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CONDUCT THE MANEUVER OF A SQUAD

071-326-5611
CONDITIONS
Given a squad that has just encountered an enemy position.

STANDARDS
1.
Fix the enemy with all available suppressive fire.
2.
Assault the enemy’s flank, rear, or other weak points, using fire and movement and all available cover and concealment.

3.
As leader, take appropriate action to maneuver the squad in order to prevent serious injuries or casualties to personnel.

TRAINING AND EVALUATION

Training Information Outline
1.
Act on contact. When unexpected contact is made with an enemy, locate and exploit his weaknesses without needlessly exposing the squad to his fire. When contact is made, DEPLOY (Figure 1a), SUPPRESS, and REPORT (Figure 1b, page 3-82). Lead elements DEPLOY into positions from which they can fire, observe, or move to defeat the enemy. If elements in contact receive direct fire, they immediately SUPPRESS enemy weapons. If the enemy is located, but fire is not received, hold fire until friendly elements are in the best position to engage the enemy. Immediately REPORT the enemy contact to the platoon leader in as much detail as is available, and continually update reports.
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Figure 1a. Deploy.
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Figure 1b. Suppress and report.
2.
Determine enemy location, disposition, and strength. The squad gains information not revealed by the initial contact, by careful maneuver against the enemy to determine his flanks or weak points (Figure 2). This process of fighting through enables the squad to continue to advance against the enemy without undue risks. If the initial contact reveals that the enemy is clearly superior, the squad does not risk moving toward him. Instead, it holds in place, returns fire, and serves as a base-of-fire for the platoon.
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Figure 2. Determine enemy location.
3.
Choose a course of action. The squad leader must decide whether to assault the enemy or to hold in place and return fire. Of course, he may be given another course of action by the platoon leader.

4.
Fix the enemy. To close with the enemy, the assaulting force must suppress the enemy’s fire (Figure 3). This is done by blocking the enemy’s vision by smoke, or by shooting at him with enough accuracy and volume of fire to drive him from his firing positions. Once the enemy is suppressed, the assaulting force can maneuver toward his positions without a lot of casualties. The assaulting force always tries to concentrate against the enemy flank, rear, or other weak points. The enemy is normally aware of his weak points and will reinforce them when he realizes that they will be assaulted. Suppressive fire will fix the enemy so he cannot reinforce these weak points. However, smoke and direct fire will not keep him from redeploying along interconnecting trenches. To stop this from happening, the use of airburst indirect fires is required. Each situation will be different. Remember, the enemy must be FIXED BY SUPPRESSIVE FIRE.
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Figure 3. Fix the enemy.
5.
Fight the enemy.


a.
Open terrain. Open terrain has no significant natural or manmade features that restrict the fire or movement of the squad. For example, in a sparsely vegetated area, a squad or platoon may assault using FIRE and MOVEMENT. Elements of the squad and platoon alternate roles as fire support and assault elements while they close with the enemy.


b.
Restrictive terrain. Restrictive terrain has significant natural or manmade features that restrict the fire or movement of the squad. Examples include fortified areas, areas fenced with barbed wire, mined areas, built-up areas, and extremely rugged ground. In restrictive terrain, platoons and squads normally organize by task into:


(1)
An assault element, to close with and destroy the enemy.


(2)
A support element, to suppress and fix the enemy by fire.


(3)
A breach element, to clear or mark a path through enemy obstacles or to blow holes in walls for the assault element.

6.
Use assault techniques. The squad moves forward as rapidly as possible by crawling, by making a series of short rushes, or by making a single rush. The fire team leader chooses a movement technique based on the situation. The fire team members follow his example, using every advantage offered by the terrain.


a.
Crawling (Figure 4) may be required when the fire team faces intense enemy fire and has little cover. Individuals use either the low or high crawl, depending upon their particular situation and the requirement for speed. This method is slow, but reduces exposure to enemy observation and fire. Individuals must place fire on the enemy to suppress him when they are not moving forward. If necessary, the members of the squad may advance all the way into and through enemy positions using the crawl method.


Figure 4. Crawling.

b.
The squad uses rushing fire by standing up and moving directly to the enemy position as quickly as possible. This does not mean a parade field-dress-right-dress formation, but rather a staggered line with enough lateral clearance between men to allow them to deliver effective fire to their front. Movement must be rapid and it must be accompanied by a heavy volume of fire. The assault should be conducted over a short distance that can be covered quickly. It must be concentrated where the enemy’s defense may be quickly overrun.


(1)
Short rushes may be used when cover is available (Figure 5). Fire and movement can be conducted using this method. Assaulting fire teams or individuals may advance by making a series of short (three- to five-second) rushes to avoid accurate enemy fire.


Figure 5. Short rushes.

(2)
A single rush is rarely used. It should be used only—


(a)
When the squad is receiving indirect fire, in which case immediate decisive movement is necessary to prevent the squad from being destroyed completely.


(b)
When the squad is receiving direct fire and the lack of cover and concealment leave no other course of action.

7.
Control fire. It is vital that fires be heavy enough to suppress the enemy. It would be fatal, however, to allow this suppressive fire to use all of a squad’s ammunition before an assault is made or before a possible counterattack is dealt with. Fires must be rigidly controlled to ensure that a steady rate of fire is maintained throughout the assault. Maximum use should be made of supporting fires such as artillery, mortars, and gunships. Ammunition should be quickly redistributed on the objective to help a squad fight off a counterattack or continue an attack on order.

8.
Use teamwork and control. A squad without teamwork and control is nothing more than a small mob with weapons. Success depends on a high level of teamwork and control within the squad. Methods of control are normally established by SOP. These may include arm-and-hand signals, oral commands, whistles and other sound devices, pyrotechnics, and “do as I do” techniques. Once methods are established, training and practice will develop teamwork. This training should cover reaction to as many different battlefield situations and conditions as possible. If a member of the squad loses contact with his squad leader and team leader, his intense training will remind him what he was taught to do. It is the squad leader’s responsibility to maintain the control and teamwork of his squad in all situations.

EVALUATION PREPARATION
Setup: At the test site, given the information in the task conditions statement.

Brief Soldier: Tell the soldier to fix and assault. The leader must take appropriate action to maneuver the element in order to prevent serious injury or casualties to personnel. The leader will be given the enemy situation.

EVALUATION GUIDE

Performance Measures
Results
1.
Act on contact.
P       F

2.
Determine enemy location, disposition, and strength.
P       F

3.
Choose a course of action.
P       F

Performance Measures
Results
4.
Fix the enemy.

P       F

5.
Fight the enemy.
P       F

6.
Use assault techniques.
P       F

7.
Control fire.

P       F

8.
Use teamwork and control.
P       F

FEEDBACK
Score the soldier GO if all steps are passed. Score the soldier NO-GO if any steps are failed. If the soldier fails any steps, show what was done wrong and how to do it correctly.
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