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"I approve of all methods of attacking provided they are directed at the point where the enemy's army is weakest and where the terrain favors them the least."

-- Frederick the Great:  Instructions for His Generals, 1747.

Introduction.  The Marine Corps' philosophy of warfighting is based on an approach to war called maneuver warfare.  In several previous classes the tenets of maneuver warfare and their applicability on the platoon and company level were discussed.  This class will focus on ground combat offensive operations (MCWP 3-1, Ch 5), which, when applied in concert with basic maneuver warfare concepts, enable us to fight intelligently.

Fundamentals of Ground Combat.  The eleven fundamentals of ground combat, like the principles of war, have evolved over time and serve as a conceptual aid during the planning and conduct of offensive operations.  Though these fundamentals have changed little during the past several decades, they must be considered relative to our maneuver warfighting philosophy, the capabilities of modern weapon systems, and current technology.  These fundamentals are not meant to be an all-inclusive checklist for use during combat operations!  You will recognize that many of these fundamentals are discussed in MCDP 1, Warfighting, and MCDP 1-3, Tactics, and are easily applied to the concept of maneuver warfare.  The fundamentals of ground combat are described below.

Maintain Situational Awareness.  The commander must be knowledgeable of the

· Situation of friendly and enemy forces

· Traits of the enemy commander

· Nature of the area of operations

The commander accomplishes this by gaining/maintaining contact with the enemy and by constantly developing the situation
Exploit Known Enemy Gaps.  The commander avoids enemy surfaces and attacks with maximum speed and combat power against enemy gaps.  A gap is any weakness in the enemy force, not just physical preparations and employment.

Control Key Terrain.  The commander seeks to dominate key terrain that provides advantage of

· Observation

· Cover/concealment

· Fields of fire that control avenues of approach and provide security

The possession of terrain is important only if its advantages exploit enemy weakness.

Dictate the Tempo of Operations.  A paramount goal for the commander is to gain/retain the initiative to dictate the terms of the battle instead of having to react to the actions of the enemy.  The commander gains or retains the initiative through aggressive employment of

· Combat power

· Surprise

· Exploitation of enemy errors

Neutralize the Enemy’s Ability to React.  The commander makes every effort to disrupt and degrade the enemy’s ability to react to his plan.  Enemy capabilities can be neutralized by

· Using fire support to shape the battlefield

· Attacking enemy command and control

· Surprise through concealing unit intentions

· Suppressing enemy forces/disrupting support activities

· Isolating/blocking enemy units/reinforcements

· Deception through the use of diversions

Maintain Momentum.  Momentum is the measure of combat power as a function of concentration and speed.  During offensive operations, the commander makes every effort to build the momentum of his forces to overwhelm and eventually defeat the enemy.

Act Quickly.  Speed

· Promotes surprise

· Keeps the enemy off balance

· Contributes to the security of the force

· Makes the force more difficult to target

· Prevents the enemy from taking effective countermeasures

· Applies to

· Physical movement

· Operational tempo

· Exercise of command, staff functions, coordination, and all support activities

The commander who arrives at a decision and executes more quickly than his enemy counterpart can dictate the conditions of the battle.

Exploit Success.  A successful offensive action must be pressed relentlessly to prevent the enemy from recovering from the initial shock.  Plans must provide for the exploitation of advantage gained.  When the opportunity for decisive action arises, the commander commits his total resources and demands the maximum effort of his troops.

Flexibility.  The commander’s plan must anticipate uncertainty and adjust to exploit new opportunity or parry unexpected blows.  In an effort to generate greater flexibility, commanders

· Shift their main effort

· Retain a reserve

· Develop simple plans

· Minimize restrictions on subordinates

Audacity.  Bold, intrepid, and aggressive execution, characterized by seizing every opportunity to strike a decisive blow against the enemy, enhances combat power beyond the material assets at hand.

Security of the Force.  Security is always necessary and is proportional to the likelihood and severity of contact with the enemy.  Security is achieved by detecting the enemy, thereby providing the commander time and space to react.

Purposes of Offensive Operations.  Infantry units normally undertake offensive operations to

· Destroy enemy forces and equipment

· Deceive and divert the enemy

· Deprive the enemy of resources

· Gain information

· Fix the enemy in place

· Disrupt enemy actions or preparations

Phases of the Attack.  For conceptual and instructional purposes offensive operations are broken down into three phases:

· Preparation

· Conduct

· Consolidation/exploitation/pursuit

Usually, the phases will overlap; victory or defeat often hinges upon how quickly a unit transitions from one phase to another.  As units transition from one phase to the next, the unit leader must constantly assess the actions of the enemy and make appropriate adjustments to his plan.

These phases are not to be considered as distinct entities as there is not always a definable separation between them.  Though they are inherent in most offensive operations, they are rarely referred to by name in operation orders.

Preparation.  The preparation phase typically begins with the receipt of a warning order or mission and consists of the 

· Troop leading steps (BAMCIS)

· Estimate of the situation (METT-T) 

· Coordination with other units

· Movement to assembly area (AA)/attack position (atk pos)/line of departure (LD)

· Leader’s reconnaissance

Conduct.  The conduct phase normally begins with the crossing of the LD, continues through the objective and consists of 

· LD passing through the assault position

· Movement toward the objective 

· Contact with the enemy

· Advance by fire and maneuver

· Actions on the objective

· Consolidation/reorganization

Consolidation/Exploitation/Pursuit.  This phase commences with the capture of the assigned objective and may involve the exploitation of momentum and success achieved during the attack through physical pursuit of the enemy.

Consolidation also facilitates the rapid reorganization of a hasty defense to permit the attacking unit to hold the objective just seized in the event of an enemy counter attack.  SAFE, the acronym that describes the priority of work during the initial phase of establishing a hasty defense, takes place during consolidation:

	Security
	· Post local security (i.e., CP/OP, patrolling effort)

· All SAWs manned at a minimum

	Automatic weapons emplaced
	Cover avenues of approach

	Fields of fire
	Clear, not a clear cut!  Remove obstructions

	Entrench
	Dig the skirmishers trench/fighting hole after unit commander has verified fields of fire


Also during consolidation, you

· Treat/evacuate WIAs and EPWs

· Arrange for resupply

SAFE is a guideline for the seamless transition from the offense to the occupation of our defense.  It provides a framework for the steps that are critical for the establishment of a successful defense.  After the defense is established, we must depict its layout for our higher commanders; we create a fire plan sketch.

Here is a sample squad-level fire plan sketch.
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The following table is a guideline is for constructing a fire plan sketch:

	Step
	Action

	1
	Left and Right Limits for Fire Team Sector (Magnetic Azimuths)

· Primary Positions?

· Alternate Positions?

· Supplementary Positions?

	2
	PDFs

· SAW has magnetic azimuths

· M203 has magnetic azimuth and range to target/dead-space in meters

	3
	Target Reference Point (TRP) Grids

· Are TRPs recognizable?

· Do they make sense?

	4
	Grids for the Squad position:

· Left?

· Center?

· Right?

	5
	SP/LP positions marked?  Grids?

· Primary?

· Alt?

	6
	Significant terrain annotated on the sketch?

	7
	Targets annotated on sketch?  Grids to targets?

	8
	Obstacles and Claymores?

· Annotated on map in relation to terrain?

· Grid marked in marginal info?

	9
	Any other information/abbreviations used on the sketch?

	10
	Is it current?  Has the date time group been updated to reflect changes?


Exploitation.  The enemy may still be capable of fielding cohesive units after being attacked.  In the exploitation, the attacker extends the destruction of the defending force by maintaining constant offensive pressure:

· Pursue through direct and indirect fires

· Exploitation (physical pursuit with reserve)

Pursuit.  When it becomes clear that organized enemy resistance has completely broken down, the commander shifts to the pursuit.  The difference between exploitation and pursuit is the condition of the enemy.  The object of a pursuit is the annihilation of the enemy force.

Fire and Maneuver and Fire and Movement 

Fire and Maneuver.  Fire and maneuver is a technique of advance in which one element (the maneuver element) moves while being supported by another element (the support by fire element).  A separate and distinct mission is assigned to each element.

Fire and Movement.  Fire and movement is a technique of advance in which elements and individuals provide their own suppression and move by bounds.  Elements and individuals alternate the firing and moving so that movement is always covered by fire, and the assault's momentum is retained.

Distribution of Forces

Main Effort.  The commander provides the bulk of his combat power to the main effort to maintain momentum and ensure accomplishment of the mission.  The main effort is provided with the greatest mobility and the preponderance of combat support.  The main effort is the commander's bid for victory. (FMFM 6)

Supporting Effort.  A supporting effort is an offensive operation carried out in conjunction with a main effort and is designed to support the main effort. 

Reserve.  The primary mission of the reserve is to enter offensive action at the proper place and moment to accomplish the assigned mission or exploit success.  (FMFM 6-4)

Forms of Offensive Maneuver.  Offensive maneuver is the movement made to

· Place forces in an advantageous position relative to the enemy

· Close with enemy

· Defeat the enemy

Although maneuver is made relative to the enemy, the ability to maneuver is closely related to battlefield initiative.  The initiative lies with the attacker so long as he retains freedom of action to select the time and place of the engagement.  In the final analysis, the tactical advantage being sought through maneuver is the disposition of the friendly force in such a manner as to facilitate the defeat of the enemy. 

Frontal Attack.  A frontal attack is directed against the front of an enemy force.  The attack's goal is to achieve a penetration.  The frontal attack generally is the least preferred form of maneuver because it strikes the enemy where he is strongest.  A supporting attack and supporting arms may be used to suppress the enemy.  A frontal attack may be appropriate

· For overrunning a weak or disorganized enemy

· During a pursuit

· For fixing an enemy in place

Flanking Attack.  A flanking attack is an offensive maneuver directed at the flank of an enemy.  A flanking attack seeks to strike the enemy from an unexpected direction—achieving a degree of surprise and avoiding the enemy's principal orientation of his main weapons systems.  A flanking attack usually (but not always) involves a supporting attack to suppress/fix the enemy.  A reconnaissance of the enemy positions enhances the attacker's ability to identify and avoid automatic weapons, key obstacles, and mines. 

Envelopment.  Envelopment is an offensive maneuver in which the attacking force passes around or over (heliborne) the enemy's principal defensive positions to attack those positions from the rear or to secure other high value 

objectives to the enemy's rear.  Rifle platoons and companies normally do not conduct envelopments; rather they may participate as an element of a larger unit conducting one.  Envelopment generally seeks to

· Bypass the enemy's strength

· Strike the enemy where he is weakest

· Sever the enemy’s lines of communication

· Disrupt the enemy’s command and control or combat service support elements

· Force the enemy to fight on a reverse or unexpected front

Envelopment, like the flanking attack, normally involves a supporting effort to fix the enemy's attention to his front, forcing the enemy to fight in two or more directions simultaneously.  The success of envelopment often depends heavily on the supporting effort to fix the enemy in place.

Types Of Offensive Operations.  The four general types of offensive operations are

· Movement to contact

· Attack

· Exploitation

· Pursuit

Though described in a logical or notional sequence, these operations may occur in any order simultaneously throughout the battlefield.  A movement to contact may be so successful that it immediately leads to exploitation, or an attack may lead directly to pursuit.  (FMFM 6)

Movement to Contact.  Movement to contact is an offensive operation conducted to establish or regain contact with the enemy.  A properly executed movement to contact allows the commander to make initial contact with minimum forces and to expedite the employment and concentration of the force.

Attack.  The purpose of the attack is to defeat, destroy, or neutralize the enemy.  An attack emphasizes maximum application of combat power, coupled with 

· Bold maneuver

· Shock effect in the assault

· Prompt exploitation of success

The table below describes the seven different types of attack.

	Type of Attack
	Description

	Hasty attack
	An attack in which preparation time is traded for speed to exploit opportunity

	Deliberate attack
	Offensive action characterized by preplanned coordinated employment of firepower and maneuver to close with and destroy the enemy

	Spoiling attack
	· Normally mounted from a defensive position to disrupt an expected enemy attack

· Attempts to strike the enemy while he is most vulnerable

· During his preparations for the attack in assembly areas and attack positions

· While the enemy is on the move prior to crossing the line of departure

	Counterattack
	· Conducted either with a reserve or otherwise uncommitted or lightly engaged forces

· Conducted after the enemy has begun his attack and a resolute defense or enemy tactical error exposes him to effective counteraction

	Feint
	· A supporting effort designed to divert or distract the enemy’s attention away from the main effort

· Involves physical contact with the enemy

	Reconnaissance in force
	Always a deliberate attack by major forces to obtain information and to locate and test enemy

· Disposition

· Strength

· Reactions

	Raid
	· Usually small scale offensive operation

· Involves penetrating hostile territory for a specific purpose other than seizing and holding terrain and for which there is always a planned withdrawal


ANNEX A

Initial Fire Team/Squad Tactics

Instruction.  To prepare you for individual, fire team, squad, and platoon tactics, you will first need to understand basic formations and movement.  While at The Basic School, you will progress from team to squad tactics beginning with this period of instruction.  By successfully understanding and executing the material presented during this instruction, you will be able to control a squad in the attack.

Before class and in accordance with the consolidated student advance sheet, read and be familiar with FMFM 6-5, Chapters 1 through 4, and Appendix H and FMFM 6-7, Chapter 1, Section IV.  Read the learning objectives.  You will be required to execute these principles.

Basic Definitions.  The table below provides definitions for terms you should understand.

	Term
	Definition

	Base unit
	A specific unit the leader uses to control direction and speed of an attack

	ADDRAC
	Acronym for the six elements of a fire command:

· Alert

· Direction

· Target Description

· Range

· Target Assignment

· Fire Control

	Formations
	Groupings of individuals and units for efficient tactical employment

	Fire and maneuver
	· A technique of advance in which one element (the maneuver element) moves while being supported by another element (the support element)

· Each element is assigned a separate and distinct mission

	Fire and movement
	· A technique of advance in which elements and individuals provide their own suppression and move by bounds

· Elements and individuals alternate the firing and moving so that movement is always covered by fire and the assault’s momentum is retained


Unit Control Measures.  The following concepts allow unit leaders to control their units to the greatest extent possible while closing with the enemy on a chaotic battlefield.

Fighter/Leader.  Squad and team leaders must fight and lead their units on the objective.  Their violence of action will set the tone of their unit’s attack and will maintain the momentum of their unit’s assault.  Unit leaders must maintain situational awareness and be prepared to provide the fire or execute the movement that re-orients their unit on the enemy and accelerates the speed of the unit’s assault.

Lateral Communication.  Lateral communication is the continuous process by which individual members and unit leaders use voices to communicate, to the extent possible, to orient on the enemy and to coordinate future action against him.

Implicit Communication.  Implicit communication is the continuous process by which the actions of individuals and unit leaders are used to orient the unit on the enemy and to coordinate future action against him.

Rushes.  The table below describes three types of rushes.

	Type of Rush
	Description

	Squad Rushes
	· Occur when the squad moves in a series

· Typically conducted when

· Another squad is providing adequate suppression

· Maneuvering squad is trying to close a short distance quickly

· Reserved for platoon-level operations

	Team Rushes
	· Occur when fire teams rush in a series of alternating team rushes

· Typically conducted when

· Another team/squad is providing adequate suppression

· Maneuvering team is trying to close a short distance quickly

· Reserved for squad-level operations

	Buddy Team Rushes
	· Occur when Marines have broken down to their smallest maneuver unit

· Process:

Step

Action

1

One Marine suppresses the enemy while his “buddy” moves forward to their next piece of micro-terrain (cover).

2

Once in place, the Marine begins suppression for his “buddy” to move forward to the next piece of micro-terrain (cover).

3

Series of successive bounds continue towards the enemy, moving from cover to cover until able to destroy the enemy.

· Within a fire team, exists two buddy teams

· Fire team leader’s buddy team becomes the base unit for the team

· Lateral and implicit communication are most likely to occur between

· The Marines of the buddy team

· The buddy teams themselves


Assembly Area.  An assembly area is a secure area in which a force assembles to prepare for further action.  Activities conducted in the assembly area include

· Weapons are checked

· Ammunition is distributed

· Troops are allowed to rest (security maintained)

· Attachments may be joined

Attack Position.  An attack position is the last position before crossing the line of departure.  The attack position is where the following details are completed:

· Final coordination

· Last minute preparations

· If not already accomplished, deployment into initial attack formations

Line of Departure.  The line of departure is a line designated to coordinate the beginning of an attack.

Assault Position.  An assault position is the position between the line of departure and the objective, from which the assault on the enemy position is launched.  An assault position should be easily recognizable.

Base Unit Concept.  Unit leaders control the speed and direction of their entire unit by locating themselves in close proximity with the base unit, a designated sub-unit that serves as a reference point for the other sub-unit’s related movements.  Unit leaders control their entire unit by driving the base unit through the objective area.

Reasons for Base Unit.  The purpose of the base unit is to

· Allow for

· The squad leader to control his unit when verbal commands cannot be heard

· Ease of control when visibility restrictions do not allow team leaders to see the squad leader

· Extend the flexibility of small unit direction changes down to the fire team leader, enabling him to maximize the use of micro-terrain

· Allow the

· Fire teams to maximize the use of movement and firepower within the team

· Squad leader to quickly change the direction and speed of the attack using hand and arm signals to direct the base unit fire team and allowing the other two teams to follow the base unit

If the base unit becomes pinned down or otherwise unable to continue movement forward as a result of an enemy surface, the squad leader can quickly reposition himself with another fire team and continue with the attack using a new base unit.

Application of Base Unit Concept.  The squad leader positions himself next to the team leader of the team designated as the base unit.  The squad leader controls the squad by using the base unit fire team leader.

The squad leader, using the fighter/leader concept, dictates speed and direction.  The fighter/leader concept allows squad leaders to establish direction and speed of unit movement by their own individual movements and positioning near the base fire team.

The fire team leaders must be

· Able to move short distances to the left, right, forward, and back during movement

· Careful to guide off the general direction and speed of the base unit so as not to fire into other teams

Considerations of the Base Unit Concept.  In heavy vegetation and limited visibility, the flanking fire team members nearest the base unit must maintain visual or physical contact (connecting files) with the base unit so the squad leader can direct them.

The transition from squad to fire team and individual rushes depends on the situation, usually dictated by the

· Volume of fire the unit is receiving

· Terrain

· Cover and concealment

Formations.  See FMFM 6-5, Chapter 3.  Specific control measures will be dictated by 

· Enemy situation

· Speed

· Terrain

· Visibility

The table below lists only examples of some formations; speed and security will dictate the formation to be used in different environments.

	Location
	Formation

	Assembly area to attack position/line of departure
	· Column

	Line of departure to assault position
	· Wedge

· Column

	Assault position to limit of advance
	· Wedge

· Column

· Line 

· Depends on terrain or enemy situation 


Changing Formations.  See FMFM 6-5, Chapter 3, pages 3-13 to 3-33.

Formations and Methods of Movement Upon Contact.  The squad and fire team must develop standard operating procedures (SOPs) to guide the units in their movement.

The squad automatic weapon (SAW) is capable of a high volume of accurate fire out to extended ranges.  Therefore, it is the primary weapon with which the fire team leader can gain fire superiority over the enemy and then begin to advance his team against the enemy.  The SAW then also provides the primary means to maintain fire superiority to ensure the enemy is suppressed and the fire team’s movement is continuously covered by fire.

The SAW must be positioned after each rush so that effective fire and suppression will allow uninterrupted movement of the fire team.  The speed of the team’s movement is determined by the speed in which the SAW can be displaced from one firing position to the next.  The team leader must be careful not to outrun his SAW during rushes or its firepower could be rendered useless.

The automatic rifleman is a key member of the fire team.  His ability to effectively employ the SAW is essential to achieving and maintaining fire superiority and to covering his team’s movement against the enemy.

Individual and Unit Movement

Movement Not Under Fire.  Principles to remember for movement when not under fire are

· Select route remembering the use of micro-terrain

· Enemy and terrain dictate security

· Weapon carriage

· Eye, muzzle, target:  Muzzle follows eye movement.  Taper this concept with common sense—not all eye movement requires the muzzle to follow, especially when the angle of sight requires wide sweeping movements.

· Assign small security “sectors” for Marines to cover while moving or halted

· Watch muzzle awareness—avoid flagging

· Use the appropriate carry (tactical, alert, ready) in accordance with the individual’s primary carriage technique (left- or right-handed shooter)

· Carry weapons facing outboard for safe carriage and for security.

Movement Under Fire.  To control the squad when under enemy fire, the squad leader must consider the battlefield noise and confusion.  If enemy fire is light, the squad leader may be able to control the fire team leaders by voice, whistle, or arm and hand signals.  As the volume of enemy fire increases, this type of control becomes impossible.  The squad leader must rely on the skill and initiative of the fire team leaders to carry out the instructions he previously gave them.

To maintain control of the squad under heavy enemy fire, the squad leader positions himself near the fire team leader of the designated base fire team.  By regulating the actions of the base fire team leader, the squad leader retains control of the squad.  The base fire team leader controls the action of his fire team; the other fire team leaders base their actions on those of the base fire team.  For the squad to be effective in combat, this type of control must be practiced and perfected in training.

The squad leader uses the base fire team to control the squad’s

· Direction

· Position

· Rate of movement

The intent is not for the other fire teams to maintain rigid positions relative to the base fire team; rather, the base fire team serves merely as a general guide.  If another fire team can move forward more rapidly than the base fire team, it should do so.

For instance, if the base fire team is receiving enemy fire but the terrain in front of another fire team provides cover from enemy fire, the latter team should move rapidly forward to a position where they can deliver fire on the enemy.  Covering the base fire team’s movement by fire takes pressure off them and permits them to move forward.  Once the base fire team comes generally abreast, the other fire teams can then resume fire and movement.

On contact, the squad/team leader issues a fire command using the ADDRAC or a portion of this format to the squad/team.  For examples, see FMFM 6-5, Chapter 2, pages 2-19 to 2-25.

Based on the volume and concentration of fire, the squad will begin squad, fire team, or buddy team rushes.  It is critical that emphasis is placed on the SAW as suppressive fire.  Without suppression and fire superiority, the unit will not gain ground with minimal casualties.  Suppression is what makes the rushes effective.

Some principles for movement under fire are to

· Use high crawl to gain ground and to be able to access weapon if needed, especially when under sporadic fire or when negotiating low obstacles

· Use low craw when under intense fire or for negotiating low obstacles

· Execute rushes in short intervals to covered and concealed positions

NOTE:  The commonly referred to method is to being movement by saying to yourself, “I’m up—they see me—I’m down.”  You should get in the prone position when you say, “I’m down.”

· Before you begin movement, choose a covered position to move to.

· If none are available, get down and shuffle using the “low crawl” method.

· Once in position, be aware

· Watch for other Marines

· Be prepared to continue your rushes

· Place well-aimed shots on the target to kill or suppress the enemy

· Maximize the use of micro-terrain

Hand and Arm Signals.  See FMFM 6-5, Chapter 3, pages 3-35 to 3-51.

Gear and Equipment Preparation.

· Camouflage unfamiliar shapes

· Silence equipment/weapons by taping or tying down all gear

· Tape sling swivels to weapon

Arrangement of 782 Gear by SOP.  Arrange 782 gear so 

· Individuals wear load bearing gear so they can effectively employ weapon system

· Gas mask is around hip or in underarm carry

Summary.  To effectively control a rifle squad, you must understand the concepts of 

· The base unit

· Individual and unit movement principles

· Formations

· Fighter/leader

The emphasis in the attack is on nonverbal control using the concepts of the fighter/leader and base unit.

The fighter/leader concept helps to initiate and sustain an effective attack and is essential when using base unit.  Solid planning from the assembly area to the limit of advance and properly employing men and weapons will contribute to a successful attack.
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