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CONDITIONS OF RELEASE

Copyright .   This work is copyright and the intellectual
property rights for this publication belong exclusively to the
Ministry of Defence (MOD).  No material or information
contained in this publication should be released outside
MOD establishments except as authorised by both the
sponsor and the MOD where appropriate.

Security Classification .   This document is issued for the
information of such persons only as need to know its
contents in the course of their official duties.  Any person
finding this document should hand it into a British Forces
unit or to a police station for its safe return to the
MINISTRY OF DEFENCE, D MOD SY, LONDON SW1
2HB, with particulars of how and where found.  THE
UNAUTHORIZED RETENTION OR DESTRUCTION OF
THE DOCUMENT IS AN OFFENCE UNDER THE
OFFICIAL SECRETS ACTS OF 1911-1989.  (When
released to persons outside Government service, this
document is issued on a personal basis and the recipient
to whom it is entrusted, in confidence, within the provisions
of the Official Secrets Act 1991-1989, is personally
responsible for its safe custody and for seeing that its
contents are disclosed only to authorised persons.)

Authentication .   This publication is issued under the
overall direction of the CGS.  More precisely, DGD&D is
the sponsor and his staff have prepared the detailed
contents of the publication.  Any comments or queries
concerning this work should be addressed to DGD&D,
LW1, Attention SO2 LW1b.

Legal Status .   This publication has no formal status in
legal terms.  The contents provide a clear military guide
based on the most recent experience and best practice
available for commanders and troops to utilise in their
operations and training.  Where range safety and weapon
drills are concerned the rulings and procedures described
are to be treated as mandatory requirements.
Commanders are to exercise reasonable care and
diligence in adhering to safety procedures when in
potentially hazardous situations.



Issue 3.0:  Jan 98 i

INTRODUCTION

1. This document is the January 1998 Issue of the
Tactical Aide Memoire (TAM) Part 2.   It replaces the 1988
Issue (Amendment 6) which should now be destroyed.

AIM

2. The Aim of the Tactical Aide Memoire (TAM) is to
provide a consolidated set of Aide Memoires and Reports
and Returns for use at sub-unit level and below.

STRUCTURE AND USE

3. This issue of TAM is initially structured in 2 Parts:

a.ý Part 1 – Immediate Use .

b.ý Part 2 – Reference Use .

4. Part 1 consists of the minimum essential information
and is designed to be carried on the person of all section
commanders and above.  Part 2 contains more detailed
information and it is anticipated that this will normally be
carried in the Bergen or vehicle.  It is intended that
appropriate sections may be temporally transferred from
Part 2 to Part 1 and then returned following the conclusion
of a particular operation.

5. AUSOPs will be re-issued towards the end of 1998 as
TAM Part 3 – Unit Level .  Their structure and contents will
be revised to provide a closely integrated and consistent
set of publications for use at the Tactical Level.

REPORTS AND RETURNS

6. All Reports and Returns are initially included in TAM
Part 1 on the basis that they may be required for
immediate use.  Unwanted Reports and Returns may be
transferred from Part 1 to Part 2 Section 4, where they are
to be retained in page order for possible future use.
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FOR THE ATTENTION OF ALL SCALE HOLDERS

Units requiring amendments to their scales should apply in
the first instance to CSE 3b LLANGENNECH.  Any
proposals for an increase in scale holdings for this sponsor
controlled publication should be accompanied by a full
justification.  Further information regarding the issue of
publications is contained in The Army Compendium of
Official Military Publications (Army Code 71608).

AMENDMENTS

Amendment
Number Amended By Date Am ended

1 Incorporated Feb 99
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COMBAT ESTIMATE

MISSION  The task(s) given to you and the unifying purpose, against which all factors are considered.

STAGE 1 - MISSION ANALYSIS
QUESTION CONSIDERATION

1. INTENT (Why?)
 2 up, 1 up, my role

2. TASKS (What?)
      - Specified
      - Implied

What task(s) must I complete to fulfil my Msn?

3.   CONSTRAINTS (What not?)

(When?)

What limitations are there on my freedom of action?

By when do I need to decide? (1/3rd :  2/3rd Rule)
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4.   CHANGED SITUATION
      (Continuous process throughout operation)

Has the situation changed since orders were received or the
estimate completed?

   Nothing changed  - No change, Mission Confirmed

   Minor change  - Same Mission, Same Plan

   Significant change  - Same Mission, Amend Plan

   Major change  - Possible new Mission and New Plan
(Refer to superior comd or, if not possible, act in support of
his Main Effort, taking into account his Intent)

5.   CONFIRMATORY CHECK Clarification Up (if required)

ISSUE INITIAL WNG O
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STAGE 2 - EVALUATE FACTORS

FACTOR DEDUCTIONS TASKS/CONSTRAINTS

GROUND/ENEMY
(Consider Ground and Enemy together – use IPB?)

GROUND

Routes/Axes (Enemy and Own)
Mobility Corridors (Enemy and Own)
Dominating Ground
Key Terrain/Vital Ground
Killing Areas
Objectives
Going
Obstacles
Visibility
Distance
Wind (NBC considerations)
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ENEMY

Enemy Intentions
Air/Helicopter Threat
Known Dispositions & Organisations
Weapons & Equipment
NBC capability/likelihood of use
Key Vulnerabilities
Morale
Strengths & Weaknesses

Likely Enemy Course of Action

Worst Enemy Course of Action
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FRIENDLY FORCES

Air & Flanking Forces
Own Forces’ Capability

- Organisation & Equipment
- Dispositions & Availability
- Training
- Readiness
- Motivation
- Strengths and Weaknesses

CSS
- Demand
- Current state of C Supplies?

Replenishment requirements?
- Distance.  How far will fighting be from resupply?
- Duration.  How long will the operation last?
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RELATIVE STRENGTHS
(Comparison of Enemy and Own organisations, strengths and weaknesses)

En Forces Own Forces Ratio
Combat Power

H- H H+ H- H H+ H- H H+
Deductions

Infantry

Armour

Artillery/Mortars

Anti-Armour

Fighting Power
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FACTOR DEDUCTIONS TASKS/CONSTRAINTS

SURPRISE and SECURITY

Deception - How can I deceive the enemy?
Surprise - How can I seize and maintain the initiative?
OPSEC/ - How can I prevent the enemy discovering my plan?
Protection - How can I protect my own forces and plans?

TIME (Identify Constraints)

Fixed timings?
Enemy timings?
Time required for tasks (e.g. Orders, Movement, NTM)?
Additional time required due to degradation (NBC IPE)
Earliest and Latest time for H Hr?
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OTHER RELEVANT FACTORS

e.g. Media
HNS
ROE
PW

SUMMARY OF POSSIBLE TASKS

TASK COMBAT POWER REQUIRED DEDUCTIONS
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STAGE 3 - CONSIDER COURSES OF ACTION (COA)

FORMULATION/CONSIDERATION OF COA

COA ADVANTAGES DISADVANTAGES

1

2

3

May be compared using the principles for the operation of war involved (see Sect 3), or the Functions in Combat.
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STAGE 4 - COMD’S DECISION

SELECTION OF COA

CONCEPT OF OPERATIONS

Who? Sub units involved

Why? Comd’s Intent  - including vision of the desired end-state

What? Where? When? Outline of the intended operation including  Main Effort

UPDATE WARNING ORDER

DEVELOPMENT OF THE PLAN AND ORDERS; REVIEW
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ORDERS

DO

- Make your orders concise, clear and simple.
ðý Consider use of aids (model, op overlay, photos

etc.)
ðý Give a clear and thorough description of your

Intent.
ðý Explain the Mission  and Concept of

Operations  of your immediate commander.
ðý Give subordinates their Mission  (or tasks and a

single unifying purpose), and not just a list of
tasks.

ðý Integrate all subordinate elements to achieve co-
ordinated and effective action.

- Allow maximum freedom of action.

DO NOT

ðý Try to give detailed instructions covering every
possible contingency.

ðý Read orders from a prepared script.
ðý Use complex terminology or language to

impress.

This generic Orders format and its associated Tactical
Check Notes are provided as a reminder of what you
MAY NEED to cover.  While paragraph headings are
mandatory, their detailed contents are not.  There is no
requirement to use all headings in every box.
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PRELIMINARIES

a. Security of Orders Group .   Location; Sentries;
Actions on Attack.

b. Administration .   Introduction of attached personnel;
Seating Plan (take account of Task Org); Model and/or
diagrams; Map folds/traces/map marking.

c. Weather .   Time of First/Last Light; Forecast; Moon
State; Visibility.

d. Task Organisation

e. Ground Orientation Brief .   Should always be
included wherever possible/practical.  Need not
necessarily take place at the same time or location as
orders.
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COMPANY/SQUADRON WARNING ORDER

MUST INCLUDE:
a. Situation  – Including commanders’ intent one
and two levels up, ground and enemy.

b. Mission  – Probable mission and probable
missions for subordinates.

c. Main Effort  – Own Main Effort if known/
applicable.

d. Timings  – Particularly earliest H Hour and
Notice to Move (NTM).

e. O Gp – RV and Time.

f. CSS – Essential matters/changes to SOPs only.

g. Acknowledgement .

CAN INCLUDE:

a. Orders  for preliminary operations, recce,
regrouping or moves.  ISTAR/STAP tasking?

b. Assembly Area  details.

c. Movement  of advance and harbour parties.

d. Liaison  requirements.

e. Limitations  on recce, movement and use of
transport, including helicopters.

f. CSS additional service support, replenishments,
rest, repair and recovery, move of echelon.

g. Command and Signal  special instructions,
establishing rebroadcasts, movement of HQs.

Note:
Never delay a Warning Order to make it more
comprehensive.  Updates can be sent as supplementary
information.
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GENERIC ORDERS FORMAT

(This format is designed to be used in conjunction with the
appropriate Tactical Check Notes at Section 3)

PRELIMINARIES

1. SITUATION.

En Forces Friendly Forces Atts/Dets

Deductions from
enemy and ground
in the estimate
process:

Strengths
Locations
Weapons
Equipment
Morale
Obstacles
DFs
Air Threat
NBC
Future
Intentions

Bde Comd’s Intent

BG Comd’s
Mission and
Concept of Ops
(include Intent and
Main Effort)

Locations and
future actions of
neighbouring
forces which may
affect the
operation

Outline Fire
Support Plan

Air

Only if not
covered under
Task Org

2. MISSION.   Coy/Sqn Mission from Execution para-
graph of BG Commander’s Orders.

3. EXECUTION.

a. Concept of Operations .   Coy/Sqn Comd’s
Intent .  Scheme of Manoeuvre  – how coy/sqn will
achieve its Mission.  Main Effort  – use phases as a
last resort and only with care in order to synchronise
actions.  Key Timings .

b. Mission Statements .   Given to subordinates in
turn:

Troops, Platoons, Flights
Warrior/Saxon
Recce
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ATGW, GPMG(SF), Snipers
Arty/FOO/MFC/OPs
Engrs

The Reserve  is given planning options NOT Tasks,
i.e. “Be prepared to ....... a, b, c”.

c. Co-ordinating Instructions:

Offensive Ops Defensive Ops

Timings
Preliminary Move
Control Measures
Coord of Fire
Fire Plan
Surprise/Security
NBC
Reorg Instructions
Actions On
P Info/Media

Timings
Movement
Control Measures
Coord of Fire
Fire Plan
Patrols
Deception/Security
Field Defence
NBC
Counter Attack
Actions On
P Info/Media

Demolition Guard Withdrawal
Timings
Movement
Coord Fire
Fire Plan
Change of State
Change of Command
Deception/Security
LOs
Seniority
Safe Distances
Check Point
Road Block/Traffic Control
Point
Refugees Control Point
Recovery
Orders for Withdrawal
Field Defence
NBC
C Movs
Action on Attack
Other Actions On
P Info/Media

Timings
Rear Recce and Harbour
Party
Coord of Fire
Fire Plan for Withdrawal
Control Measures
Coy Check Point
Coy RV
BG Check Point
BG RV new position
Destruction policy
NBC
Deception/Security
Action on Contact
Other Actions On
P Info/Media

d. Summary (if needed).
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4. SERVICE SUPPORT

SOP
Variations

Log Sp Med
Tpt and

Rec

Dress
Equipment
Weapons

Replen
Ammo
Rations
POL
Water
IPE
CAD

Locations
CASEVAC
Stretchers
Med Packs
Morphine

Rec Plan
Locations
  - Echelon
  - Rec Veh
Rec Mov

5. COMMAND AND SIGNAL
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6. Questions .

7. Summary .
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TACTICAL CHECK NOTES

OFFENSIVE OPERATIONS

THE ATTACK

Principles

Surprise
Security
Concentration of Force
Maintenance of Momentum
Simplicity

Stages
Preparatory
Approach

Attack
Exploitation

Forms of
Manoeuvre

Frontal
Penetration
Envelopment

Turning movement
Infiltration
Spoiling

Handling Use of reserve
Battle procedure

Rapid
reorganisation
Shock effect

Enemy
Killing areas
Layout of posn

Likely arcs

Control
Measures

Boundaries
LOE

Report lines
Air Defence WCS

Security
Flank protection
Minimum of time
in FUP

Security of
assembly area and
FUP
Air Defence

Timings
Crossing LD
Time in FUP,
assembly area

Fire plan

Obstacles Ditches
Streams

Wire
Minefields

Armour

Flank security
En C attack
Size of FUP
Reorg phase

Fire support group
Intimate support
Assault tanks
Speed of
movement

Aviation

Killing Areas
Flank Security
Reorganisation phase
Enemy Counter Attack
Communications
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Indirect
Fire

Simple plan
Adjust or predict
Smoke

Comms
Mortars or artillery
Location of OPs

Recce

Location of assembly area
Location of FUPs
Need for detailed information
Indirect fire support available

Logistics

Replen before crossing LD
Increased scales into
assault?  CQMS forward on
reorg
Time/route

Medical
RV for CASVAC forward on
axis.
Allocate CASEVAC routes

ES

Recovery priority assault
troops.  RV for repaired
vehicles forward.  Repair
priority dependant on next
operation - time?

CSS

Other Holding and evacuation of
PW

Co-ordinating Instructions

Timings
Preliminary

Move
Control

Measures
Coord
of Fire

Movement
H Hr
Objective
Secure

Assembly Area
FUP
Routes
OOM

LD
Axis
Boundaries
Report Lines
Rate of Advance
Dismount Area
AD WCOs
Aviation routes –
  SAAFRs

Priorities
Control
Arcs
Tgt Area
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Fire Plan
Surprise/
Security NBC

Artillery, Mortars
Smoke
Adjustment
Anchor OP
Movement
Coord with:

CAS
Avn
AD

STAP
Flank Protection
Deception

States
Direction Plans
Alarms
Reporting
Contamination
control.

Reorg Instr Action On P Info/Media

Anti-tank plan
GPMG(SF)
Tasks
DFs/FPF
AD Plan

PW
Civilians
Flanking attack
Effective enemy
fire.

NIGHT ATTACK

Consider notes for the Attack plus the following:

Type
Silent/Noisy
Illuminated/Dark
Infiltration

STAP

Enemy night aids
Exploit enemy weaknesses
Defensive measures
Co-ordinate TI/II

Planning

Objective

H Hr
Arty

Mortars
Obstacles

Width and depth less
than by day.
On call?
Dangers of predicted
fire.
Illum to release artillery.
Action on
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Recce

Route marking
TC
Flank protection
Observation
Illumination

Illumination

Know illumination allocation
Selection of area
Mortars/artillery recce?
Time for effect

Tanks Do not mix with dismounted infantry

MILAN TI for locating en and direction finding

GPMG(SF) Use tracer to identify enemy location
Site with MILAN?

Formations File until enemy engages?

Navigation

Compass
MILAN assist
Recce Assist
GPMG(SF) assist

Reorg/
Exploitation

Better to remain on position
Plan DFs and FPF in advance
Adjustment?
Routes for Echelon to move forward

Logistics
Daylight recce of replen sites?
Guide for CQMS?
Night replen – light system
(takes much longer)

Note: Co-ordinating Instructions as for Attack
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FUP LAYOUT FOR COMPANY NIGHT ATTACK

Company
Checkpoint

Marker for beginning
of FUP

Reserve 
Platoon

Company
HQ

Pl HQ Pl HQ

Objective

Line of Departure
(LD)

Protection Patrols

Coloured Lights

Tape or Cable
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DEFENSIVE OPERATIONS

THE DEFENCE

Principles

Depth
Mutual support
Reserve
Offensive action

All round defence
Deception
Concealment

Types
Mobile
Area
Key Point

Reserve
Demolition

Stages

Preparation
Covering Force action
Battle Handover
Main Defensive Battle
Employment of Reserves

Enemy
What
Where
When

Tasks
Dismount area

Ground Key terrain
Killing areas

Use of obstacles
Reverse slope

Handling

Anti-tank
framework
Support between
groups
Quick reaction
Think 2 Down

Assess priorities
Control of STAP
Coord of night
battle

Armour

Element at immediate NTM
Essential maintenance
Counter Attack options
Prioritise and recce options
Hide locations
Calculate deployment times
Use of TI

Infantry

Protection of Anti-Tank weapons
Need to hold ground?
Use of Warrior Cannon/L37
Siting of Ops, Enemy incursion
Snipers, Camouflage
Bravo/Zulu musters, Patrol debriefs
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Aviation

Killing Areas
Protection
Notice to Move
Orders for Opening Fire
Coord with other anti-armour weapons
Fire plan

Indirect
Fire

Liaison arty/mors
Cam of gun/mortar
positions
Local defence

Dummy gun/mor
positions
Digging in?

Recce
Provide illumination
by night
OP role by night

Early warning
Grouping

Reserve
Identifying
Location

NTM

Liaison Left to right Front to rear

Fire
Control

Orders for opening fire
Priority of engagement
Air Defence WCS

Blocking/
C Attack
Plans

Plans to be known at Superior HQ
NTM
Trace

Withdrawal
Plan

Routes recced
RVs known

Admin Eqpt packed
Latrines

Feeding
Replen

Logisitics
Confirm defence stores pack.
RV on position.  Resupply plans
in contact/when isolated –
stockpiles?

Medical
Security of CASEVAC routes.
Extra ambulance or CAP
forward?  Hygiene.

ES
Recovery forward.  Repair in
ECP to rear.  Equipment denial
instructions.

CSS

Other
CIVPOL for refugees – escorts,
routes?  Burial policy.
Holding and evacuation of PW
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Check at Confirmatory Orders:

Armour

Recce fire positions, Range cards
Replen RV, Recce withdrawal
Blocking, Recce infantry trenches
Coordination of arcs
Primary, secondary and alternate
positions

Infantry

Range cards, Aiming marks
Location of DFs, Patrol programme
Warrior tasks, Trip flares
STAP, Milan locations
GPMG(SF) locations
Observation plan, Fields of fire

Aviation

Confirm Killing Areas
Alternate positions
Recce battle positions
Co-ordinate arcs
Recce routes in/out, Comms Plan

Artillery
Confirm fire plan, Location of DFs
AD priorities, WCS
Protection of AD weapons

Engineers
Minefield lanes
Wiring, Cratering
Control of Plant

Comms
Line laying
Runner routes
Liaison

Stand to

Signals, Passwords
Arcs
Location of HQs
Reference points

Concealment
and Security

Camouflage
Air Defence
STAP
Sentries, Track plan
Deception
Lights
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Co-ordinating Instructions

Timings Movement
Control

Measures
Coord of

Fire

Recce
Prep
Completion
Confirmatory
Orders
Routine

Recce Pty
Assy Area
SP
Routes
Rel Pt
No Vehs Fwd
Guides

Boundaries
FEBA/FLOT
AD WCOs
ACO
Coord Point

Priorities
Control
Arcs
Target Areas

Fire Plan Patrols

Artillery, Mortars
DFs/FPF
Adjustment
CAS
AD

Standing Patrols
Recce Patrols
Locations
Tasks
Routes In/Out

Deception Security Field Defences
Screen/Guard
Dummy positions/False Front
Track Plan
STAP
Counter-Surveillance
Measures

Priority and extent of work
Working Parties
Fields of Fire
Trenches
Minefields
Wiring, Cratering
Route Denial
Communications
Stores RV

NBC Counter Attack

States
Warning/Reporting
Detection
Contamination Control

NTM
Trace

Actions P Info/Media
Orders for Opening Fire
Air Defence WCS
Stand To
Ground Attack, Air Attack
NBC Attack
Enemy Recce/Pen
PW/Civilian
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DEMOLITION GUARDS

Enemy

Airborne
Saboteurs
Heliborne landing
Air attack
Artillery

What Next?
Priorities after demolition blown
Alternate enemy crossing location

Timings
(from comd
engr party)

Time to prepare bridge for demolition
Time to change STATE 1 to STATE 2
Time to complete demolition

Control
Measures

Emergency firing procedures
Seniority lists for demolition
guard/firing party
Orders for withdrawal from en bank
CP and alternate CP location

Security
Safety distances:

- Bridge to own positions
- Radio/firing circuit

Comms
To Authorised Comd (LO)
To units forward of obstacle (LO)
Signals for withdrawal

Logistics

Attached troops
requirements?
Defence stores RV?
Resupply in contact –
stockpiles?

Medical

Aid post home bank.
CASEVAC from enemy
bank?  Medical support
to withdraw troops?

ES
Capability of recovery
vehicle?  ECP to rear.
Repair rear.

CSS

Other Holding and evacuation
of PW
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Check List

Check Point for LOs
Road block/traffic control point (Pro)
Refugee control point – CIVPOL?
Parking area for LOs/vehicles
Hides for APC/Warrior
Recovery vehicle on home bank
Assault boats to withdraw troops on
enemy bank
WD weapons
Obstacle plans
Charges fixed correctly?
Protection of firing cables
Concealment of all cables
Bank and clearance patrols
Anti-helicopter observation
Air Defence and WCS
Secondary positions

Co-ordinating Instructions

Timings Movement
Coord of

Fire Fire Plan

Recce
State 1
State 2
Complete
Obs by ....

Recce Pty
Assy Area
Rel Pt
No Vehs
Fwd of .....

Pris
Con
Arcs
Tgt Areas

Arty
Mors
DFs/FPF
Smoke
Adjustment
CAS
Avn
AD

Deception
Security LOs Seniority

Safety
Distances

Screen
Track Plan
STAP
Trench
C Surv
Measures
Sentries
Ptls (incl
bank ptls)

Details
Loc
Comms

HQ
Dml Firing
Pty

Demolition
to:
    CP
    Trenches
    RF Hazard
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Check Pt
Rd Block/

TC Pt
Refugees

Con Pt Recovery

Location
Comd

Location
Comd

Location
Comd
Alternate
route.

On Dml
Location
recovery
vehicle.
ARV Tasks

Orders
for Withdrawal

Field
Defences

Vehicles
Ammo
Lanes, Routes
Location assault boats

Priority of Work
Mining, Cratering, Wiring
Trenches
Anti-helicopter obstacles
AVRE
Stores RV

NBC C Movs

States
Detection Plans
Alarms
Reporting
Contamin-ation Control

NTM
Trace

Action on
Attack Action On P Info/Media

En Recce
LLAD

PW
Civilians
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DELAYING OPERATIONS

Principles Offensive Action
Deception

Simplicity
Manoeuvre

Stages

Preparation
Delaying Action:

Screen
Delay Force
Local Reserves

Break Contact

Planning
Consider-
ations

Tasks, Phases and Handover Line
Obstacle plan, including control of
demolitions.
Control of manoeuvre
Flank protection and depth
Coord and Liaison, including
preparation for passage of lines.
Denial plan
Fire support
STAP

Control
Measures

Liaison
Boundaries
Routes
Axis
Report Lines

Coord points
Check points
Timings
Handover line
Denial measures

Handling

Recce  - deploy forward and identify
enemy activity
Delaying force
  - Early engagement of enemy
  - Mobile actions
  - Use of ambush positions
  - Use of fire support
  - Timely disengagement
Disengagement
  - Withdraw through another unit
  - Break off silently from engagement
Reserve
  - Block enemy axis
  - Counter Attack to block gaps
  - Assist disengagement

Armour Max use of firepower and mobility



Issue 3.0:  Jan 98 3 - 3 - 2

Infantry
Blocking positions by use of series of
defensive positions – snipers?

Aviation
Maximum use of firepower and
mobility
Blocking positions and killing areas

Artillery
Slow enemy advance
Assist disengagement of own forces
Air/Air Defence

Logistics
CQMS rear, monitors
situation.
Pre-position stocks?

Medical Flexibility of CASEVAC plan?

ES

Recovery forward
ECP in secure location
Repair rear
Denial instructions
Reconstitution plan?

CSS

Other

PRO traffic control on
withdrawal routes.  CIVPOL
for refugees.  Burials.
Holding and evacuation of
PW
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TRANSITIONAL PHASES

ADVANCE

Considerations
Speed
Balance
Control

Surprise
Momentum
Flank Protection

Conduct

Covering Force/Recce – Find and Fix
Advance Guard – Strike
Main Body – 2nd Echelon and Reserve
Flank and Rear Guards - Protect

Handling

Co-ordination of elements
Mobile ATGW
Not static on forward slopes
Cover boundary to boundary
Dispersion

Control
Measures

Axis
Boundaries

Bounds
Report lines

OOM Ground
Threat

ORBAT
Engineers forward

Armour

No convergence on axis
Move as sqn or half sqns
Maintain momentum
Flank protection

Infantry

Avoid tanks
Use of dead ground
Dispersion
No crest lining
Air threat
Action when static
Control of GPMG(SF)
MILAN movement

Indirect
Fire

Simple fire plan
Priority targets
Communications
Mortars mobility
Local defence/camouflage
Target lists
OP party with recce?
Choice of ground for observation
Movement drills
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Recce

No gaps
Not too far fwd
Cover ground within boundaries
By-pass policy
Action on obstacles
Coord with sqn/coy group
No convergence on contact
Flank security
Accurate GRs

Logistics

CQMS forward and mobile
- routes?  On call or pre-
programmed replen?
Extra fuel?

Medical CAP mobile until contact.
Nominate rolling amb XPs.

ES

Cut-off time for repair
Recover to pre-planned
ECPs.  Routes forward for
stragglers

CSS

Other

Separate routes for
wheels and tracks
CIVPOL for refugees
Holding and evacuation of
PW

General
Movement

Traffic control organisation
Packet size, Speeds, Action on halts
Flank protection
AD

Co-ordinating Instructions

Timings
Preliminary

Move
Control

Measures

Move Timings
H Hr
Advance to
Seize by
Clear by

Assembly Area
Routes
OOM
Traffic control
Packets
FUP

LD
Report Lines
Bounds
Axis
Boundaries
Rates of adv
Method of move
AD WCS
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Coord
Of Fire Fire Plan

Surprise
Security Action On

Priorities
Control
Arcs
Tgt Areas

Arty, Mors
Target List
Fire Units
Movement
Anchor OP
CAS
Aviation
AD

STAP
Flank
Protection
Hide Areas
Deception

Contact
By-pass
PW
Civilians

NBC P Info/Media

States
Detection Plans
Alarms
Reporting
Contamination Control

THE WITHDRAWAL

Considerations

Flexibility
Simplicity
Offensive Action
Maintenance of morale
Control
Security

Handling

Tight control of movement
Timing/Sequence
Plan for forced withdrawal
Action on encirclement
Identify reserve
Counter attack plan
In Contact Day/night

Forward elements
first

Possible
Withdrawal
Procedure Out of Contact Day/night

Rear elements first

Deception
Security

Communications, Maintain routine
Movement control, Use of arty/mortars
Demolition plan, Recovery of patrols
Defence of RVs
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Armour

Mutual support between troops
Fast movement, Short bounds
Co-ordination between sqns, No gaps
Tight control, Balanced movement
Integration with Indirect Fire
Offensive Action

Infantry

Use of arty and
local smoke
Break clean quickly
Evacuation drills

Pre-recce routes
Tight control
Snipers
Patrols

Recce Flank protection, Cross obstacles early
Maintain contact, Observation

Indirect
Fire

DFs on axis
Group DFs under nickname
Co-ordination of movement

Logistics

CQMS to refurbishment
location after early resupply.
Stockpiles on withdrawal
routes?

Medical Extra ambulance on axis?
CASEVAC policy

ES

Recover forward priority?
Repair at refurbishment
location – priority?
Denial instructions?

CSS

Other

Separate forward/rear
and refugee routes.
Holding and evacuation of
PW
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Co-ordinating Instructions

Timings Fire Plan for Wdr

Rear Recce Movement
Harbour Party Move
No Rearward Move
Patrols In
Movement of Support
Weapons
Position Denial
Position Abandoned

Arty/Mortars
DFs/FPF
Smoke
Adjustment
Movement of Fire Units
CAS
Avn
AD

Co-ordination of Fire
Rear Recce and
Harbour Party

Priorities
Control
Arcs
Target Areas

Composition
Transport
RV
Movement
Tasks

Control Measures

Withdrawal sequence
Boundaries
Report Lines
Handover Line
AD WCOs
Location Platoon Check Points

Company Check Point Company RV

Location
Comd
Routes To

Location
Comd
Defence
Routes To
Action In

BG Check Pt BG RV

Location
Route to
OOM to

Location
Route To
Action In
Embussing

New Position
Location
Routes
Order of March

Release Point
Action at
No vehicle forward of …
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Destruction Policy NBC
Weapons
Equipment
Vehicles
Ammo
POL

States
Detection Plans
Alarms
Reporting
Contamination Control

Deception/Security P Info/Media
STAP
Patrols
C Surv Measures
Deception

Action on Contact Action On

During Withdrawal
On route

PW
Civilians
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THE RELIEF OF TROOPS IN COMBAT

RELIEF IN PLACE FWD PASSAGE OF LINES REARWARD PASSAGE OF LINES

Considerations Control Surprise Security

Planning and
Preparation

Security and protection
Early liaison

Allocation of routes for
movement
Allocation of areas

Timings
Fire support

Control

Outgoing commander
responsible for defence of
sector until comd passes

Commanders co-located

C2 responsibility of the
superior HQ involved.

Attacking force comd
responsible for operation
beyond LD

Movement control responsibility of in-
place force.  Comds co-located.
Comd of moving force must report
when rearward passage complete.
Moving force could be placed under
OPCON of in-place force.
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Conduct of Op

Relief staggered or done
simultaneously across a front
depending on time.  Combat
support troops not relieved at the
same time as combat troops.
Relieve at night or in limited
visibility.

In-place force provides security
for moving force.  Moving force
to move through LD in one fluid
move.  Indirect support from
attacking force deployed in the
in-place area prior to move.

Non essential elments of moving
force evacuated early.
Movement across Handover Line
should not be interrupted.  In-
place elements must have
enough strength for defence.

Comms Comms plan to support deception plan.  Use of LOs.  Comms unaltered for whole operation

Indirect Fire Artillery prevent interference.  Moving force pre-position arty prior to move.

Combat Sp
Engrs:  Take over existing barrier plan, open and maintain routes, deny routes to en movement.
AD:  Protect concentrations of troops and choke points on routes.
Avn:  Deploy LOs and recce parties.

CSS
In-place force assists with ammo, CASEVAC, fuel and recovery.  CSS elements of relieved force move
back early.  Dumped stocks taken over by relieving force which arrives fully replenished.  Traffic
Control/Pro.  Handover, holding and evacuation of PW.
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Co-ordinating Instructions

Advance Party Composition, timings, transport, tasks, guides, signs

Movement Routes, de-bussing point or LZ, waiting area, BG check point, company check point

Security During Relief

Patrols

Fire Support

Deception

Counter Surveillance Control Measures

Change of Comd
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OBSTACLE CROSSING

Considerations

Surprise
Rapid exploitation
Deception
Control

Types

Hasty
Deliberate
Assault Breaching
Covert Breaching

Planning

Adequate recce
Deploy all equipment, use of mini-fascine
Concealment
Several crossing sites, approaches/exits
Use of recce platoon/troop
Protect recce

Security

Protect crossing sites
Security of bridgehead
Communications
Air Defence (including routes)

Armour

Conceal location of site
Assist recce
Cover obstacles
Guard flanks
Prepare to exploit

Infantry

Mine awareness
Scatterable mines
Fascine operations
Security of breaching operations

Recce

Rapid close examination
Max information
Careful use of ground
Mark Crossing Point
Protection by fire

Indirect
Fire

Co-ordination of fire plan
Defensive tasks in support of bridgehead

Engineer

Ensure reserve crossing available
Hand breach in dead ground
Equipment preparation time
Provide guides to take engineer
equipment to crossing site
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Manoeuvre Elements Tasks

In-Place Force
Fire support and other support to the bridgehead force
during crossing.
Security and defence of obstacle and home bank
Implement any deception plans
Select and mark assembly areas/routes
Pre-position engineer equipment
Establish crossing/breaching sites
Provide guides and TC
Evacuate the wounded
Bridgehead Force
(Comprises Assault Echelon and Main Body)
Seize and control ground to permit crossing of
obstacles
Security and defence of the far bank
Assault Echelon
  Gain lodgement by seizing intermediate objectives
  Prevent enemy ground observation and fire onto
    objective
Main Body
  Conduct build-up on far bank
  Seize objectives on bridgehead line
  Consolidate
Breakout Force
Breakout and continue the operation

Logistics

Replenish before crossing LD
Routes forward.  Identify
special equipment requirements
early.

Medical
In-place force assists others
CAP forward through breach
Rear route for CASEVAC

ES

Recovery forward.  Recover
eqpt at breach.  ECP forward
and rear
Rear route for recovery

CSS

Other

Traffic control (Pro)
Separate wheeled vehicles and
tracks.  Holding areas.  Guides
Holding and evacuation of PW
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Co-ordinating Instructions

Timings Preliminary Move

H Hr
Banks Secure
Crossing Complete
Echelon Crossing

Assembly Area
FUP
Routes
OOM

Crossing Site

Water
Crossing Site
Boat Off-Load Platoon
Boat Preparation Area
Waiting Area
OOM with Priorities
AVLBs
ARVs

Minefield
Breach Site
Waiting Area
OOM with Priorities
GVs
ARVs
Dozers

Control Measures
Co-ordination

of Fire
LD
Boundaries
Report Lines
Lanes
TC
B/Z-Muster
Guides

Priorities
Control
Arcs
Target Areas

Fire Plan
Surprise
Security

Artillery/Mortars
DFs/FPF
Smoke
Adjustment
Anchor OP
CAS, Avn, AD

STAP
Flank Guard
Bank Posts
C Surv Measures
Deception

NBC
Recce

Limitations Action On

States
Detection Plans
Alarms
Reporting
Contamination
Control

P Info/Media

PW
Civilians



Issue 3.1:  Feb 99 3 - 6 - 1

OPERATIONS IN SPECIAL ENVIRONMENTS

COLD CLIMATES/MOUNTAIN OPERATIONS

1. For Personal Survival and Safety Aspects use the
appropriate publication:

a. Army Code 71360 dated 1996:

Cold Weather Operations – Personal Survival and
Safety Guide

b. Army Code 71617 dated 1996:

Mountain Operations – Personal Survival and
Safety Guide

The above are elementary guides for all ranks involved in
Cold Weather/Mountain Operations and should be issued
on an individual basis when required.

2. Tactical Check Notes for Operations in Cold Climates
and Mountain Operations are as follows:

Command
Battle procedure

Control Measures

Communications

Allow twice the time usually
required, particularly for night
operations.
Location and duration of Orders
Group  (temperature/available light)

Devolve C2 to allow commanders
flexibility to take advantage of the
local weather conditions and the
tactical situation.  Maximise the use
of mission command.  Keep plans
simple, clear and direct.  Consider
objective dangers – OOB avalanche
areas.

Increased use of HF sky wave.
Reduced battery life.
Use of REBROs.
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Manoeuvre
Mobility

Route Finding

MSRs

Paratroops

Deception

Vent stops required for foot/ski
movement.
Wheeled and tracked vehicles
canalised by high features,
avalanche threat and thick woods.
Use of skijoring (where applicable).
Reduced capability for tracked
vehicles – valley bottoms and
plateaux only.
Reliance on helicopters for troop
movement.

Increased reliance on recce for
routine finding and guiding.

MSRs limited with many choke
points.  Vital ground.

Paratroop insertion or resupply to
inaccessible areas.  Desant
operations to disrupt lines of
communication.

Track discipline and dummy
positions.

Firepower
Mortars

Artillery

Armour

Air Defence

Greater reliance on mortars.
Platform stability– permafrost/BV.
Reduced effect of ground burst
ammo on snow.

Light Artillery moved by helicopter?
Heavy lift requirements for ammo?

Manoeuvre/firepower may be limited
due to terrain.  Vulnerable crossing
frozen lakes/marshes.

Limited arcs unless sighted on high
ground, then may not reach into
valleys.
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Small Arms Reduced reliability.  Misting of optics
and ice fog.  High ammo
expenditure.
Poor dexterity and increased
failures/breakages.
Use of snipers/LRLCR.

Protection
Survivability

OPSEC

C-Surv

Snowline

Treeline

NBC

IPE

Protection from the elements.
Avoidance of objective dangers:
rockfall and avalanche.
Snow defences offer poor resistance
to bullet penetration, but absorb
shrapnel.  Overheating and chilling
problems in CBA and helmets.

HF Skywave simple to DF.  Use of
EMCON

Camouflage (TI cam)   Noise and
light travel further in cold still
conditions.

White cam required above the snow
line.  Tracks and ground signs.

Keep movement below the treeline
where possible.

Blast effect reduced by heavy snow.
Flash and heat effects increased.
Radiation reduced.  Fallout ranges
increased.  Contamination of snow
(water source).

Condensation and frozen outlet
valve.  Rubber gloves and overboots
increase cold weather injuries.
Atropine freezes at -5o C.
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Information and Intelligence
IPB

OPs

STA

Climatic
Conditions

Local knowledge.  Avalanche danger area
maps.  Going overlays vary greatly with
the seasons (frozen lakes).

Increased use of OPs.  Target areas must
be covered by anchor OP.  Picket high
ground for early warning/ listening.

TI and II capabilities are improved and
should be maximised.  Increased weapon
signature (ice fog).

Freeze levels, wind-chill, reduced vis,
snow conditions, precipitation.
MET forecasting.

Combat Service Support
ES

Med

Log

Winterisation of vehicles.
POL freeze levels.
Maintenance time increased.
Operator handling difficulties.
Effects of cold on weapons, radios and
optics.
Specialist equipment.

Cold weather injuries:  frostbite, frostnip,
acute mountain sickness, snow blindness,
tenteye, carbon monoxide poisoning,
dehydration, exposure, hypothermia.
Casevac:  use of helicopters/stretcher/
hjelper teams.
Section medical packs.

High calorie ration supplement.
Self sufficiency of sub-units.
Use of caches.  Provision of dry clothing.
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DESERT

Information and Intelligence
IPB

Climate

RISTA

Going maps, air photos
Local knowledge

Seasonal considerations: rain, thunder,
wind, sandstorms, temperature range
Moon state

TI superior system
Manoeuvre
Control of
ground

Navigation

Drills

Combat
power

Fire and
movement

Reserves/
Echelon

Key Terrain: high ground and choke
points, local knowledge of going

Navsat with redundancy of basic skills
available, local knowledge, landmarks

Movement, halt and replenishment drills

Armour, Armoured Infanty, Engr and
aviation are all battle winning assets

Concentration of combat power for
operations, dispersal for protection.
Main body remain minimum  one visual
bound from recce.
If terrain is very open - armour to lead

Heavy bias on reserve and self
sufficiency of sub-units

Firepower
Armour

ATGW

Mortar

Targets acquired at greater ranges,
danger of unmasking early
First round kills vital: sniping tanks

Heat and dust obscuration: raise line of
sight to at least 2m.  Increased weapon
signature

Possible range anomalies due to heat
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Protection
Mobility

Counter-
Mobility

Surviv-
ability

OPSEC

Deception

AD

NBC

CSurv

Safety

Engineer vehicles always available at
head of formation

Use of natural barriers (wadis, soft sand,
gebel) to enhance allocated assets
Destruction of water supplies/storage
facilities

Dispersal of vehicles when halted or on
moves, dig in static positions, IFF SOPs

Use of EMCON, landlines by HQs

Dust decoys, TI sensitive dummies,
dummy minefields

Avn/air greatest threat to ground forces -
sub-units to operate under existing AD
cover.  If not possible, consider allocation
of AD assets to sub-unit level in addition to
AAAD.

Does situation justify use of IPE? Minimise
use to avoid degradation of troop
performance. Good warning system.
Adjust work and rest ratios.  Watch for
symptoms of heat illness.  Increase water
intake.

Camouflage including thermal, noise/light
discipline

Drivers trained in desert driving, navigation
and lost/ survival techniques
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CSS
ES

Medical

Logistics

Preparation for desert use of vehicles and
equipment

Acclimatisation, hygiene, heat illnesses,
water discipline

Emphasis on fuel and water and self-
sufficiency of sub-units.  Carry as much
Csups as possible.  Use ground dumps?

Command
Battle
procedure

Liaison

Control
Measures

SOPs

Comms

Tempo of operations faster and more
changeable

Use of LOs to enhance security of comms
up to formation HQ

Strict boundary control, report lines etc will
be sited further apart.  Use landmarks or
lasers for ease of recognition

Standardised drills

Increased tempo of operations demands
that comms must be good: good planning,
careful recce and frequency management.
Communications can be very difficult in
desert conditions
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JUNGLE

1. For Personal Survival and Safety Aspects use the
appropriate publication:

Jungle Operations – Personal Survival and Safety
Guide

This is an elementary guide for all ranks involved in Jungle
Operations and should be issued on an individual basis
when required.

2. Tactical Check Notes for Jungle Operations are as
follows:

Types of Jungle
Primary High 3 tiered canopy, reduced light &

heat, clean floor, movement 5km per day,
visibility 50m.

Secondary Previously cleared, thick undergrowth &
lower canopy, increased light and heat,
movement 1-3km per day, visibility 5m.

Coastal and
Estuarine

Swampy ground, high canopy, reduced
heat, dirty water, slow movement 1km
per day, varying visibility.

Cultivated Includes all plantations, rubber, coconut
groves etc. Rice paddy-fields, orchards
and gardens.

Common Characteristics
Heat Seldom less than 800F (270C)
Humidity 80-95%
Rain Minimum 80” per year
Terrain Coastal swamp to rugged  mountainous

areas.  All jungle terrain is difficult.
Factors Affecting Jungle Operations.
Visibility Contacts at close ranges requiring high

standard of drills and close quarter battle
skills.
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Mobility Limited routes means movement by air,
boat and especially  on foot.

Movement Slow movement on foot, up to 5km per
day in primary jungle (planning figure).

Intelligence Conventional surveillance assets often
ineffective due to limited visibility.

Comms VHF radio ranges reduced due to the
canopy and rugged terrain.  HF comms
adversely affected at night.

Dispersal To cover ground and gaps in
surveillance, to deny enemy freedom of
action, to protect local settlements and
villages.

Command
and Control

All of the above make C2 difficult.
Mission command will be vital and junior
commanders will have increased
responsibility.

Resupply Difficult as supply routes on the ground
are limited.   Air resupply likely to be vital.

Fire support Limited due to targeting inaccuracies,
ranging difficulties, lack of observation
and premature detonation on the canopy.

Information and Intelligence
IPB Going maps, air photos, local knowledge,

types of jungle and their characteristics.

Climate Tropical conditions,  heat and humidity,
monsoon, heavy rains, temperature
range in cold areas, moon state.

RISTA Patrolling, tracking, local knowledge, air
recce, RGS.

Manoeuvre
Infantry Movement by foot, air and boat.

Vehicles may be usable in certain areas.
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Armour Armour employment likely to be limited to
jungle fringes and those roads/tracks
able to support weight.  Used as mobile
bunker.  Will require infantry close
protection.

Navigation Under the canopy basic navigational
skills will be primary.   Landmarks, main
features, bearings, time and distance,
pacing and Sat Nav (certain areas only).

Helicopter Operations
Roles Airborne OP/CP, troop movement,

control of indirect fire, armed action,
recce, resupply,   CASEVAC & TI.

Troop
movement

Normal enplaning/deplaning, rope down,
fast rope, low hover jump, abseil,
winching and parachuting.

Landing
areas

Winch hole – natural clearing, stream
junction/river bend or high point for
emergencies.
Landing Point(LP) – sect/pl single ac
Landing Site (LS) – coy (> one LP)
Landing Zone(LZ) – bn (> one LS)

Planning Ground Tactical Plan, landing plan, air
movement plan, loading plan.

Deception Dummy drop-offs, round about routes,
weather, other aircraft.

Security At LPs by advance party clearance,
electronic surveillance, explosive
devices, alternative drop-offs, creating
own landing area.

Boat Operations
Safety Life jackets, weapons & equipment

security, trained in emergency drills.

Types of
operation

Offensive operations – fighting patrols
etc, defensive operations – protection of
villages/firm bases, administrative tasks –
resupply, CASEVAC etc.
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Intelligence Consult maps & charts, tide tables,
weather reports, air photos, patrol
reports, local knowledge, coast guard, air
recce.

Rivers Know the depth – for boat clearance, tidal
or non tidal & timings, width – wide
enough to turn around, river bank – for
disembarkation, enemy ambush etc, river
bed for anchorage and disembarkation,
all obstacles.

Types of craft Military – purpose built and robust,
civilian – easily adapted and higher
specification, indigenous – covert
insertion.

Boat
preparation

Protection – sandbags/other materials, fit
weapons – MG/mortar/LAW, other
equipment – smoke, camouflage etc,
running kit and fuel.   Gun boats prepared
either light and fast for QRF, or heavy
and slow for fighting purposes.

Drills Embarkation/disembarkation, contact,
breakdown etc.

Movement/
formations

Single file, file, staggered, line of sight,
leap frog, caterpillar, packets.

Emergency
drills

Man over-board, capsize, fires etc.
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River Crossings
Safety Considerations include; speed of current

– ideally less than walking pace, depth
of water – wade rather than swim, river
bank – suitable entry and exit and must
be firm enough to support weight of a
man, river width – not too wide so
manageable by weak swimmers,
flotation – worn by all on the body, in
equipment and in Bergens, weak
swimmers – pair with strong swimmers,
safety swimmers always - safety boat if
available, crocodile sentry if required,
use ropes for safety.

Flotation Lilo section, life jacket, empty water
bottles/bags, clothing, bamboo/wood
rafts, bivvy bags and waterproof liners.

Methods Using Bergen rafts as flotation, using
ropes, wading.

Sequence Recce, occupation, protection,
preparation, the crossing, re-
organisation.

Section drill Stop short and recce, occupy in all round
defence, sentries and claymores posted,
prepare 2 x four man Bergen rafts, first
team cross, clear far bank, next team
cross, re-org, clear all signs.

Platoon drill Short term halt, platoon commander and
home bank section recce, secure home
bank, collect remainder, occupy in
triangle, clearance patrols, prepare
equipment and ropes, lead swimmers
and light line, fix ropes, remainder of
bridgehead cross, reserve cross, home
bank cross, re-org, clear all signs.
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Company drill Occupy short term halt/strong point, coy
comd & home bank platoon recce and
secure home bank as platoon drill,
bridgehead platoon cross and establish
on far bank, reserve platoon cross and
move to new short term halt/strong point
location, home bank cross and move to
strong point, bridgehead follow.

Attack
Types of
camp

Strong prepared position – mutually
supporting bunkers, trenches, sentries,
patrols, booby traps, early warning
devices, obstacle plan, counter attack
plan.   Temporary positions – limited
defences

Concept of
Operations

Good patrolling is vital, cordon position
prior to recce if possible, full recce,
orders & rehearsals, action, re-org,
exploitation

Grouping for
the attack

Cordon & ambush troops & local cut offs-
assault force including: LD protection,
breaching groups, assault groups, fire
support groups, flank protection groups –
reserves

The attack Breaching – quick or silent, the assault –
one position at a time, 3 dimensional
battlefield, flank protection

Reserves No tasks but prepared to take over in
assault, break up counter attack,
reinforce cordon, cover withdrawal,
exploitation

Exploitation Cordon & ambush troops, pursuit with
CTT

Note :  Refer also to TAM Part 1 - Tactical Check Notes for
Attack, which are equally applicable to jungle operations.
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Company Firm Base
Location Determined by Mission, sited using

Principals of Defence.   Will require
operational and administrative facilities

Operational
facilities

CP, mortar/artillery, LP/winch hole,
CVR(T)

Admin
facilities

Water, accommodation, medical, catering
(central feeding), latrines & washing,
stores areas

Routine Troops allocated to offensive operations,
base protection, administrative tasks

Note :  Refer also to TAM Part 1 - Tactical Check Notes for
Defence which are equally applicable to jungle operations.

Patrolling – Search Patrols

Typical search patrol patterns are as follows:

Base Line
Search

Fan
Search
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Sdfg

Close Target Reconnaissance
Sequence of
events

Initial discovery, occupy firm base,
preparation, CTR, after action

Initial camp
report

DTG, GR of target, type of target, GR of
own firm base, intentions

Information
required on
enemy camp

Exact GR of target, command locations,
bunker/strong points, weapons, routines,
patrols, water points, defences, dress &
equipment, routes in & out, early
warning/surveillance devices

Information
for follow up

RV location, routes, attack options, FUP
& LD locations, fire support locations, all
bearings & distances, CAS angles &
marker, cordon/cut off locations

Never Take eyes off target

Cross Grain
Search

Ridgeline/
River Search
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Note :  Refer also to TAM Part 1 – Tactical Check Notes for
Patrols, which are equally applicable in the jungle.

Patrol Drills
Routine Drills Tactical pause, short term halt, long term

halt, overnight halt, water halt, obstacle
crossing

Section Drills Tactical pause up to 10 minutes, for map
checks, drinking etc.   Section halt on the
line of march, step off the track and  take
up alternate arcs.

Short term halt up to 30 minutes for
detailed navigation check etc.   Break
track using fish hook and snap ambush,
move into all round defence.

Long term halt up to 1 hour for
meal/comms.   Break track and snap
ambush, second fish hook and into all
round defence, sentry and claymore
posted.

Overnight halt move from long term halt
towards desired location, all round
defence, deadfall check, sentry and
claymore posted, shelters up low, stand
to, night routine.   Pack up prior to first
light, stand to and patrol off.

Obstacle crossing drill used at the
commander’s discretion, lead scout
signals obstacle and type, patrol halt and
cover obstacle and take up alternate
arcs.  Patrol cross in pairs rear elements
moving first.

Water halt using the obstacle method,
cross, move into all round defence,  2
men collect water, or the caterpillar
method each man filling as he crosses.
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Platoon Drills Long term halt over an hour will be as
above but will include additional security
measures such as clearance patrols,
posting sentries and claymores and
digging shell scrapes if required.

Overnight halts will be conducted using
triangular harbour drills – short term halt,
recce, occupy, clearance patrols, sentries
and work routine.

Obstacle crossing drill used at
commander’s discretion.   Scouts signal
obstacle, platoon halt, platoon
commander recces obstacle, lead section
cover crossing and platoon cross from
the rear one section crossing at a time.

Water halt using either obstacle or
caterpillar drill.

Company
Drills

Tactical pause as platoon drill but with
sections covering front and rear.

Short and long term halts as platoon drill
but with platoons occupying each side of
the triangle.

Overnight halts the company will utilise
harbour drills using either a company
harbour or separate platoon locations as
the ground/situation dictate.

Note :  Refer also to TAM Part 1 – Tactical Check Notes for
Harbouring (under Patrols, General) which are equally
applicable in the jungle.

RV Procedure
Locations RV locations should be considered 50m

off a saddle, 100m off a knoll, close to a
stream/ river junction or prominent bend,
on a small but identifiable spur/re-entrant
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Patrols Sponsors/hosts – nominate RV, establish
RV, arrive first, recce area, clearance
patrol, recce ERV, recce harbour site and
holding area (if necessary), provide
sentries/catchers and guides, establish
comms.

Visiting patrol – establish comms, identify
time window, stop short, 2 men forward,
collect remainder, move to harbour site
with guides.

CSS
Medical Acclimatisation, hygiene, heat illnesses,

water purification, efficient CASEVAC
procedures – by air primary, high
standards of first aid.

Logistics Carry as much combat supplies as
possible, re-supply by air primary,
boat/road secondary.   For small patrols
use of caches.
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FIBUA  (Defensive Operations)

Preparation

Town, street, sewer and
communications maps
Select strong buildings
Clear Fields of Fire
Establish comms
Mark routes
Co-ordinate engineer resources
Dump C Sups & Defence Stores
Select area for supplies and stores
Consider threat from fire, electricity
and gas

Perimeter Posts

Security for Main Defensive Area
Destroy enemy recce
Provide information as far forward
as possible
Attrition of main enemy force
Prepare withdrawal routes
Tanks, Warrior
Limited dismounted infantry
Recce
MILAN
FOO, MFCs

Disruption
Force

Delay, Disrupt
Channel enemy to KAs
Ambushes, Obstacles
Limited use of tanks and Warrior
Prepare withdrawal routes
Control measures
Infantry, Snipers
Engineers

Strong Points

Dominate KAs
Mutual support in defence localities
Co-ordinate obstacle plan
Tanks, Warrior
GPMG (SF), Indirect fire support

Reserve

Mobile reserve
Prepared routes
Prepared fire positions
Tanks, Warrior
Indirect fire support
Engineers
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Logistics Extra defence stores, sand,
requisition policy, use of local
resources.  Dumping?

Medical CASEVAC for Perimeter Posts,
Disruption Force?  Use of civil
facilities?  Medical facilities well
forward

ES Recovery forward
Cleared routes.

CSS

Other Control of civilians - safe areas?
Holding and evacuation of PW

Note:

Refer to Tactical Check Notes (Co-ordinating Instructions)
on Defence which are equally applicable to FIBUA
operations.

FIBUA (Offensive Operations)

Planning
considerations

Information, Simplicity
Limited Objectives, Force Ratios
Logistics, Regrouping, Control
Momentum, Tempo
Building Marking

Investment

Fix enemy
Prevent withdrawal
Prevent reinforcement
Reconnaissance, Information
Tanks, Warrior
Artillery, FOO, MFCs
MILAN

Break in

Concentrate combat power
Infantry and Engineers assault
Achieve foothold
Tanks in intimate support
Synchronise fire support
Direct fire support with tanks
Suppress depth positions
Warrior, MILAN, GPMG(SF)
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Securing
Objectives

Enemy strong points, Key terrain
Suppress depth positions
Infantry and engineers assault
Tanks in intimate support
Difficult at night
Snipers
Maximum use mortars/limited use
of other indirect fire support

Clearance

Use zones, Methodical clearance
Security of cleared areas
Difficult at night
Infantry, Engineers
Limited tank support
Limited indirect fire support

Reorganisation

Security
Regrouping
Resupply
Preparation for possible C Attack
Preparation for future operations

Logistics
FIBUA assault stores, additional
SAA, grenades, smoke and tank
ammo (high usage rates)

Medical
Additional medical support
Deploy forward, safe routes for
CASEVAC

ES

Recovery priority assault troops.
RV for repaired vehicles forward.
Repair priority depends on next
operation.

CSS

Other Holding and evacuation of PW

Note:

Refer to Tactical Check Notes (Co-ordinating Instructions)
on Attack which are equally applicable to FIBUA
operations.
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REPORTS AND RETURNS

All Reports and Returns have been included in TAM Part 1
on the basis that they will normally be required for
immediate use.  It is likely however that not all formats will
be required for a particular operation or theatre.

Unwanted Reports and Returns should be transferred to
this section and placed in page order.  They may then be
transferred back as required.

This section may also be used to insert any additional
Special to Arm or key unit Reports and Returns which may
be required.
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AIDE MEMOIRES

ALL ARMS AIR DEFENCE (AAAD)

WEAPON CONTROL ORDERS (1)

Weapons
Tight

Fire is not to be opened on an aircraft
unless it:

a. Is visually recognised as hostile

b. Commits a hostile act

Weapons
Hold

Fire is to be stopped and is not to be
opened, but:

- fire may be opened in self-defence, i.e.
against an aircraft that is attacking your
weapon position or nearby friendly forces.

DEFINITION OF HOSTILE ACT

Hostile
Act

A hostile act is committed when one or
more aircraft:

a. Fire on intercepting friendly aircraft or
clearly and persistently manoeuvre into
position to attack.

b. Attack friendly forces or installations

c. Following the declaration of
Reinforced Alert (RA), drops paratroops or
lands troops or enters friendly airspace,
without adhering to airspace management
procedures. (2)

Notes:

(1) Commanders must be aware of the Rules of
Engagement in force as these may further restrict the
authority to fire on an aircraft.
(2) You will be informed when RA has been declared and
if an aircraft has not adhered to standard procedures.
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AFV LIGHT/HAND SIGNALS

DAY

ADVANCE

REVERSE

NEUTRAL TURN RIGHT

CHANGE DIRECTION RIGHT

NEUTRAL TURN LEFT

HALT

SWITCH OFF

CHANGE DIRECTION LEFT
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NIGHT

ADVANCE/CONTINUE

REVERSE (4)HALT (3)

TURN RIGHT (2)TURN LEFT (1)

Notes:

1. Current STANAG signals are similar but use a circular
movement.

2. To signal reverse flash the light on and off.

3. If the light goes out, or driver is unable to see it, he
must immediately STOP the vehicle and await a further
instruction.
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TACTICAL HAND SIGNALS (MOUNTED)

TURN ABOUTTWO UPONE LINE UP OR
LINE AHEAD

SLOW DOWN HALT SWITCH OFF

MOUNT START UP

DISMOUNT CLOSE DOWN
FULL NBC

SUB-UNIT COMDS
TO ME

ADVANCE
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ACKNOWLEDGE
or I AM FIRM IN THIS

POSITION

LINE

TAKE UP FIRE
POSITION

TAKE UP TURRET
DOWN POSITION

CLOSE UPOPEN UP



Issue 3.0:  Jan 98 5 - 3 - 1

ARTILLERY AND MORTAR EFFECTIVE COVERAGE AND MINIMUM SAFE DISTANCES

Effective Coverage Minimum Safe Distance HE (1)

Artillery 1 Bty 2 Btys 3 Btys (Troops in Open(2))
105mm Lt Gun 200 m2 250 m2 350 m2 250 m

AS90
155mm

FH70
200 m2 300 m2 400 m2 400 m

Mortar 1 Sect Platoon

81mm Mortar 75 m2 200 m2 Mortar to tgt <3000 m:  250 m
Mortar to tgt >3000 m:  300 m

51mm Mortar - - 50 m

Notes:
1. Determination of the actual safety distances used in wartime is often decided on the basis of balancing risk.
2. For troop in IFVs/APCs or dug in, these distances are halved.



Issue 3.0:  Jan 98 5 - 4 - 1

BATTLEFIELD DISCIPLINE

BATTLE PREPARATION

Vehicle Checks
Camouflage
Track discipline
Tracks tight
Stowage
Internal water tank
Boresight
IFC checks
Battle levels

Battle links
Hull breathing
First parade
Traverse free
MRS
Elipse visible
Commander’s sight

Personal Camouflage Concealment

Helmet scrimmed
Exposed skin cam
Clothing and equipment
Weapons and equipment
usable
Maintenance of cam
Use of shadow

Fire positions
Observation
Cover
Trench dimensions
Observation of arcs
Engagement of enemy
Track discipline
Hide drills/discipline

Weapons Clothing and Equipment

Carriage
Correct ammo scales
Prepared and loaded
Sights
Optical sights checked
Serviceable and clean
GPMG settings/balance
Ancillaries and cleaning kit
Security and Daily checks

Correct dress
Webbing fits properly
Ammo readily available
Equipment packed
correctly and noiseless
Items carried as per SOP
Ancillary equipment
secure

Signals NBC

Equipment serviceability
Battery state, spares
Frequencies, address gps
Callsign known
Correct signals
instructions
Security and carriage
Radios properly manned
Use of BATCO and SOCs

Clothing and equipment
Knowledge of NBC
situation
Respirators checked
Immediate action and
decontamination drills
NBC sentries
Nuclear observer



Issue 3.0:  Jan 98 5 - 4 - 2

TACTICAL SKILLS

General Vehicles
Alert and aware of tactical
situation
Know location of comd
Relaying of field signals
Maintaining visual contact
Passage of information
Fire discipline:
  Arcs of fire, Orders
  Authority for opening fire
  STAP
  Range cards
  Priority of targets
  Controlled rates of fire
  Ammunition conservation
Judging distance
Target indication
Loc of next superior HQ

Routes to next position
(area)
Timings
Orders
Recce details
Replen details
Repair details
Location of REME LAD

SECURITY

Control and use of:
  Light
  Cooking
  Smoking
  Bodily functions
  Talk
COMSEC
Noise levels
Alarm Schemes

Location and duties of
sentries
Challenging procedure
Track plan
Control of refuse
Security of weapons and
equipment
Password

ADMINISTRATION

Hygiene Medical
Washing and shave
Cleanliness of clothing
Boots cleaned and dried
Attention to ailments
Attention to feet
Feeding utensils clean
Water sterilised and
available
Proper use of latrines
Fitness, Organised rest
Regular bowel movements

Medical stores available
First aid skills
Use of medical facilities
Casualty procedures
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CAMOUFLAGE AND CONCEALMENT - SURVEILLANCE COUNTER MEASURES

Threat
Ser

Waveband From Enemy Equipment
Counter Measures

1 Visual Eyeball aided by optics
and TV

All vehicles, dismounted
infantry, aircraft including
helicopters

Photography Aircraft including RPVs
Visual/
Near IR (1)

Image Intensifiers Weapons, sights and
NODs.

Low light TV AFVs, aircraft including
helicopters and RPVs.

Reduce shape, shine, shadow and
movement.  Match colour, pattern and
texture.

Siting discipline, natural and
Artificial camouflage,  i.e. nets (arctic,
desert or woodland) or Urban Cam
Material (UCM).

2 Near IR Active
IR Sources
IR Viewers

Passive
False Colour
photography

Illuminators, weapon
sights and driving aids.

Aircraft

Same as Serial 1.  Treat night as day.
Minimise light and heat sources.
In woods use IR reflecting- paint and
nets.  In urban areas use UCM and local
materiel to cover IR reflecting paint and
blend with surroundings.
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3 Far IR
(Passive)

Thermal Viewers, sights, Aircraft and
RPVs.  IR Linescan.  Aircraft
and helicopters.  Forward-
Looking IR

Minimum heat generation.  Use buildings
or normal cam and dead ground in rural
areas.  Use Thermal Camouflage
Woodland (TCW) or Thermal
Camouflage Active (TCA) if issued,
otherwise disguise or hide signature by
improvised screening.

4 Radar
(Active)

Ground Surveillance
Radar.

Dismounted and vehicle
mounted

Use dead ground and
minimise movement

Sideways Looking AB
Radar (SLAR)

Recce aircraft

Note:

(1) Image Intensifying (II) and Low-Light Television (LLTV) sensors operate in the Visible and Near IR part of the
electromagnetic spectrum.
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CASUALTY EVACUATION (CASEVAC)

1. Field Dressing .   Carry in:

a. Top right hand pocket of combat jacket.

b. Front pocket of NBC smock when worn.

2. CASEVAC System

Movement Location Treatment

Point of Nearest
Injury Soldier

Sub Unit
Sqn/Coy RMA

AP
Unit

RAP RMO/
Med Sect

Fd Amb
DS Fd Amb

Amb Sqn MO
RLC

3. CASEVAC is normally the responsibility of the
medical unit to which the casualties are being evacuated.
Therefore the RAP evacuates from sub unit AP; the Field
Ambulance from the RAPs.

4. Units and sub units without organic APs evacuate
casualties to the nearest medical facility.  This may mean
CASEVAC forward.

5. Weapons and Equipment .  Remove non-personal
G1098 equipment (compass, binos etc) before CASEVAC.
The casualty retains personal G1098 equipment (weapon,
webbing etc) as far as the DS.
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COMMUNICATIONS

DEFENSIVE ELECTRONIC WARFARE

Siting Site to evade intercept
Screen antennae

Minimum
power

Use minimum power
Use minimum antenna
Use dummy antenna or “0” power
setting when tuning

Short
Transmissions

Consider alternate means
Speak only when necessary
Think before speaking

Procedures Use only official codes/procedures
Use correct frequency changing drills

DEFENCE AGAINST JAMMING

Security Do not let enemy know you suspect
Jamming

Recognition Learn to recognise jamming

Checks

Internal or external interference
Check set not on permanent send
Disconnect antenna – external
interference will disappear.
Reconnect antenna
Re-check equipment, especially
leads and connections
Check other local installations

Working
Through
Interference/
Jamming

Re-site antenna to screen
Relay through another station
Use difficult working procedure
Increase power

Frequency
Change

Change frequency at next quarter hr
(HQ set up one way anti-jam rebro)
No power tune, No radio checks
Continue to use difficult working
procedure
Reduce power
Report jamming in code or by secure
means (See Sect 4)
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DEFENCE AGAINST DECEPTION

Vigilance

Be alert for enemy call trying to get
you to answer - especially during
radio silence.
Check for pre-recorded friendly
transmission played back to cause
confusion.
Notice irregular procedures,
unfamiliar speech and unexpected
transmission of dubious origins.

Authentication Challenge when intrusion is
suspected

Reporting Report the deception using JAMREP
(See Sect 4)
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CLANSMAN RADIO DATA

Ser Radio Freq
(MHz)

Channels Power
Output

Power
Supply

Battery Life Range
(km)

1 PRC
349

37 –
46.975 400 0.25 W 12V

DC bty 20 hrs 1-2

2 PRC
351

30 –
75.975

1840 4W 24V
4 AHC bty

18 hrs 17

3 PRC
352

30 –
75.975

1840 20W 24V
4 AHC bty

9 hrs 20

4 VRC
353

30 –
75.975 1840

100mW
1W

15W
50W

24V 30
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Ser Radio
Set

Freq
(MHz)

Channels Power Output Power
Supply

Battery Life Range
(km)

5 PRC
320

2 –
29.9999 - LP - 3W

HP - 30W
24V
4 AHC bty 12 hrs

Groundwave
>30
Skywave
>300

6 VRC
321

1.5 –
29.9999

- LP - 6W
HP - 40W

24V - Groundwave  >50
Skywave  >1000
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CONDUCT AFTER CAPTURE

BIG FOUR

The only information to be given to your captors is the “Big
4” which consists of the following:

Number, Rank, Name, Date of Birth

All other questions should be answered with “I cannot
answer that Question, (Sir or Ma’am) ” (ICATQ).  Under
no circumstances should any other details, tactical or
personnel, be given.

ESCAPE

As a Serviceman it is your duty to escape, but should you
be in a group this must be done without endangering the
lives of your colleagues.  Escape is best attempted as
soon as possible after being captured and as close to the
Forward Edge of the Battle Area (FEBA) as possible.

AVOIDING INTERROGATION

In order to avoid detailed interrogation, individuals should
not attract attention to themselves by applying the
following:

Be a ‘GREY’ man
Big 4 only
Do not draw attention to yourself
Remain calm and even tempered
Do not play the hard man
Be uninteresting and of no tactical value

Bric A Brac
Sanitise all your equipment
Do not carry unnecesary personnel items
Do not carry unnecessary military information

PRESSURES
There are two types of pressure; self induced and system
induced.  These pressures can be recognised as shown:
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Self Induced
Fear
The unknown
Death
Harsh treatment

Failure
Let yourself down
Let your men down

Other Anxieties
Feeling of guilt
Mistrust of comrades
Family Welfare
The only way to cope with the above pressures will be
your own positive actions and thoughts.  If the
individual is unable to cope with the above factors
his/her ability to resist may be weakened.

System Induced
Dislocation of Expectation
Is the complete opposite happening to what you
expected?
Unaccustomed Discipline
Being ordered around by a 14 year old with an AK47
Diet/Physical Fatigue
Loss of weight which will rapidly make you more weak
and tired
Confinement
Will not always mean a small room with bars on a
window
Sleep Deprivation
Lack of sleep will wear you down
Forced Idleness
Boredom
All these pressures can be controlled by your captors
so that they can condition you mentally and physically
in order to weaken your ability to resist.

AIDS TO RESISTANCE

In order to maintain and resist captivity and/or
interrogation, the following may assist you:

Faith
Personal beliefs or Religion
Pride
In yourself and your unit.  In your country.
Loyalty
To your comrades.  To your government
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Fitness
If you are strong in body, you will be strong
in mind
Self Discipline
Do not let your standards slip
Personal Hygiene
Keep clean and healthy, reducing the
chances of becoming seriously ill or
infected with a disease.

WHEN UNDER INTERROGATION

DO NOT
Antagonise the interrogator
Sign anything
Read out aloud
Display emotions
Make videos

DO
Make use of regional accents/dialects
Remain alert
Answer slowly
Speak firmly, quietly and politely
Only accept comforts unconditionally

GATHERING OF INTELLIGENCE

While in captivity make every effort to gather intelligence
and information about the enemy so that on escape or
release this can be disseminated to friendly forces.

CROSS GENDER

Consideration should be given before deployment to being
held captive with British or Foreign members of the
opposite sex.
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CONVERSION TABLES

Example: 10 Kilometres = 6.21 Miles
10 Miles = 16.09 Kilometres

Centimetres Inches Kilometres Miles
2.54
5.08
7.62

10.16
12.70
15.24
17.78
20.32
22.86
25.40

1
2
3
4
5
6
7
8
9
10

0.39
0.79
1.18
1.57
1.97
2.36
2.76
3.15
3.54
3.94

1.61
3.22
4.83
6.44
8.05
9.66

11.27
12.88
14.48
16.09

1
2
3
4
5
6
7
8
9

10

0.62
1.24
1.86
2.49
3.11
3.73
4.35
4.97
5.59
6.21

Metres Feet Metres Feet

0.31
0.61
0.91
1.22
1.52
1.83
2.13
2.44
2.74
3.05

1
2
3
4
5
6
7
8
9
10

3.28
6.56
9.84

13.12
16.40
19.68
22.97
26.25
29.53
32.81

0.91
1.83
2.74
3.66
4.57
5.49
6.40
7.32
8.23
9.14

1
2
3
4
5
6
7
8
9

10

1.09
2.19
3.28
4.37
5.47
6.56
7.66
8.75
9.84

10.94

Litres Pints Litres Imp Gallons
0.57 1 1.76 4.55 1 0.22

Gram 0\Kg Kilometres Lbs
28.35 1 0.4 0.45 1 2.20

Kg/sq cm Lbs/sq in
0.70 1 14.22
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Degrees Mils Degrees Mils

1
2
3
4
5
6

18
36
54
72
90

108

7
8
9

10
100

126
142
162
180

1800

SPEED CONVERSION

0 10 20 30 40 50 60 70 80 90 100

KPH

MPH
0 10 20 30 40 50 60
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DIRECTED ENERGY WEAPONS (DEW) – LASERS

1. Both hostile and friendly use of lasers poses a threat
to unprotected eyes and sensors.  This requires direct line
of sight (but note that these weapons may be used from
aircraft.  Laser light can be stopped by special filters which
may shield eyes and optical systems.  Filters generally
only protect against the specific types of laser that they
have been designed to counter.

2. Laser Protection Rules:

DO

Wear laser protective goggles when ordered.
Take evasive action, laser attack can precede
conventional attack.  Smoke will limit laser
effect.  Use indirect optics (TI, II) or personnel
with protective goggles to observe if
necessary.  Camouflage or cover sights when
not in use.  Report laser attack.

DO
NOT

Search for laser source with binoculars or rifle
sights.  Look directly at laser flashes.

3. Laser Effect

a. On eyes:

Effect Symptoms
Effect on

Vision
Dazzle Discomfort Blink/look away
Flash blinding Flashbulb effect Temp loss
Minor retinal
burns

Grain of sand
effect, discomfort

Interference,
will heal

Major retinal
burns

Pain, bleeding
inside eye

Possibly
impaired/lost
side vision

b. On Optics:

Equipment Effect

Direct View:
  Vision Blocks
  Binoculars
  Day periscopes

Operators may suffer laser
effect on eyes.  Depending on
laser, optics may craze or be
pitted.
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Image Intensifying
Devices

Operators are safe, the
image may ‘white out’.  If
the device is overloaded,
it may fail or degrade with
the image showing spots
or lines.

Thermal Imaging Devices The operator is safe
Damage as for Image
Intensifying Devices.

4. Medical.

a. Flash blinded soldiers will normally recover full
vision within a few minutes.  The effects are often
more severe at night.  Panic and anxiety are
predictable reactions.  The effects of these can be
minimised with warning and familiarisation training.

b. If major injury, bandage eye and treat for shock.
There may be some pain and bleeding within the eye,
with associated loss of vision.  Peripheral vision may
still be possible.

c. Minor retinal burns may cause discomfort and
interfere with normal vision.  Sometimes the sensation
and effect is similar to having sand in the eyes.
Injuries are generally self healing within a few days.

c. If only one eye damaged, the individual may be
able to function with the other eye.  Only evacuate the
casualty where necessary.
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DOCUMENTATION

Ser Document (1)
Personal Documentation

1
2
3
4
5
6
7
8

9

ID Card
Identity Discs (Dog Tags)
Driving Licences
Notebook and Pencil
TAM
Map (1:50 000)
ROE Cards
F Ident 189/189A (Geneva Convention ID
Card)
JSP 381 – Aide Memoire on LOAC

Ì
Ì
Ì
Ì
Ì

Detachment Documentation
10
11
12
13
14
15
16
17
18

19
20
21
22
23
24

Map (1:50 000)
LOCSTATs
Boundaries and Routes
TAM
Battle Board
Orders (written orders or notes)
AUSOPs
DF List
AFW 9811 – Orders Demolition Guard
Comd/Firing Party
AFW4012A – Demolition Recce Report
AFW 4017 – Minefield Record
CEIs
Radio Log Book
Vehicle and Equipment Log Books
Cryptographic Material and Special Codes
– e.g. IFF lists

Ì
Ì
Ì
Ì

Notes:

(1) Documentation requirements vary with unit type,
operation and theatre.
(2) Items marked “Ì” are required by all, others should
only be carried where appropriate.
(3) A complete list of documents to be carried at sub-unit
HQ level is in AUSOPs.
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EQUIPMENT DATA

Ser Armr/Inf
AFVs

Weapon Ammo
(Qty)

Ranges
(m)

Crew Wt
(kg)

Max
Speed
(Road)

Range
Road/
Mixed

1 Challenger 120 mm

2 x 7.62
mm GPMG
(L8 & L37)

APFSDS
HESH
Smoke (52)

(4,600)

2000
1500
8000

1100
(1800)

4 62,086 56 454
256

2 Scimitar/
Sabre

30 mm

7.62 mm
GPMG

APDS & HE
(201/192)

(3000)

1500 3 7,759 80 461
385
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3 Warrior 30 mm
7.62 mm
(Chain
Gun)

APDS & HE 1500
1100

(1800)

3-7 25,400 80 500
240

4 Striker Swingfire

7.62 mm
GPMG

HEAT (10) 140-
4,000
1100

(1800)

3 8,346 80 382
290

5 Saxon 7.62 mm
GPMG

1100
(1800)

12 11,660 96 482
310

6 432 7.62 mm
GPMG

1100
(1800)

2 15,104 64 433
225
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Ser Arty Ammo
(Qty)

Maximum
Range

Planning
Range

Wt
(kg)

Max
Speed
(Road)

Range-
Road/
Mixed

1 AS 90 HE
Bomblet (48)
7.62 mm (1000)

24,700
17,900

19500 44, 500 55 468
370

2 FH 70
(155mm)

HE
Smoke
Illuminating

24,700
17,900
19500

19500

3 Lt Gun
(105 mm)

HE
Smoke
Illuminating

17,200

15000

15000

4 MLRS HE
Bomblet
SCATMIN

32,000
39,000

25000
30000
30000
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Ser Air
Defence

Type
(Missiles)

Maximum
Range

Maximum
Height

Wt
(kg)

Max
Speed
(Road)

Range –Road/
Mixed

1 Javelin
(LML/SL)

Close AD
(10)

Minimum:  500
Maximum:
   4,500(approach)
   5,500 (hover)

 3,000

2 HVM
(Stormer)

Close AD
(20)

Min 1000
Max 4,500(FGA)
5500 (hov hel,
approach ac)

3,000 12,700 80 600
450

3 Rapier
(Wheeled)

Area AD
(up to 45)

Min 900
Max 6800

10,000
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Ser Small Arms Calibre Ammo Maximum Effective Range (m)
1 Pistol 9 mm Ball 45
2 Rifle 5.56 mm Ball

Tracer
300 individual
600 section

3 Sniper Rifle 7.62 mm Ball 900 (man-sized target)
1000 (harassing fire)

4 Rifle Grenade (GS) 40 mm HE 150 m
300 m (indirect fire)

5 LSW 5.56 mm Ball
Tracer

800

6 GPMG (Light Role) 7.62 mm 800
7 GPMG (SF) 7.62 mm

Ball
1B 1T
4B 1T

1100 (tracer burnout)
1800 (observed strike)
2500 (map predicted fire)

8 Light Mortar 51 mm HE
Smoke
Illuminating

800 Normal rate of fire 6 bombs per minute
Rapid rate of fire 12 bombs per minute
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9 81 mm Mortar 81 mm HE and
Smoke
Illuminating

5,675

4800

Normal rate
12 bombs per min

10 Grenade L2A2 25-35 Thrown
11 Browning MG .50 in 1200 (anti-IAV)

1850 (anti-personnel)
12 Grenade No 84

(RP)
25-35 Thrown

13 MILAN (MRATGW) 1950
400 (minimum planning
range)

Time of flight for 1950m -
  13 secs
2-4 missiles/min

14 Rocket System
94 mm HEAT
(LAW)

500
300 battle range



Issue 3.0:  Jan 98 5 - 12 - 7

Ser
Helicopters/

Aircraft

Armament
(Max qty
per ac)

Weapon
Range

(m)

Max  Tps
(Full eqpt,
light order)

Casualties
Stretchers

(sitting)
Speed

1 Lynx ITOW/
FITOW (8)
GPMG

3,750

1100

9 120

2 Gazelle Recce 3 120
3 AH

(WAH-64)
HELLFIRE  (16)
Rockets  (76)
30mm  (1200)
ATAM  (TBC)

500-8000
100-6000

0-4500
(TBC)

140
(approx)

3.5 km/min

4 Wessex Tp Carry (NI and
Cyprus)

8,10 8 (3)

5 Puma (GPMG) 1100,
1800

12,16 6 (4) 120 (90)

6 Chinook (GPMG) 1100,
1800

40 24 135 (95)
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7 Sea King SH 16,27 6 (6) 100
8 Islander AL1 Photo recce/liaison 8
9 Hercules

(Stretched)
Transport 70,92

92,128
70

(97)
290
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EQUIPMENT DENIAL

1. The enemy should be denied the use of our military
equipment and supplies.  Destruction will only be ordered
as a last resort to prevent it falling into enemy hands.
Denial is an individual unit responsibility.  Equipment (even
where damaged) and stores should be recovered
whenever possible.  Denial includes:

a. Immobilisation  – To prevent movement, repair
and use by the enemy.  Will normally allow future
repair by own forces.

b. Destruction  – Beyond field repair.  Prevents
enemy duplicating it or learning the operational details
(includes spare parts and technical documentation).
There are specific destruction methods specified for
most major equipments (AESPs/WIs).  Destruction
will normally require authorisation from formation
level, and is to be reported through the chain of
command.

3. Denial Methods :

a. Distribution  – to other military units or civilians,
especially food, fuel, clothing etc.

b. Destruction  of essential components.

c. Complete destruction .

d. Contamination (only within provisions of
Geneva Convention)

4. Authority .   Destruction of equipment and stores
should be avoided whenever possible and, where possible,
the decision should be referred to the chain of command.
The following minimum levels of authorisation should
always be sought:

a. Unit equipment – unit commander.

b. Equipment in ECPs – BEME/OC FRG.
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c. Equipment in BLPs – Comd ES, CO ES Bn or
OC CS/GS Coy.

d. Equipment under repair- local commander.

5. Priorities .   Consider:

a. Potential value to enemy.
b. Possibility of future use by own troops.
c. Tactical situation.

6. Priorities for Destruction :

a.  Priority 1 :

(1) Class equipment, materiel and docs.
(2) CIS
(3) Sophisticated weapon systems or electronic
equipment.
(4) Heavy weapons and ammunition.
(5) POL
(6) Ferrying and bridging equipment.

b. Priority 2  – All other military equipment, stores,
supplies and facilities.

7. Destruction Methods :

a. Mechanical – use of axe, pickaxe, crowbar or
similar implement.

b. Burning  – use of flammable material:

(1) Remove and empty portable and discharge
fixed fire extinguishers.
(2) Smash engine block, cooling fans, radiator
and gearbox.
(3) Drain and puncture fuel tanks (use for
burning if required).
(4) Open hydraulic reservoirs.
(5) Open hatches, dowse with petrol/oil, ignite
from a safe distance.

c. Gunfire .   Aim at road wheels, bevel boxes,
engine compartment and transmission.
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HELICOPTER OPERATIONS

MARSHALLING AND HLS LAYOUT

See TAM Part 1 (page 5-7-1).

ENPLANING AND SEATING PLANS

The following diagrams show enplaning and seating plans
for soldiers in fighting order with large packs.  The key to
the diagrams is as follows:

HL12

Crew
Chalk
Comd Chalk 2IC

PAX
Heavy
Loads Not Used

KEY

2

3

DIRECTION OF APPROACH

GAZELLE
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7

4

8

5

6

3

2

DIRECTION OF APPROACH

LYNX

PUMA

8

2

DIRECTION OF APPROACH

9 10 11 12 HL

HL3 4 5 6

HL
7 6 5 4 3

16 15 14 13 12 11 10 9

2

DIRECTION OF APPROACH

SEA KING

NB 1-8 Deplane



Issue 3.0:  Jan 98 5 - 14 - 3

4 5 6 7 3 2

HL HL
8

WESSEX

DIRECTION OF APPROACH

3030 28 26 24 22 20 18 16 14 12 10 8 6 4 2

29 27 25 23 21 19 17 15 13 11 9 7 5 3 1

40 39 38 3437 36 35 33RAMP

DIRECTION OF APPROACH

CHINOOK
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LAW OF ARMED CONFLICT

GENERAL

This is an aide memoire and not an authority.  Personnel
should consult JSP 381 where issued (normally on
mobilisation to all persons who may have prisoners of war
in their charge, or who may fall into the hands of the
enemy).  Personnel whose responsibilities require them to
have more detailed knowledge should refer to “The Law of
Armed Conflict” (AC 71130).

COMBATANT STATUS

1.ý Combatants  are defined as:

a. Members of organised armed forces.

b. Members of other militias, volunteer forces or
organised resistance forces.

c. Members of a “levee en masse”; (civilians that
spontaneously take up arms).

2.ý Other categories are:

a.ý Guerrillas and Commandos  are normally
identified by their uniform, or distinctive dress, but
may also be distinguished by their open carriage of
weapons.

b.ý Spies .   Those acting clandestinely do not have
PW status.  Uniformed military personnel behind
enemy lines are not spies.

c.ý Mercenaries .   Neither combatants, nor entitled
to PW status.

d.ý Military Non Combatants .   Medical personnel,
chaplains and  civilians accompanying military
personnel.
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e.ý Civilians .   All others not defined above.

3.ý Protection of Combatants .   Do Not:

a. Kill or wound an enemy by treachery.

b. Kill or wound personnel who have laid down
arms or are without means of defence.

c. Declare that no quarter will be given.

d. Make improper use of a flag of truce, the
enemy’s national flag or Red Cross, or like emblems.

e. Use poison or poisoned weapons.

4.ý Protection of Civilians .   Do Not:

a. Attack the civilian population, individual civilians
or civilian objectives.

b. Compel enemy nationals to act against their own
country.

c. Attack or bombard undefended towns or villages.

d. Commit pillage.

e. Carry out reprisals against unprotected persons
or property.

f. Starve civilians as a means as warfare.

g. Attack or destroy civilian vital stocks e.g.
foodstuffs, water, crops etc.

h. Use methods of warfare that will cause
widespread or long term damage to the natural
environment.

i. Attack dykes, nuclear power stations or dams.

j. Carry out an indiscriminate attack.
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5.ý Protection of Property :

a. Do not destroy or requisition enemy property
unless necessary for military reasons.

b. Try to avoid damage to religious buildings, or
those with special cultural significance, e.g. for use by
the arts, science or for charitable purposes; historic
monuments, works of art and hospitals.

6.ý Protective Emblems .  These include:

a. “PW” or “PG”, painted on buildings.

b. Red Cross or Red Crescent.

c. White flag - indicates intention to enter into
negotiation, not necessarily to surrender.

d. Oblique red bands on white backgrounds
indicates hospitals and safety zones.

e. Three bright orange circles denote dykes,
nuclear power stations or dams.

f. Bright orange square with blue triangle denotes
Civil Defence organisations.

g. Blue and white shield denotes protected cultural
property.

7.ý Reprisals .   Permitted to counter unlawful acts only if:

a. Intended to secure legitimate warfare and then
only when all the following criteria are met:

(1) Prior warning is given.

(2) In proportion to the original violation.

(3) Must cease when the violation ceases.

(4) Approval must be sought from the Chain of
Command.
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b. Reprisals are prohibited against the following in
all circumstances; PWs, wounded, sick, shipwrecked,
medical and religious persons, buildings and
equipment, cultural objects and the natural
environment.

8.ý Non Hostile Relations with the Enemy .   Any officer
has the legal right to arrange a temporary cease-fire for a
specific and limited purpose.  It is to be reported up the
chain of command.

9. Protective Zones .   These are areas from which all
forms of combat activity are normally excluded.  They
include; hospitals, safety, neutralised and demilitarised
zones.

10. Prohibited Weapons .   The use of unauthorised, or
illegally modified weapons is prohibited.  The following are
specifically prohibited by law in international armed conflict;
explosive or inflammable bullets for use against personnel,
dum-dum bullets, poison or poisoned weapons; arms,
projectiles or material  intended to cause excessive injury;
first use of  chemical weapons, bacteriological weapons;
and weapons, other than nuclear, intended or expected to
cause widespread, long term and severe damage to
natural environment.
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GENERAL RULES

Do:

Comply with military discipline and the Rules Of War
Respect Protective Emblems
Treat all personnel humanely
Collect and care for all wounded, including

Do Not :

Cause more damage or injury than is necessary.
Steal enemy property for personal gain.
Use poison, modify weapons or ammunition.

Do Not Attack :

Civilians not engaged in combat
Medical personnel or chaplains
Those protected by flag of truce
Hospitals, medical centres or medical transport
Disabled or surrendered enemy
Civilian buildings and property of no military
significance.

If Captured :

You are required to give:  Number, Rank, Full Names
and Date of Birth - BUT NOTHING ELSE .
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MAP  SYMBOLS

1. Units .

Infantry

Armour

Mech Infantry

Warrior

Saxon

Recce

Armd Recce

Artillery

Armd Engr

Artillery OP

Signals

Medical

Maint

Transport

Aviation

Artillery AD

Anti-tank

Amphibious

Para

CS Engr

Section

Pl/Tp

Coy/Sqn

Bn/Regt

Regt

Bde

Div

Corps

Coy/Sqn Gp

Battle Gp

2. Installations .

Logistics

Ammunition

Water

Food

Fuel

Materiel/Stores

ES

Hospital
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3. Colour Code .

Multiple Colour

Blue - Friendly

Red - Enemy

Green - Obstacles

Yellow - NBC

Single Colour

4. Weapons .

MG

ATk Gun

SAM

APC

Light Gun Medium Gun

IFV(Warrior)

ATGW (Med)

ATk RL (Hy)

Mortar

Heavy Gun

Tank

AVRE

MBRL

Gun
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5. Obstacles .

Obstacle

Planned dml

Dml State 1

Blown dml

Anti-tank ditch

Abatis

Trip wire

Anti-tank mine

Anti-personnel mine

Mine (unspecified)

Directional mine

Protective minefield

Tactical minefield

6. Examples .

Mixed minefield with
Vehicle Lane

2

3

Brigade Boundary

Company
Position

9/12L

9/12 L BG HQ

OPEN 0300Z

DS B
3 ARMD

DS B of 3 Armd Fd Amb
which opens at 0300Z

Direction of
movement

Axis of Advance

X

OPEN 050300Z 2 ARMD

3 ARMD
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MEDICAL

BATTLESHOCK

1. The following affects and reactions are common and
do not need special treatment:

Fear Sleep Loss
Trembling
Sweating
Pounding Heart
Nausea
Loss of bowel/bladder
control

Lapses in attention and
memory
Impaired judgement
Apathy
Visual illusions

2. Mild Battleshock .   Treat on the spot:

Symptoms Treatment
Unable to sleep, indecisive
Extreme irritability or lack
of emotion.  Reckless or
over-cautious.
Restless/over talkative or
still/alone/brooding.

Remain calm yourself.
Talk to person/show
understanding.
Give him a specific task
with another person for
reassurance.

3. Severe Combat Stress .  Make weapon safe and
supervise the individual.  Call for medical assistance:

Symptoms Treatment

Continued trembling or
over-sensitivity to noise.
Dazed, confused and
shocked.
Gross in-discipline.
Overwhelming guilt or
despair.
Physical symptoms out of
proportion to injury or
disease, including loss of
hearing, speech or
mobility.

Early recognition, retain
in unit.  Relief from the
worst of the battle.
Rest and hot drinks,
sleep without medication
or alcohol.
Discuss battle
experience with friends.
Reassure about actions
and that individual is still
needed.
Rehabilitate with useful
tasks.  Return to original
place in the team.
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4. NBC threat/hazards .  May cause additional stress:

Problem Prevention

Individuals may panic and
remove their respirator

Respirator increases
feeling of isolation.

Training and
reassurance
Remind soldiers that IPE
works - if you stick to
drills.

Maximise contact with
individuals.  Passage of
information, even of the
most trivial nature is
particularly important.

CHEMICAL POISONING

1. Restoration of Protection .   If the casualty is
unmasked, mask him.  If NBC suit is torn, cover with IPE
wrapping (plastic) or bandage cover.

2. Detection :

a. Detect/Identify agent.

b. Note casualty’s condition:

Pupil size Breathing Burning skin
Pulse Twitches Excess secretions

3. Treatment :

Signs/Symptoms Treatment

NERVE AGENTS

Small pupils
Headache
Difficulty breathing
Dimming of vision
Excess secretions
Convulsions

COMBOPEN
Use casualty’s own -
maximum of 3 at 15 min
intervals.
Artificial respiration if
necessary (1)
CASEVAC
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COMBOBEN OVERDOSE
Agitation
Hot dry skin
Large pupils
Fast pulse

Strict rest in shade
Keep cool
Fluids

BLOOD AGENT

Mild

Headache
Nausea
Dizziness

Severe

Breathing stops
Convulsions

Rest in shade
Observe

Artificial respiration (1)
CASEVAC

CHOKING
Coughing
Choking
Nausea
Watering eyes

Flush eyes with water
(2) (ONLY if within 5
minutes)
Decontaminate suspect
areas/blisters (3)
Dry dressing
Rest, minimise exertion
(4)
CASEVAC

BLISTER
Painful/watering eyes
Burning/painful skin
Choking

Flush eyes with water
(ONLY if within 5 mins)
Decontaminate suspect
area/blisters
Dry dressing
Evacuate

Notes:

(1) Unconscious Casualties  must be place in the
recovery position and constantly monitored.  If breathing
has stooped, administer artificial respiration until it
resumes naturally, or medical help is available.
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(2) Eye Injury is treated by flooding with a gentle stream
of water for about 10 minutes.  A saline drip is ideal (1 litre
per eye), but any source of water will do.  Pull the eyelids
apart and if possible get the casualty to move the eyeball
while you irrigate.

(3) Skin Contamination  can result in burns or allow
further absorption of the chemical.  Drench with water and
carefully remove contaminated clothing.  All chemicals
should be regarded as hazardous until proved otherwise –
if in any doubt, drench with water immediately.  Soapy
water helps to remove the last traces of skin
contamination.  Chemically burnt skin should be thoroughly
washed and then covered with a loosely applied sterile
dressing.  Handle the area as little as possible to minimise
the risk of infection.

(4) Inhalation  of toxic gases may cause acute respiratory
irritation and damage.  Casualties must be rested as
exertion may cause further damage.

ENVIRONMENTAL HEALTH

1. Cold Injury :

Signs/Symptoms Treatment

Exposure  (Hypothermia)

Cold and tired
Uncontrollable shivering
Behavioural changes:
    Burst of energy
    Slowing down
    Slurred speech
    Blurred vision
    Stumbling/falling
Collapse/unconscious

Replace wet clothes with
dry ones.
Put into sleeping bag
with a warm companion.
Give warm sweet drinks

Recovery
position/Artificial
Respiration as required.

Frost Bite
Skin like marble (white
and numb)
Area cold and clammy to
touch

Warm affected parts
with body heat and
whole body in sleeping
bag.
Give hot food and drink.
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DO NOT rub, exercise
or expose affected parts
to intense heat.

Trench Foot

Initially as for Frost Bite.
Becomes red, warm and
extremely painful later.

Gently clean and dry
feet.
Warm feet with body
heat.
DO NOT rub feet or
allow to walk.

2. Heat Injury :

Signs/Symptoms Treatment

Heat Exhaustion  (1) (2)

Headache, dizziness and
Nausea.
Cramps in leg or abdomen
Pale clammy skin
Weak pulse

Lay in shade, give
frequent sips of water.
Keep cool, remove
clothes etc.  Watch
carefully for onset of
HEAT STROKE.

Heat Stroke
Hot flushed dry skin
Nausea and vomiting
(possibly with diarrhoea).
Extreme fatigue,
headache and irritability.
Delirious or unconscious

Strip off all clothing.
Lay down in coolest,
most shady area
available.
Sponge or pour cool
water over whole body.
EVACUATE AS AN
EMERGENCY CASE

Notes:

1. Heat exhaustion occurs not only in hot climates but
also in temperate areas in warm weather and particularly
when in IPE.  Maintain hydration by quenching thirst at
least every 30 minutes.

2. Heat exhaustion is made worse and more likely by
unfitness, tiredness, hangovers and illness (particularly
diarrhoea and vomiting).
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FIRST AID

Aims
Save life
Prevent condition getting worse
Principles
Prevent further injury
Breathing, Bleeding, Breaks and Burns.
Make sure casualty is comfortable
Obstructed Airway
Remove foreign material from mouth and throat.
Remove tight clothing from neck
If unconscious, check for breathing, put in recovery
position.
EAR (1)
Clear airway, extend head and neck to open airway
Pinch nose and blow into mouth
Repeat every 6 seconds until breathing starts
EAR and ECC  Combined
Clear airway, lay back on a firm surface
Depress lower breastbone about 2 ins, repeat 15 times
at one per second.
Pinch nose and breathe into mouth
Check pupils, pallor and pulse
15 compressions to 2 breaths until normal
DO NOT USE ECC IF PULSE PRESENT
Stop Bleeding
Raise limb, apply direct pressure.  Use up to 3
dressings on top of each other for up to 15 minutes.
Use pressure points if dressings do not work.
Limb Injuries
Stop bleeding and dress wounds, moving as little as
possible.  Immobilise fractures.
Place injured arms in the most comfortable position, do
not bend the arm if elbow is injured.
Check pulse before and after splinting.
Strap injured legs to uninjured legs, pad gaps between
legs.  Secure ankles and feet with figure of eight
bandage, broken legs with padded splints, chest to
feet.
Tie splints at ankles, knees hips, above and below
injury.
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Burns
Use sterile dry dressings
Painkillers (aspirin, or morphine if pain very severe)
DO NOT

Remove burnt clothing
Put in water unless clothing burning
Remove burnt skin or blisters

Phosphorus
Cover with wet dressing and keep wet
Only medical personnel should remove

Shock
Symptoms may be :

Pale, cold, clammy skin, fast weak pulse
Apprehensive, restless, thirsty
Rapid shallow breathing.
Fainting, giddy, blurred vision.
Unconscious.

Treatment :
Stop bleeding
Reassure
Relieve pain
NO morphine unless severe pain is very severe

Chest Injuries
Clear airway
Large thick pad to stop abnormal chest movement
Seal open sucking wounds with large dressing
Lay on injured side in recovery position
NO morphine
Abdominal Injuries
Cover wounds with dressing
Treat for shock if necessary
Lay on back with knees up and head and shoulders
raised.
DO NOT

Remove debris or missiles from wounds
Replace protruding gut
Give food or drink or morphine

DO
Cover protruding gut with set dressing



Issue 3.0:  Jan 98 5 - 17 - 8

Morphine
Mark forehead with ‘M’ and time
If in IPE mark respirator
Attach used ampoule to collar
NO morphine to :

Unconscious
Injuries affecting breathing
Head injuries
Abdominal injuries (or abdominal pain)

EFFECTS OF SLEEP LOSS

TIMEFRAME
After 24 hrs There will be a deterioration in

performance in tasks that are newly
learned, monotonous or that require
vigilance.

After 36 hrs There will be a marked deterioration in
ability to register, evaluate, understand
and remember information.

After 72 hrs Performance on most tasks will be
very poor.  Those most affected will be
doing continuous mental work.  All
tasks are likely to take longer and
more errors will occur.

3 to 4 days This is the limit for effective work (both
mental and physical).  Visual illusions
and abnormal behaviour are likely at
this stage, or earlier, especially in
dress category THREE ROMEO.
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TASKS AFFECTED
At 0300 to 0600
hrs

Performance is at its lowest ebb,
especially after sleep loss.

Most affected
tasks

Complex, uninteresting, long,
especially those requiring
sustained concentration;
surveillance and command
functions.

Least affected Short, simple, self-paced, well-
learned and interesting.

High workloads Increased attention lapses.
Routine tasks Routine but critical subsidiary

tasks tend to be skipped; this often
part of a general unwillingness to
act or respond.

Insight Reduced; performance and
abilities are over-estimated.

Initiative Ability to initiate work decreases.
Memory Short term memory is impaired.
Need for naps Even short naps (one hr) can be

highly beneficial.
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MINES AND MINEFIELD MARKING

POLICY ON USE OF MINES

1. There are  prohibitions and severe restrictions on the
use of anti-personnel landmines (APL) and anti-tank
mines(AT) under international law.  These apply to both
international and internal armed conflict.  The use of APL
by British forces is currently banned, although this may be
reviewed at Ministerial level for a specific operation.
Specific Rules of Engagement (ROE) will always cover
local circumstances.

2. Although the use of APL is likely to be totally
banned, this will only apply to those who adhere to
International Laws and Conventions.  APL in their
many forms will remain a cheap and effective weapon
and they are likely to be encountered in a wide variety
of scenarios and environments for the foreseeable
future .

4. It is prohibited under all circumstances to direct APL
or AT mines, whether in offence, defence or by way of
reprisals against the civil population, individual civilians or
civilian objects (i.e. ‘all objects which are not military
objectives’).

5. Any force controlling an area has a responsibility for
all mines in that area.  This is still the case despite the fact
that they may have been laid by the enemy.  The
responsibility for a minefield must be formally handed over
on relief.

MINEFIELD MARKING

6. All minefields are to be marked to avoid casualties to
defending troops and the local civilian population.  Any
minefield must be monitored to ensure that minefield
marking and fencing is maintained and in order to prevent
unauthorised or inadvertent access by civilians.  This does
not mean that all minefields must be permanently guarded.
Protective measures must be regularly reviewed and
maintained at the best practical level taking into account
the current circumstances.
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7. A force has a legal responsibility to mark any
minefield discovered within its boundaries.

8. The standard method for marking perimeters is:

a. Fencing .   All round using either existing fences,
single concertina or single strand wire:

15 m
(20 paces)

Sign

Wire

Post

Ground

Markers are placed at intervals of 10 m to 50 m.  All
fences at to be erected at waist height.

b. Minefield Perimeter Marker .  Hung on
fence/post with legend showing on the safe side.  The
following is a typical example showing the required
components:

MINES

MINES
MIN

28 cm

20 cm Yellow 
reflective
border

9. Nuisance Minefields .   The use of nuisance mining
with unmarked anti-personnel mines is now illegal.  Anti-
tank mines can still be used for nuisance mining, providing
no anti-personnel mines are laid.  Any AT mines laid as a
nuisance minefield must be recorded, but do not have to
be marked, fenced or monitored.
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10. CLAYMORE .   A specific exemption to minefield
marking requirements is allowed for CLAYMORE mines
when used in the trip-wire mode (i.e. as an APL).  The
mine can be positioned unmarked for a maximum period of
72 hours only, and then only when placed in the immediate
vicinity of the troops placing the mine.  It must still be
recorded.  There are no restrictions on the use of
Claymore in the ‘command detonated’ mode as it is then
regarded as a direct fire weapon, rather than as a mine.

11. Reporting and Recording .   Minefields (including
protective minefields) must be reported by MINEREP (See
AUSOPs) and recorded on AFW 4017.
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MINEFIELD LANE MARKING

Guide Sign

Illuminated wheel of
track sign fixed between

route markers
(see note 5)

Lining
up
box

Lane

Lining
up
box

Guide sign

Route
markers
Entrance/
  Exit lights

Route
markers

Entrance/
  Exit lights

Route
markers

1.  Minimum lane width = 4.5m
     Normal one-way lane width = 8m
     Normal two-way lane width = 16m

      Illuminated wheel of
      track sign fixed beneath
      route markers
      (see note 5)

2.  The use of separate track
     and wheel routes and the
     distance of the route
     junction from the lane is
     a decision for the tactical
     commander

3.  Within the lane the marking
     interval should be 30m

4.  On separate routes for
     wheeled and tracked
     vehicles the appropriate
     yellow and black illuminated
     sign may be fixed beneath the
     route marker:

                         or

                       black
                      yellow

5.  Only approach and exit
     marking is required

MINE COUNTERMEASURES

12. Know the Threat .   Obtain current information on
types of mine and their deployment and use (from superior
HQ/engr int).

13. Mine Sense .   Develop a high level of awareness to
the threat “THINK MINES”.
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14. Suspect Areas :

xý Route bottlenecks and defiles, especially where
routes are blocked by obstructions which may
force traffic onto verges, or into diversions.

xý Potential ambush areas.
xý Verges and unmetalled roads.
xý Metalled roads in mud, debris or damaged

areas.
xý Demolition craters and road blocks (especially

AP mines)
xý Around damaged equipment
xý In and around buildings

15. Mine Indications :

xý Warning signs – fences, notices etc.
xý Casualties – own troops, civilians or animals
xý Visible mines – either laid or in dumps
xý Packaging and dispersal munitions – containers,

parachutes, cylinders, clips, packaging etc.
xý Laying marks

xý Disturbed or scattered earth
xý Plough furrows
xý Patterned marks (foot, wheel tracks)
xý Damaged vegetation

xý Enemy movement patterns
xý Avoidance of area by civilians

16. Safety Measures :

xý Be alert and suspicious
xý Move on paved surfaces where possible (centre

of route, away from verges)
xý Move in column rather than line abreast (lead

with mine plough, tank dozer etc?)
xý Do not turn in gateways which have not been

cleared
xý Stay on the hard surface during halts
xý Search ground likely to be mined before moving
xý Expect changes in enemy mining techniques
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17. Mine Encounter Procedure :

xý STOP and WARN other troops in vicinity
xý REPORT up and down Chain of Command
xý LOCATE and MARK immediate hazard
xý ASSESS the situation and CLASSIFY hazard
xý ACT on your assessment

18. Assessment and Classification :

xý Identify hazard – are other munitions visible?
xý Nature of damage?
xý Type of mine?
xý Relate to mission – can it be accomplished by:

xý Accept risk, do nothing about hazard?
xý Avoiding?
xý Removing, destroying or making safe?

xý Classify and report hazard – See EODINCREP
(Part 1 page 4-7-1).

19. Searching for Mines :

LOOK  – search ground in a figure of eight sweep
FEEL – feel over the area searched visually
PROD – use mine prodder or bayonet.  Prod in rows
across front inserting firmly, but gently at 50mm
intervals.  Prodder at 30 degrees to horizontal.

20. Rescue Drill .   If casualties occur, troops must first
extricate themselves and then assist in the rescue of
others.  Call for assistance from engineers/assault
pioneers.  If they are available within 10 minutes – wait.
Call for medical assistance.  Locate a clear path to the
casualty and mark.  Do not allow stretcher parties into the
minefield until a clear path has been marked.  At the
casualty, clear space around and carry out immediate first
aid.  Remove casualty.
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SCATTERABLE MINES

21. Units Out of Immediate Contact or in Rear Areas.

Passive

Camouflage
Minimise movement
Screen thermal signatures
DispersalProtection

Active Reporting
Clearance/neutralise

Movement
necessary

Report
Await engineer advice

Action on
SM Movement

not
necessary

Engineer plant or dozer
tank lead
Use hard roads/tracks
If engineer plant not
available, remote
disturbance is necessary:

Snowplough
Road sweeper
Long pole
Pull hook and line
SA Fire

 [Safety distance = 50 m]

22. Units in Contact or in Forward Areas.

Cross Country
Movement with

SM Threat

Few columns as possible
Engineer plough leading
Balance threat from other
weapons

SM Laid

Use Giant Viper and
plough to clear lanes
Cross in column behind
plough
Limit movement to
roads/tracks with bladed
vehicle leading

Threat of SM

Min time in concentration
area
Engr vehicles well fwd
Use roads/tracks
Close with enemy quickly
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23. Scatterable Mines Landing on the Position .   The
following should be pre-planned in response to a SM
threat:

All personnel trained to search visually
Teams trained in mine disposal

When position occupied:

Evacuation routes recced
Search areas allocated
Reporting system established
Hazard marking material available
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NBC DEFENCE

PREDEPLOYMENT CHECK LIST

1. Individual Protection (Personal Issue)

a. The Respirator
Check harness, buckles and air guide
Discard training canister and replace
Re-fit to individual and test

b. Respirator Haversack
Check contents against check card
Check COMBOPENS/NAPS (where issued)

c. IPE
Discard suit, gloves, boots
Replace with operational issue
Check “specials” – e.g. glasses/suits

2. Equipment and Stores

a. Radiac Instruments . Check against nuclear
equipment schedules where issued.

b. CARM.   Ensure sufficient CARM and ancillaries
available for vehicles, critical equipment and stores.

c. AFV Filters .   Ensure that chemical filters fitted
to vehicles are inspected.  Damaged, clogged or
shelf-life expired filters should be changed.

d. Medical Stores .   Check medical schedules.
Check availability of NAPS, COMBOPEN and
casualty bags.

e. Decontamination Equipment .   Check
schedules of decontamination equipment and:

(1) Check holdings of Fuller’s Earth and CAD.

(2) Ensure DAP 2 and CAD have been issued
to vehicles.
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3. Procedures .   Brief and rehearse:

a. CBW Safety Rule and any modifications

b. Dress states

c. First Aid for NBC casualties and casevac

d. Alarms and alarm schemes

e. Immediate decontamination drills

f. Pre-attack and attack precautions and post
attack measures (see above).

GUIDE TO CHEMICAL HAZARD DURATION

1. Non Persistent Agents

a. Blood .   Only in the immediate target area –
minutes only.

b. Others ,   In the target area and downwind –
minutes to hours.

2. Persistent Agents .   In the target area.  Approximate
time after which there is a risk of 5% or fewer casualties:

Temperature
Agent

< 0oC 0oC 1-20oC 20oC+
G
(1)

1-2 days 1 day Up to
12 hrs

2 hrs or
less

HL/HD 1-2
weeks

1-5 days 1-2 days 12 hrs
or less

Note:

(1) This includes GB, GD and Thickened GD (TDG).
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EMPLOYMENT AND SITING OF NAIAD

1. Site in a clear air stream not screened by buildings,
bushes, cam etc.  Keep air inlet clear.  Will need
concealment from the enemy and ideally a covered
approach for use when servicing.

2. It must be possible to hear and/or see the Alarms
from the position that warnings will be given.

3. The detector must not be positioned lower than the
exhaust outlet.

4. Detectors are designed for continuous use  and
should remain on while on the move.  This will maintain
coverage on the move and enable rapid deployment at
halts and the new location.

5. Do not decontaminate the detector with Fuller’s Earth.
Use only MEA/DMSO solution.

6. Do not place detector paper on the detector.  The
glue from the paper will make it harder to decontaminate.

7. Ensure replenishment times are known and that the
necessary consumables are available and replacements
demanded.
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NBC THREAT AND DRESS STATES

NBC Threat State
Minimum NBC
Dress States

Level Meaning In Open Under Overhead
Cover

In Helicopters

ZERO The enemy has no known offensive NBC
capability

N/A N/A N/A

LOW The enemy has an offensive capability, but there
is no indication of its use in the immediate future

ZERO ZERO ZERO

MEDIUM NBC weapons have been used in another area
of operations and/or there is a strong indication
that the enemy will use these weapons in the
immediate future.

ONE ZERO TWO ROMEO

HIGH NBC attack is imminent THREE TWO TWO ROMEO
STATE
BLACK

NBC attack on position, or warning of arrival of
nuclear fallout or chemical/biological agents.

THREE ROMEO THREE ROMEO THREE ROMEO
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GUIDE TO WORK/REST PERIODS IN IPE

T
em

p
o
C

D
re

ss
C

at
eg

or
y

W
or

k 
R

at
e

(1
)

R
ec

om
m
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d
W

or
k 

P
er

io
d

(m
in

s)

R
ec

om
m

en
de

d
R

es
t P

er
io

d
(m

in
s)

ONE
Light
Mod
Heavy

50
50
20-30

10
10
10-15Warm

21o - 24o

THREE
ROMEO

Light
Mod
Heavy

40-50
30-45
15-20

40-50
30-45
15-20

ONE
Light
Mod
Heavy

40-50
30-45
15-20

50-80
40-60
20-30Hot

25o - 29o

THREE
ROMEO

Light
Mod
Heavy

25-40
20-30
10-15

60-80
40-60
20-30

ONE
Light
Mod
Heavy

30-40
20-30
10-15

60-80
40-60
20-30Very Hot

30o plus
THREE
ROMEO

Light
Mod
Heavy

15-25
15-20
5-10

45-75
45-60
15-30

Note:

(1) Examples of work rates are as follows:

Light Driving, sentry duties, routine admin
Moderate Heavy vehicle maintenance, moving

light stores
Heavy Digging, dismounted assault, moving

heavy stores
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MINIMUM WATER REQUIREMENTS IN IPE
T

em
p

o
C

D
re

ss
C

at
eg

or
y

W
or

k 
R

at
e

(1
)

M
in

im
um

R
eq

ui
re

m
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t
(li

tr
es

/d
ay

)

ONE
Light
Moderate
Heavy

5
5
5Mild

10o - 19o

THREE
ROMEO

Light
Moderate
Heavy

5
7
7

ONE
Light
Moderate
Heavy

5
7
7Warm

21o - 24o

THREE
ROMEO

Light
Moderate
Heavy

7
7
10

ONE
Light
Moderate
Heavy

7
10
15Hot

25o - 29o

THREE
ROMEO

Light
Moderate
Heavy

10
15
15

ONE
Light
Moderate
Heavy

15
15
15Very Hot

30o plus
THREE
ROMEO

Light
Moderate
Heavy

15
15
15

Note:

(1) Examples of work rates are as follows:

Light Driving, sentry duties, routine admin
Moderate Heavy vehicle maintenance, moving

light stores
Heavy Digging, dismounted assault, moving

heavy stores
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TOXIC INDUSTRIAL HAZARDS

1. Toxic Industrial Hazard Protection .   Military action
or accident may cause damage to installations resulting in
a release of toxic chemicals.  All personnel must be aware
of the risks when working in or near chemical plants,
storage or transportation facilities.  The possibility of a
chemical release may be increased in countries where
either the safety standards are well below those found in
developed countries, or the plant and storage have fallen
into disuse.

2. Identification Of Hazardous Facilities .   Chemical
plants and transportation facilities may be marked with
international HAZCHEM symbols on a diamond-shaped
sign, usually with an orange background.

3. Siting Of Positions .   Most chemicals would initially
be liquids or powders, subsequently turning into gas or
vapour through evaporation or fire.  These vapours would
tend to concentrate in low-lying areas, forming the
strongest concentrations where confined by buildings, tree
lines or other obstructions.  Subsequent dispersal would be
determined principally by the surface wind.  Subject to
overriding operational requirements, you should therefore
seek to occupy positions which are:

a. On higher ground than any hazardous facilities.

b. On open ground.

c. Upwind of possible sources of hazards.

PERSONAL PROTECTION

4. Signs and Symptoms .   Most dangerous chemicals
have a strong smell.  Some, but not all, will cause
immediate irritation to the breathing passages and eyes.
Others may be visible to the naked eye.  Two chemicals
are of particular concern because of their high toxicity.
Each has a faint smell, though this could be masked by the
smoke from an accompanying fire; these agents are:

a. Phosgene  - smells faintly of new mown hay.
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b. Hydrogen Cyanide  - smells faintly of bitter
almonds.

The service respirator provides full protection against both
these agents.

5. Immediate Action (IA) Drills .   Your defence against
all the hazards which might result from an incident
involving industrial chemicals is to comply with the
following drill:

6. Note that the standard in-service chemical detectors
are designed only to detect specific chemical warfare
agents, not industrial emissions, and are NOT to be used.
Specialist industrial chemical detection devices may be
provided and should be used as briefed.

7. Whole Body Protection .   Unless there is immediate
risk of you coming into contact with chemical in liquid or
powder form, it will only be necessary to use your
respirator for immediate personal protection.  Your NBC
suit, boots and gloves will not be required.   You should not
delay your withdrawal from the area of chemical release
even briefly.  Note that standard military respirators and
NBC suits are not designed to defend against industrial
chemicals.  They are NOT to be used in an attempt to
protect against sustained exposure to industrial spillage;
prompt withdrawal from the hazard area will always be
required.  Re-entry into an area of gross contamination - if

Toxic Hazard IA Drill
If a chemical-industrial plant, pipeline or road/rail
tanker in your area is subjected to bombardment,
catches fire, sustains damage in any form, or if
unprotected civilians, birds or animals show sudden
signs of physical distress:

IMMEDIATELY
-  Put on your respirator
-  Warn others – where possible using audible alarms
-  Avoid contact with any leaking liquids or powders
-  Move upwind and uphill of the point of chemical
release (subject to possible orders to the contrary)
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ordered and essential - should be accomplished by
specialist personnel equipped with Closed Circuit
Breathing Apparatus and commercial chemical protective
clothing.

8. Procedures .   A TIH incident should be handled in a
similar manner to an IED.  A cordon will normally be
required and should be established at a distance based on
the commercial safe distance from HAZMAT data (where
known).  G3 NBC Staff will advise.

9. Unmasking .   Once clear of the immediate hazard
area (i.e. ideally upwind and uphill of the point of release)
the local commander may order unmasking if at least two
of the following conditions apply:

a. An industrial chemical detection device has been
used.

b. Unprotected civilians, birds or animals in the
area are seen to be unaffected.

c. The full unmasking drill, to include a 2-man 'sniff-
test', has been completed without no ill effects.

10. Decontamination .   Contaminated personnel and
equipment are to be decontaminated using copious
quantities of cold soapy water using standard drills.
Personnel should then be medically examined (with a
description of the characteristics of the agents involved
and any symptoms).  Contaminated clothing is to be
removed, sealed in polythene bags, buried in an approved
location and marked as chemical waste.  In the case of
contaminated equipment that has to be used (e.g.
vehicles), mark with the standard gas warning symbol (see
TAM Part 1).  Thereafter it may only be operated by crews
once a risk assessment has been made by unit NBC staffs,
based on their understanding of local industrial risks.
Contaminated clothing or equipment is not to be taken into
any building or left upwind of a location occupied by
unmasked personnel.

11. Respirator canisters are to be changed on command
after each period of exposure.  Discarded canisters are to
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be damaged beyond repair to prevent inadvertent re-use
and marked as in paragraph 9.

NUCLEAR PROTECTION

1. Pre-Strike Measures .   Ensure personnel understand
warnings, immediate actions, dress states and radiac
instruments.  Nuclear observers must be  correctly
positioned, equipped and briefed (TAM Part 1).  Select and
prepare shelters:

a. Selection of Shelters .   If purpose-built shelters
are not available, look for:

Railway tunnels
Caves/mines
Underground car parks/public lavatories
Cellars
Slit trench
Buildings – solid structure with minimal openings
Avoid single story buildings and use centre of
ground floor

b. Preparation of Shelters
Whitewash and tape windows
Set up fire points
Block doors/windows/chimney
Thicken ceiling and walls
Set up entry/exit routes

c. Stock shelters as follows :
 Food/water, Radiac instruments

Field Radio/telephone/spare btys/civilian radio
Spare lighting/torches/btys/candles/matches
Sanitation paper/disinfectants/Elsan/poly bags
Cooker and fuel, Fire extinguishers
First aid kit, Rescue equipment
Spare clothing/sleeping bags/NBC IPE

2. Warning Received
Place vehicles under cover, but troops take priority
Turn off gas/water mains
Extinguish fires and stoves
Shut windows and close doors
Take cover
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Switch off radio, disconnect battery, antenna and any
earth lead
Disconnect telephone from landline
Place transistor radio in metal box

3. Nuclear Strike
IA drill if caught in open

4. Post Strike
Do not smoke, check for gas leaks
Check/extinguish fires
Make essential repairs
First aid
Check survival kit
Re-establish comms – give SITREP
Listen to radio broadcasts
Commence radiac monitoring and log readings
Assist others, listen for fallout warnings
On hearing fallout alarm, return to shelter
Decontaminate before entry
Remain in shelter – normally for 48 hrs
Nominate shelter marshall to control entry/exit
Establish RES of group

TYPICAL PROTECTION FACTORS (PFS)

Landrover 1.25 Woodland 1.25
4 ton vehicle 1.6 Urban Area 1.5
Box body vehicle 2 Farm Outhouses 3
APC 4 Detached House 12-15
MBT 20 Terraced House 45

Office Block (2) 250
Warehouse (2) 250-400

Slit Trench
+ 0.5 m OHP
+ 1.0 m OHP

10
100
200 Basement 800-

1000
HAS (RAF) 250 Underground

carpark
800-
1000

Note:

(1) PFs are for closed down vehicles and buildings where
all openings have been covered.
(2) Figures apply to ground floor
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RADIATION DOSAGE – OPERATIONAL EFFECTS

Dose
(cGy)

Initial
Symptoms

Onset
Time

Operational Effectiveness Results

1-70
(RES 1)

None are likely N/A No effect Duty

71-150
(RES 2)

A minority may have
nausea, a few vomiting

2 to 24 hrs after exposure Slight decrease in 30% Duty, no deaths

151-500
(RES 3A)

Nausea, fatigue,
vomiting in 50% at 150
to 100% at 300 or
above

Within 2 hrs to 3 days of
exposure

Sustained activity hampered.
Evacuation of 50% after a latent
period of 10/30 days

Up to 10% deaths at
300 cGy, 50% deaths at upper
levels

501-800
(RES 3B)

Severe nausea and
vomiting plus diarrhoea

Within 1 hr of exposure Can perform simple tasks only.
100% evacuation after latent
period of 7/20 days

50% deaths at lower dose,
majority at upper dose within 3-5
weeks

800 +
(RES 3C)

Severe Within 3 minutes of
exposure

Limited before end of short
latent period

100% deaths

Note:
The table shows possible effects of nuclear radiation on operational efficiency of groups of personnel.  It should be used for
general planning and guidance only.
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OBSTACLES

STANDARD BARBED WIRE OBSTACLES

Cross SectionType of
Fence

Low Wire

Single
Concertina

Triple
Concertina

Type 4

Double
Apron

Catwire
Type 1

Catwire
Type 2

Catwire
Type 3

High
Wire

Total wt
(kg/100 m)

522

228

759

993

505

706

1185

1525

1400

Length
(m/4t Veh)

410

730

230

180

410

270

140

80

90
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OBSTACLES TO TANKS

Crater
Min 6m

Min 1.8m

Trees
3.5m

Min tree diameter 0.5m

Slope:  Dry conditions

Note:  Slopes may be enhanced by
the addition of tree trunks just below
the crest of the slope

Slope:  Wet conditions

45o

Min 12m

Approach Approach

30o

Min 12 m

Ditch cross sections
3.0-4.0m

2.0-2.5m
Approach

Min 1.5m deep
in firm soil-
2m in sand

3.0-3.5m
DITCH

Approach

3.0-4.0m

Min 1.5m deep
in firm soil-
2m in sand

SLOPE

Side hill cut

Approach

3.0m min

1.5 min

Min 1.5m firm
ground -
2m soft ground

Step
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TREES AS OBSTACLES

1. Large .   Deciduous trees 0.5 m diameter and
coniferous trees 0.6 m diameter will stop tanks.  A critical
spacing of 3-5 m will prevent tanks turning or traversing the
turret.

2. Small .   20-25 cm diameter will slow tanks to a crawl.
5 cm diameter will stop most wheeled vehicles.

3. Location .   An uphill slope greatly increases the
effectiveness of trees as an obstacle.

4. Felling .   Felling trees also increases the
effectiveness of an obstacle.  Fell so that:

a. Tops fall towards the enemy.

b. Trunks cross.

c. Do not fully sever trunks – cut 2/3rds, then pull or
push so that the trunk remains connected to the
stump.

d. Cut at various heights (up to 1.5 m).

DIGGING RATES FOR ANTI-TANK DITCHES

Ser Eqpt Model
Width

(m)
Depth

(m)

Length
per hr

(m)
In/Out Digging (not suitable for long ditches)
1 MWT Terex 72-51 3.3 1.7 15-20
2 CET FV 180 3.0 1.5 20-25

T Push
3 2xCET FV 180 3.0 1.5 30
4 2xMCT D6D 3.5 1.5 30-40
5 MCT

MWT
D6D
Terex 72-51

3.5 1.5 30-40

6 MCT/
HCT

D6D
Terex 82-30B

4.0 1.5 40-50

Excavator
7 MCE Hymac 590B

0.625 m
bucket

3.5 1.5 15
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8 MCE Hymac 590B
1.2 m bucket

3.5 1.5 25-30

9 MCE O and K MH5 3.5 1.5 20-25
10 HCE Hymac

LC201
with hy
digging
bucket

3.5 1.5 40-45

11 HCE Hymac
LC201
2 m bucket

3.5 1.5 60-70

SITING ANTI-TANK DITCHES

BUND
DITCH

DIT
CH

BUND

ENEMY
APPROACH

VILLAGE

STAGGERED

BUND
DITCH

BUND
DITCH

BUND
DITCH

200m

300m

50-100m

ENEMY
APPROACH

VILLAGE

ANGLED

WOOD

TANKS IN DEFILADE

BUND REMOVED

200m

WOOD
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PRISONERS OF WAR

Who is a
PW?

All enemy personnel who carry arms
openly.  Not necessary to be wearing
uniform.  Those of PW status should have
ID (1).
IF IN DOUBT treat as PW
Disarm and search
Give medical treatment if necessary
Separate officers and SNCOs from men,
and men from women.
Remove
label, list
and send to
HQ: (2)

Weapons (unload)
Military documents and
maps.
Military equipmentAction

DO NOT
remove:

Clothing and protective
equipment (including
NBC).  Personal effects
and valuables.  ID Disc or
national equivalent.
Medical equipment

Info-
rmation

DO NOT force a PW to give you
information.  A PW is required to tell you
only:

Full name
Rank
Service Number
Date of Birth

Refusal to give above does not deprive a
PW of his PW status

Use of
Force

You must not allow PW to escape, but no
more than minimum force should be used.
Only use firearms as a last resort and
after giving two warnings that you will
open fire.

Only open fire if a PW is:

Likely to endanger life and there is no
other way to prevent it.

OR
Attempting to escape, and there is no
other way to stop him.
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Safety
and
Custody

Shelter PWs from the weather and enemy
fire.  Withdraw from the front line as
quickly as possible.
Do not expose to danger needlessly.
Give food, water and protective clothing
(including NBC) to keep them healthy.
Treat humanely.

Fratern-
isation

Do not allow fraternisation.

Notes:

(1) The lack of ID does not necessarily deprive a
captured person of PW status.

(2) Send Captured Enemy Documents (CED) to the IO.
Report unusual or not previously seen Captured Enemy
Equipment (CEE) immediately.

(3) If captured yourself, you are entitled to the same
rights and treatment, and required only to give as much
information as specified above.

(4) See also Aide Memoires on the Law of Armed Conflict
and Conduct After Capture.
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PROTECTION

PROTECTIVE THICKNESSES OF MATERIALS

Thickness of materials
in metres to resist:

Ser Material

B
ul

le
ts

S
he

ll
F

ra
gm

en
ts

Im
m

ed
ia

te
N

uc
le

ar
R

ad
ia

tio
n

1
2

3
4
5
6
7

Ordinary soil
Compacted
sand, e.g.
in sandbags
Brick
Timber (1)
Concrete
Mild steel
Snow (2)

1.50
0.75

0.45
1.50
0.25
0.04

2.0-4.0

0.45
0.45

0.45
0.20
0.12
0.01

2.0-4.0

0.45
0.45

0.30
0.90
0.25
0.08

2.0-4.0

Notes:

(1) Depending upon quality.
(2) Very limited data.

DIGGING

1. Stages :

Stage 1  – Fire trench dug (½ to 6 hours by hand).

Stage 2 – Trench excavation complete, including
shelter bay with overhead protection (OHP) (2 to 24
hours by hand).

Stage 3  – Position complete, including revetting, OHP
and communications trenches (8 to 36 hrs by hand).

2. Explosive Digging

a. Mark Outline .   Spitlock battle trenches; dig
channel one spade’s width around larger pits.



Issue 3.0:  Jan 98 5 - 22 - 2

b. Charge Size .   Large pits – 1 to 3 carts PE4 per
hole (subject to trial).  Battle trenches – 1/3rd cart PE4
per hole.

c. Hole Spacing .  Holes 1 to 1½  their depth apart
in staggered rows or concentric circles.  Minimum
depth 0.6 m from edge of excavation, except in battle
trenches.

d. 2-Man Battle Trench .  3 charges 0.9 m deep on
trench centre line, 1 in middle and others 0.6 m either
side.

e. Safety .   Minimum safe distance 100 m for
charges up to 2 kg.

3. LWT Digging .   Will excavate 4 man battle trench in
approximately 20 minutes.

BATTLE TRENCHES – STANDARD DIMENSIONS

Width Finished 0.60 m
If to be revetted, dig to 0.75 m

Depth To ground level, or top of parapet:
1.5 m

Parapet Minimum 1.5 m width of
compacted soil

Elbow Rest 0.45 m wide; 0.3 m deep
Overhead
Cover

Minimum 0.45 m depth of compacted
soil
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STANDARD DESIGNS FOR FIELD FORTIFICATIONS

Dimensions shown are those of the un-revetted
excavation.  Dotted lines are additional excavation when
SHS not used.  All anchor wires are omitted for clarity.

a. 2 and 4 Man Battle Trench (Using KIP)

1.2m

ParapetParapet
OHC

KIP

0.45m

0.6m

1.5m

0.3m

1.8m

0.6m

1.5m

Fire bay Shelter bay

Fire bay Shelter bayShelter bay

1.8m

0.6m

1.8m 3.0m

b. Revetment Using CGI/SHS

Maximum 0.9m between
revetment pickets

Minimum 6 strands of windlassed 14 gauge wire
buried in a 0.3m deep trench 

Minimum length = twice depth of trench

Minimum one corrugation overlap

Minimum 0.3m (normal 0.4m) into floor of trench

SHS may be used at
both ends

Minimum 100mm overlap
between sheets
Revetment pickets at all 
joints
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c. Overhead Cover Using CGI/SHS

0.45m

SHS

1.8m

0.6m

1.5m

0.45m

1.8m pickets

CGI

1.5m

CGI supported 
on 1.8 m angle 
iron pickets at 
maximum 0.4m 
spacing.  CGI 
corrugations at 
right angles to 
pickets.

Supported on 
SHS.
Base of SHS 
must rest on 
angle iron 
picket anchored 
in position

Note.   If timber is used in 
place of angel iron pickets to 
support revetting or OHP, the 
minimum diameter is 75 mm.
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d. 2 Man Battle Trench

Layer 1
Fire bay

Elbow rest
depth 0.3m

Shelter bay

Depth 0.45m

Depth 1.5m

1.5m

0.45m

1.8m

0.75m 1.8m

Stores : Without SHS With SHS

CGI sheets 1.8 x 1.2 m Nil 2
CGI sheets 1.8 x 0.6 14   (or)3
SHS sheets 1.2 m wide Nil 6
Angle iron pickets 1.8 m 17 5
Angle iron pickets 0.6 m 12 7
Sandbags 45 12
14 gauge wire 10 kg 2.5 kg
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e. 4-man Battle Trench Type A

1.8mFire bay Fire bay

Elbow rest
depth 0.3m

Depth 0.45m

1.5m

0.45m

With SHS up to 4.5m

Without SHS 4.0m

1.5m

Shelter bay

Depth 1.5m
0.75m

Stores Without SHS     With SHS Without SHS   With SHS

CGI sheets 1.8 x 1.2 Nil 4 Angle iron pickets 0.6 m 22 21
CGI sheets 1.8 x 0.6 m 26 (or) 7 Sandbags 110 36
SHS sheets 1.2 m wide Nil 10 14 gauge wire 17 kg 4 kg
Angle iron pickets 1.8 m 36 9
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f. 4-man Battle Trench Type B

1.8mFire bay Fire bay

Elbow rest
depth 0.3m

Depth 0.45m

1.5m

0.45m

With SHS up to 4.5m

Without SHS 4.0m

1.5m

Shelter bay

Depth 1.5m
0.75m

Stores Without SHS  With SHS Without SHS   With SHS

CGI sheets 1.8 x 1.2 Nil 2 Angle iron pickets 0.6 m 22 14
CGI sheets 1.8 x 0.6 m 25 (or) 4 Sandbags 90 24
SHS sheets 1.2 m wide Nil 12 14 gauge wire 17 kg 5 kg
Angle iron pickets 1.8 m 33 10
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f. 4-man Battle Trench Type B

1.8mFire bay Fire bay

Elbow rest
depth 0.3m

Depth 0.45m

1.5m

0.45m

With SHS up to 4.5m

Without SHS 4.0m

1.5m

Shelter bay

Depth 1.5m
0.75m

Stores Without SHS  With SHS Without SHS   With SHS

CGI sheets 1.8 x 1.2 Nil 2 Angle iron pickets 0.6 m 22 14
CGI sheets 1.8 x 0.6 m 25 (or) 4 Sandbags 90 24
SHS sheets 1.2 m wide Nil 12 14 gauge wire 17 kg 5 kg
Angle iron pickets 1.8 m 33 10
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g. GPMG (SF) Firing Platform
(Based on 4-man Battle Trench Type A)

Spreaders 

Bearer 

Sill 

0.5m 

0.5m 

0.5m 

Grillage 

Shelter 
bay 

Gun platform 

CGI sheets 

Additional stores for OHP:

CGI sheets 1.8 x 0.6 m 3
Sandbags 100
Angle iron pickets 1.8 m 24
14 gauge wire 0.5 kg

Notes:

(1) One elbow rest of the central fire bay is extended to
form the gun platform 1.2 m front to rear and 0.3 m deep.

(2) Recesses 0.8 x 0.25 m are dug each side of the gun
platform and packed with filled sandbags to support the
spreaders for OHP.

(3) A minimum height of 0.65 m is required between the
gun platform and the underside of the OHP.
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h. MILAN Battle Trench
(Based on 4-man Battle Trench Type A)

1.5m

0.9m 5.0m

0.2m

2.3m2.3m

500 mils

0.7m

0.9m

0.75m

5.0m

1.5m

Ammunition
Bay

Ejection
area

Milan
platform

Shelter
bay

Entrance
bay

Fire
bay

The bottom drawing is a vertical section through the centre
of the top drawing, i.e. along the line A-B.

A

B
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i. MILAN Battle Trench
(With Chatham Arch OHP)

7.7m

2.4m

2.8m

2.3m2.3m

0.7m

3.0m

0.3m deep

1.5m deep

Shelter bay

DIRECTION OF
FIRE

Fire bay Ammunition bay

Arch platform

Arch platform

Entrance bay

0.4m

0.4m

0.2m deep

0.5m deep

0.75m

Entrance

Remaining spoil Remaining spoil

Ammunition bayShelter bay

Ground level
BackfillBackfill

0.8m SHS1.8m pickets

CGI

CGI

2 x 1.2m SHS

2 x 1.2m SHS

1.8m revetment 
picket 
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j. Emplacement for 81 mm Mortar

1.8m

SECTION THROUGH SHELTER BAY

0.6m

1.2m
0.75m

Mortar pit

Ammunition bay

Shelter bay

Shelter bay

3.7m

1.45m 0.75m2.4m

4.6m

1.45m

0.75m

0.75m
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k. Field Shelter

1.73m

0.6m

1.80m3.0m 1.0m

0.97m

2.40m

0.97m

0.97m

0.97m

0.97m

1.20m

Time and Labour to erect a Field Shelter :

1 Sect + 1 LWT 2½ - 4½ hrs by day
4½ - 7½ hrs by night

Packaging Of A Field Shelter :

W
ei

gh
t o

f
P

ac
ka

ge

S
er

ia
l

Ite
m

N
um

be
r 

in
 P

ac
ka

ge

M
k 

2

M
k 

3

P
ac

ka
ge

s 
pe

r
S

he
lte

r

1 FRM
9.14 m roll

1 32.7 kg 32.7 kg 4

2 Spacer 14 46.2 kg 43.3 kg 2
3 Picket 9 53.1 kg 54.9 kg 2
4 Arch 4 58.0 kg 56.7 kg 1

5 Rope nylon
assembly

4 - - 1

6 Sandbags 12 - -
7 Wire 1 kg - -
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PACKAGING OF DEFENCE STORES
S

er
ia

l

S
to

re
s

4-
m

an
T

re
nc

h
P

ac
k

O
ve

rh
ea

d
P

ro
te

ct
io

n
P

ac
k

P
la

to
on

D
ef

en
ce

P
ac

k

1
CG1
1.2 m x 1.8 m
curved

12 - -

2
CG1
1.2 m x 1.8 m
flat

4 - 136

3
CG1
1.2 m x 3.0 m
flat

- - 68

4 Pickets A/1
1.8 m

10 48 306

5 Pickets A/1
0.6 m

21 1 204

6 Sandbags 40 220 816

7 Wire 14 gauge 5 kg - 2

8
Sledge
Hammer 14 lb - - 108
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PROTECTIVE SLOTS FOR A VEHICLES
S

er

D
et

ai
l

T
yp

e 
A

(T
an

k 
S

lo
t)

T
yp

e 
B

(S
po

il 
R

em
ov

ed
)

T
yp

e 
C

(W
ith

 p
ar

ap
et

)

CHALLENGER
1 Depth of slot 1.60 m 1.60 m 1.00 m
2 Width of slot 4.5 m 4.5 m 4.5 m
3 Length of slot 8.50 m 8.50 m 8.50 m
4 Overall length 21.5 m 15.0 m 12.5 m
5 Parapet height - - 0.60 m
6 Time to dig (1) 30 mins 65 mins 50 mins

SCORPION
7 Depth of slot 1.50 m 1.50 m 1.00 m
8 Width of slot 3.00 m 3.00 m 3.00 m
9 Length of slot 5.00 m 5.00 m 5.00 m

10 Overall length 7.0 m 11.0 m 9.0 m
11 Parapet height - - 0.50 m
12 Time to dig (1) 25 mins 30 mins 20 mins
WARRIOR
13 Depth of slot 1.90 m 1.90 m 1.00 m
14 Width of slot 4.10 m 4.10 m 4.10 m
15 Length of slot 6.50 m 6.50 m 6.50 m
16 Overall length 22.0 m 14.1 m 10.5 m
17 Parapet height - - 0.90 m
18 Time to dig (1) 30 mins 50 mins 40 mins
430 SERIES
19 Depth of slot 1.80 m 1.80 m 1.40 m
20 Width of slot 3.80 m 3.80 m 3.80 m
21 Length of slot 5.00 m 5.00 m 5.00 m
22 Overall length 19.5 m 12.2 m 10.5 m
23 Parapet height - - 0.5 m
24 Time to dig (1) 30 mins 45 mins 30 mins
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AS 90 (2)(3)
25 Depth of slot 1.85 1.50
26 Width of slot 4.25 4.25
27 Length of slot

bottom
7.00 7.00

28 Overall length 14.4 13.0
29 Parapet height 0.35
30 Time to dig (1) N

ot
 s

ui
ta

bl
e 

as
a 

fir
e 

po
si

tio
n

75 mins 70 mins

Notes:

(1) Type A using tank dozer blade, others using
CET/MWT.
(2) Dimensions and timings do not include space for
ammunition vehicle, or shelter and ammunition bays.
(3) The pit should normally be revetted to stop collapse
during firing.



Issue 3.0:  Jan 98 5 - 22 - 16

HOUSE PREPARED FOR DEFENCE

Rainwater pipe 
removed

Hole in wall under
eaves

Wire netting

Water

Sand

Ladder

Capsill

Strut Doors

OP in 
attic

Opening in
floor

Boards with 
nails on sill

Boxes filled with stones

Curtain or 
sacking

2 layers of
sandbags

on floor

Mousehole in
partition wall

Barbed wire
obstacle thickened
at corners

Packing case
filled with stones

Ammunition

Boards with nails
Narrow passage left

Barricade (eg chest of drawers filled
with stones to prevent door being

opened more than 250mm)

Remove plaster or
provide head cover

Stages of Preparation :

Stage 1 .   Selection of buildings and alternate buildings,
occupation and cellar preparation.  Fire positions and Ops
prepared.  Defenders able to survive, carry out essential
admin and fight (preparation time up to 8 hours).

Stage 2 .   Buildings prepared to withstand bombardment
and infantry attack.  Fields of Fire cleared and
mouseholing complete (preparation time up to 24 hrs).

Stage 3 .   Alternate buildings prepared to Stage 1 or 2 with
inter-connecting routes.  Obstacles, wiring and booby traps
completed (preparation time from 24 to 48 hrs).

TIMINGS ARE FOR GUIDANCE ONLY
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PUBLIC INFORMATION/MEDIA OPS

The following topics are not to be discussed with the press
or media without prior authorisation from the Chain of
Command:

xý Composition and location of ships, units and
aircraft

xý Details of operational military movements
xý Operational Orders
xý Plans and intentions
xý Details of own or hostile casualties
xý Organisations and task organisations
xý Tactics, weapon capabilities and deployments
xý Names of members of ships, units and aircraft
xý Names of individual service personnel
xý Operational errors made by own, friendly or

hostile forces
xý Personal criticism of members of our armed

forces or  attached civilians
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REFUGEES

1.  Definition .   Members of the civilian population who
have fled from their home areas in order to escape the
effects of war.

2.  Responsibilities .   Primarily the civilian police and
Host Nation (HN) authorities where capable.  To include
control of movement, provision of shelter, food, medical
and transport.  Where local agencies are incapable,
responsibility falls to G3 staff (may be delegated to provo
staff).

3.  Principles :

a. Aim .   Evacuate to a safe area.  Minimise
interference and prevent enemy infiltration.

b. Initial Control .   Address cause of  displaced
persons.  Control movement as close to the point of
origin as possible.

c. Subsequent Control .   Use incentives such as
shelter, food or medical facilities to attract to minor
routes away from military movement.

4.  Movement Control

a. Planning Phase

(1)   Select Main Civilian Routes (MCRs)

(2)   Locate Check Points (CPs) on:

(a)   Approaches to mil routes

(b)   Intersections of MSRs/MCRs

(3)   Staging Areas with Host Nation facilities,
e.g. shelter, food, sanitary and medical.

(4)   Communications - interpreters, PA Systems
etc.

(5)   Communications Plan
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b. Movement Phase

(1)   Mobile patrols

(2)   Reports to higher formations

(3)   Control and discipline plans
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REPLENISHMENT

1. Running Replenishment .   The normal form of
replenishment (replen).  To be carried out before moving
into hide or harbour areas.  There are two basic layouts:

a. Fuel with Bowsers/Pods :

Rel
Pt

G

Water B B

Rations/
Mail

G G

Ammo A A

Ammo A A

POL R R

RV (1)

Displayed Lights :

B Blue
G Green
R Red
A Amber
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b. Packed Fuel :

Rel
Pt

G

Water B B

Rations/
Mail G G

Ammo A A

   (4)

Ammo A A

POL Fuel Filling Area

Load
Cans

R R

RV (1)

Notes :

(1) Both sides of the replen are to be used where
possible.
(2) Tank guns rear for fuel, traverse front for ammo.
(3) If resources permit, it may be quicker and easier to
establish separate replen points for tanks and other AFVs.

2. Lights .   Display lights at the RV to indicate type of
replen when operating under radio silence:

2 x dimmed red tail lights - double sided replen
Single dimmed red tail light - single side replen
Amber – packed, Blue - pod
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3. Within the replen area, lights on individual vehicles
are to be as shown in diagram.  No light on vehicle
indicates vehicle is closed - continue onto the next open
vehicle.

4. Battle Replen .   When AFVs are in fire positions and
require urgent replen, replen vehicles are to be escorted to
a suitable safe site to the rear of the position.  AFVs are
then normally moved individually to the replen point in
sequence.

5. Hide Replen .   Replen in hide should only be used
when rolling  replen is not possible.  Replen vehicles are to
be escorted to a suitable RV behind the hide.  Individual
AFVs are then to be replen by replen vehicles and crews.
AFVs are not to leave their hide positions.
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ROAD MOVEMENT

ROUTE CARD - INSTRUCTIONS

1. Move from 9. Distance Between Vehicles (Day and Night)

2. Move to 10. Halts

3. Date 11. Lights

4. Time Past Start Point (SP) 12. Traffic

5. SP 13. Medical

6. Release Point 14. Recovery

7. Average Speed 15. Convoy Flags

8. Time Between Packets 16. Critical Points
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ROUTE DETAIL

Ser From To Route No Dir Distance
Total

Distance Total Time

(a) (b) (c) (d) (e) (f) (g) (h)
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SEARCH PROCEDURES

Outline Headings :

Planning

Reasons
Authorisation
Enemy activity
Location of target
Description
Cordon

Limits
Recce
Search teams
Cover rear
Specialist
assistance
Timings

Action
on

Finds

DO NOT touch
Confirm type of find
Inform commander
Clear and secure area
Task agencies

Disposal
(1)

Commander nominate handler
Record circumstances
Remove find
Document find
Handover find

Report

Reference data
Description of find
Tasking information
Target details
Resources used
Brief log of operation
Notes

Note:

(1) Captured Enemy Equipment (CEE)  is classified in
accordance with intelligence value.  Items of exceptional
intelligence interest should be detailed by the intelligence
staff.
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STATES OF COMMAND

FULL
COMD OPCOM OPCON TACOM TACON

UC
ADMIN

UC
ADMIN
LESS

UCDM

Assign separate
employment of
components of
units/formations

X X

Assign Missions X X X
Assign Tasks X X X X
Delegate Equal
Comd/Con Status

X X(6) X(6) X(6)

Delegate Lower
Comd/Con Status

X X X X

Coord of Local
Mov, Real Estate
and Area Def

X X X X X

Provide CSS X X X X
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Notes:

1. States of command and control will always be qualified by the DTG at which they begin.  The DTG at which they end
should also be specified if known.

2. A commander assigned forces under FULL COMD or OPCOM may employ those forces for any purpose.  Forces
assigned under OPCON may only be employed within certain constraints, such as function, time or location, imposed by the
higher authority which assigns the forces.

3. A commander assigned forces under TACOM may allocate tasks to those forces, but only in accordance with the mission
given to him by the higher authority which assigns the forces.

4. CSS responsibility will be specified for each operational relationship assigned.

5. Mission is defined in AAP-6 as: “A clear, concise statement of the task of the command and its purpose”.

6. Only with agreement of comd holding higher level of comd status.  Note this is greater authority than that defined in AAP
6.
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SURVEILLANCE AND NIGHT FIGHTING EQUIPMENT

PASSIVE DEVICES (1)

Ser Equipment Recognition Range
(m) (2)

Scale Remarks

1 TI TOGS
Challenger

LOS beyond 3,500 1 per MBT Detection to 3500m
Identification to 1500m.

2 TI Sight
Striker

LOS beyond 4,000 1 per AFV Separated TI sight to be issued
to Striker.

3 TI Milan (MIRA) LOS beyond 1,990 1 per firing post
4 TI OTIS LOS beyond 3,500 1 per FOO pty.  1 per

close/ Armd recce sect
5 TI Spyglass LOS beyond 2,000 1 per inf recce sect

1 per MFC pty
6 II Wpn Sight for

Scimitar, Fox and Sabre
Tk 1,200
Man 500

1 per AFV Has dual fields of view
(150 mils and 500 mils)

7 Raven, II Wpn Sight for
Warrior

Over 1,000 1 per AFV
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8 Osprey
TI day/night sight for OPV
(Warrior)

Over 3,000 1 II day/night sight
(Raven) and
1 TI day/night sight
(Osprey) per OPV

Can be dismounted and used on
a tripod

9 II Viewer for Spartan and
Striker

Tank 600
Man 300

1 per AFV Can be dismounted and used on
a tripod.

10 II Swap Sight Tank 1,200 1 per WR
Chieftain/Challenger

11 CWS Tank 600
Man 300

Various Battery life approx 40 hrs.

12 Lynx – TI TOW LOS beyond 3,500 1 per Lynx Mk 7 Detect to 3,500 m
Identify to 1,500 m

13 AH
FLIR
Daylight TV
Direct View Optics
Fire Control Radar
Radar Frequency
Interferometer

Condition dependant
“
“

In excess of 8,000 m
In excess of threat
radar

All aircraft
Magnification x 36
Magnification x 126
Magnification x 17.8
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Notes:

(1) Ranges and scale of issue are only a guide.  Except where otherwise stated, the ranges given are for optimum conditions.
(2) The ranges quoted to Image Intensifiers (II) refer to clear start conditions.  Performance is degraded by smoke, mist or by
rain.  However, range performance improves considerably as the ambient level increases.  Hence an increase in use of flares
and movement lights to give increased general battlefield illumination is desirable.

ACTIVE DEVICES (1)

Ser Equipment Range (m) Scale Purpose/Remarks

1
MSTAR GS
No 22 Mk 2

Vehicle 24,000
Man 3,000
Fall of shot 6,000
(Moving targets)

1 per FOO party
3 per cdo

To detect and locate moving targets and
observe fall of shot
Pulse Doppler Radar
AUW 46.85 kg

2 IRIS Fence distance up
to 800 from OP

9 per armd inf bn
7 per inf bn

200 m IR fence with wire data link
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3 Laser Target
Marker

Designator to
target 6,000
Target to aircraft
10,000

Some med recce sqns,
FOO ptys, SAS and
BALOs

Man-portable equipment for CAS
Also has range finding capability out to
10,000 m.  For use with OTIS

4 Hand held flare 300
Illumination diameter 300 m.
Burns for approximately 25 secs.

5
51 mm Light
Mortar Illuminating
bomb

800

18 bombs per mortar Illumination diameter 700-800 m.  Burns for
30 secs.  Rds/gun and bombs/mortar will
vary according to composition of first line
scales of ammo.

6 81 mm Mortar
Illuminating bomb

4800

Armd inf bn:
  8 per mortar
Inf bn:
  4 per mortar

Illumination diameter 400 m.  Burns for 40
secs.

7 Lt Gun (105 mm)
Illuminating round

15,000 10 rounds per gun Illumination diameter 350 m.  Burns for 30
secs.

8 AS90 (155 mm)
Illuminating round

19,500 10 rounds per gun Illumination diameter 1000 m
Burns for 65 secs.
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9 FH70 (155 mm)
Illuminating round

19,500 10 rounds per gun Illumination diameter 1000 m Burns for 65
secs

10 Movement Lights 10,000

2 tps RE(V) of 4 search
lights in each TA ARRC-
roled engr regt

Supplement ambient light to intensity of full
moon on clear night by indirect area
illumination.
Provide surprise illumination of
enemy attacks.
Degrade en night surveillance devices.
Can cover 10 x 7.5 km and
3 areas of 10 x 2.5 km.
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WEAPON PLANNING RANGES

BRITISH WEAPONS

Type Metres Remarks

MLRS 32,000 25,000 planning

155 mm Arty 24,700
AS90, FH70
19,500 planning

105 mm Arty 17,200
Light Gun
15,000 planning

120 mm 8,000 Smoke/Indir HESH
Rapier 6,800
81 mm Mortar 5650 4,800 illum

HVM/Javelin
5,500
4,500

Hovering helicopter
Approaching aircraft

Swingfire 4,000 Minimum 500-1000

Lynx ITOW 3,750
Planning 2,000-3,500
Minimum 500 m

120 mm 2,000 Challenger APFSDS
MILAN 1,950 Minimum 400 m
120 mm
30 mm 1,500

HESH
APDS/HE

.50 Browning 1,500 1,800 observed strike
7.62 mm MG 1,100 1,800 observed strike
Sniper Rifle 900 1,000 harassing
51 mm Lt Mor 800
5.56 mm LSW
GPMG lt role 800
SA 80 600

300
Section
Individual

94 mm HEAT 500 Battle range 300
Pistol 45
Grenade 25-35 By hand

(Not to Scale )
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OTHER WEAPON TYPES

Type Metres Remarks

BM 27 35-40K
Dependent on
projectile

2S7 30K 203mm SP Gun
2S5 27-30K Nuclear Capable
BM 21 20.5 - 27K

2S3 17.3K
152mm How
24K with RAP

2S1
D30 15.3K

122mm How
21.9K with RAP

120mm Mortar 5700
AT 8 (NYK) ATGM on

T64B/T80
AT 6 5000 (SPIRAL)
AT 5 4000 (SPANDREL)
SA 7 3500 (GRAIL)
SA 14 NYK Hand held SAM
82mm Mortar 3040
VASILYOK 3040 Automatic Mortar
AT 3 3000 (SAGGER) - BMP
AT 4
T64/T80 125
14.5mm MG 2000

(SPIGOT) –
BRDM2/
BTR60PB/BTR70

SPG 9 1960 max 500-1000 effective
AGS-17 1700

(800-1200)
30mm Grenade
Launcher
(direct fire)

30mm Gun 1500 Main arm on BMP2
1300 max 800 planning

PKM MG 1000
12.7 HMG
73mm Gun
RPK 7.62 MG 800
RPG 16 400-800 Replacing RPG 7
AKM AK 74 400
RPG 7 300-350
RPG 18 135-200 Copy of 66mm
PSM 35 5.45 Pistol

(Not to Scale )
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YARDSTICKS

DEPLOYMENTS

Fmn/Unit/Sub unit
Defence
Width
(km)

Defence
Depth
(km)

Attack
Width
(km)

Delay
Width
(km)

Assy Area
(km 2)

Assy Area
(km 2)

Admin
Area
(km 2)

Armd Bde (2) 15 25 7 30 30 150 250
Armd BG 15 5 25
Sqn 1.5 - 2 1 5 1 2
Armd Inf BG 4 5 15 5 25
Coy 1.75 2 .6 (3) 5 1 2
Inf Bn 3 4 3 10
Coy 1.25 1.5 .25 (4) .25 1

Notes:
(1) Typical high density battlefield yardsticks – will not be appropriate for all scenarios.
(2) Armd Bde of 4 BGs.
(3) Mounted.
(4) Dismounted.
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ARMOUR

Ammunition .   Challenger 1 carries 52 rounds, Challenger 2 carries 50 rounds.  The mix of APFSDS/HEESH/SMOKE will vary.

Speeds .   Average road speed 40 kph, average cross country speed 25 kph.

Automotive Range .   Roads 450 km, mixed roads/cross country – 250 km (rough guide only).

Maximum Gradient .   30O MLC 70

Frontage .   Troop in defence (open terrain) 500 – 1500m.  Troop in advance (open terrain) 500 – 1000 m.

ARTILLERY

Artillery Reserved Area ( ARA ) - Normally a square km for the exclusive use of arty equipments.

Artillery Manoeuvre Area (AMA)  - Normally a block of 4 grid squares into which arty may deploy. In the case of the AMA,
liaison is required to deconflict likely arty fire positions with other deployments .
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Rates of Fire  – 155 mm AS90/FH70 will fire bursts of 3 rds in the first 15 secs and 6 rds in the first minute.  AS90 can maintain
6 rds per minute for 3 minutes, then dropping to a sustained rate of 2 rds per minute (the equivalent rates for FH70 are 4 rds
per min and 2 rds per min respectively).  105 mm arty can fire a maximum of 6 rds per min, dropping to a sustained rate of 3
rds per min.

OBSTACLES/ENGINEERS

Gaps, Bridges and Ferries :

Task Labour/Time Equipment/Remarks
Bridge small gap
(maximum 9m)

1x fd sect
5-10 min

1 or 2 AVRE Fascines for tracked vehicles

Cross small or medium gap
(maximum 24.5m)

AVLB
5 min

AVLB
No 10 Br (24.5m)
No 12 Br (10.5m)

Over-bridge AVLB crew
5 min (excluding 30 min prep in assembly
area)

AVLB
No 10

Combination bridge
(maximum 60m)

AVLB crews and drivers
30-60 min

AVLB
No 10
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Combat Support Boat 2 x crew Capacity:
13 x tps full eqpt, or 20 x tps min eqpt,
or 2 x NATO pallets

Notes:
(1) Timings do not include possible preparation of approaches.
(2) As a guide 2-4 bridges are required for either a BG/Bde Hasty Crossing or a Bde/Div Deliberate Crossing.

Minefield Breaching

Task Labour/Time Remarks
Hand Breach 120 x 8 m 1 x fd tp / 7-8 hrs
Hand Breach 360 x 8 m 1 x fd sqn / 7-10 hrs
Breach 180 x 8 m lane
with GV/Python

1 x AVRE + GV + plough
10 min

Incl firing pt checks but exclude assembly area checks
(3-5 hrs)

Breach 360 x 8 m lane
with GV/Python

1 x AVRE + 2 GV + plough
20 min

Incl firing pt checks but exclude assembly area checks
(3-5 hrs)

Breach 4 m wide lane 1 x AVRE/AVLB + plough
80 m per min

Leaves 1 m uncleared central strip

Breach 7 m wide lane 3 x JS FU Aardvark Flail Not suitable for assault breaching
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50 m per min
Hand Breach 800 x 8 m lane
in own anti-tank  minefield

1 x fd tp / 3-4 hr Would take 6-8 hr if anti-personnel mines also present

Denial and Route Denial

Task Labour/Time Equipment/Remarks
Destroy bridge over minor
river or canal

1 x fd sect / 2-3 hr (day)
3-4 hr (night)

Explosives and AFG 1098 eqpt
Preparation may close road to traffic

Route denial of 3 craters
using RCK and mines

1 x fd sect / 1 hr (day)
1½   hr (night)

1 x RCK per crater
3 hr if using camouflet

Road blocked by tree felling
(Abatis) incl mines

1 x fd sect / 2 hr (day)
3 hr (night)

Explosives and AFG 1098 eqpt

Destroy 2 storey building
using concussion charges

1 x fd sect / 1 hr (day)
1½ hr (night)

Depending on number of doors and windows to be
blocked

Notes:

(1) Requires thorough recce for accurate details. Timings given assume stores aval on site.
(2) All tasks may incl the use of nuisance mining.
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Minelaying

Time to lay 1 km
by 1 x Fd Tp

Type of Minefield No of
Rows

Responsibility for
laying

Day Night

Notes

Protective 3 All Arms Depth minimum 300m, normally
800-1000m

Tactical
(Light)

3 RE 3 4

Tactical
(Medium)

5 RE 5 6 Mech sqn can lay 8 km of medium minefield
in a 24 hr period.

Tactical (Heavy) 7 RE 7 8
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Survivabillity

Task Equipment/Labour/Time Remarks
Dig tank slot to  hull down CET 20 min

AVRE + Dozer blade 30 min

Dig in 155mm gun bty incl space for
one ammo resupply vehicle per gun

2 x CET / 5hr 10 slots (8 guns, 2 CP) without
ammo bays or revetment

Construction of CP/RAP 1 x fd sect / LWT 3 hr
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INFANTRY

Rates of Advance .  Day – 3 km per hr, Night – 1 km per hour, Ascending – add 30 mins for every 250 m climbed.
(all on foot)

Company Defensive Area (Area of Influence).   2000 m maximum frontage (assumes open terrain and IW/LSW
interlocking/overlapping arcs).

4 Man Battle Trench with OHP .

Task With Plant By Hand
Stage 1 (battle trench) 30 mins 1-6 hrs
Stage 2 (battle trench with OHP for shelter bay) 2 hrs 4-18 hrs
Stage 3 (battle trench and shelter bay with OHP) 4 hrs 6-24 hrs

Lay Anti-Tank Mines (by hand).  (Assumes normal ground and trained personnel).  60 mines per hour by day, 30 mines per hr
by night.

Wiring .   Low Wire 2 hrs (by day), Type 1 30-40 mins (by day), 80-120 mins (by night).
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SPECIAL TO ARM INSERT

This Section is for the Special to Arm Insert which will be
distributed separately from this document.  It should be
supplied in two Parts:

Part 1 Immediate Use
Part 2 Reference Use

Special to Arm Inserts are due to be re-issued in early to
mid 98.  Part 2 of the Special to Arm Insert will replace this
page when issued.

You should remove the current Special to Arm Insert from
your old copy of TAM and insert here pending receipt of
the new issue.
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DOCTRINAL AIDE MEMOIRE

WHAT IS DOCTRINE?

Military doctrine is a formal expression of military
knowledge and thought, that the Army accepts us being
relevant at a given time, which covers the nature of current
and future conflicts, the preparation of the Army for such
conflicts and the methods of engaging in them to achieve
success.

HOW DOES THE ARMY PREPARE FOR CONFLICT?

It prepares by producing FIGHTING POWER.  This defines
an Army’s ability to fight.  The hierarchy of Fighting Power
is based on the CONCEPTUAL COMPONENT (the
thought process), from which is derived the PHYSICAL
COMPONENT (the means to fight) and the MORAL
COMPONENT(the ability to get people to fight).

The Conceptual Component  comprises:

The Principles of War :

Selection and Maintenance of the Aim
Maintenance of Morale
Security
Surprise
Offensive Action
Concentration of Force
Economy of Effort
Flexibility
Co-operation
Sustainability

Military Doctrine  (BMD/ADPs)
Development  (Force Development/BA 2000)

The Physical Component  equates to combat power, i.e.
the total means of destructive and/or disruptive force which
a military unit/formation can apply against the opponent at
a given time.  It comprises:
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Manpower
Equipment
Logistics
Training and Readiness

The Moral Component  - The ability to get people to fight.
It comprises:

Motivation
Leadership
Management

HOW DO WE ACHIEVE SUCCESS?

Through the use of the MANOEUVRIST APPROACH TO
OPERATIONS and MISSION COMMAND

The Manoeuvrist Approach  is defined as an approach to
operations in which shattering the enemy’s overall
cohesion and will to fight is paramount.  It calls for an
attitude of mind in which doing the unexpected, using
initiative and seeking originality is combined with a ruthless
determination to succeed.  It requires a style of command
which promotes  decentralised command, freedom and
speed of action, and initiative.  This style of command is:

Mission Command  is a command philosophy, or style of
command designed to achieve unity of effort at all levels;  it
is dependent on decentralisation.  It requires the
development of trust and mutual understanding between
commanders and subordinates throughout the chain of
command, and timely and effective decision-making
together with initiative (a quality of a commander) at all
levels.  The key is to get inside the enemy’s decision -
action cycle.

MANOEUVRIST APPROACH

SHATTERING THE ENEMY’S COHESION

Tempo .   Tempo is the rhythm of rate of activity on
operations, relative to the enemy.  High tempo results in:
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Surprise .   Surprise is fundamental to shattering the
enemy’s cohesion.

Simultaneity .   Simultaneity seeks to overload the enemy
commander.

Firepower .   Firepower destroys, neutralises, suppresses
and demoralises. At the tactical level, firepower is key to:

SHATTERING THE ENEMY’S WILL

Pre-emption .   To pre-empt the enemy is to seize an
opportunity, often fleeting, before he does, in order to deny
him an advantageous course of action.

Dislocation .   To dislocate the enemy is to deny him the
ability to bring his strengths to bear.

Disruption .   To disrupt is to attack the enemy selectively
to break apart and throw into confusion the assets which
are critical to the employment and coherence of his fighting
power.

MISSION COMMAND

Mission Command is an approach in which the
commander gives his orders in a manner which enables
his subordinates to understand:

a. His intentions  - what he is trying to achieve

Commander’s Intent .  A concise expression of
the purpose of the campaign or operation, the
desired results and how operations will progress
towards achieving the desired end-state.

b. Their mission  – what they are to achieve:

Mission .   A clear concise statement of the task
and its purpose.

c. The purpose or intent  - why the mission needs
to be accomplished.



Issue 3.0:  Jan 98 7 - 4

d. Their freedom of action  or any constraints , i.e.
the limits within which they are to work.

The basis of mission command  is to tell subordinates:

WHAT TO DO - NOT HOW TO DO IT

Missions will normally be defined in terms of tactical tasks.
These are defined as follows:

TACTICAL TASKS

Advance to Contact .  To seek to gain or re-establish
contact with the enemy.

Assault .  Short violent attack against local objective,
closing with the enemy in hand-to-hand fighting.

Attack .  Form of violent offensive characterised by co-
ordinated movement supported by fire which seeks to
deny, hold, seize, secure, penetrate, defeat or destroy the
enemy and/or his positions.

Block .  Deny enemy access to a given area or to prevent
advance in a given area.

Capture .  To gain possession of a position or terrain, with
or without force (see also Seize).

Clear .  To clear terrain of enemy direct fire and keep clear
until handed over to another formation or unit.

Defeat .  To diminish the effectiveness of the enemy to the
extent that he is either unable to participate further in the
battle or at least cannot fulfil his intention.

Defend .  To defeat or deter a threat in order to provide the
right circumstances for offensive action.  Depending on
what size of formation/unit is defending, defend can
include delay, hold, deny and attack.

Delay .  To trade space for time by slowing down an
enemy’s momentum and inflicting maximum damage
without becoming decisively engaged.
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Demonstrate . To distract the enemy’s attention without
seeking contact.

Deny . To prevent access or occupation.

Destroy .  To kill or so damage an enemy force that it is
rendered useless.

Dislocate .  To deny the enemy the ability to bring his
strengths to bear.

Disrupt .  To break apart an enemy’s formation and tempo;
to rupture the integrity of an enemy’s fighting capability.

Feint .  To distract the action of the enemy by seeking
contact with it.

Find .   Spans locating, identifying and assessing.

Guard .  To protect a force from enemy ground
observation, direct fire and surprise attacks, while also
observing and reporting information. To maintain or retain
possession by force, of a position or an area.  In an attack,
to exert sufficient pressure to prevent movement or re-
disposition of enemy forces.

Hold .   To maintain or retain possession by force of a
position or an area.  In an attack, to exert sufficient
pressure to prevent movement or re-disposition  of enemy
forces.
Penetrate .  To attack to break through the enemy’s
defence and disrupt the defensive system.

Retire .  To move away from the enemy when out of
contact.  (Taken from Retirement,).

Screen .   Observe, identify and report information; only
fight in self protection.

Secure .  To gain possession of a position or terrain, with
or without force, and to make such disposition as will
prevent, as far as possible, its destruction or loss by
enemy action.



Issue 3.0:  Jan 98 7 - 6

Seize.   To gain possession of a position or terrain, with or
without force.  (See Capture).

Withdraw .  Disengage from the enemy when in contact
with the enemy.

OPERATIONAL CONCEPTS

In seeking to structure major operations, battles and
engagements in pursuit of the strategic objective, the
operational level commander will design his plan of
campaign around a number of building blocks, which help
him visualise how the campaign will unfold.  These terms
are applicable to all levels of command:

a. Operational Objectives .  These are the military
strategic goals that need to be achieved in the
campaign to achieve the desired end-state.

b. The End-State .   The end-state is that state of
affairs which needs to be achieved at the end of the
campaign to either terminate or resolve the conflict on
favourable terms.

c. Centre of Gravity .  The centre of gravity is that
aspect of the enemy’s overall capability which, if
attacked and eliminated, will lead either to his
inevitable defeat or his wish to sue for peace through
negotiations.

d. Decisive Points . Decisive points are those
events, the successful outcome of which is a
precondition to the successful elimination of the
enemy’s centre of gravity.  Decisive points are the keys
to unlocking the enemy’s centre of gravity.

e. Lines of Operation .   Lines of operation
describe how military force is applied in time and
space through decisive points on the path to the
enemy’s centre of gravity.

f. Sequencing .   Sequencing is the arrangement
of events within a campaign in the order most likely to
achieve the elimination of the enemy’s centre of
gravity.
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g. Contingency Planning .   Contingency planning
is the process by which options are built into a
campaign plan to anticipate opportunities or reverses.

h. Manoeuvre .   To manoeuvre is to seek to get
into a position of advantage in respect of the enemy
from which force can be threatened or applied.  Such
manoeuvre should be directed towards a decisive point
or directly at the centre of gravity.

i. Tempo .  Tempo is the rate or rhythm of activity
relative to the enemy, within tactical engagements and
battles and between major operations. It incorporates
the capacity of the force to transition from one
operational posture to another.

j. Operational Pause .  Because operations cannot
be conducted continuously, there may be a need for
periodic pauses, while retaining the initiative in other
ways.

k. Culminating Point .  An operation reaches its
culminating point when the current situation can just be
maintained but not developed to any greater
advantage.

THE CORE FUNCTIONS - FIND, FIX AND STRIKE

Finding the enemy  is a basic function which endures
throughout an operation.  It spans locating, identifying and
assessing the enemy.  Finding the enemy may be an
incidental result of operations to fix and strike him.

Fixing the Enemy  is to:

Deny the enemy his goals and …
distract him and thus …

deprive him of freedom of action
in order to gain us freedom of action.

To strike  is to use that freedom of action to:

Manoeuvre into a position of advantage in from which
force can be threatened or applied.
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Hit the enemy using force to achieve the purpose of
the mission.

THE “RULE OF 4”

At the tactical level, individual missions or tasks will
normally be structured on the basis of the following
functional groupings:

Find/Fix  – locates the enemy and then prevents his
movement.  Usually provides fire support to:
Manoeuvre/Strike  – manoeuvres to a position of
advantage and then strikes.
Echelon Force  – not committed initially, but whose
committal is essential to success of the mission.
Reserve  – wholly committed and always available to
exploit or meet the unexpected.

OPERATIONAL FRAMEWORK

The core functions of find, fix and strike are carried out by
ALL LEVELS OF COMMAND within an overall framework.
of deep, close and rear operations:

Deep operations  expand the battlefield in time and space,
making it difficult for the enemy to concentrate combat
power without loss, and diminish the coherence and tempo
of his actions.

Close operations  involve friendly forces in direct contact
with the enemy.  They are usually conducted at short
range and in an immediate timescale.  Their purpose is
primarily to strike the enemy in order to eliminate part of
his combat power.

Rear operations  increase the depth of operations and
provide the resources to vary the tempo of operations.
Their purpose is to ensure freedom of action by protecting
the force, sustaining combat operations and retaining
freedom of manoeuvre for uncommitted forces.
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FUNCTIONS IN COMBAT

Combat can be described as a series of key functions
which must be optimized and co-ordinated in order to
maximize the tempo of operations.  These comprise:

Information and Intelligence
Manoeuvre
Firepower
Protection
Combat Service Support
Command

TYPES OF OPERATION

OFFENSIVE OPERATIONS

Reconnaissance in Force .   To compel the enemy to
disclose the location, size, strength, disposition or possibly
the intention of his force by making him respond to
offensive action.

Feint and Demonstration .   To distract the action of an
enemy force by seeking combat with it.  By contrast, the
purpose of a demonstration is to distract the enemy’s
attention, without seeking contact.

Counter Attack and Spoiling Attack .   To defeat an
enemy made vulnerable by his own offensive action.  The
spoiling attack is similarly directed at enemy offensive
operations but with the limited aim of disruption.

Raid .   To destroy or capture a vital enemy asset.  Its wider
purpose is to disrupt the enemy.

Deliberate Attack .   To defeat the enemy, with the
emphasis on massing combat power at the expense of
time.

Hasty Attack .   The purpose of the hasty attack is to
defeat the enemy, trading mass for time, in order to seize
fleeting opportunities.  Other factors being equal, it is
preferred to the deliberate attack.
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DEFENSIVE OPERATIONS

Mobile Defence .  To defeat the enemy rather than simply
seizing or holding ground.  A fixing force denies an
attacking force freedom of action while a striking force
manoeuvres in order to hit the enemy decisively.  Mobile
defence employs a combination of offensive, defensive
and delaying actions.

Area Defence .   To hold ground or deny ground to the
enemy.  Unlike mobile defence, a force committed to area
defence does not itself seek the outright destruction of the
attacking force.

DELAYING OPERATIONS

Delaying operations are those in which a force being
pressed by the enemy trades time for space by slowing
down its opponent’s momentum and inflicting maximum
damage to the enemy without itself becoming decisively
committed.

TRANSITIONAL PHASES DURING OPERATIONS

Advance to Contact .  The advance to contact seeks to
regain contact with the enemy under the most favourable
conditions.

Meeting Engagement .  A meeting engagement involves
action between two moving forces.

Link-Up Operations .  The aim of a link-up operation is to
establish contact between two or more friendly units or
formations which may have the same or differing missions.
They normally occur in enemy controlled territory.

Withdrawal .  A withdrawal occurs when a force
disengages from an enemy force in accordance with the
will of its commander.

Relief of Troops in Combat .  Relief of troops occurs
when combat activities are taken over by one force from
another.  There are three types of relief operation:
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Relief in Place
Forward Passage of Lines
Rearward Passage of Lines

COMBAT SERVICE SUPPORT

PRINCIPLES OF LOGISTICS

Foresight
Economy
Simplicity
Co-operation
Flexibility

ECHELONS

F Echelon .   Those vehicles required by a unit to fight
the battle.

A Echelon .   Those vehicles required for the hour to
hour replenishment of F Echelon, mainly ammunition
and POL vehicles.

B Echelon .   B Echelon contains the unit transport
which is not needed at short notice in battle.

LINES OF SUPPORT

First Line .  The CSS organic to a unit.

Second Line .  The CSS organic to a brigade or a division.

Third Line .  The CSS provided behind the divisional rear
boundary and forward of the Point of Entry (POE).

Fourth Line .  The CSS provided from the base
organisation.
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NOTES

This Section is designed to hold your notes.

Standard filofax paper may be inserted as replacement
pages (available in both standard and waterproof types).

Replacement pages should be demanded as stationery
through your unit.
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