense, allowing a
smaller force with limited means the ability to destroy a much larger force. Ambushes
are enemy-oriented. Terrain is held only long enough to conduct the ambush, and then
the force withdraws. Ambushes range from simple to complex and synchronized; short
duration of minutes to long duration of hours; and within hand grenade range, to
maximum standoff. Ambushes employ direct fire systems as well as other destructive
means, such as command-detonated mines and explosives, and indirect fires on the
enemy force. The attack may include an assault to close with and destroy the enemy or
may just be a harassing assault by fire. Ambushes may be conducted as independent

operations or as part of a larger operation.

The three forms of ambushes are point, area, and antiarmor. In a point ambush,
Soldiers deploy to attack a single kill zone. In an area ambush, Soldiers deploy as two
or more related point ambushes. These ambushes at separate sites are related by their
purpose. A unit smaller than a platoon normally does not conduct an area ambush.
Antiarmor ambushes focus on moving or temporarily halted enemy armored vehicles

POINT AMBUSH

AREA AMBUSH
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Ambush

Based on the amount of time available to set an ambush, ambushes are hasty and
deliberate. A hasty ambush is conducted based on an unanticipated opportunity. It is
used when a patrol sees the enemy before the enemy sees it, and the patrol has time to
act. The leader gives the prearranged signal to start the action and all Soldiers move to
concealed firing positions, prepared to engage the enemy. Depending on the mission,
the patrol may allow the enemy to pass if the enemy does not detect the patrol.

A deliberate ambush is conducted against a specific target at a location chosen based
on intelligence. With a deliberate ambush, leaders plan and prepare based on detailed
information allowing them to anticipate enemy actions and enemy locations. Detailed
information includes: type and size of target, organization or formation, routes and
direction of movement, time the force will reach or pass certain points on its route, and
weapons and equipment carried.

3 most common ambushes are linear, L-shaped, and V-shaped.

Linear Ambush
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Deliberate Ambush

Performance Steps
(a) The PL prepares the patrol for the ambush in the ORP.
(b) The PL prepares to conduct a leader’s recon.
(1) Designates the members of the leader’s recon party (typically includes squad
leaders, surveillance team, RTO/FO, and possibly the security element.
(2) Issues a contingency plan to the PSG.
(¢) The PL conducts his leader's recon.
(1) Ensures the leader’s recon party moves undetected.
(2) Confirms the objective location and suitability for the ambush.
(3) Selects a kill zone.
(4) Posts a surveillance team at the site and issues a contingency plan.
(5) Confirms suitability of assault and support positions and routes from them to the
ORP.
(d) The PL adjusts his plan based on info from the recon.
(1) Assigns positions.
(2) Designates withdrawal routes.
(3) Designates necessary control measures.
(e) The PL confirms the ambush formation.
(f) The security team(s) occupy first, securing the flanks of the ambush site, and
providing early warning. The security element must be in position before the support
and assault elements move forward of the release point. A security team remains in the
OREP if the patrol plans to return to the ORP after actions on the objective.
(g) Support element leader assigns sectors of fire.
(1) Emplaces mines and obstacles as designated.
(2) Identifies sectors of fire and emplaces limiting stakes to prevent friendly fires
from hitting other elements.
(3) Overwatches the movement of the assault element into position.
(h) Once the support element is in position, or on the PLs order, the assault element
departs the ORP and moves into position. Actions of the assault element should
include:
(1) Identify individual sectors of fire as assigned by the PL. Emplace aiming stakes.
(2) Emplace claymores and other protective devices.
(3) Emplace claymores, mines, or other explosives in dead space within the kill
zone.
(4) Camouflage positions.
(5) Move weapon selector switches to FIRE.
(1) The security element spots the enemy and notifies the PL, reporting the direction of
movement, target size, and any special weapons or equipment carried. The security
element must also keep the platoon leader informed if any enemy forces are following
the lead force.
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Deliberate Ambush

(j) The PL alerts other elements, and determines if the enemy force is too large, or if
his ambush can engage successfully.

(k) The PL initiates the ambush using the highest casualty-producing device. He may
use a command-detonated claymore. He must also plan backup method for initiating
the ambush should the primary means fail. This should also be a casualty-producing
device such as his individual weapon. This information must be passed out to all
soldiers and practiced during rehearsals.

(I) The PL ensures that the assault and support elements deliver fire with the heaviest,
most accurate volume possible. The patrol must have a means of engaging the
enemy in the kill zone during period of limited visibility if it becomes necessary to
initiate the ambush under this situation. Use of tracers must be weighed against how
it might help the enemy to identify friendly positions. The platoon leader may use
handheld or indirect illumination flares to illuminate the kill zone.

(m) The PL gives the signal to lift or shift fires if the target is to be assaulted. The PL
directs lift or shift prior to any assault.

(n) The assault element assaults before the remaining enemy can react.

(1) Kills or captures enemy in the kill zone.

(2) Uses individual movement techniques or bounds by fire teams to move.

(3) Establishes security for special teams along a designated limit of advance

(LOA) and gives ACE reports to higher.

(o) The PL directs special teams (EPW search, aid and litter, demo) to accomplish their
assigned task once the assault element has established its LOA.

(1) Once the kill zone has been cleared collect and secure all EPWs and move them
out of the kill zone before searching bodies. Establish a location for EPWs and
enemy wounded who will not be taken out that provides them cover, yet allows
them to be found easily by their units.

(2) Search from one side to the other and mark bodies that have been searched to
ensure the area is thoroughly covered. Search all dead enemy personnel using
two-man search techniques. [As the search team approaches a dead enemy
soldier, one man guards while the other man searches. First, he kicks the enemy
weapon away. Second, he rolls the body over (if on the stomach) by lying on
top and when given the go ahead by the guard (who is positioned at the enemy's
head), the searcher rolls the body over on him. This is done for protection in
case the enemy soldier has a grenade with the pin pulled underneath him. The
searchers then conduct a systematic search of the dead soldier from head to toe
removing all papers and anything new (different type rank, shoulder boards,
different unit patch, pistol, weapon, or NVD). They note
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Deliberate Ambush

if the enemy has a fresh or shabby haircut and the condition of his uniform and

boots. They take note of the radio frequency, SOI, and maps. Once the body has
been thoroughly searched, the search team will continue in this manner until all
enemy personnel in and near the kill zone have been searched.]

(3) Identify, collect, and prepare all equipment to be carried back or destroyed.

(4) The demolition team prepares dual-primed explosives (C4 with two M60 fuse
lighters and time fuse) or incendiary grenades and awaits the signal to initiate.
This is normally the last action performed before the unit departs the objective
and may signal the security elements to return to the ORP.

(5) Evacuate and treat friendly wounded first, then enemy wounded, time
permitting.

(6) Actions on the objective with stationary assault line; all actions are the same
with the exception of the search teams. They must work in 3 men teams in order
to provide security within the teams to the far side of the kill zone while the
search is being conducted. All KIAs should be dragged to near side of the kill
zone prior to the search.

(p) If a flank security team makes contact, it fights as long as possible without
becoming decisively engaged. It uses a prearranged signal to let the platoon leader
know it is breaking contact. The platoon leader may direct a portion of the support
element to assist the security team in breaking contact.

(q) The platoon leader directs the unit’s withdrawal from the ambush site:

* Elements normally withdraw in the reverse order that they established their
positions.

* The elements may return to the RP or directly to the ORP, depending on the distance
between elements.

* The security element of the ORP must be alert to assist the platoon’s return to the
ORP. It maintains security for the ORP while the rest of the platoon prepares to
leave.

(r) The PL and PSG direct actions at the ORP, to include accountability of personnel
and equipment and recovery of rucksacks and other equipment left at the ORP during
the ambush.

(s) The platoon leader disseminates information, or moves the platoon to a safe
location (no less than one kilometer or one terrain feature away from the OBJ) and
disseminates info.

(t) As required, the PL and FO execute indirect fires to cover the platoon’s withdrawal.
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Deliberate Ambush

Critical Tasks
+Secure and Occupy ORP
*Recon OBJ (Kill Zone) (1)

*Emplace Security
Elements (2)

*Emplace Support Element
(3)

*Emplace Assault Elements
(4)

+Security Notifies PL of
Enemy

PL Initiates Ambush
*Support Lifts/Shifts Fire

Combat Patrols

Critical Tas! 'd

*Assault Element Assaults (5)
sEstablish LOA/Security (6)
Consolidate/Reorganize (7)
*Reposition as Req'd
Search Kill Zone
*Treat Wounded
*Assault Withdraws
*Support Withdraws
«Security Withdraws
*Patrol Consolidates in ORP




Hasty Ambush

Performance Steps

(a) Using visual signals, any soldier alerts the unit that an enemy force is in
sight. The soldier continues to monitor the location and activities of the
enemy force until his team or squad leader relieves him, and gives the enemy
location and direction of movement.

(b) The platoon or squad halts and remains motionless.

(c) The PL gives the signal to conduct a hasty ambush, taking care not to alert
the enemy of the patrol’s presence.

(d) The leader determines the best nearby location for a hasty ambush. He uses
arm-and-hand signals to direct unit members to covered/concealed positions.

(e) The leader designates the location and extent of the kill zone.

(f) Teams and squads move silently to covered and concealed positions, ensuring
positions are undetected and have good observation and fields of fire into the
kill zone.

(g) Security elements move out to cover each flank and the rear of the unit. The
leader directs the security elements to move a given distance, set up, and
rejoin the unit on order or, after the ambush (the sound of firing ceases). At
squad level, the two outside buddy teams normally provide flank security as
well as fires into the kill zone. At platoon level, fire teams make up the
security elements. The PL assigns sectors of fire and issues any other
commands necessary (control measures, etc.).

(1) The PL initiates the ambush, using the greatest casualty-producing weapon
available, when the largest percentage of enemy is in the kill zone.

(1) Controls the rate and distribution of fire.
(2) Employs indirect fire to support the ambush.
(3) Orders cease-fire.

(h) The PL designates personnel to conduct a hasty search of enemy personnel
and process enemy prisoners and equipment.

(1) The PL orders the platoon to withdraw from the ambush site along a covered
and concealed route.

(j) The PL gains accountability, reorganizes as necessary, disseminates
information, reports the situation, and continues the mission as directed.
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Hasty Ambush

Combat Patrols

Critical Tasks

-Patrol detects an enemy unit
PL is nofified

<Patrol halts and remains
motionless

-PL gives signal for Hasty
Ambush

«PL directs elements to covered
and concealed positions

-Security Elements move to
flanks of patrol

«PL establishes control
measures

«PL initiates and controls
ambush

-PL directs a hasty search

-Patrol consolidates,
reorganizes, withdraws, repors,
and continues mission




Battle Drills

Battle Drills are essential because they allow us to
instinctively dominate these critical first seconds of
the contact minimizing the amount of time and
complex decision-making that needs to take place in
order to place effective fire on the enemy, suppress
him, and gain the 1nitiative. This allows us as leaders
to save complex thought-processes for exploitation
and seize the initiative.

Infantry platoons and squads undergo extensive
training to conduct combat operations in all
operational environments. In preparation for these
operations battle drills are used to train and establish
procedures to perform their mission. Battle drills are
standardized collective actions made in response to
common battle occurrences. They are designed for
rapid reaction situations without the application of a
deliberate decision-making process.
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Leader Decisions During Battle Drill Execution

The small unit executes actions on contact using a logical, well organized process of
decision making and action entailing these five steps:

Deploy and report.

Evaluate and develop the situation.

Choose a course of action.

Execute the selected course of action.

Recommend a course of action to the higher commander

Nk W=

*** LEADER DECISIONS DRIVE THE BATTLE DRILL ***
EXECUTION SEQUENCE

Fire Team Makes Contact
1. Soldiers in the Fire Team instinctively do the following, immediately:
1. Return fire
2.Find cover

3. Get on line (once they are on line their fire team is ready to assault/support)
4. Call out 3 Ds (distance, direction, description)
2. Fire Team Leader rapidly assesses situation using 3 Ds & METTTC to determine if
its a:

1. Fire Team Fight
1. Informs Squad Leader it’s a Fire Team Fight and he is pushing
through the enemy
2. Frontal assault through the enemy
* Bound individually or by buddy team (alternate/successive
Fire Team bOU.IldS)
pLeader —> 2. Squad Fight
1. Informs Squad Leader it’s a Squad Fight
2. Recommends a COA to the SL
3. Establishes a base of fire to support squad maneuver
3. Larger than a Squad Fight
* Fire Team continues to engage enemy, on line, in preparation for:
1. Break Contact
2. Platoon Attack
» If platoon attack, the fire team will become part of a
squad-sized support element to support the platoon
assault
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Leader Decisions During Battle Drill Execution

3. Squad Leader rapidly assesses situation using Fire Team SITREP (3 Ds & any
additional info) & METTTC to determine if its:
1. Squad Fight
1. Informs PL it’s a Squad Fight and he is executing a Squad
Assault (Battle Drill #2A)
2. Fire Team in contact becomes Support-by-Fire (uses 15 degree
rule)
3. Trail Fire Team executes bold flanking maneuver to destroy ENY
4. SL requests additional assets (Indirect, CCA, etc.)

fi';‘;; 2. Platoon Fight

PECISIO 1. Informs PL it’s a Platoon Fight
2. Recommends a COA to the PL
3. Establishes a base of fire to support the platoon maneuver
3. Larger than a Platoon Fight
* Fire Team continues to engage enemy, on line, in preparation for:
1. Squad Break Contact
2. Company Attack
* If company attack, the squad will become part of a
platoon-sized support element to support the
company assault
4. As soon as possible, Squad Leader sends SALUTE/SITREP to PL to paint the
picture of the situation and receive additional support from higher

Tips when in contact:
* Clear and concise communication
* “1-6, 1-1 Squad Fight, O casualties, assaulting Right to Left”
* “1-6, 1-1 Platoon Fight , 0 Casualties, Recommend support by fire my
position and assault right to left”
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Battle Drill 1: React to Direct Fire Contact

1. The element in contact immediately returns well-aimed fire on known enemy
position(s).

2. Soldiers and vehicles assume the nearest covered and concealed position.

3. Element leaders locate and engage known enemy positions with well-aimed fire or
battlesight fire command, and pass information to the unit leader and Soldiers.

4. Element leaders control the fire of their Soldiers by using standard fire commands
(initial and supplemental) containing the following elements:

a. Alert. f. Method.

b. Weapon or ammunition (optional).  g. Control (optional).
c. Target description. h. Execution.

d. Direction. 1. Termination.

e. Range.

5. Soldiers maintain contact (visual or oral) with their leader and other Soldiers

6. Soldiers maintain contact with TL and indicate the location of the enemy positions.

7. Unit leaders (visually or orally) check the status of their personnel.

8. Element leaders maintain visual contact with the unit leader.

9. The unit leader moves up to the element in contact and links up with its leader.

a. Unit leader brings the radio-telephone operator, forward observer, element
leader of the nearest element, one crew-served weapon team (machine gun
team if available).

b. Element leaders of the elements not in contact move to the front of their
element.

c. The platoon sergeant moves forward with the remaining crew-served weapons
and links up with the unit leader and assumes control of the support element.

10. The unit leader determines whether or not the unit must move out of engagement

area.

11. The unit leader determines whether or not the unit can gain and maintain
suppressive fires with the element already in contact (based on the volume and
accuracy of enemy fires against the element in contact).

12. The unit leader makes an assessment of the situation identifies—

a. The location of the enemy position and obstacles.

b. The size of the enemy force engaging the unit in contact. (The number of
enemy automatic weapons, the presence of any vehicles, and the employment
of indirect fires are indicators of enemy strength.)

c. Vulnerable flanks.

d. Covered and concealed flanking routes to the enemy positions.

13. The unit leader decides whether to conduct an assault, bypass (if authorized by the

company commander), or break contact.

14. The unit leader reports the situation to higher headquarters and begins to maneuver
the unit.
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Battle Drill 1: React to Direct Fire Contact
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UNIT IMMEDIATELY RETURNS FIRE.
SOLDIERS ASSUME NEAREST COVERED
AND CONCEALED POSITION.

UNIT IS IN POSITION ENGAGING
ENEMY WITH WELL-AIMED FIRES.
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Battle Drill 2: Platoon Assault

1. The platoon conducts action on enemy contact. The squad or section in contact
reacts to contact by immediately returning well-aimed fire on known enemy
positions. Dismounted Soldiers assume the nearest covered positions. Vehicles move
out of the beaten zone and Soldiers dismount the vehicle. The element in contact
attempts to achieve suppressive fires. The element leader notifies the platoon leader
of the action.

2. Platoon leader gives the command to dismount the vehicles. The platoon sergeant
takes control of the vehicles.

3. The platoon leader, radio telephone operator, FO, squad leader of the next squad, and
one machine gun team move forward to linkup with the squad leader of the squad in
contact.

4. The squad leader of the trail squad moves to the front of the lead fire team.

5. The weapons squad leader and second machine gun team move forward and linkup
with the platoon leader. If directed, the weapons squad leader assumes control of the
base-of-fire element and positions the machine guns to add suppressive fires against
the enemy.

6. Platoon sergeant repositions vehicles, as necessary, to provide observation and
supporting fire against the enemy.

7. The platoon leader assesses the situation.

8. If the squad in contact cannot achieve suppressive fire, the squad leader reports to
the platoon leader.

a. The squad in contact establishes a base of fire. The squad leader deploys the
squad to provide effective, sustained fires on the enemy position. The squad
leader reports the final position to the platoon leader.

b. The remaining squads (not in contact) take up covered and concealed positions
in place, and observe to the flanks and rear of the platoon.

c. The platoon leader moves forward with the radio-telephone operator, the
platoon forward observer, squad leader of the nearest squad, and one machine
gun team.

9. Lead squad locates the enemy.

a. The squad leader of the squad in contact reports the enemy size and location,
and any other information to the platoon leader. The platoon leader completes
the squad leader's assessment of the situation.

b. The squad continues to engage the enemy's position.

c. The weapons squad leader moves forward with the second machine gun team
and links up with the platoon leader.

d. The platoon sergeant repositions vehicles, as necessary, to provide observation
and supporting fire against the enemy.

10. Lead squad suppresses the enemy:

a. The platoon leader determines if the squad in contact can gain suppressive fire
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Battle Drill 2: Platoon Assault

against the enemy based on the volume and accuracy of the enemy's return fire.

(1) If the answer is YES, the platoon leader directs the squad (with one or both
machine guns) and vehicle element in contact to continue suppressing the

enemy:

(a) The squad in contact destroys or suppresses enemy weapons that are
firing most effectively against it; normally crew-served weapons. (b)
The vehicle section in contact destroys or suppresses enemy weapons
that were firing most effectively against them, including vehicles and
crew-served weapons.

(c) The squad in contact places screening smoke (M203/320) to prevent the

enemy from seeing the maneuver element.

(2) If the answer is NO, the platoon leader deploys another squad, second
vehicle section, and the second machine gun team to suppress the enemy
position. (The platoon leader may direct the trail leader to position this
squad and vehicle section, and weapons squad leader to position one or both
machine gun teams in a better support-by-fire position.)

b. The platoon leader again determines if the platoon can gain suppressive fires
against the enemy.

(1) If the answer is YES, the platoon leader continues to suppress the enemy
with the two squads, two machine guns, and vehicle-mounted weapons.

(a) The trail squad leader assumes control of the base-of-fire element
(squad in contact, machine gun teams, and any other squads designated
by the platoon leader).

(b) The platoon sergeant assumes control of the vehicle section and base-of
fire element (squad in contact and machine gun teams designated by the
platoon leader).

(c) The platoon FO calls for and adjusts fires based on the platoon leader's
directions. (The platoon leader does not wait for indirect fires before
continuing with his actions.)

(2) If the answer is still NO, the platoon leader deploys the last squad to
provide flank and rear security; guide the rest of the company forward, as
necessary; and report the situation to the company commander. Normally,
the platoon becomes the base-of-fire element for the company and may
deploy the last squad to add suppressive fires. The platoon continues to
suppress or fix the enemy with direct and indirect fire, and responds to
orders from the company Commander

11. Platoon assaults the enemy position. If the squad(s) in contact together with the
machine gun(s) and vehicle element can suppress the enemy, the platoon leader
determines if the remaining squad(s) that are not in contact can maneuver.
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Battle Drill 2: Platoon Assault

a. The platoon leader makes the following assessment:
(1) Location of enemy positions and obstacles.
(2) Size of enemy force. (The number of enemy automatic weapons, the

presence of any vehicles, and the employment of indirect fires are indicators
of enemy strength.)

(3) Vulnerable flank.

(4) Covered and concealed flanking route to the enemy position.

b. If the answer is YES, the platoon leader maneuvers the squad(s) into the
assault:
(1) Once the platoon leader has ensured that the base-of-fire element is in
position and providing suppressive fires, he leads the assaulting squad(s) to
the assault position.
(2) If the vehicle section can effectively suppress the enemy element, the
platoon leader may reposition the weapons squad or machine gun to an
intermediate or local support-by-fire position to provide additional
suppression during the assault.
(3) Once in position, the platoon leader gives the prearranged signal for the
base of-fire element to lift or shift direct fires to the opposite flank of the
enemy position. (The assault element MUST pick up and maintain effective
fires throughout the assault. Handover of responsibility for direct fires from
the base-of-fire element to the assault element is critical.)
(4) The platoon forward observer shifts indirect fires to isolate the enemy
position.
(5) The assaulting squad(s) fight through enemy positions using fire and
maneuver. The platoon leader controls the movement of the squads, assigns
specific objectives for each squad, and designates the main effort or base
maneuver element. The base-of-fire element must be able to identify the
near flank of the assaulting squad(s).
(6) In the assault, the squad leader determines the way in which to move the
elements of the squad based on the volume and accuracy of enemy fire
against the squad and the amount of cover afforded by the terrain. In all
cases, each Soldier uses individual movement techniques, as appropriate.
(a) The squad leader designates one fire team to support the movement of
the other team by fires.

(b) The squad leader designates a distance or direction for the team to move
and accompanies one of the fire teams.

(c) Soldiers must maintain contact with team members and leaders.

(d) Soldiers time their firing and reloading in order to sustain their rate of
fire.
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Battle Drill 2: Platoon Assault

(e) The moving fire team proceeds to the next covered position. Teams use
the wedge formation when assaulting. Soldiers move in rushes or by
crawling.

(f) The squad leader directs the next team to move.

(g) If necessary, the team leader directs Soldiers to bound forward as
individuals within buddy teams. Soldiers coordinate their movement and
fires with each other within the buddy team, and maintain contact with
their team leader.

(h) Soldiers fire from covered positions. They select the next covered
position before moving and rush forward (no more than five seconds), or
use high or low crawl techniques based on terrain and enemy fires.

c. If the answer 1s NO, or the assaulting squad(s) cannot continue to move, the
platoon leader deploys the squad(s) to suppress the enemy and reports to the
company commander. The platoon continues suppressing enemy positions and
responds to the orders of the company commander.

12. The platoon consolidates on the objective once the assaulting squad(s) has seized
the enemy position.

a. Establishes local security.

b. The platoon leader signals for the base-of-fire element to move up into

designated positions.

c. The platoon leader assigns sectors of fire for each squad and vehicle.

d. The platoon leader positions key weapons and vehicles to cover the most

dangerous avenue(s) of approach.

e. The platoon sergeant begins coordination for ammunition resupply.

f. Soldiers take up hasty defensive positions.

g. The platoon leader and FO develop a quick fire plan.

h. The squads place out observation points to warn of enemy counterattacks.

13. Platoon organizes by:

a. Reestablishing the chain of command.

b. Redistributing and resupplying ammunition.

c. Manning crew-served weapons first.

d. Redistributing critical equipment such as radios; CBRN; and night vision
devices.

e. Treating casualties and evacuating wounded.

f. Filling vacancies in key positions.

g. Searching, silencing, segregating, safeguarding, and speeding EPWs to
collection points.

h. Collecting and reporting enemy information and materiel.

14. Platoon sends SITREP to the company commander.
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Battle Drill 2A: Squad Assault

1. The team in contact immediately returns well-aimed fire on known enemy position(s) and
assumes the nearest covered positions. Soldiers receiving fire take up nearest positions that
afford protection from enemy fire (cover) and observation (concealment).

2. Soldiers in contact assume the nearest position that provides cover and concealment.

a. Fire team Soldiers in contact move to positions (bound or crawl) where they can fire
their weapons, position themselves to ensure that they have observation, fields of fire,
cover, and concealment. They continue to fire and report known/suspected enemy to the
fire team leader

b. The team leader directs fires using tracers or standard fire commands.

c. The fire team not in contact takes covered and concealed positions in place, and
observes to the flanks and rear of the squad.

d. The SL reports contact to the platoon leader and moves toward the fire team in contact.

3. Lead team locates the enemy:

a. Using sight and sound, the fire team in contact acquires known/suspected enemy
positions.

b. The fire team in contact begins to place well-aimed fire on suspected enemy positions.

c. The squad leader moves to a position to observe the enemy and assess the situation.

d. The squad leader requests, through the platoon leader, immediate suppression indirect
fires.

e. The squad leader reports the enemy size and location, and any other information to the
platoon leader. (As the platoon leader comes forward, he completes the squad leader's
assessment of the situation.)

4. Team in contact suppresses the enemy.

a. The squad leader determines if the fire team in contact can gain suppressive fire based
on the volume and accuracy of the enemy fire.

b. If the answer is YES, the fire team leader continues to suppress the enemy:

(1) The fire team destroys or suppresses enemy crew-served weapons first.

(2) The fire team places smoke (M203/320) on the enemy position to obscure it.

(3) The fire team leader continues to control fires using tracers or standard fire
commands. Fires must be well-aimed and continue at a sustained rate with no lulls.

(4) Buddy teams fire their weapons so both aren‘t reloading their weapons at the same
time.

c. If the answer is NO, the squad leader then deploys the fire team not in contact to
establish a support-by-fire position. The squad leader reports the situation to the platoon
leader. Normally, the squad becomes the base-of-fire element for the platoon. The squad
continues to suppress the enemy and responds to orders from the platoon leader. (The
platoon leader, RTO, FO, one machine gun team, SL of the next squad, platoon
sergeant, and the other machine gun team are already moving forward according to
Battle Drill 2, Platoon Assault.)

5. The unit leader maneuvers the assault elements into the assault.

a. Squad leader adjusts fires (both direct and indirect) based on the rate of the assault
element movement and the minimum safe distances of weapons systems.

b. Once in position, the squad leader gives the prearranged signal for the supporting fire
team to shift direct fires to the opposite flank of the enemy position.
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Battle Drill 2A: Squad Assault

c. The assaulting fire team assumes and maintains effective fires throughout the assault.
Handover of responsibility for direct fires from support element to the assault element is
critical to prevent fratricide.

d. If available, unit leader directs the forward observer to shift indirect fire (including
smoke) to isolate the enemy position.

6. The assaulting element(s) fight through enemy position(s) using fire and movement.

a. TL controls the movement of the team.

b. TL assigns specific objectives for each buddy team and designates a base maneuver
element.

c. Base-of-fire elements maintain visual contact of the near flank of the assaulting element.

d. The assault element conducts fire and movement based on volume and accuracy of
enemy fires against his element and the amount of cover afforded by the terrain.

(1) Assault element leader designates a distance and direction for the assault element
and moves with that element.

(2) Soldiers maintain contact with team members and leaders.

(3) Team leaders direct Soldiers to move as individuals or teams.

(4) Soldiers fire from covered positions. Soldiers move using 3- to 5-second rushes or
the low or high crawl techniques, taking advantage of available cover and
concealment.

(5) Soldiers time their firing and reloading in order to sustain their rate of fire.

(6) Team leaders maintain contact with the unit leader and pass signals to element
members.

(7) If the assault element cannot continue to move, the unit leader deploys the
element(s) to suppress the enemy and reports to higher headquarters.

7. The squad consolidates and reorganizes.

a. Squad leaders establish local security.

b. The squad leader signals for the base-of-fire element to move up into designated
positions.

c. The squad leader assigns sectors of fire for each element.

d. The squad leader positions key weapons to cover the most dangerous avenue of
approach.

e. The squad leader begins coordination for ammunition resupply.

f. Soldiers establish hasty fighting positions.

g. Squad leader develops a quick fire plan.

h. Squad leader place out observation posts to warn of enemy counterattacks.

1. Reestablishes the chain of command.

j. Redistributes and resupplies ammunition.

k. Mans crew-served weapons, first.

1. Redistributes critical equipment such as radios; CBRN; and night vision devices.

m. Treats and evaluates wounded.

n. Fills vacancies in key positions.

o. Searches, silences, segregates, safeguards, speeds, and tags detainees.

p. The unit leader consolidates ammunition, casualties’ and equipment reports.

8. Squad leader reports situation to platoon leader.
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Battle Drill 3: Break Contact

1. The unit leader directs an element to suppress the enemy.

2. The unit leader directs the vehicles to support the disengagement of the dismounted
element. (If the vehicles cannot support the disengagement of the dismounted element, the
PL directs one squad or team to suppress by fire to support the disengagement of the
remainder of the element.)

3. The unit leader orders a distance and direction, terrain feature, or last rally point of the
movement of the element in contact.

4. The unit leader employs indirect fires to suppress enemy position(s).

5. The bounding element moves to occupy the overwatch position, employs smoke (M203,
grenade launchers, indirect fires, and other options) to screen movement. If necessary,
employs fragmentation and concussion grenades to facilitate breaking contact.

6. The base-of-fire element continues to suppress the enemy.

7. The moving element occupies their overwatch position and engages enemy position(s).

8. The unit leader directs the base-of-fire element to move to its next covered and concealed
position. Based on the terrain, and volume and accuracy of the enemy's fire, the moving
element may need to use fire and movement techniques.

9. The unit continues to bound away from the enemy until:

a. It breaks contact (the unit must continue to suppress the enemy as it breaks contact).
b. It passes through a higher-level support-by-fire position.
c. Its elements are in the assigned positions to conduct the next mission.

10. The leader should consider changing the unit's direction of movement once contact is

broken. This reduces the ability of the enemy to place effective indirect fire on the unit.

11. Elements and Soldiers that become disrupted stay together and move to the last designated
RP.

12. Unit leaders account for Soldiers, reports the situation to higher leadership, reorganize as
necessary, and continue the mission.

UNIT |5 ENGAGING ENEMY
AND MUST BREAK CONTACT.
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Battle Drill 3: Break Contact

BOUNDING TEAM USES SMOKE
TO CONCEAL MOVEMENT TO
NEXT POSITION.

TEAM MOVES INTO NEXT
COVERED AND CONCEALED ﬁ

POSITION AND SUPPRESSES ENEMY. %\x
UNIT CONTINUES TO SUPPRESS AND
BOUND. '
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Battle Drill 4: React to Ambush (near)

1. Dismounted unit takes the following actions:
a. Soldiers in the kill zone execute one of the following two actions:
(1) Return fire immediately. If cover is not available, immediately and without
order or signal, assault through the kill zone.
(2) Return fire immediately. If cover is not available, without order or signal,
occupy the nearest covered position and throw smoke grenades.
b. Soldiers in the kill zone assault through the ambush using fire and movement.
c. Soldiers not in the kill zone identify the enemy location, place “well-aimed”
suppressive fire on the enemy's position and shift fire as Soldiers assault the objective.
d. Soldiers assault through and destroy the enemy position.
e. The unit leader reports the contact to higher headquarters.
2. Mounted unit takes the following actions:
a. Vehicle gunners in the kill zone immediately return fire and deploy vehicle smoke,
while moving out of the kill zone.
b. Soldiers in disabled vehicles in the kill zone immediately obscure themselves from
the enemy with smoke, dismount if possible, seek covered positions, and return fire.
c. Vehicle gunners and Soldiers outside of the kill zone identify the enemy positions,
place "well-aimed" suppressive fire on the enemy, and shift fire as Soldiers assault the
objective.

d. The unit leader calls for and adjusts indirect fire and request CAS according to
METT-TC.

e. Soldiers in the kill zone assault through the ambush and destroy the enemy.
f. The unit leader reports the contact to higher headquarters.
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UNIT IS MOVING AND
RECEIVES ENEMY FIRE.
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Battle Drill 4: React to Ambush (near)

SOLDIERS IN THE KILL ZONE
IMMEDIATELY RETURN FIRE.

SOLDIERS IN SUPPORT POSITION
SHIFT FIRES AS SOLDIERS IN KILL
ZONE ASSAULT ENEMY POSITION(S).
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Battle Drill 5: Knock Out a Bunker

1. The unit deploys:

a. The squad/team in contact establishes a base of fire. If mounted, the squad dismounts,
establishes local security, and adds suppressive fires against the enemy. The platoon
leader, radio telephone operator, and platoon FO dismount, and if not with the lead
section, moves forward with the other squad leader and linkup with the squad leader of
the lead squad.

b. Weapons squad leader positions machine guns to reinforce rifle squad in contact.

c. Platoon sergeant moves to support-by-fire position and assumes control of the position's
fires and repositions vehicles if necessary, to provide additional observation and base of
fire. The weapons squad leader repositions another machine gun, as needed, based on
METT-TC.

d. The squad in contact gains and maintains fire superiority by—

(1) Destroying or suppressing enemy crew-served weapons.

(2) Continuing suppressive fires at the lowest possible level.

(3) Suppressing the bunker and supporting positions.

(4) The squad employs SLMs, as required.

e. The platoon FO calls for and adjusts indirect fires as directed by the platoon leader,
including the use of smoke.

f. Establishes security to rear and flanks of SBF position.

2. The unit reports:

a. Submits contact reports.

b. SALUTE report to commander.

c. Submits SITREP, as needed.

3. Unit personnel evaluate and develop the situation:

a. The platoon leader, radio telephone operator, and platoon FO move forward to linkup
with the squad leader of the squad in contact.

b. The platoon + leader evaluates the situation by identifying the enemy's composition,
disposition, and capabilities:

(1) Identifies ENY disposition: number/location of enemy bunkers, level of mutual
support and overlapping fires between positions, and connecting trenches and
protective obstacles.

(2) Identifies enemy composition and strength: the number of enemy automatic
weapons, the presence of vehicles, and employment of indirect fires are indicators of
enemy strength.

(3) Identifies enemy capability: to defend, reinforce, attack, and withdraw.

c. Platoon leader develops the situation by determining where he can move to a position of
advantage. These include—

(1) A vulnerable flank or blind spot to at least one bunker.

(2) A covered and concealed flanking route to the flank of the bunker.

4. Unit personnel develop a COA:

a. The platoon + leader determines—

(1) Which bunker poses the greatest threat.
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Battle Drill 5: Knock Out a Bunker

(2) Where the adjoining bunkers are located.

(3) Requirement to breach protective obstacles.

b. Platoon leader determines where support positions will be placed.
c. Platoon leader determines size and make up of assault squad.

5. Unit personnel execute COA:
a. Platoon leader directs the supporting element to suppress bunker:

(1) Platoon sergeant repositions a squad, fire team, machine gun team, and mounted
element to isolate the bunker and continue suppressive fires, as necessary.

(2) FO shifts fires, as needed.

b. Platoon leader directs the assault squad to attack the bunker:

(1) The assaulting squad, platoon leader, and radio-telephone operator move along
the covered and concealed route to an assault position and do not mask the fires of
the support-by-fire element.

(2) Soldiers constantly watch for other bunkers or enemy positions in support of
bunkers.

(3) On the platoon leader’s signal, the supporting element shifts or ceases fire (direct
fire and indirect fire).

(4) Upon reaching the last covered and concealed position—

(a) Buddy team #1 (team leader and automatic rifleman) remain where they can
cover buddy team #2 grenadier and rifleman.

(b) The squad leader positions himself where best to control the teams. On the
squad leader’s signal, the base-of-fire element lifts or shifts fires to the
opposite side of the bunker from the assaulting fire team’s approach.

(5) Buddy team #2 moves to a blind spot near the bunker.

(a) One Soldier takes up a covered position near the exit.

(b) The other Soldier cooks off a grenade (two seconds, maximum), announces,
"FRAG OUT," and throws it through an aperture.

(c) After the grenade detonates, the Soldier covering the exit enters first and the
team clears the bunker.

(6) Buddy team #1 moves to join buddy team #2.

(7) The team leader—

(a) Inspects the bunker.

(b) Marks the bunker according to unit SOP.

(c) Signals the squad leader that the bunker is clear.

6. The platoon leader:
a. Directs the supporting squad to move up and knock out the next bunker. OR directs the
assaulting squad to continue and knock out the next bunker.
b. Rotates squads, as necessary.
7. Unit leaders account for Soldiers, provide a SITREP to higher headquarters, consolidate
and reorganize as necessary, and continue the mission.
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Battle Drill 6: Enter and Clear a Room

1. The unit leader occupies a position to best control the security and clearing teams.
a. Unit leader directs a clearing team to secure corridors or hallways outside the room
with appropriate firepower.
b. The team leader (normally, the number two Soldier) takes a position to best control
the clearing team outside the room.
c. The unit leader gives the signal to clear the room.
2. The clearing team enters and clears the room.
a. The first two Soldiers enter the room almost simultaneously.
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b. The first Soldier enters the room, moves left or right along the path of least resistance
to one of two corners, and assumes a position of domination facing into the room.
During movement, the Soldier scans the sector and eliminates all immediate threats.

c. The second Soldier (normally the clearing team leader) enters the room immediately
after the first Soldier and moves in the opposite direction of the first Soldier to his
point of domination. During movement the Soldier eliminates all immediate threats
in the sector.

d. The third Soldier moves in the opposite direction of the second Soldier while
scanning and clearing the sector and assuming the point of domination.
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Battle Drill 6: Enter and Clear a Room

e. The fourth Soldier moves opposite of the third Soldier to a position dominating his
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f. All Soldiers engage enemy combatants with precision aimed fire and identify
noncombatants to avoid collateral damage.

g. The clearing team leader announces to the unit leader when the room is CLEAR.
3. Marks the entry point according to unit SOP.

a. Makes a quick assessment of room and threat.

b. Determines if unit has fire power to continue clearing their assigned sector.

c. Reports to the higher unit leader the first room is clear.

d. Requests needed sustainment to continue clearing his sector.

e. Marks entry point according to unit SOP.
4. The unit consolidates and reorganizes, as needed.
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Battle Drill 9: React to Indirect Fire

1. Dismounted. Unit personnel take the following actions:

a. Any Soldier announces, “INCOMING!”

b. Soldiers immediately assume the prone position or move to immediate
available cover during initial impacts.

c. The unit leader orders the unit to move to a rally point by giving a
direction and distance.

d. Soldiers move rapidly in the direction and distance to the designated
rally point, after the impacts.

e. The unit leaders report the contact to higher headquarters.
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Battle Drill 11: React to IED

1. The first Soldier to realize there is a possible IED communicates the 3-Ds:

a. Distance: the distance from the Soldier(s) that initially found the possible IED.

b. Direction: the direction to which the possible IED is located from the Soldier(s) who
initially found it.

c. Description: the initial description of the possible IED. Soldiers should not move
closer to the possible IED to retrieve a better description.

2. The element performs the 5-Cs.

a. Check: all personnel should check their immediate area for secondary/tertiary devices
by conducting 5/25/200 meter checks from their positions. If Soldiers suspect an IED
while performing the 5/25/200 meter checks, they should assume it could detonate at
any moment, even if the suspected IED turns out to be a false alarm.

b. Confirm: the unit MUST confirm the existence of a suspected IED from a safe
distance using any available standoff means (robot, Buffalo, optics, or other means).
Once confirmed, the unit calls in an EOD 9-line explosive hazard spot report.

(1) Line 1, date-time group: complete this line with the date and time the item
was discovered.

(2) Line 2, reporting activity and location: complete this line with the unit and the
8-digit grid location of the explosive hazard.

(3) Line 3, contact method: enter the radio frequency, call sign, point of contact,
and telephone number.

(4) Line 4, type of ordnance: document whether it was dropped, projected,
placed, or thrown; or whether it was a possible IED. Give the number of
items, if more than one. Include as detailed of a description as possible of the
item in question, to include the size, shape, and physical condition.

(5) Line 5, CBRN contaminations: Be as specific as possible.

(6) Line 6, resources threatened: document equipment, facilities, or other assets
that were threatened.

(7) Line 7, impact on mission: provide a short description of the current tactical
situation and how the explosive hazard affected the status of the mission.

(8) Line 8, protective measures: document any measures taken to protect
personnel and equipment.

(9) Line 9, recommended priority. indicate whether it was immediate, indirect,
minor, or no threat:

(a) Immediate: stops the unit maneuver and mission capability, or threatens
critical assets vital to the mission.

(b) Indirect: stops the unit maneuver and mission capability, or threatens
critical assets important to the mission.

(c) Minor: reduces the unit maneuver and mission capability, or threatens
noncritical assets.
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Battle Drill 11: React to IED

(d) No threat: has little or no effect on the capabilities or assets of the unit.
c. Clear: the unit clears the area around the device of all personnel,
working from the device outwards. If an IED has been confirmed, the
unit must clear the area. The safe distance is determined by several
factors: the tactical situation, avoiding predictability, and moving
several hundred meters away from the IED.

c. Clear: the unit clears the area around the device of all personnel, working from the
device outwards. If an IED has been confirmed, the unit must clear the area. The safe
distance is determined by several factors: the tactical situation, avoiding
predictability, and moving several hundred meters away from the IED.

d. Cordon: establish a security cordon around the danger area by setting up blocking
positions to prevent foot and vehicle traffic from approaching the IED. An effective
cordon will deny the enemy observation of friendly TTPs, along with denying them
IED effectiveness. Continue to check for secondary/tertiary IEDs, make use of
available cover, and establish an incident command post.

e. Control: the unit must control the area inside the cordon to ensure authorized access.
Since the distance of all personnel from the IED directly affects their safety, Soldiers
should control the site to prevent someone from straying dangerously close until the
threat has been neutralized.

(1) 5-meter check: identify a position to halt. Search five meters out from your

vehicle through the window before opening the door. Conduct a systematic
visual check using binoculars or other optics. Check for abnormalities such as
disturbed earth, suspicious objects, or loose bricks in walls and security ties.
Work from the ground up and continue above head height. Take your time,
search methodically, and use a white flashlight during hours of reduced
visibility.

(2) 25-Meter check: once a 5-meter check is completed and if deemed necessary

by the patrol leader; exit the vehicle and close the door in order to protect
occupants from the potential blast and sniper threats. Immediately perform a
visual search under the vehicle and continue visually clear the area out to 25
meters, while simultaneously checking for potential IED indicators or
anything out of the ordinary. During the 5/25/200 meter checks, the patrol
(including Soldiers remaining inside the vehicle), must remain outwardly
focused while searching from far-to-near looking for suspected enemy activity
such as a triggerman, cameraman, or sniper.

(3) The driver and the gunner should remain inside the vehicle for security
purposes.

Battle Drills



Medical

Tactical Combat Casualty Care
Tactical Combat Casualty Care (TCCC) is the prehospital care rendered to a
casualty in a tactical, combat environment. The principles of TCCC are
fundamentally different from those of traditional civilian trauma care, which is
practiced by most medical providers and medics. These differences are based on
both the unique patterns and types of wounds that are suffered in combat and the
tactical environment medical personnel face in combat. Unique combat wounds
and tactical environments make it difficult to determine which intervention to
perform at what time. Besides addressing a casualty’s medical condition,
responding medical personnel must also address the tactical situation faced while
providing casualty care in combat. A medically correct intervention performed at
the wrong time may lead to further casualties. Stated another way, “good
medicine may be bad tactics,” which can get the rescuer and casualty killed. To
successfully navigate these issues, medical providers must have skills and
training focused on combat trauma care, as opposed to civilian trauma care.

Casualties and Wounds
On the battlefield, the prehospital period is the most important time to care for
any combat casualty. In previous wars, up to 90 percent of combat deaths
occurred before a casualty reached a medical treatment facility. This highlights
the primary importance of treating battlefield casualties at the point of injury,
prior to tactical evacuation care and arrival at a treatment facility.

On the battlefield, casualties will fall into three general categories:

» Casualties who will live, regardless of receiving any medical aid.

* Casualties who will die, regardless of receiving any medical aid.

* Casualties who will die if they do not receive timely and appropriate medical
aid.

TCCC addresses the third category of casualties — those who require the most
attention of the medical provider during combat.

~
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TCCC

TCCC Goals

TCCC presents a system to manage combat casualties that takes the issues
discussed above into consideration. The guiding principle of TCCC is
performing the correct intervention at the correct time in the continuum of field
care. TCCC is ultimately structured to meet three important goals:

* Treat the casualty.

* Prevent additional casualties.

» Complete the mission.

Stages of Care
In thinking about the management of combat casualties, it is helpful to divide
care into three distinct phases, each with its own characteristics and limitations:

* Care under fire is the care rendered at the point of injury while both the medic
and the casualty are under effective hostile fire. The risk of additional injuries
from hostile fire at any moment is extremely high for both the casualty and the
medic. Available medical equipment is limited to that carried by the medic and
the casualty.

* Tactical field care is the care rendered by the medic once he and the casualty
are no longer under effective hostile fire. It also applies to situations in which
an injury has occurred on a mission but there has been no hostile fire.
Available medical equipment is still limited to that carried into the field by
mission personnel. Time to evacuation may vary from minutes to hours.

» Tactical evacuation care is the care rendered once the casualty has been
picked up by an aircraft, vehicle, or boat. Additional medical personnel and
equipment that has been pre-staged in these assets should be available during
this phase of casualty management.

~
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Medical Evacuation Precedence Categories

* Priority I, URGENT is assigned to emergency cases that should be
evacuated as soon as possible and within a maximum of 1 hour to
save life, limb, or eyesight and to prevent complications of serious
illness and to avoid permanent disability.

* Priority IA, URGENT-SURGICAL is assigned to patients who
must receive far forward surgical intervention to save life and
stabilize for further evacuation.

* Priority II, PRIORITY is assigned to sick and wounded personnel
requiring prompt medical care. This precedence is used when the
individual should be evacuated within 4 hours. Additionally, if his
medical condition could deteriorate to such a degree that he will
become an URGENT precedence or whose requirements for special
treatment are not available locally, or who will suffer unnecessary
pain or disability, the precedence is assigned as a PRIORITY.

* Priority III, ROUTINE is assigned to sick and wounded personnel
requiring evacuation but whose condition is not expected to
deteriorate significantly. The sick and wounded in this category
should be evacuated within 24 hours.

* Priority 1V, CONVENIENCE is assigned to patients for whom
evacuation by medical vehicle is a matter of medical convenience
rather than necessity.
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Camouflage

Paint shiny areas (forehead, cheekbones, nose, ears, and chin) with a
dark color. Paint shadow areas (around the eyes, under the nose, and
under the chin) with a light color. In addition to the face, paint the
exposed skin on the back of the neck, arms, and hands. Palms of hands
are not normally camouflaged if arm-and-hand signals are to be used.
Remove all jewelry to further reduce shine or reflection. When
camouflage sticks/compacts are not issued, use burnt cork, bark,
charcoal, lamp black, or light-colored mud.

SKIN COLOR SHINE AREAS | SHADOW AREAS
FOREHEAD, AROUND EYES,

CAMOUFLAGE LIGHT OR DARK CHEEKBONES, EARS, | UNDER NOSE, AND
MATERIAL NOSE AND CHIN UNDER CHIN
LOAM AND LIGHT | ALL TROOPS USE IN AREAS | USE LOAM USE LIGHT GREEN
GREEN STICK WITH GREEN VEGETATION
SAND AND LIGHT [ ALL TROOPS USE IN AREAS | USE LIGHT GREEN USE SAND
GREEN STICK LACKING GREEN VEGETATION
LOAM AND WHITE | ALL TROOPS USE ONLY IN USE LOAM USE WHITE

SNOW-COVERED TERRAIN
BURNT CORK, BARK | ALL TROOPS, IF CAMOUFLAGE | USE DO NOT USE
CHARCOAL, OR STICKS NOT AVAILABLE
LAMP BLACK
LIGHT-COLOR MUD | ALL TROOPS, IF CAMOUFLAGE | DO NOT USE USE

STICKS NOT AVAILABLE

Camouflage
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Key Leader Engagements

A Key Leader Engagement is a method for building relationships with people and
entities of influence in your area of operation. KLE occurs at all levels. Coalition
Forces best achieve desired KLE effects through deliberate and focused face-to-face
meetings with local leaders. Effective KLE fosters and expands rapport and builds a
willingness to cooperate between Coalition Forces and influential people within host
nation communities.

Successful TTPS:

* Develop an agenda (endstate, questions, talking points, etc.) for each KLE

* Be prepared for impromptu KLEs (ie you run into a local during your recon patrol)

* View KLE more like a negotiation or a meeting of 2 friends, rather than an
intelligence gathering or business meeting

* Do not expect to address your goals immediately (building rapport takes time)

 Use a majority of the time focusing on the goals and interests of the locals

* Never make a promise that you cannot keep

* Do not say “I cannot,” simply say “I don’t know if that’s possible, but I’1l
try/check.”

* Casual conversation is a must at the beginning of every encounter

* Look at the host, not the interpreter. However, periodically make eye-contact with
the interpreter.

* Accept offerings of food or tea (if you must decline, do so gracefully)

* Try to compliment the leader and avoid negatively affecting his honor

* Try not to openly disagree with their goals in public; instead, suggest further
discussion may be needed

* Do not openly express anger or shout, as such behavior is viewed as disrespectful
and shows a lack of self control

* Start & end of meetings in local language

* In negotiations, allow your counterpart to ask about your agenda, but only allow for
small pieces to be revealed (enough for your counterpart to feel comfortable and
build his trust in you)

* Conclude the meeting by clarifying & repeating agreements

* Don’t go to only listen, be an active listener without dominating the conversation.

* Prior to the KLE, conduct rehearsals when time permits and establish a translation
rhythm with the interpreter.

* Repeat yourself or rephrase yourself when stressing complicated issues to bridge the
language barrier & increase understanding

* Be mindful of your body language & the local’s as well.

* For expecting long KLEs, have a back-up interpreter.

<
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Call For Fire

1. OBSERVER IDENTIFICATION
2. WARNING ORDER
3. TARGET LOCATION

* Methods:

» Grid mission: observer sends enemy target location as a 6-8 digit grid
» Polar mission: observer sends direction and distance from his location to the
enemy location
» Shift from a Known Point: the enemy target will be located in relation to a
pre-existing known point or pre-planned recorded target
4. TARGET DESCRIPTION
» The target description helps the FDC to select the type and amount of
ammunition to best defeat the enemy target....remember SNAP
* S: Size and Shape....”one enemy Soldier” “platoon of enemy Soldiers”
* N: Nature and Nomenclature....”T72 tank” “sniper team” ‘“machine
gunner”
* A:Activity: “stationary” “moving”
* P: Protection and Posture “in the open” “dug in
METHOD OF ENGAGEMENT
* If within 600m.....say danger close in transmission
6. METHOD OF FIRE AND CONTROL
» Fire when ready, at my command, etc...

2 113

on a rooftop”

o

*EE*FDC/higher MUST know your position before you start your CFF

Example Fire Mission
Observer identification and warning order
*  “FDC this is Cobra 26, adjust fire, over”

—

2. Target Location
* (Grid 12345678, over OR direction 265 degrees, distance 200, over
3. Target description, method of engagement, and method of fire and control

*  Platoon of Soldiers in the open, danger close, fire when ready, over

*#3%k After the FDC receives the CFF, it determines how the target will be attacked. Once they
figure it out, they will send a “Message to Observer” which includes details about the fire
mission (ie Target #)

* Cobra 26, this FDC, you will get 6x rounds of HE, target number AB2005
* Shot over, Shot out

* Splash over, splash out (this is to keep your head down)

* Left/Right 100m, over

* Add/drop 100m, over

 Fire for Effect (once corrections/bracketing is complete)

» 2x enemy tanks destroyed, End of Mission, over

Reports/Requests
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Call For Fire

INDIRECT FIRE REQUEST FORMAT

Reports/Requests

. OBSERVERS IDENTIFICATION

»Call signs

. WARNING ORDER

* Adjust fire

* Fire for effect

* Suppress

* Immediate suppression/immediate smoke

LOCATION OF TARGET

¢ Grid coordinate
¢ Shift from a known point
* Polar plot

DESCRIPTION OF TARGET
* Type
* Activity
* Number
* Degree of protection
* Size and shape (length/width or radius)

METHOD OF ENGAGEMENT

* Type of adjustment
* Danger close
¢ Mark

* Ammunition
* Distribution

METHOD OF FIRE AND CONTROL

* Method of fire
* Method of control
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Close Combat Aviation Request

FORMAT 12. Attack Aviation Call for Fire Briefing-Ground to Air (5-Line)

1. Observer/Warning Order

" , this is , Fire Mission, Over”
(Aircraft Call Sign) (Observer Call Sign)
2. Friendly Location/Mark
“My position , marked by "
(TRP. Grid, etc.) (Strobe, Beacon, IR Strobe, etc.)

3. Target Location

“Target Location !
(Bearing [magnetic] and Range [mefers], TRP, Grid, etc.)

4. Target Description/Mark

o , marked by "
(Target Description) (IR Pointer, Tracer, efc.)

5. Remarks (Threats, Danger Close Clearance, Restriction, At My Command, etc.)
“Over”

AS REQUIRED:

1. Clearance: Transmission of the 5-Line Attack Aviation Call for Fire Brief is
clearance to fire (unless danger close). For closer fire, the observer/commander
must accept responsibility for increased risk. State “Cleared Danger Close” in
line 5. This clearance may be preplanned.

2. At My Command: For positive control of the aircraft, state “At My Command”
on line 5. The aircraft will call “Ready for Fire” when ready.

LEGEND
IR INFRARED TRP  TARGET REFERENCE POINT

Z
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9 Line MEDEVAC Request

1. Location of Pickup Site.

Encrypt grid coordinates. When using DRYAD Numeral Cipher, the same SET line will be
used to encrypt grid zone letters and coordinates. To preclude misunderstanding, a statement
is made that grid zone letters are included in the message (unless unit SOP specifies its use at
all times).

2. Radio Frequency, Call Sign, Suffix.

Encrypt the frequency of the radio at the pickup site, not a relay frequency. The call sign (and
suffix if used) of person to be contacted at the pickup site may be transmitted in the clear.

3. No. of Patients by Precedence.

Report only applicable info & encrypt brevity codes. A = Urgent, B = Urgent-Surg, C =
Priority, D = Routine, E = Convenience. (If 2 or more categories reported in same request,
insert the word “break” btwn. each category.)

4. Spec Equipment.

Encrypt applicable brevity codes. A = None, B = Hoist, C = Extraction equipment, D =
Ventilator.

5. No. of Patients by Type.

Report only applicable information and encrypt brevity code. If requesting MEDEVAC for
both types, insert the word “break ” between the litter entry and ambulatory entry: L + # of
Pnt -Litter; A + # of Pnt - Ambul (sitting).

6. Security Pickup Site (Wartime).

N = No enemy troops in area, P = Possibly enemy troops in area (approach with caution), E =
Enemy troops in area (approach with caution), X = Enemy troops in area (armed escort
required).

6. Number and type of Wound, Injury, Illness (Peacetime).

Specific information regarding patient wounds by type (gunshot or shrapnel). Report serious
bleeding, along with patient blood type, if known.

7. Method of Marking Pickup Site.

Encrypt the brevity codes. A = Panels, B = Pyrotechnic signal, C = Smoke Signal, D = None,
E = Other.

8. Patient Nationality and Status.

Number of patients in each category need not be transmitted. Encrypt only applicable brevity
codes. A = US military, B = US civilian, C = Non-US mil, D = Non-US civilian, E = EPW.

9. NBC Contamination, (Wartime).

Include this line only when applicable. Encrypt the applicable brevity codes. N = nuclear, B =
biological, C = chemical.

9. Terrain Description (Peacetime).

Include details of terrain features in and around proposed landing site. If possible, describe the
relationship of site to a prominent terrain feature ( lake, mountain, tower).

MLLS.T.

1. Mechanism of Injury. Blood Pressure:

2. Type of Injury 4. Treatment Given

3. Signs (Vitals): Type (Morphine, tourniquet, etc.)
Pulse (heart beats per minute): Time treatment given

Respiratory Rate (breaths per minute):

Z
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9 Line UXO Report

Line 1. Date-Time Group (DTG): DTG item was discovered.

Line 2. Reporting Activity (unit identification code and location (grid of UXO).

Line 3. Contact Method: Radio frequency, call sign, POC, and telephone
number.

Line 4. Type of Ordnance: Dropped, projected, placed, or thrown. If available,
give the size of the hazard area and number of items, if more than one.
Without touching, disturbing, or approaching (due to a potential tripwire)
the item, include details about size, shape, color, and condition (intact or
leaking).

Line 5. NBC Contamination: Be as specific as possible.

Line 6. Resources Threatened: Report any equipment, facilities, or other assets
that are threatened.

Line 7. Impact on Mission: Provide a short description of your current tactical
situation and how the presence of the UXO affects your status.

Line 8. Protective Measures: Describe any measures taken to protect personnel
and equipment.

Line 9. Recommended Priority: Recommend a prionity for response by EOD
technicians or engineers.

Priority Basis

Immediate | Stops the unit's maneuver and mission capability, or threatens critical
assets vital to the mission.

Indirect Slows the unit's maneuver and mission capability, or threatens critical
assets important to the mission.

Minaor Reduces the unit's maneuver and mission capability, or threatens
noncritical assets of value.

No Threat | Has little or no affect on the unit's capabilities or assets.

Reports/Requests
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SALUTE REPORT

SIZLE: Give the size of the enemy unit as the number of troops or
vehicles seen. Report 10 enemy infantrymen (not an infantry
squad). Report three enemy tanks (not an enemy tank platoon).

ACTIVITY: Report what the enemy was doing. "They are
emplacing antipersonnel mines in the road.”

LOCATION: Report where the enemy was seen. Report the grid
coordinates and the direction the enemy was heading. If a map is

not available, relate the location to key terrain, such as the
enemy's location is "on the Hahn Road, 300 meters south of the

Kell River Bridge.”

UNIT: An enemy soldier's unit may be hard to determine. Report
markings or other distinctive features seen on the vehicles. Some
countries have special uniforms and headgear. Some have colored
tabs on the uniforms to show the type of unit, or the unit's actions
may show its type. The kind of equipment it has may be peculiar to
a certain type of unit. For example. a scout reconnaissance vehicle
may Indicate a reconnaissance unit; an amphibious tracked
luhnrn fighting vehicle may indicate an airborne unit.

TIME: Report the time the enemy was seen, not the time you are
reporting.

EQUIPMENT: Report all the equipment the enemy is wearing or
using. If vou do not recognize an item of equipment or a type of
vehicle, sketch it. Submit the sketch with the report.

z
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LACE Report

* LIQUID
* Fuel / H20

* AMMUNITION
* Crew Served Weapons / Individual
* CASUALTIES
* CF/Interpreter/ISAF/LN
* Casualties will be reported as Green if no casualties are taken. If
casualties are taken they will be reported as Amber followed with a by
name listing of Battle Roster Number and injury.
* EQUIPMENT
» Status of CREW systems and serviceability
* Equipment will be reported as Green if no equipment is lost. If equipment
is lost it will be reported as Amber followed by a list of the missing
equipment and serial number if applicable.

M4 (30rd Mags) 249 (100rd belts)
G 6 Mags ¢ 10 Belts
A
A 5 Mags 8 Belts
R
R 4 Mags 6 Belts
B B
3 Mags 5 Belts
240B (100rd belts) Water (qts
G 10 Belts G 4
A 8 Belts A 3
R 6 Belts R 2
B 5 Belts B 1

Z
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Radio Operations (ASIP)

. Install battery.

O OIANN W —

. Screw antenna base into "RT ANT" connector, hand tight!
. Connect handset connector to "TAUD/DATA" connector.
. Set "FCTN" to "TST," should read "GOOD."
. Set “FNCT” switch to “LD”
. Set “VOLUME?” to “7” via the “MENU” key with “CHG” key.
. Set "CHAN" to desired channel via "MENU" key using number pad.
. Set “POWER” to “HI” using “CHG” key.

. Set “MODE” to “SC” via “MENU” w1th “CHG” key.

10. Set “COMSEC” to “PT” via “MENU” with “CHG” key.

11. Press “FREQ” key then “CLR” key.

12. Enter frequency given then press “STO” key

13. Set “FUNC” switch to “SQ ON”

P R O RS

BB-590/U
Battery

| Whip Antenna

LETTER | PHOMETIC SPELLING | PROMUMCTUATION

A ALPHA AL-FA

8 BRAVD BRA-VD

c CHARLIE CHAR-LEE

D DELTA DEL-TAH

E ECHO ECK-OH

F FOXTROT FOCKS-TROT
G GOLF GOLF

H HOTEL HOH-TELL

I IMOHA IM-DEE-YAH
d JULIET JEW-LEE-EHT
K KILC KEY-LOW

L LIMA LEE-MAH

[ MIKE MIKE

M MOVEMBER MOH-VEM-BER
o QOSCAR 0E85-CAH

P PAPA PAH-PAH

Q QUEBEC KEH-BECK
i RMED ROH-MEE-OH
§ SIERRA SEE-AIR-RAH
T TANGO TAMG-0H

v UNIFORM YOU-NEE-FORM
W VICTOR VIK-TERR
W WHISKEY WHIS-KEE

X H-RAY ECKE-RAY

Y Y ANKEE T ANG-KEE

Z ZULU L00-L00

Radio Operations

NUMBER

w

FHOMETIC SPELLING

OME

™D

THREE

FOUR

FIVE

S

SEVEN

EREHT

HIN

ZERC

PROMUMCTUATION

WWUN

HIM-ER

ZEE-ROW

@)



Miscellaneous

b

Escalation of Force

SHOUT - verbal warning to halt.

SHOVE - nonlethal physical force.

SHOW - intent to use weapon.

SHOOT - deliberately aimed shots until threat no longer exists.

Classes of Supply

CLASS DESCRIPTION
I Subsistence
11 Clothing, individual equipment, tentage, organizational tool sets
11T POL (JP-8, DIESEL, MOGAS, OIL, HYDRALIC FLUID)
1A% Construction
\% Ammunition
VI Personal demand
VII Major end items
VIII Medical material
IX Repair parts
X Material to support nonmilitary programs
Weapons Data
M4 500m pt / 600m area AK47 & Variants 350m
M203 150m pt / 350m area AK74 5.45mm 500m
M249 600m pt / 800m area RPK 7.62X39mm 800m
M240B RPD 7.62x39mm 800m
- Bipod 600m pt / 800m area PK 7.62X54mm 800m
- Tripod 800m pt/1100m area GP-25/30 40mm 250-300m
M2 1830m area 700m grazing AGS-17 30mm 1700m
Mk-19 1500m pt / 2200m area DSHK 12.7mm 1500-2000m
M136 300m RPG-7 85mm 300m
Mortar (HE/WP/ILLUM) Mortar
- 60mm 70m — 3500m - 82mm 100m —
- 81mm 70m — 5600m 2600m
- 120mm, 180m — 7200m -120mm 460m — 5700m
105mm tank 2-2.5 km
25mm BFV  2,200m

Miscellaneous
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Miscellaneous

Weapons Control Status

Engagement
Criteria

Definition

Weapons Free

Engage any targets that are not positively identified

as friendly

Engage only targets that are positively identified as

Tight
Weapons Tig enemy
Weapons Hold Engage only if engaged or ordered to engage
Cease fire of all weapons systems both direct and
Check Fire indirect. Possible safety concern or incident has
occurred
Weapon Red Amber Green
Magazine in Weapon cleared, no
round chambered, | weapon, no round | rounds/magazines in
M4/M16
weapon on safe chambered, weapon, weapon on
CLOSED
BOLT weapon on safe safe
round chambered
M203/320 only when no round in tube, weapon on safe
engaging
M249 weapon cleared,
ammo in feed tray,|ammo in feed tray,| no rounds/belt in
OPEN
BOLT | M240 bolt to rear, bolt forward, weapon,
weapon on safe | weapon off safe bolt forward,
weapon on safe

Miscellaneous
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Miscellaneous

Weapons Clearing Procedures

M16 / M4
Point weapon into clearing barrel for all steps.

1.) Orient weapon in a safe direction (Clearing container if available).

2.) Remove the magazine from the weapon.

3.) Attempt to place weapon selector lever on SAFE.

4.) Lock bolt / slide to rear (ensure weapon is on SAFE).

5.) Inspect the receiver and chamber to ensure no ammunition is present (Leader verified)
6.) With NO ammunition in chamber or receiver, allow the bolt / slide to go forward

7.) Aim weapon into clearing container, rotate selector lever to SEMI/place safety on fire,

and squeeze the trigger.

For M16 /M4 / M14

8.) Charge weapon once

9.) Place selector lever on SAFE.

10.) Close ejection port cover (M16/M4).
11.) Pick up any ejected rounds.

M249 Squad Automatic Weapon

Point weapon into clearing barrel for all
steps

1.) Place the weapon on “fire”.

2.) Lock the bolt to the rear.

3.) Place the weapon on “safe”.

4.) Return and lock the coking handle to the
forward position.

5.) Raise the cover and feed mechanism
assembly and conduct 5-point ammo
check:

a. Check feed pawl assembly under
the feed cover.

b. Check the feed tray assembly.

c. Lift feed tray assembly and check
the chamber.

d. Check the space between the bolt
assembly and the chamber.

e. Insert 2 fingers of left hand into
magazine well to extract ammo.

6.) Close the cover and feed mechanism.

7.) Place the weapon on “fire”.

8.) Return the cocking handle to the rear
position.

9.) Pull the trigger, ease the bolt forward.

M240B Machine Gun
Point weapon into clearing barrel for all
steps.
1.) Place the weapon on “fire”.
2.) Lock the bolt to the rear.
3.) Return the cocking lever to the forward
position.
4.) Place the weapon on “safe”.
5.) Raise the cover assembly and conduct
4-point check for ammo:
a. Check the feed pawl assembly
under the cover.
b. Check the feed tray.
c. Lift the feed tray and inspect the
chamber.
d. Check between the face of the
bolt and the chamber
(including under the bolt and
operating rod assembly).
6.) Close the feed tray and cover assembly.
7.) Place the weapon on “fire”.
8.) Pull the coking handle to the rear and
hold it.
9.) Pull the trigger, ease the bolt forward.
10.) Close the ejection port cover.

Miscellaneous
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LDA Crossings

Squad Size Element

Method #1

l.

()}

Point man IDs LDA and uses hand/arm signal for LDA

2. SL confirms the LDA
3.
4. 2x pax from B TM cross road (run across) and secure farside (clover

2x pax from A TM sets near side security

leaf)...they use hand/arm signal to indicate the area is secure

. Remainder of B TM crosses road (establish security within woodline)
. Remainder of A TM crosses road (to include near side security) and push

through B TM to establish their OOM

. After near side (A TM) security crosses road they signal far side security that

they are “last man”

. Far side (B TM) security falls in to formation
. Squad moves out

Platoon Size Element

Method #1

1

()}

o0

. Point man IDs LDA and uses hand/arm signal for LDA
2. SL/PL confirms the LDA

3.

4. Lead Squad B TM cross road (run across) and secure farside (clover

Lead Squad A TM sets near side security

leaf)...they use hand/arm signal to indicate the area is secure

. Remainder of Platoon crosses road (establish security within woodline)
. Remainder of Lead Squad A TM crosses road and push through B TM to

establish their OOM

. After near side (Lead Squad A TM) security crosses road they signal far side

security that they are “last man”

. Far side (Lead Squad B TM) security falls in to formation
. Platoon moves out

Quick Reference Smartcards Q-1




Squad Movement to Contact

» One of the four Offensive tasks
* You conduct a MTC “fto develop the sifuation and establish or regain contact”
* You conduct a MTC when the enemy situation is vague or not specific enough to conduct an attack
* You want to make contact with the smallest force as possible
+ AMTC may resultin a ‘meeting engagement”
Combat action (direct fire) occurring when a moving force engages an enemy at an unexpected
time and place
+ If the enemy engages your squad first. .. you must quickly react and respond (see page J-2 in
TACSOPR)
1. Fire team fight
2. Squad Fight
3. Larger than squad fight
* Operational guidelines
* You might be given a route, an axis, or an area to clear
«  Analyze the enemy situation & terrain to determine likely enemy positions
« (TLPs....step 3...subset “A")
= Attempt to make visual contact first (IE the enemy doesn't see you), assess the situation, and
be prepared to execute a squad attack (hasty)

1 - Assembly Area (AA).. where TLPs occur
2 - Line of Departure (LD}

3 - Axis or Route (RT) with Rally Points 3-Axis
4 - Objective (OBJ) or vV

5 - Limit of Advance (LOA) »
Route

21D 5-LOA

Performance steps

1. TLPs in AA or patrol base
2. Cross LD
3. Movement along route/axis (using rally points) towards OBJ
4. Attempt to make visual contact with enemy (you don’t want him to see you first)
1. If visual contact is made. . assess situation (enemy/terrain)
1. Ifit's a "squad fight".. .execute a hasty attack
1. Quickly identify SBF location
Quickly identify assault position
Emplace SBF
Maneuver assault element to assault position
Initiate fires with SBF as assault element closes with/destroys enemy
SBF shifts fire (15 degree rule.. coordinated with Assault element)
Assault element clears OBJ
SBF ceases fire (15 degree rule...coordinated with Assault element)
9. Assault element hits LOA
10 Support element links up w/ Assault element on OBJ to establish hasty defense
11.EPW, Aid and Litter, demo, site exploitation (gain intel)
12 Consolidate/Reorganize
13.Secure OBJ (IE defend it), or move out... receive guidance from higher
5. If ENY makes contact with you.. execute leader decisions during battle drill execution (TACSOP J-2)

@~ W h fLa P
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Squad Attack

* One of the four Offensive tasks

+ An attack “destroys or defeats enemy forces, seizes and secures terrain, or both”

» You plan to initiate contact...instead of reacting to contact

» An attack differs from a MTC because the enemy locations are at least partially known, allowing the
leader to achieve greater synchronization

+ Deliberate attack

» Conducted when there is lots of time to plan/prepare
* Preplanned/coordinated employment of firepower & maneuver to close with and destroy the
enemy

+ Hasty attack:

» Conducted with little preparation (IE minutes)
» Can be done as part of a MTC
+» Simple plan (execute violently)
+ Task organization
» Support (Support-by-fire)
+ Assault
*» Security (if needed)

* You will move along your selected route to your pre-designated OBJ rally point (ORP)

» You will need to establish an ORP and conduct a leader’s recon to identify: security positions (if
needed), SBF position, the assault position, and the assault element’s route to the OBJ (look for
obstacles), and emplace a surveillance team (to watch for changes on the OBJ)

» Leader’s Recon: SL, Support TL, Assault TL, surveillance team

* ORP:

+ Can be occupied by force...or by recon (if there is time)

» Out of sight, sound, smell of OBJ (or terrain feature away)

+ Primary purpose is to conduct a leader’s recon (leave GOTWA)

* Adjust your plan based on the leader’s recon

» While leader’s recon is out, rest of unit makes final preparations (camo, drops rucks, etc)
» ORP should be secured if there is enough people

+ Unit returns to ORP for reconsolidation after action on OBJ

+ Support-by-fire position: position for you to establish setup machine guns to engage OBJ with direct
fire weapons (concealed approach)

» Assault position: last covered/concealed position short of the OBJ, where final preparations are made
before the assault element hits OBJ

+ Make sure your SBF is emplaced before your assault element reaches their assault position

+ Initiate contact with your SBF (this will keep the enemy from seeing the assault element advancing
towards them)

» As the assault element moves toward the OBJ, they do not need to IMT/bound if:

+ Cover/concealment favors the assault element and
* Enemy on OBJ has not spotted them

» SBF will coordinate with assault element to shift / cease fire (15 degree rule). The following must be
planned:

* PACE plan for shift/lift/cease signals (visual and audible)

+ Assault element will clear the OBJ and reach LOA

» SBF will join the assault element to form a hasty perimeter

» Conduct EPW search, Aid and Litter, demo, etc.

+* Consolidation / Reorganization

» Get guidance from higher...secure the OBJ or move out

Quick Reference Smartcards Q-3




Squad Attack

1 — Assembly Area (AA)...where TLPs occur
2 - Line of Departure (LD)

3 — Axis of Advance

4 — ORP (leader’s recon departs from here)

5 — Support by Fire Position (SBF) 5-SBF
& — Assault Position (ASLT PSN) ;
T — Objective (OBJ) 8-LOA

8 — Limit of Advance (LOA)

3-Axis >' 4-ORP

Route

2-LD

Performance steps
TLPs in AA or patrol base

Cross LD
Movement along routefaxis (using rally points)
Occupy ORP (by force or by recon)
Leader's recon (issue GOTWA)
1. Pinpoint OBJ (confirm/deny enemy situation)
2. Identify SBF position
3. Identify Assault position
4. Emplace surveillance team (VO SBF position)
Return to ORP; issue FRAGO if needed
Support element occupies SBF position
Assault element occupies assault position
8. SBF initiates fire
10. Assault element maneuvers towards OBJ
11. SBF shifts fire (15 degree rule...coordinated with Assault element)
12. SBF ceases fire (15 degree rule...coordinated with Assault element)
13. Assault element clears OBJ
14. Assault element hits LOA
15. Support element links up with Assault element on OBJ to establish hasty defense
16. EPW, Aid and Litter, demo
17. Grab gear from ORP
18. Consolidate/Reorganize
19. Secure OBJ (IE defend it), or move out....receive guidance from higher

e

LN
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Squad Ambush

Starts on TACSOP page |-7
* Ambush is a special purpose attack
Its “an attack from a concealed position on a moving or temporarily halted enemy”
Purpose is to destroy and/or capture personnel/equipment or to harass the enemy
Deliberate ambush
+ Conducted when there is lots of time to plan/prepare
* Hasty ambush:
+ Conducted with little preparation (IE minutes)
+ Simple plan (execute violently)
Forms/types of ambushes
+ Area (PLT and larger)

<+ _Point (rifle squads use this form) __—>
Ambush formations

+ Linear (simplest)

Ll

-

+ L-shaped
+ V-shaped
« Task Organization
+ Security
* Support
+ Assault
Ldr's Recon | By force, or by recon
(SL, surv. tm, SPT TL), Identify
kill zone, identify Enem
assault/support positions, .
identify RP, emplace surv. tm, Sﬁw
return to ORP = f
Lritical Tasks, cont'd,
Critical Tasks
Security occupies their positions | Lre and Occupy ORP u:ss:mm :Ium Asswltsﬁ {5)
+Recon OBJ (Kil Zone) (1) " ';:ﬂ'mm[;
Emplace Security NG 1)
Then the support occuples their Elements (2) *Reposition as Req'd
position Emplace Support Element \Search Kil Zone
(3 +Treat Wounded
Then the assault occupies their __.;»EE}""F““ Assaul Elements Assault Withdraws
position ]
\Security Notiies PL of Support Withdraws
Enemy «Security Withdraws
Most casualty producing weapon I—) +PL Indtiates Ambush +Patrol Consolidates in ORP |
| *Support Lifts/Shifts Fire
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Squad Ambush

kN =

© o~

10.
. SL initiates with most casualty producing weapon
12.
13.
14,
15.
16.
17.
18.
19.

Performance steps

TLPs in AA or patrol base

Cross LD

Movement along route/axis (using rally points)
Occupy ORP (by force or by recon)

Leader’'s recon (issue GOTWA)

Identify kill zone

Identify surveillance location

Identify security positions

Identify support position

Identify assault position

Identify release point (can be same as surveillance location)
Emplace surveillance team (leave a GOTWA)
Return to ORP; issue FRAGO if needed

Security occupies their positions

Support occupies their position

Assault occupies their position

Security element warns SL of enemy

NOoOGRWND =

SBF shifts fire (15 degree rule...coordinated with Assault element)
SBF ceases fire (15 degree rule...coordinated with Assault element)
Assault element clears kill zone; hits LOA

EPW, Aid and Litter, demo etc.

Assault returns to ORP

Support returns to ORP

Security elements return to ORP

Squad consolidates/reorganizes in ORP

Quick Reference Smartcards Q-6




Squad Recon

+ Starts on TACSOP page H-1

= Recon is used to gather information on the enemy or terrain

« Avoid enemy contact...be light and stealthy

= 3 types of recon

1. Area: focuses on obtaining detailed info about the enemy, terrain, or civil
consideration in a certain area.

2. Zone: obtains detailed information about a specific route and terrain where
the enemy could influence movement along a route

3. Route: involves a directed effort to obtain detailed information on all routes,
obstacles, terrain, enemy forces, or specific civil considerations within a zone
defined by boundaries

+ Squads mainly execute Area Recons

« Reconnaissance Team: Reconnaissance teams reconnoiter the objective area
from various vantage points once the security teams are in position. Normally
reconnaissance teams are two-Soldier teams (buddy teams), to reduce the
possibility of detection.

- Reconnaissance and Security Team: You normally use R&S teams in a zone
reconnaissance, but they may be useful in any situation when it is impractical to
separate reconnaissance and security.

+ Security Element: When the responsibilities for reconnaissance and security are
separate, the security element provides security at danger areas, secures the
objective rally point (ORP), isolates the objective, and supports the withdrawal of
the rest of the platoon once the recon is complete. The security element may have
separate security teams, each with an assigned task or sequence of tasks.

+ Surveillance Team: The surveillance team is a two-Soldier team that you place at
a static vantage point. It observes the objective for an extended or determined
period and gathers PIR or IR on the enemy or the objective. A surveillance team
differs from a recon team in that the recon team maneuvers around the objective
on multiple approaches in order to observe the objective from many vantage
points.

+ Recon patrols should produce detailed OBJ sketches to include:

« Enemy/Friendly Infil and exfil routes
+ Building locations (to include building construction materials)
« Composition/disposition/strength of enemy
* Locations of doors/windows (direction of opening)
+ Recon patrols should take photos/videos when possible

Quick Reference Smartcards Q-7




Squad Recon

| By force, or by recon |

Ldr's Recon
(SL, surv. tm, R&S TL),
identify OBJ, identify RP,
identify vantage points
for R&S teams, emplace
surv. tm, return to ORP

Use 2x R & S teams,
1% on each side of
the OBJ

.

ORP

Critical Tasks
«Secure and Occupy ORP (a)
sLeader's Recon of 0BJ

EsL RP
Pinpoint OB

E50 Surveillance (S& 0
Team)

Position Security ebement if
uséd

«Conduct Recon by long-range
survelliance if possibhe (b)

«Conduct recon by shor-range
surveiliance if necessary (c)

Tmé move as necessary 1o
successive 0P (d)

«On order, Tms retum to RP (&)

«Once PIR Is gatherad Tms
retum fo ORP

«Patrol knks up as directed in
ORP

«Patrol dissemenates info Deford

moving

Performance steps

1. TLPs in AA or patrol base
2. Cross LD
3.
4. Occupy ORP (by force or by recon)
5. Leader's recon (issue GOTWA)
1. Pinpoint OBJ
2. Identify surveillance location
3.
6. Return to ORP; issue FRAGO if needed
7.
8.
9.

10. Squad consolidates/reorganizes in ORP

Quick Reference Smartcards

Movement along route/axis (using rally points)

Identify vantage points for the R & S teams
4. |dentify release point (can be same as surveillance location)
5. Emplace surveillance team (leave a GOTWA)

R & S teams move to RP and then conduct their reconnaissance (SALUTE)
After set amount of time, R & S teams return to RP
R & S teams determine if they have gathered enough intel; if so, they return to



Platoon Movement to Contact

» One of the 4x “Offensive tasks”
* You will conduct a MTC “to develop the situation and establish or regain contact”
* You will conduct a MTC when the enemy situation is vague or not specific enough to conduct an attack

Performance steps

1. TLPs in AA or patrol base
2. Cross LD (send report to higher)
3. Tactical movement along route/axis towards OBJ or NAI
4. If you see Enemy bhut the enemy hasn't see you yet.. . assess situation (analyze enemy/terrain)
a) Determine if it's a “team fight” OR “squad fight” OR “platoon fight” OR “larger than platoon

fight”

1. Ifit's a “team fight” OR “squad fight”....allow the Team Leader or Squad Leader to
execute their plans
2. Ifit's a “platoon fight”.. .execute a hasty platoon attack

a)

b)
c)
d)

f)

Quickly identify SBF location
Quickly identify assault position
Quickly identify security positions, if needed (IE for blocking/isolation)
Quickly identify if you need a breach element (if there are obstacles around the
enemy)...and identify a breach lane location
Security element(s) occupy their position(s) (if needed) to provide early
warning or seal off the OBJ
SBF occupies position
Maneuver assault element to assault position (if you have a breach element
they will come with you)
Initiate fires with SBF and/or indirect fires (conduct a CFF mission)
If there are obstacles that need to breached...send your breach element to
reduce the obstacle (use SOSRA)

1. Suppress (with local SBF)

2. Obscure (with smoke)

3. Secure (secure the immediate area around the breach lane)

4. Reduce (open a lane in the obstacle)

5. Assallt (see next step)
Once a breach lane is open, send the assault element onto the OBJ to close
with and destroy enemy
SBF shifts fire (15 degree rule...coordinated with Assault/Breach element)
Assault element clears OBJ
SBF ceases fire (15 degree rule...coordinated with Assault element)
Assault element hits LOA
Support element links up w/ Assault element on OBJ to establish hasty
defense
Position MGs into the defensive perimeter
Don't forget about your security element(s) if you used them.. leave them in
place as early warning or bring them back to the rest of the platoon
EPW, Aid and Litter, demo, site exploitation (gain intel)
Consolidate/Reorganize
Secure OBJ (IE defend it), or move out....receive guidance from higher

5. If ENY makes contact with you...execute leader decisions during battle drill execution (TACSOP J-2)
6. Don’t forget about using indirect fires!
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Platoon Attack

* One of the 4x “Offensive tasks”

» An attack “destroys or defeats enemy forces, seizes and secures terrain, or both”

« Attacks are either “Deliberate” (lots of planning time) OR “Hasty” (very little planning time)

» An attack differs from a MTC because the enemy locations are at least partially known, allowing the
leader to achieve greater synchronization

Performance steps

1.

2.
3.
4

13.
14.
15.
16.
17.
18.
19.
20.

21.
22.
23.

TLPs in AA or patrol base (make sure to get pre-approved targets on/around the OBJ)
Cross LD (send a report to higher)
Tactical movement towards ORP
Occupy ORP (by force or by recon)
1. If by recon:
1. Conduct a security halt
2. Send aleader’s recon to clear the ORP
3. Leave an element at ORP (GOTWA) and return to the PLT security halt
4. Return to ORP with remainder of platoon (occupy just like PLT patrol base)

Leader’s recon (issue GOTWAto PSG)...(PL, RTO/FO, SLs, & surveillance team)

Pinpoint OBJ (confirm/deny enemy situation)

Emplace surveillance team (IVO SBF position)...PL gives GOTWA

Identify SBF position

Identify Assault position

Identify security position(s) (if needed)

Identify any obstacles (if so, then identify a breach lane for your breach element)

At ORP PSG adjusts security, disseminates GOTWA, & oversees MWE preparation for mission)
Return to ORP; issue FRAGO if needed

Security element(s) occupy position(s) (if needed) to provide early warning and/or isolate OBJ
SBF occupies position

Maneuver w/ Assault element to assault position (if you have a breach element they come with you)

SOk wN =

. Initiate fires with SBF and/or indirect fires (conduct a CFF mission or use pre-planned target)

If there are obstacles that need to breached...send your breach element to reduce the obstacle (use
SOSRA)
1. Suppress (with local SBF)
2. Obscure (with smoke)
3. Secure (secure the immediate area around the breach lane
4. Reduce (open a lane in the obstacle)
5. Assault (see next step)
Once breach lane is open, send assault element onto OBJ to close with and destroy enemy
SBF shifts fire (15 degree rule...coordinated with Assault/Breach element)
Assault element clears OBJ
SBF ceases fire (15 degree rule...coordinated with Assault element)
Assault element hits LOA
Support element links up w/ Assault element on OBJ to establish hasty defense
Position MGs into the defensive perimeter
Don't forget about your security element(s) if you used them...leave them emplace as early warning
or bring them back to the rest of the platoon
EPW, Aid and Litter, demo, site exploitation (gain intel)
Consolidate/Reorganize
Secure OBJ (IE defend it), or move out....receive guidance from higher
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Platoon Recon

» See H-1to H-8 in TACSOP for greater details

» Area Recon: obtains info on enemy, terrain, or civil consideration in an area (smaller than zones)

* Route Recon: obtains detailed information about a specific route and terrain where the enemy
could influence movement along a route (see H-6 to H-8)

» Zone Recon: obtains detailed information on all routes, obstacles, terrain, enemy forces, or
specific civil considerations within a zone defined by boundaries (zones are larger than areas)

Performance steps (Area Recon)
1. TLPsin AA or patrol base (make sure to get pre-approved targets on/around the OBJ)
2. Cross LD (send a report to higher)
3. Tactical movement towards ORP
4. Occupy ORP (by force or by recon)
1. If by recon:
1. Conduct a security halt
2. Send a leader’s recon to clear the ORP
3. Leave an element at ORP (GOTWA) and return to the PLT security halt
4. Return to ORP with remainder of platoon (occupy just like PLT patrol base)
PL determines if he/she wants joint R&S and security, or separate R&S and security elements
Leader's recon of OBJ (issue GOTWAto PSG)...(recommended to take PL, RTO/FO, SLs,
surveillance team, & security element for leader’s recon)
1. Identify release point (out of sight/sound from OBJ)
. Pinpoint OBJ
3. Identify/Emplace surveillance team...PL gives GOTWA (surveillance team needs a
radio)
4. Identify vantage points (OPs) and LOAs for recon elements (long-range surveillance is
preferred over short-range surveillance)
5. Return to ORP; issue FRAGO if needed
7. At ORP; PSG adjusts security, disseminates GOTWA, & oversees MWE preparation for
mission)
8. Leader’s recon (minus surveillance team) returns to ORP and PL disseminates FRAGO (if
needed)
9. R/S teams depart ORP towards RP and then to designated vantage points (OPs) to observe
OBJ...they cloverleaf the OBJ and avoid paralleling the OBJ...use cover/concealment
10. At the vantage points (OPs), R/S teams gathers PIR (PIRs are given at OPORD) and use
SALUTE format
11. R/S teams return to RP once all PIR is gathered, LOA is reached, time runs out, or contact is
made
12. At the RP, the PL will analyze the information gathered and determine if all PIR is met (if not,
R/S teams are sent back to recon OBJ)
13. PL sends report to higher and returns to ORP
14. If contact is made during recon the element in contact will fire a full magazine and break
contact to the RP...surveillance team engages the OBJ with most casualty producing weapon
...all elements break contact to the ORP
15. Once back at ORP, recon information is disseminated (RTO makes an OBJ sketch for each
squad)

oo
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Platoon Ambush

* See |-7 to I-12 in TACSOP for greater details

* Ambush is a “Special Purpose Attack”

* Its “an attack from a concealed position on a moving or temporarily halted enemy”

* Purpose is to destroy and/or capture personnel/equipment or to harass the enemy

* Ambushes are either “Deliberate” (lots of planning time) OR “Hasty” (very little planning time)
* Forms/Types: Area (numerous kill zones), Anti-armor, and Point (1x kill zone)

* Ambush formations: Linear (simplest), L-shaped, V-shaped

Performance steps
1. TLPsinAA or patrol base (make sure to get pre-approved targets on/around the OBJ)
2. Cross LD (send a report to higher)
3. Tactical movement towards ORP
4. Occupy ORP (by force or by recon)
1. If by recon:

1. Conduct a security halt

2. Send a leader’s recon to clear the ORP

3. Leave an element at ORP (GOTWA) and return to the PLT security halt

4. Return to ORP with remainder of platoon (occupy just like PLT patrol base)
5. Leader’s recon (issue GOTWAto PSG)...(PL, RTO, FO, SLs, surveillance team, & security

element for leader’s recon)
Pinpoint kill zone
Identify/Emplace surveillance team (IVO SBF position)...PL gives GOTWA
Identify security position(s)
Identify SBF position
Identify Assault position
Identify release point
Return to ORP; issue FRAGO if needed
6. At ORP PSG adjusts security, disseminates GOTWA, & oversees MWE prep for mission)
7. Security elements occupy their positions first to isolate objective and provide early warning
8. SBF element occupies position (emplaces weapons and camouflages themselves)
9. Assault element occupies their position (emplaces weapons and camouflages themselves)
10. Security element remains in ORP with gear (optional)
11. Security element warns PL (w/ radio) of approaching enemy (size, direction, equipment, etc.)
12. PL initiates fire with most casualty producing weapon
13. L-Shaped Ambush: SBF shifts fire (15 degree rule...coordinated with Assault element)
14. Linear Ambush: All elements cease fire, conduct SLLS, & fire again (if necessary)
15. Assault element clears OBJ
16. SBF ceases fire (15 degree rule...coordinated with Assault element)...LACE report
17. Assault element hits LOA...LACE report
18. Support element links up w/ Assault element on OBJ to establish hasty defense
19. Position MGs into the defensive perimeter
20. Don't forget about your security elements...leave them in place as early warning or bring them
back to the rest of the platoon security perimeter

21. EPW, Aid and Litter, demo, site exploitation (gain intel)
22. Consolidate/Reorganize
23. Report to higher and move back to ORP in reverse order (Assault, then SBF, then Security)

Nooakwh =
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Platoon Raid

» See I-1 to I-6 in TACSOP for greater details

*» Raids are surprise attacks against a position/installation for a specific purpose other than seizing
and holding terrain

* |t is conducted to destroy a position or installation, to destroy or capture enemy soldiers or
equipment, or to free prisoners

* A raid patrol retains terrain just long enough to accomplish the intent of the raid

* A raid always ends with a planned withdrawal

Performance steps
1. TLPs in AA or patrol base (make sure to get pre-approved targets on/around the OBJ)
2. Cross LD (send a report to higher)
3. Tactical movement towards ORP
4. Occupy ORP (by force or by recon)
1. If by recon:
1. Conduct a security halt
2. Send a leader’s recon to clear the ORP
3. Leave an element at ORP (GOTWA) and return to the PLT security halt
4. Return to ORP with remainder of platoon (occupy just like PLT patrol base)
5. Leader’s recon (issue GOTWAto PSG)...(PL, RTO/FO, SLs, & surveillance team)
Pinpoint OBJ (confirm/deny enemy situation)
Emplace surveillance team (IVO SBF position)...PL gives GOTWA
Identify SBF position
Identify Assault position
Identify security positions
Identify any obstacles (if so, then identify a breach lane for your breach element)
Identify withdrawal routes for each element (Raids have planned withdrawals)
6. At ORP PSG adjusts security, disseminates GOTWA, & oversees MWE preparation for mission)
7. Return to ORP; issue FRAGO if needed
8. Security elements occupy positions to provide early warning and/or isolate OBJ
9. SBF occupies position
10. Maneuver w/ Assault element to assault position (if you have a breach element they come with you)
11. Initiate fires with SBF and/or indirect fires (conduct a CFF mission or use pre-planned target)
12. If there are obstacles that need to breached...send your breach element to reduce the obstacle (use
SOSRA)
1. Suppress (with local SBF)
2. Obscure (with smoke)
3. Secure (secure the immediate area around the breach lane
4. Reduce (open a lane in the obstacle)
5. Assault (see next step)
13. Once breach lane is open, send assault element onto OBJ to close with and destroy enemy
14. SBF shifts fire (15 degree rule...coordinated with Assault/Breach element)
15. Assault element clears OBJ
16. SBF ceases fire (15 degree rule...coordinated with Assault element)
17. Assault element hits LOA
18. Assault element forms a hasty defense and conducts EPW, Aid and Litter, demo, & site exploitation
19. Once actions on OBJ are complete, PL signals for a withdrawal: assault withdraws first, then support
then security
20. Consolidate in ORP

NoOOs LN
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Patrol Base Occupation

—
1. The platoon patrol halts beyond sight and sound of the tentative patrol base (200-400m in good
visibility, 100-200m in limited visibility)
2. The patrol establishes a security halt; conducts SLLS halt
3. PLissues GOTWATto PSG.
4. PL moves forward with recon element to conduct a leader’s recon of tentative PB
1. Reconelement is PL, RTO, Lead TL & Compass man, Trail TL & RM, WSL, and 3 AGs
5. PSG gets accountability of those departing security halt
6. Recon element moves forward to tentative PB location; conducts SLLS halt
7. Recon element clears PB location with “Z” method, clover leaf, or “T" method
1. PL, RTO, and 6 o'clock AG stay at the 6 o’clock position
2. All others clear the area using one of three methods listed above
8. PL/WSL positions each AG at the 10, 2 and 6 o'clock; gives a GOTWA to the WSL (WSL and AGs
stay at PB)
9. Remainder of recon element returns to security halt to gather rest of platoon
10.PL guides the platoon into the PB through the 6 o’clock
1. OOM through the 6 o’clock position is 15t Squad, gun team (2 o’clock), gun team (6 o’clock),
2nd Squad, gun team (10 o-clock), then 3 Squad.
18t and 2n squad go counter clockwise around the triangle
3 squad goes clockwise around the triangle
Gun team (6 o'clock) stays at 6 o’clock position (covers 2" Squad)
Gun team (2 o'clock) goes counter clockwise around the triangle (covers 15t Squad)
Gun team (10 o’clock) goes clock wise around the triangle (covers 3™ Squad)
11. PL/PSG inspect the security and adjust the security as necessary
12.0nce security is confirmed, each squad sends a 2-man team R&S team to the PL (at HQ position)
1. PL issues them a GOTWA and recon instructions to R&S teams
2. Platoon remains at 100% security while 3x R&S teams are out
13.R&S teams move a prescribed a distant outside of the perimeter and conducts “I”, the “Box”, or “T”
method
14 R&S teams return to PL and provide SITREP
15.PL makes a decision to stay or move PB
16.1f PL decides to stay...begin priorities of work
1. Security: sectors of fire, aiming stakes, claymores, range cards, sector sketches (squad &
platoon), fires plan, hasty fighting positions
2. Withdrawal Plan: signal for withdrawal, order of withdrawal, platoon rendezvous point and
alternate PB
3. Communication (continuous): must be maintained with higher
4. Mission Prep and Planning (TLPs)
5. Weapons/equipment maintenance: only 33% at a time, all weapons, guns, radios, etc. Only
1x MG cleaned at once...replace with a M249
6. Water resupply: watering parties with lots of canteens, security, and communications with PB
7. Mess plan: security and weapons maintenance must be complete before this step. Eat 1-3m
behind fighting position.
1. Rest/Sleep plan: Typically 33%
2. Alert plan and stand-to: PL states alert posture, stand-to (30min before BMNT/EENT),
security inspection plan, at least 1x leader alert at all times
3. Resupply: distribute or cross load ammo, food, equipment, etc.
4. Sanitation and Personal Hygiene: PSG and medic dig/mark slit trench. Brush teeth, wash
face and body, shave...leave no trash behind

SETPERRYN
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Patrol Base Occupation
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Cadences

Unit Songs (Marching)
Eighty-second

They Say that In the Army (Marching)

All-American

Pick up your ‘chutes and follow

me

I’'m the airborne infantry

One-oh-one

Screaming eagles

Pick up your ropes and follow me

I'm the air assault infantry
Twenty-fifth

Tropic lightning

Pick up your rucks and follow me

I'm the light infantry

First division

Big red one

Jump on your tracks and follow

me
I’'m the mechanized infantry
Seventy-fifth
Tan beret
Pick up your weapon and follow

me

I'm the ranger infantry

ROTC

Patch on my shoulder

Pick up your books and follow me|
I'm the wanna-be infantry

They say that in the Army, the chicken’s mighty fine
One jumped off the table and started marking time
(Refrain): Oh, Lord | wanna go
But they won’t let me go...home
They say that in the Army, the pay is mighty fine
They give you a hundred dollars and take back ninety-nine
They say that in the Army, the coffee’s mighty fine
It looks like muddy water, and tastes like turpentine
They say that in the Army, the biscuits are mighty fine
One rolled off the table and killed a friend of mine
They say that in the Army, the meat is mighty fine
Last night we had ten puppies, this morning only nine
They say that in the Army, the shoes are mighty fine
You ask for size eleven, they give you size nine
They say that in the Army, the pancakes are mighty fine
You can try to chew them, but you're only wasting time
They say that in the Army, the bed’s are mighty fine
But how the hell would | know, I've never slept in mine
They say that in the Army, the buses are mighty fine
One went round the corner, and left three wheels behind
They say that in the Army, the coffee’s mighty fine
It’s good for cuts and bruises and tastes like iodine
They say that in the Army, the chicken’s mighty fine
One jumped off the table and killed a friend of mine
They say that in the army, the toilets are mighty fine
You flush them down at seven, they come back up at nine.
They say that in the army, the tents are waterproof
You wake up in the morning and you’re floating on the roof

..... hey!

No Sweat (Running)

One mile - No Sweat
Two mile - Better yet
Three miles - Gotta run
Four miles - Just for fun
Come on - Let's go

Airborne (Running)
A is for Airborne

| is for in the sky

R is for Ranger

B is for bonafide

We can go - Through the snow
We can run - To the sun
We train - In the rain
Can you be - Like me?
Airborne - Infantry

O is for on the go
R is for Rock-n-Raoll
N is for never quit

E is for everyday
'‘Cause I'm Airborne....
All the way....Super-

duper.... Paratrooper

Ranger (Running)
R is for rough and tough
A is for all the way
N is for never quit
G is for gung-ho
E is for excellence

R is for Ranger
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Timelines
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WARNO Shell

Prebrief Checks:
* Map
* Timelines

1. SITUATION: “Briefly describe the conditions of the operational environment that impact operations”
a) Area of Interest (Al): “Show the boundaries of the Al and explain the reasoning for the
boundaries...IE enemy has mortar system, reserves, etc.”
b) Area of Operation {(AQ): “Show the boundaries for the AO and explain the reasoning for the
boundaries...IE the area where will be operating”
¢) Enemy Forces: “Describe what the enemy is doing now and in the future...and why”
d) Attachments/Detachments: “Explain who your A/Ds are and why”

2. MISSION: “Explain your unit’s mission that contains the 5 Ws...make sure you brief it twice”

3. GENERAL INSTRUCTIONS
a) Timeline/Schedule: “Discuss the timeline you created during TLP step 1”
b) Signal: “Discuss all passwords and maneuver signals to rehearse”
c) Rehearsals: “Discuss the priority of rehearsals for your subordinates to execute while you plan”
d) Resupply: “Discuss any resupply guidance for your subordinates to execute while you plan”

=

. SPECIFIC INSTRUCTIONS
a) Tasks to Subordinate Units: “Assign elements (Terrain model builder, Assault element, Support
element, Breach element, EPW, Aid/Litter, Demo, Compass/Pace, Surveillance, recon, security,, etc.)
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WARNO Shell

Prebrief Checks: WARNO SHELL
* Map
¢ Timelines

1. SITUATION:

a) Area of Interest (Al):

b) Area of Operation (AQ):

¢) Enemy Forces:

d) Attachments/Detachments:

2. MISSION:

3. GENERAL INSTRUCTIONS
a) Timeline/Schedule:

b) Signal:

¢) Rehearsals:

d) Resupply:

4. SPECIFIC INSTRUCTIONS
a) Tasks to Subordinate Units:
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OPORD Shell

Prebrief Checks: OPORD SHELL
* Map with operational graphics

* Timelines

* Concept sketch

Introduction
Task Org

1. SITUATION: “Briefly describe the conditions of the operational environment that impact operations”
a) Area of Interest (Al): “Show the boundaries of the Al and explain the reasoning for the
boundaries...IE enemy has mortar system, reserves, etc.”
b) Area of Operation (AQ): “Show the boundaries for the AQ and explain the reasoning for the
boundaries...IE the area where will be operating”
1. Terrain (OAKOC): “Describe the aspects of terrain that impact your operation”
1. Obstacles: “Explain the SO WHAT from your Mission Analysis”
2. Avenues of Approach: “Explain the SO WHAT from your Mission Analysis”
3. Key Terrain: “Explain the SO WHAT from your Mission Analysis”
4. Observation & Fields of Fire: “Explain the SO WHAT from your Mission Analysis”
5. Cover and Concealment: “Explain the SO WHAT from your Mission Analysis”
2. Weather
1. Wind: “Explain the SO WHAT from your Mission Analysis”
2. Visibility: “Explain the SO WHAT from your Mission Analysis”
3. Precipitation: “Explain the SO WHAT from your Mission Analysis’
4, Cloud Cover: “Explain the SO WHAT from your Mission Analysis”
5. Temperature: “Explain the SO WHAT from your Mission Analysis”
3. Civil Considerations
1. Areas: “Explain the SO WHAT from your Mission Analysis”
2. Structures: “Explain the SO WHAT from your Mission Analysis”
3. Capabilities: “Explain the SO WHAT from your Mission Analysis”
4, Organizations: “Explain the SO WHAT from your Mission Analysis”
5. People: “Explain the SO WHAT from your Mission Analysis”
6. Events: “Explain the SO WHAT from your Mission Analysis”
c) Enemy Forces: “Describe what the enemy is doing now and in the future...and why”
1. Composition: “Explain the types of Soldiers, and equipment the enemy has”
2. Disposition: “Explain how/where the enemy is arrayed on the battlefield”
3. Strength: “Explain the physical number of the enemy’s personnel and equipment”
4. Probable Course of Action: “Explain what the enemy will most likely do to you”
d) Friendly Forces
1. 2 Levels Up: “Describe their mission and intent”
2. 1 Levels Up: “Describe their mission and intent”
3. Adjacent Units: “Explain what the units around you are doing”
4, Attachments/Detachments: “Explain who your A/Ds are and why”
2. MISSION: “Explain your unit’s mission that contains the 5 Ws...make sure you brief it twice”
3. EXECUTION
a) Commander’s Intent (this comes from higher): “This is a clear, concise statement of what the force
must do and the conditions the force must establish with respect to the enemy, terrain, and civil
considerations that represent a desired end state”
1. Purpose: “An expanded description of the operation’s purpose beyond the “why” of the
mission statement”
2. Key Tasks: “those significant activities the force must perform to achieve desired end state”

’
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OPORD Shell

Prebrief Checks:

OPORD SHELL

* Map with operational graphics

* Timelines
* Concept sketch

Introduction
Task Org

1. SITUATION:

a) Areaofin

b) Area of Operation (AO):

1. Ter
1
2
3
4
5

terest (Al):

rain (OAKOC):

. Obstacles:

. Avenues of Approach:

. Key Terrain:

. Observation & Fields of Fire:

. Cover and Concealment:

2. Weather

3. Civ

1.

g bk WwN

6.
c) Enemy Forces:
1. Composition:

2. Dis

3. Strength:

. Wind:

. Visibility:

. Precipitation:

. Cloud Cover:

. Temperature:

il Considerations
Areas:

. Structures:

. Capabilities:

. Organizations:

. People:

Events:

position:

4, Probable Course of Action:
d) Friendly Forces

1. 2 Levels Up:
2. 1 Levels Up:
3. Adjacent Units:
4, Attachments/Detachments:

2. MISSION:

3. EXECUTION

a) Commander’s Intent (this comes from higher):

1. Purpose:
2. Key Tasks:
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OPORD Shell

3. End state: “a description of the desired future conditions that represent success...speaks in
terms of terrain, enemy, and civil considerations”
b) Concept of the Operation

1. Purpose of this operation: “explain the purpose of your operation”

2. Decisive Point: “explain what your decisive point is and WHY its decisive... The Decisive Point
is a geographic place, specific key event, critical factor, or function that, when acted upon,
allows commanders to gain a marked advantage over an adversary or contribute materially to
achieving success”

. Mission accomplished by: “explain what form of maneuver/task you are going to execute”
. Decisive Operation (DO): “explain who the DO is and give them their task/purpose”
. Shaping Operations (SO): “explain who the SO(s) are and give them their task/purpose”
. End state: “explain the conditions that you want at the end state of your mission IRT...”
a) Terrain: “explain the conditions”
b) Enemy Forces: “explain the conditions”
c) Civil Considerations: “explain the conditions”
d) Friendly Forces: “explain the conditions”
7. This operation is broken into “#’ phases
a) Phase 1: “Insert name”
1. Starts with: “Insert event”
2. Ends with: “Insert event”
3. Critical to this phase: “List tasks/events that MUST happen for this phase to be
successful”
b) Phase 2: “Insert name”
1. Starts with: “Insert event...must be the exact same as Phase 1: ends”
2. Ends with: “Insert event”
3. Critical to this phase: “List tasks/events that MUST happen for this phase to be
successful”
c) Phase 3: “Insert name”
1. Starts with: “Insert event...must be the exact same as Phase 2: ends”
2. Ends with: “Insert event”
3. Critical to this phase: “List tasks/events that MUST happen for this phase to be
successful”
c) Scheme of Movement and Maneuver (brief off your terrain model): “explain the operation (by
phase) from start to finish with ALL details...SP, route (distance/direction), movement formations,
ORP, actions on OBJ, C/R, etc.”

oW
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OPORD Shell

b) Concept of the Operation
1. Purpose of this operation:

2. Decisive Point:

. Mission accomplished by:
. Decisive Operation (DO):
. Shaping Operations (SO):
. End state:

a) Terrain:

VR W

b) Enemy Forces:

c) Civil Considerations:

d) Friendly Forces:

7. This operation is broken into “#” phases
a) Phase 1:
1. Starts with:

2. Ends with:

3. Critical to this phase:

b) Phase 2:
1. Starts with:

2. Ends with:

3. Critical to this phase:

c) Phase 3:
1. Starts with:

2. Ends with:

3. Critical to this phase:

d) Phase 3:
1. Starts with:

2. Ends with:

3. Critical to this phase:

c) Scheme of Movement and Maneuver (brief off your terrain model):

Quick Reference Smartcards
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d) Scheme of Fires: “List what fires/indirect assets are available and who is priority of fires”

e) Scheme of Intelligence: “List what ISR assets are available and who is priority of ISR”

f) Task to subordinate units: “list all tasks for your subordinate units and include what, when, where,
and why (purpose)....Example: A TM provides pace/compass, SBF, A/L, EPW, demo, etc.”

g) Coordinating Instructions

1.
2.

B w

~

Timeline/Schedule: “Discuss the timeline you created during TLP step 1”
CCIR
a) PIR: “list the information you need to know about terrain or enemy to make a critical
decision. PIR are best expressed in a question being answered yes or no.”
b) FFIR: “information you need to know about your unit or about adjacent units to make
critical decisions”

. EEFI: “list all information that you don’t want the enemy to know about”
. ROE: “list the ROE (provided from higher)”
. Risk Reduction Control Measures: “List the risks (tactical and accidental) and describe how

you plan to mitigate them”

. Environmental Considerations: “List any environmental considerations”
. Force Protection: “List any force protection measures”
. Priority of Rehearsals: “List the priority of rehearsals”

4, SUSTAINMENT

a) Logistics

1. Maintenance: “List any maintenance that needs to be done”
2. Transportation: “List any transportation that will occur”

3. Field Services: “List any field services that will occur”

4, Resupply: “List your resupply plan”

b) Personnel Services Support

1. Handling of EPWSs: “List your plan for handling EPWs...EWP collection point”

c) Army Health Services Support

1. Medical/Casualty Evacuations: “Describe your plan for medical/casualty
evacuations...include pre-planned HLZs, ambulance exchange points, etc.”
2. Preventative Medicine: “List any preventative medicine details”

5. COMMAND AND SIGNAL

1. Command

a) Location of Leaders: “list the location of key leaders (PL, PSG, SL, RTO, etc.)”
b) Succession of Command: “list the succession of command”

2. Control

a) Command Post Location: “list the location of the CP”

3. Signal

a) Radio Frequencies: “list your frequencies and higher’s frequencies”
b) Call signs: “List call signs for leaders in your unit”
c) Passwords
1. Running Password: “list the running password”
2. Number Combination: “list the number combination”
3. Challenge and Password: “list the challenge and password”
d) Fire and Maneuver Signals: “list the lift/shift/cease fire signals...primary, alternate,
contingency, emergency”

Quick Reference Smartcards Q-24
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d) Scheme of Fires:

e) Scheme of Intelligence:

f) Tasks to subordinate units:

g) Coordinating Instructions
1. Timeline/Schedule: “See timeline’
2. CCIR
a) PIR:

’

b) FFIR:

3. EEFL

4, ROE:

5. Risk Reduction Control Measures:

6. Environmental Considerations:

7. Force Protection:

8. Priority of Rehearsals:

4. SUSTAINMENT
a) Logistics
1. Maintenance:

2. Transportation:

3. Field Services:

4. Resupply:

b) Personnel Services Support
1. Handling of EPWSs:

c¢) Army Health Services Support
1. Medical/Casualty Evacuations:

2. Preventative Medicine:

5. COMMAND AND SIGNAL
1. Command
a) Location of Leaders:

b) Succession of Command:

¢) Command Post Location:

2. Signal
a) Radio Frequencies:

b) Call signs:

c) Passwords
1. Running Password:

2. Number Combination:

3. Challenge and Password:

d) Fire and Maneuver Signals:

Quick Reference Smartcards
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Notes




Notes




LINE

ITEM

Location of Pickup Site.

EVACUATION REQUEST MESSAGE

Radio Frequ., Call Sign, & Suffix.

No. of Patients by Precedence.

Special Equipment Required.

Number of Patients by Type.

Security of Pickup Site (Wartime).

Number and Type of Wound,
Injury, or lliness (Peacetime).

Method of Marking Pickup Site.

Patient Nationality and Status.

NBC Contamination (Wartime).

Terrain Description (Peacetime).
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