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When Used:

- The squadron cannot concentrate its fires due to—

-  extended frontages.

-  defending along a cross compartment. 

-  multiple avenues of approach. 

-  Retention of specific terrain features is not necessary. 

-  The troop may use the depth of the sector to dissipate the enemy's attack. 

-  Maximum flexibility to maneuver is desired.
CRITICAL TASKS:


-  Maintain continuous surveillance of high-speed routes or avenues of approach into the troop sector (screen)


-  Destroy or repel all enemy reconnaissance elements forward of the troops initial defensive positions (counter-reconnaissance)


-  Structure engagement areas


-  Position platoon battle positions to support engagement areas


-  Engage the enemy from more than one direction


-  Determine criteria for initiating fires, counterattack, and disengagement


-  Prevent the enemy from penetrating the troop rear boundary or desgnated NPL (no penetration line)


TROOP GRAPHIC

t

TROOP

-  The purpose of a Defense in sector is to destroy the enemy reconnaissance effort and to attrit the lead echelon of forces


-  Troop will fight similar to a Screen, but conduct a withdrawal under contact


-  Integration of indirect/direct fires, and coordination between platoons is critical to success


-  Scouts will screen forward, with tanks defending from a BP into a developed EA, upon the trigger for withdrawal, scouts will displace under the cover of indirect fires to a subsequent screen behind the tanks, or into a supporting battle position to reinforce a troop EA.


Obstacle use, if available, is a force multiplier: 

-  Plan obstacles within the sector to support the defensive plan. 

  
-  Reinforce existing obstacles within engagement areas, and plan more obstacles to slow, canalize, or turn the enemy. 

  
-  Obstacles can buy the troop time to engage the enemy, and increase the effectiveness of indirect fires in the engagement area by compressing threat formations, slowing them down, and detaining them in the engagement area.

  
- Obstacles can give the troop time to maneuver platoons to counterattack or to move to subsequent positions. 

  
-Plan obstacles in depth so the enemy gets bottled up in the engagement area and is confronted with a series of breaching operations. Make sure the troop can observe and place fires on all obstacles in the sector. Place the obstacles to achieve different effects. 

  
-Obstacles emplaced on the reverse side of a hill or depression will cause the enemy to pile into them before he sees them. Strategically emplaced obstacles will cause the enemy to turn when he sees them, exposing his flanks to direct fires. 

  
- Identify rally points in sector behind the battle positions. Crews or troop elements that become separated or disorganized during battle move to these identified rally points to reassemble or reorganize. 


-  Depending on sector width and number of avenues of approach, one scout platoon may be employed in a screen mission forward of the troop during a mission to defend in sector. It may fall back to a battle position after identifying the attacking enemy force (security drill), or it may stay forward of the troop, continuing to screen to identify follow-on forces. The other scout platoon may fight the attacking force from a battle position


- Once the platoons are in their subsequent positions, make any needed adjustments to their positions or orientations based on what the enemy is attempting to do. Finish off the enemy from these positions, and then move forward and reoccupy initial or alternate positions, if possible

SCOUTS


-  Responsible for the counter-reconnaissance to:



-  Allow development of troop or platoon EA's to be unobserved



-  Destroy enemy reconnaissance penetration into sector


-  Must rehearse constantly routes back to subsequent battle positions or screen, with constant engineer effort behind the initial screen, it is easy to become entangled in friendly obstacles.  Within Sections, must rehearse in the following conditions if time allows:



- Day



-  Limited Visibility



-  MOPP 4

TANKS



-  Conduct deliberate EA development if time is available


-  Recon routes from Hide to BPs, routes to alternate and supplemental positions at least three times:



-  Day



-  Limited Visibility



-  MOPP 4 in Overpressurization mode


MORTARS


- engage targets from 3 to 3.5 kilometers beyond the screen line, or as far as the scouts can observe. Plan other mortar positions so that they can support the troop fight as the threat enters the engagement area. Also, plan positions throughout the sector
TRAINS


- first sergeant positions the troop trains behind the initial troop battle positions, where they are responsive to troop needs but not vulnerable to direct fires. The XO positions the command post behind the initial platoon BPs on terrain that affords good FM radio communications with the troop elements and squadron headquarters. If possible, the XO positions the command post behind the subsequent troop positions; this reduces its vulnerability to fires, and allows it to remain stationary and maintain good FM communications while the troop displaces to other positions. The XO and first sergeant plan subsequent positions through the sector. 

ATTACHMENTS


FIST: 

 

- Plan fires to support the scouts on the screen line forward of the troop. The scouts need indirect-fire support to engage enemy reconnaissance forces, to disrupt enemy lead echelon formations to allow covered withdrawal, and to attack follow-on forces. Plan indirect fires to engage enemy forces in the engagement area, when they are slowed by obstacles. These fires suppress, disrupt, and confuse the enemy and allow platoons to set up the direct-fire engagement. Plan indirect fires behind the engagement area to isolate the enemy. In addition, plan fires forward of the troop’s positions to help disengage from the enemy in case the troop cannot stop him from initial positions



- Position the FIST where it can maintain good digital FM communications with the supporting artillery unit. If possible, keep the FIST where it can use the laser designator to designate high-priority targets in the engagement area for Copperhead or other laser-guided munitions

ENG:  



-  Engineer use will be prioritized by METT-TC.  



-  TXO (CINC Dozer) will manage use of Engineers and time allotted for use



-  Effort will focus on disrupting enemy formation, tied in with indirect fires to allow attrition of forces.


GSR:  



-  Emplaced forward along most likely enemy avenue of approach to provide early warning



ADA:  



-  On Flanks and in Combat Trains 


NBC:



-  Smoke assets used to confuse enemy and to allow displacement by scouts and tanks
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