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OPERATIONAL TERMS / GLOSSARY
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Operational Terms

1.  These terms are used to shorten the length of radio transmissions and to prevent confusion by eliminating long transmissions on the radio and standardize a minimum number of operational terms.

2.  These terms do not replace current Army standard pro words - they supplement them.  All radio operators must use correct pro words in addition to these operational terms.


a.  AIR DEFENSE WARNING CODEWORDS


RED

Attack in progress or imminent



YELLOW

Attack is probable.



WHITE

Attack is not likely


b.  ASSEMBLE
Call signs principals report to specified location.  ASSEMBLE MY LOCATION.


c.  BANDITS

Enemy aircraft (observer gives direction toward bandit.)  






WARNING - BANDIT, EAST, WEAPONS FREE.

d.  BATTLE STATIONS
CPs answer on Command Net and Troop Senior Representative answers on A&L Net.


e.  BENT

Equipment inoperative.


f.  BINGO

Fuel critical, 20 minutes to burnout (aircraft must land with 






20 minutes of fuel remaining).  O6 THIS IS 021, 0+15 TO BINGO.


g.  BLITZ

Move rapidly to , “BLITZ A13”.


h.  BOGEY

Unidentified aircraft (Observer gives direction toward bogey).


i.  BREAK

Do not interrupt; have finished traffic with first station but have more for other.


j.  CHATTER

Communications jamming.  CHATTER ON MY INTERNAL.


k.  CHECKPOINT
Easily identifiable point to control movement.


l.  CONTACT

Contact made with enemy elements.


m.  DIRECT FIRE WEAPONS CONTROL



Green and Clear
All weapons are cleared.  For the M3 this means the feeder assembly has been disconnected and downloaded.



Green Direct
Non-firing status.  Weapons are unloaded, breaches open and cleared.  For the M3 this means manual and electrical safes are engaged, but ammunition may be uploaded in the feeder.  The ghost round cannot be cycled.



Red Direct
Firing Status.  All weapons are loaded (ghost round cycled).  Weapons remain on electrical safe until enemy targets are positively identified.


n.  ESTABLISHED
Unit consolidated on designated control measure, ready to continue mission.

o.  FARM

Aviation fuel, Armament status.  O6 THIS IS O21, FARM IS 1+20, 200, 18, 2 (.50cal, 2.75” RocketsHellfire/ATAS).


p.  FIX

Send me your location.


q.  FLASH, FLASH
Clear the net immediately, critical traffic follows.


r.  GEAR

Movement technique (1st GEAR - Bounding overwatch, 2nd GEAR - Traveling overwatch, 3rd GEAR - Traveling.)


s.  GUIDONS

Net call sign:  Requires immediate clearing of the net for passage of critical orders, forcommanders only.


t. HELLHOLE

An operation to quickly mass the ACTs against a substantial enemy force using mutually supporting fires.


u.  LEAD CLEAR
Aircraft executing lead change has cleared flight path of formation.


v.  MIDDLEMAN
Act as radio relay.


w.  MORE FOLLOWS    Do not interrupt, brief pause to defeat enemy EW assets.


x.  NO JOY

Not in sight.  O6 THIS IS 021, NO JOY ON BANDITS.


y.  QUASAR

All aircraft execute full position lights and anti-collision lights .

z.  REDCON STATUS


REDCON 1
Full Alert -- All personnel alert and prepared for action.






Vehicles loaded, secured and weapons manned.






Vehicles ready to move immediately (engines running and OPs pulled in)



REDCON 1 MINUS    Same as REDCON 1, except engines are off (or at idle for aircraft)



REDCON 2
Full Security -- Move in 15 Minutes






Stand-To Complete.






All personnel alert.






All primary weapons manned.






Wire and OPs pulled in (Dependent on mission and command guidance)






Crew in proximity of aircraft.



REDCON 3
Reduced Security -- Move in 30 minutes






50% of crew stand down for feeding, rest, and maintenance.






Remaining personnel man vehicles, weapons systems, LP/OPs, and monitor radios.






Camouflage nets erect.






Hot Loop and M8 Alarm established.



REDCON 4
Minimum Security -- Move in 60 minutes






75% of crew stand down for feeding, rest, and maintenance.






Remaining personnel man vehicles, weapons systems, LP/OPs, and monitor radios.






Aircrew Fighter Management


aa.  REMINGTON
50% of ammunition or fuel expended.


bb.  RUNNERS
Combat power report.  Sent in the following order by a GCT 






M1/M3/M1064/M981 and by an ACT OH-58D.  RUNNERS ARE 






9/13/2/1, OVER -- OR -- RUNNERS ARE 8, OVER.


cc.  SET

Completed bound or arrived at designated location.


dd.  SLIMELIGHTS
NVG Position lights.


ee.  STAMPEDE
Emergency evacuation of Assembly Area.  Move to designated rally point.


ff.  SWITCH

Change to alternate frequency; specify which frequency by net control station call sign.  



gg.  THUNDER DOWN
Mortar platoon is no longer operational.  Mortar sections return to parent unit.

hh.  THUNDER UP
Mortar platoon is operational.  Mortar sections come under Squadron control.

ii.  TOUCHDOWN
Change to alternate frequency.


jj.  WEAPONS FREE
Engage targets not identified as friendly.


kk.  WEAPONS TIGHT
Engage targets identified as enemy (can be used for any type of weapon:  specify weapon).


ll.  WEAPONS HOLD
Do not engage unless attacked (can be used for any type of weapon:  specify weapon).


mm.  WINCHESTER
Out of ammunition.


nn.  WOODY

Aircraft has joined flight, lets flight lead know that all aircraft are behind him.  O6 THIS IS O21, WOODY.


oo.  ZAP/ZAPPED
Not recoverable; combat loss; destroyed; maintenance deadline.
Purpose.

Allow
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Deny
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Envelope
Prevent
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Tactical Tasks.
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Friendly
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Feint
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Occupy
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Support by Fire

Definitions.

Arming:  Ensuring weapon systems and adequate munitions are available; includes the distribution of munitions and weapons from the sustaining base user.  (FM 101-5-1)

Assault:  A short violent but well-ordered attack against a local objective, such as a defensive position or strongpoint.

Assault Force:  Those forces charged with passing through a breach in an enemy fortified position or strong point and seizing an objective or completing the destruction of the enemy.

Attack By Fire:  Fires employed to destroy the enemy from a distance normally used when the mission does not dictate or support occupation of the objective.  The tasked unit uses its superior weapon standoff to destroy the enemy.  Normally given to the supporting element during the offensive and as a counter-attack option for the reserve during defensive operations.  (FKSM 17-100-5-CS)

Attrit:  The reduction in the effectiveness of a force caused by the loss of personnel or materiel (JCS PUB 1-02)  Comment:  A force assigned the task of “attrit” should be assigned the degree of success to be achieved in support of its purpose.

Block:  Deny the enemy access to a given area or prevent enemy advance in a given direction.  It may be for a specified time.  Units may have to retain terrain and accept decisive engagement (FM 101-5-1). Comment:  A force assigned the task to “block” should normally be assigned the degree of success to be achieved and/or a specified time frame in support of its purpose.

Breach:  The employment of any means available to break through or secure passage through an enemy defense, obstacle, minefield or fortification.  The intent is to create a passage for a force or element through the obstacle.  Refer to Annex D for specific types of breaches. (FM 101-5-1)

Bypass:  A tactical task which involves maneuvering around an obstacle, position, or enemy force to maintain the momentum of advance.  Bypassed obstacles and enemy forces are reported to higher headquarters. (FKSM 17-100-5-CS)

Canalize:  To restrict operations to a narrow zone by use of existing or reinforcing obstacles or by direct or indirect fires. (FM 101-5-1)

Clear:  A requirement to eliminate organized resistance in an assigned zone by destroying, capturing, or forcing the withdrawal of enemy forces that could interfere with the unit’s ability to accomplish its mission (FM 101-5-1).  Note:  The degree of success to be achieved should be specified to describe what is meant by “organized resistance”).

Contain:  To stop, hold, or surround enemy forces or cause the enemy to center their activity on a given front and to prevent the movement of any part of his forces for use elsewhere. (JCS PUB 1-02) Comment:  To “center activity” equates to focusing the majority of the enemy’s combat power at a certain location or for a specific time frame.  A task which restricts an enemy’s freedom of action within a defined area.  As in block, it may be for only a specified period of time.

Culminate:  The point, in time and space, when the attacker’s combat power no longer exceeds that of the defender or when the defender no longer has the capability to defend successfully.

Defeat:  A tactical task to either disrupt or nullify the enemy force commander’s plan and subdue his will to fight so he is unwilling or unable to further pursue his adopted course of action. 

(FKSM 17-100-5-CS) 

Delay:  To trade space for time, inflict maximum damage on the enemy force, and preserve the force within the limits established by the commander.  In delay operations, the destruction of the enemy force is secondary to slowing his advance to gain time (FM 101-5-1).

Demonstrate:  This tasking, when given to a unit, requires the unit to be observed by the enemy beyond the range of direct fire weapons.  As a result this is not a common task except in terrain which provides virtually unobstructed observation, such as some deserts or mountains.  With current weapons systems this is a rather daring task.

Destroy:  In terms of direct fire weapons, to physically disable the majority of enemy vehicles and kill the majority of enemy soldiers.  A task focused solely on the enemy force rendering them incapable of combat.  In terms of artillery, destroy means the destruction or elimination of 30 % of the target or enemy force. A target may also be personnel, equipment, material, terrain, or an intangible such as enemy morale or willingness to fight.

Disengage:  To break contact with the enemy and move to a point where the enemy can neither observe or engage the unit by direct fire.

Displace:  To leave one position for another.

Disrupt:  To counter the enemy’s initiative and synchronization, preventing him from concentrating overwhelming combat power against a friendly force (FM 100-5).

Exfiltrate:  To move from an enemy area by stealth, deception, surprise, or clandestine means.  A task which can be time consuming.

Exploit:  Not an EXPLOITATION; rather a task focusing a force on the development of enemy actions, or development of a friendly situation, to achieve a higher commander’s goal or intent.  Exploit is the most unrestricted task an element may receive.  Normally, it is issued in a FRAGO when committing a reserve.  The commander so tasked must be able to act independently, guided only by his commander’s intent and his own assessment of what can be accomplished as a result of the opportunities inherent with the current situation.

Feint:  A task intended to draw the enemy’s attention away from the area of the main attack, which induces the enemy to move his reserve or shift his fire support in reaction to the feint.  Feints must appear real; therefore, some contact with the enemy is required.

Fix:  Actions taken to prevent the enemy from moving any part of his force from a specific location and/or for a specific period of time by holding or surrounding them to prevent their withdrawal for use elsewhere (FM 101-5-1).  Generally, a task given to one element to allow another friendly element to move to a position of advantage in relation to the enemy force “fixed”, or to prohibit the “fixed” force from interfering and/or moving to fire on another friendly force.

Follow and Support:  Such a force is not a reserve, but is committed to accomplish any or all of these tasks: destroy bypassed units; relieve in place any direct pressure or encircling forces which have halted to contain the enemy; block movement of reinforcements; secure lines of communication; guard prisoners, key areas, and installations; secure key terrain; control refugees.

Fueling:  Storing and distributing fuel throughout the battlefield to support ground and aviation systems.  (FM 101-5-1)

Guard:  Accomplishes all the tasks included in screen.  Additionally, a guard force prevents enemy ground force reconnoiters and attacks, and it may defend or delay as necessary to accomplish its mission.  A guard force normally operates within the range of the main body’s indirect fire weapons. A security task in which the tasked element has the responsibility and obligation to fight as necessary to protect the friendly force it is securing. (FM 101-5-1)

Infiltrate:  To move into an enemy area by small groups or individuals, at extended or irregular intervals.  The infiltrating unit avoids enemy contact.  The level of infiltration may be controlled by limiting infiltration by size of unit, time, or both.

Interdict:  Actions to prevent or hinder by any means, enemy use of any area or route. (JCS PUB 1-02)  Comment: A force assigned the task of “interdict” should be assigned the degree of success to be achieved in support of its purpose.

Manning:  Providing men and supporting supplies (less fuel, munitions, and repair parts), necessary to support functions (finance, chaplain activities, personnel actions, moral, welfare, and recreation activities), adequate medical support, and above all, leadership.  (FM 101-5-1)

Neutralize:  In terms of direct fire weapons, to render an enemy unit or target ineffective so that it can no longer continue its original mission.  In terms of artillery, neutralize means the destruction or elimination of 10 % of the target or enemy force. 

Occupy:  To task a unit to move and physically position itself in a specified area.  The command issuing the task does not envision the unit to have to fight to have to accomplish the task.

Overwatch:  A task issued during the movement prior to enemy contact.  Sometimes confused with “support by  fire” which the unit may have to do if enemy contact is made.

Penetrate:  To gain or force physical entry into an enemy’s defensive position or area.  This requires the force to physically enter the enemy’s position or area.

Pursue:  Not a pursuit.  To task a unit to maintain contact with an enemy force.  A limitation can be given as to how or where it can accomplish contact.

Reconnaissance:  A task undertaken to obtain information by visual observation, or other detection methods, about the activities and resources of an enemy, or  meteorological, hydrographic, or geographic characteristics of a particular area.

Retain:  A task orienting a friendly force on specific terrain, usually key or decisive, with the desire to preclude enemy occupation and use of the terrain.  This task assists in “shaping” the battlefield, protecting flanks, or as a position through which a counterattack may be launched.  The purpose of the retention is key in fulfilling this task.  Directing units to retain a “battle position” is incorrect; the battle position is merely a control measure which limits the freedom of action of a unit to a specific area.

Rupture:  To create a gap in enemy defensive positions quickly.  Generally, the tasked unit is operating as a part of a force executing a breakout operation. (FKSM 17-100-5-CS)

Screen:  A task assigned to a unit/force to maintain surveillance, provide early warning to the main body, impede and harass the enemy with supporting indirect fires, and destroy enemy reconnaissance within its capability.  Its freedom of action is limited in its physical proximity to the friendly force it’s securing.  (FM 100-5-1)

Secure:  To gain possession of a position or terrain feature with or without force, and to make such disposition as will prevent, as far as possible, its destruction or loss by enemy action (JCS PUB 1-02).  After securing the area the unit may then have to fight to prevent its loss.  This task offers more freedom of action than does “retain”.

Seize:  To clear a designated area of all enemy forces and obtain control of it (FM 101-5-1).  The enemy must be destroyed, or so it is envisioned, in order to “seize” terrain.  Although consolidation is accomplished, “seizing” anticipates other taskings in addition to merely seizing the objective area.  As in other cases, the purpose of the seizure is necessary to allow initiative by subordinates.

Support By Fire:  A tactical task where a maneuver element moves to a position on the battlefield where it can engage the enemy by direct fire.  This maneuver element does not attempt to maneuver to capture enemy forces on terrain. (FKSM 17-100-5-CS)


Suppress:  A task to bring direct or indirect fires, electronic countermeasures (ECM), or smoke to bear on enemy personnel, equipment or weapons to prevent effective fire on friendly forces. (FKSM 17-100-5-CS)

Withdrawal:  A tactical task where a force in contact disengages from the enemy in a direction away from the enemy.  (FKSM 17-100-5-CS)
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