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Defensive tactics

In certain Single player and Multiplayer missions you will be called upon to defend a place, person or object. the following information is just advise, it may help you, then again, the situation may be more complicated and it won't help you....but anyway I'm blabbering....Defending this is a hard task, especially against human opposition...
Defending Against AI
A.I unlike humans, follow certain patterns, routes, and tactics. They will always take the direct route which is the one they were set when they were created, unless, of course you have a human commander ordering them. This blindness allows you to defend much more easily. However it has its downsides, that being that unlike a lot of human players, the AI knows exactly how to remain undetected...you may not see them for some time. 
Positioning
Say you are playing Hold the city or something along those lines. position your units at certain "key" points in the village. Facing roads, sandbags, fortresses etc. If there are bushes near the roads leading in and out, position a man in them and order him to combat Mode 'Danger', this will make him lie on his stomach and remain in cover. It is wise to order all you men to do this. If you have an armored unit at your disposal, you can use it, the problem being LAW soldiers...but if you want to take a risk you can, if it pays off you may have dealt a heavy blow to your opponents, if you fail you have probably lost at least 2 men. once all your units are in their positions, order one of them to scan the horizon, then you yourself should find a good Vantage point and whip out the good old binoculars... Scour the area with them, particularly and Bushes, trees and forests. I was in a multiplayer only a few days before writing this, I spotted them early and had my Machine gunner shoot at them, they had to lie still or be shot, so a quick RPG soon wiped them out. Basically as soon as you spot them, suppress them so they can't shoot back or move anywhere easily. if you get the first shot in you have the advantage. Try not to compromise your position, stay in concealment or in cover.
Remember this:
Cover = Something Solid to hide behind
Partial Cover = Something Solid, but penetrable by bullets e.g. A Wooden box but stops some of the power and accuracy.
Concealment = A Bush, penetrable by bullets, you are hidden but are easily hit. 
Once you spot them, order your men to try to see them, when they do make them open fire. Whilst you yourself open fire on their location. A good LAW or RPG would come in handy here...
Defending Against Human Players    
Defending against humans is much more difficult. Good players tend to use the indirect route and, as such, you have to widespread your team mates to defend on all sides, but unfortunately this decreases the bulk of your defense. Against AI all your defenders were in the same area, putting a lot of firepower against the incoming enemies. Now it may only be 1 or two soldiers against them. Also there is the event of being flanked from both the left and right at the same time, experienced human squads can perform such a task and pull it off to great effect. And then whilst your battling them on two sides, they could send two men through the middle and easily wipe you out.
Positioning
You may see it worthwhile going out on a recon mission to scout the enemy out. If its AI with you or Human, or mixed, then take the best two human players...they should know how to hide. Be careful, if you find them you might take the opportunity to kill a few. Find concealment and make sure you do not Compromise your position. After taking a few kills bug out and head back to base, don't get cocky they will spot you, you won't be snickering with a grenade in your mouth! At your base order your men to the position you think the enemy will take, but still leave some men spare to defend the other places they might divert to. After that just stay hidden until they arrive and are close enough to shoot at and be killed. And Open Fire!

General tactics

These tactics apply to all units. Snipers, Black Ops and Soldiers alike. 

Cover and Concealment
In my defensive tactics I have briefly discussed this topic. For those of you who have not read it here are the definitions...
Cover = Something Solid to hide behind, bullets cannot penetrate it e.g. A Tank, or something Metal
Partial Cover = Something solid to hide behind, bullets can penetrate it but you cannot be seen at all so it is difficult.
Concealment = Something to hide in, like a bush. If they look closely they can see you, and bullets easily penetrate it.
You must learn these differences and knowing them will help you when you choose where to hide. It also depends on the situation, the only defense against a LAW or RPG is to run away whilst dodging from side to side so it doesn't hit you. As A sniper you have extra camouflage with those bushes attached to you. Choose the bush that looks like your camouflage the most. Move from place to place either by crawling slowly or quickly dashing over to the next bush. Use things like that and eventually come close enough to your target and let her rip!
Foresight
This is a great skill to learn. Learn to anticipate typical enemy movements, if they sprint and you are aiming at them, compensate for it, bring the barrel forward of them so they run into it. Things like that. use Satchel charges where you think the enemy vehicles may go. or If you know they are coming get a LAW or one of your LAW Soldiers to position themselves there and as soon as they get there BOOM! Watch your flanks, be prepared for anything...
Gear
Always be geared up, don't waste ammo on someone far away who hasn't seen you, it is a waste of time. Instead of picking up hand grenades, pick up clips, you will need them more. Keep a few grenades but the more clips the better.
If a LAW or an RPG is available to you, take it, you may need it if your AT troop dies or he is too far away to help you, if you are a Machine Gunner though, but you need a LAW, order another troop to pick it up, or if you aren't squad leader take and M16 so you can carry the LAW as well...it is usually worth it if you come across enemy Armour.
Firing Modes
By firing modes I mean things like Single shot, 3 round burst and Full-Auto. Choose between these wisely. Single shot is my preferred choice, usually one or two bullets is enough to take down an enemy. If however you are need of quick firing to take out a small group of enemies two or three people, 3 round burst works well. However if you are faced by an enemy squad, full auto works wonders...(but only a few weapons have this mode e.g. the HK MP5 and AK47) Assess your targets from cover or concealment and choose the appropriate firing mode for the occasion.
Movement
There are four types of moving...
         Crawling
         Fast Crawling
         Running
         Sprinting
Slowly Crawling
In stealth situations this is the best method to use, your target and silhouette are small thus making you hard to hit or see from a distance, however its of no use when the enemy is standing close by. Use this to sneak from bush to bush etc.
Fast Crawling
Use this to quickly move from bush to bush you still are hard to see and hit but move faster. practically the same as normal crawling.
Running
This is slower than sprinting but is good for moving across an area with no enemies around, or moving in combat when assaulting (as long as there are no enemies watching you). Use this when moving towards your destination and our are confident there are no enemies in the immediate vicinity.
Sprinting
This can be used when tailing a fleeing enemy, when you need to quickly move from one place to another or covering a large distance quicker. It is best used when you are in direct combat, or fleeing. If you hide behind a large rock, and want to move to another one across the way you can sprint quickly across and you probably won't get shot. if you are fleeing, sprint but strafe as well, it makes it harder to hit you. Moving targets are always harder, and fast moving targets are very hard.

Squad leading & Urban fighting

SQUAD LEADING
Everyone should know by now they’re will always be multiplayer games in Operation
Flashpoint with no respawn, so staying in one piece becomes a very big need.
Jobs & Goals Of The Grunt.
The idea of the infantry is to get close with the enemy by means of fire and moving in to
kill or capture him, or to destroy his assault by fire, close combat, and retaliation. The
Squad Leader coordinates all this. Basically they’re cannon fodder. Only close combat
between ground forces gains the win in a battle. Rifle Infantry forces (infantry, airborne,
air assault, light, and ranger) have a key role in close combat situations.
They:
--> Attack in ways that are not practical for heavy forces.
--> Make initial penetrations in difficult terrain for exploitations by armour and
mechanized infantry.
--> Retain existing obstacles and difficult terrain as pivots for operational and tactical
manoeuvre.
--> Seize or secure forested and built-up areas.
--> Control restrictive routes for use by other forces.
--> Movement at night or in low visibility.

Jobs & Goals of The Squad Leader
Grunt squad leaders must be tacticians. They cannot rely on a book to solve tactical
problems. They must understand and use initiative in accomplishing the mission. This
means that they must know how to analyse the situation quickly and make decisions
rapidly in light of the overall objective. They must be prepared to take independent action
if necessary. The art of making sound decisions quickly lies in the knowledge of tactics
and the ability to estimate and act. The skills required of infantry leaders include
--> Technical knowledge
--> Mental agility
--> And a good knowledge of how to motivate soldiers to fight on in the face of Ivan.

Essentials
The SL has priority on any voice communications. The SL should designate Rally Points
before making contact (more than one RP being desirable). If any members of the squad
are later missing they can be collected or contacted. Have a plan. Discuss this plan.
Expand this plan on contact. Success depends upon all soldiers knowing what the squad
is trying to do and the specific steps necessary to accomplish the mission. The use of
pyrotechnics (eg smoke, flares) with pre arranged meaning is just one example of non-verbal
communication that could add order to a otherwise confusing and therefore lethal
(seagull inducing) scenario. The squad leader never allows a fire team to develop a
situation. Anytime a fire team makes contact, the squad also begins taking action. That
way the squad can quickly provide additional support; manoeuvre to take up the assault,
or follow-up on the success of the squad that made contact.

Ideas
Upon contact:
--> The SL affirms or calls the target using the clock face technique and approximate
distance. Suppressive fire is then delivered (small bursts for prolonged fire
otherwise let rip)
--> The SL calls movement (if applicable). Two/three man pre-arranged 'buddy'
teams move overwatched by the suppressive fire. Never frontally assault a target
always move to the flank.
--> Remember a man with his head down is intimidated accurate suppressive fire can
be decisive in a situation.

Urban Fighting

FIGHTING IN BUILT UP AREAS
Movement in urban areas is a fundamental situation that you MUST master. To minimize
exposure to enemy fire while moving:
Do not silhouette yourself, stay low, and avoid open areas such as streets, alleys, and
parks.
--> Select your next covered position before moving.
--> Conceal your movements by using smoke, buildings, rubble, or foliage.
--> Move rapidly from one position to another.
--> Do not mask your over-watching/covering fire when you move; and stay alert and
ready.

HOW TO ENTER A BUILDING
When entering a building, take every precaution to get into it with minimum exposure to
enemy fire and observation. Some basic rules are:
--> Select an entry point before moving.
--> Avoid windows and doors.
--> Use smoke for concealment.
--> Quickly follow the explosion of the hand grenade.
--> Have your buddy overwatch you as you enter the building.
--> Enter at the highest level possible.
HIGH LEVEL ENTRIES

The preferred way to clear a building is to clear from the top down. That is why you
should enter at the highest level possible. If a defending enemy is forced down to the
ground level, he will be subjected to your overwatch fire.
**Throw a hand grenade through the entry point before entering. **
If the enemy is forced up to the top floor, he may fight even harder than normal or escape
over the roofs of other buildings.
There will be times when you can’t enter from an upper level or the roof. In such cases,
entry at the ground floor may be your only way to get into the building. When making
low-level entries, avoid entries through windows and doors as much as possible. They are
often booby-trapped and are probably covered by enemy fire.
HOW TO USE FIGHTING POSITIONS IN URBAN TERRAIN

Fighting positions in built up area are for the most part prepared more hastily than other
FP’s.
In some cases, you must use fighting positions which are no more than whatever cover is
available.
When firing from behind a wall, fire around it if possible, not over it. Firing around it
reduces the chance of being seen by the enemy. Always stay low, close to the wall, and
fire from the shoulder that lets you stay behind cover.
The best way to fire from a window is to get well back into the room. That prevents the
muzzle or flash from being seen. Kneel to reduce exposure.
CO-ORDINATION

Urban combat yields the highest rate of fratricide (Friendly Fire) this is caused by many
factors, including:
--> Decreased range between yourself and the NME.
--> Limited fields of fire
--> Increased pressure of constant watch/overwatch techniques
--> It is for these reasons than urban combat must be highly coordinated and arcs of
fire must be constantly checked/ rechecked.
Covering fire

Covering Fire 

When you want to kill the enemy without getting killed yourself avoid 
getting shot by the enemy covering fire is the key to survival.
Covering fire is used to decrease the accuracy of the enemy. If the enemy 
can't shoot accurately it dramatically decreases the chance he will hit 
you when he shoots at you
The phrase "Cover me!" is often used improperly in the movies. The hero 
says "Cover me," everyone counts to three and the hero goes for it while 
everyone else throws lead at the bad guys. 
In a way this is covering fire. In a way it really isn't. More bullets 
thrown at the enemy doesn't mean he is going to cower. However, he is more 
likely to. If the enemy is cowering then he isn't shooting. This is where 
coolness under fire comes into play. 
Nobody wants to get hit and bullets coming your way tends to encourage 
most people to take cover first and see how accurate the enemy is later. 
For instance, when the lead man in a patrol comes under fire, the entire 
patrol may take cover until they figure out they are not the ones being 
shot at. Once they know they are not a target even then they may still be 
reluctant to move out of cover unless ordered to do so. 
Covering fire is the secret to winning a firefight because it can deny the 
enemy any or all of three firing requirements.
Hitting The Enemy:
In order to hit you the enemy must be able to meet three simple 
requirements. Simple in theory, not in practice.
1.The enemy must be able to find and know where you are. A bullet is a 
very small projectile that occupies a very small amount of space. Spraying 
the countryside indiscriminately is the best method of wasting ammo and 
hitting nothing. When you see a person at a distance they are smaller than 
if they were closer. Bullets don't get bigger as they are fired and if you 
aren't aiming then chances of your bullet hitting are pretty much nil at 
over twenty feet. Of course you may get lucky but odds are against it.

2.The enemy must be able to aim. This means acquiring sight alignment and 
sight picture. If he can't aim he is likely wasting ammo
The closer bullets hit near a person the more likely that person is going 
to feel the need for self preservation. If the person can see bullets 
slamming into a tree near his head then only a fool would remain in 
position
Covering Fire:
Covering fire has four uses:
1.Suppress the enemy. This means discourage the enemy from firing 
accurately. It takes time to acquire a target and aim and if bullets are 
hitting near him, he might not be willing to take that time. Accurate fire 
is what wins a fight, that is why Marines, Rangers, and other elite units 
consider marksmanship so important
2.Prevent the enemy from firing. This is the ultimate goal of covering 
fire. If the enemy is so intimidated by your fire then you can move about 
with relative safety. You an stroll up and toss a grenade in his hole if 
he is so intimidated
3.Force the enemy to move in a certain way. Shooting under a car is going 
to encourage the enemy to move to better cover where his feet won't get 
shot off. By forcing your enemy to move to a different piece of cover you 
might get in a lucky shot and down your foe or you might force him to 
retreat to a position that is more exposed. 
4.Confuse or distract the enemy from your activities and movement. If the 
enemy is too busy cowering from your volley of fire he is not likely to 
notice your friend(s) moving off to the side where he can get a better 
shot. Distracting the enemy with covering fire may give you more time to 
aim or get closer. 
There are several keys to effective covering fire. Each one is important:
Accuracy:
Shooting in the wrong direction isn't going to scare the enemy (much), or 
kill him. Accurate, aimed fire is going to kill or intimidate the enemy. 
The enemy doesn't want to die any more than you do and the more accurate 
you are the more intimidated he will become (or the more dead he will 
become).
Rate Of Fire:
This is more important than it might sound. Obviously more bullets fired 
is more intimidating. However, most magazines have a thirty round clip. 
Machine guns have one or two hundred rounds belts depending. If you run 
out of ammo you aren't going to scare the enemy for much longer. Reloading 
takes time and can cost someone their life if you aren't prepared for it. 
By controlling the rate of fire, and firing as little as you can, you can 
keep from running out of ammo at the wrong time. 
Movement Draws Counterfire:
This means that if the enemy sticks his head up he gets shot at. If he 
tries to fire at you, he gets shot at. If he does anything but cower, he 
gets shot at. 
Teamwork:
This is essential because it gives them someone else to shoot at. If the 
enemy is shooting at one of your team mates then they aren't shooting at 
you! Teamwork also means that you have to cooperate with your team mates 
to locate and suppress the enemy, make sure everyone doesn't run out of 
ammo at the same time and you don't get flanked. Everyone should have an 
area of responsibility.
Fire fight dynamics

It's Not The Movies 

Although television and the movies make firefights look like people just 
throw bullets at each other and hope to hit, reality is different. Of 
course some people do attempt to throw bullets in an attempt to kill 
him/her but professionals aren't so simple and taking the time to aim is 
not practical. 

Unlike the movies, people do not stand out in the open and calmly fire at 
the enemy. When a person is being shot at or about to be shot at, his 
primary concern is not to get hit. This has to do with a survival 
instinct, which only fools or suicidal maniacs do not have. It takes a 
real fool to ignore enemy rounds and stand calmly there while aiming at 
the enemy. Of course if there are no other options it takes a great deal 
of bravery. There's one saying that goes like this; "A Hero is a coward 
that got cornered."
In Essence
In essence firefights are confrontations where one person or group tries 
to kill the other person, or group, without being killed themselves. 
Combat is very simple, there is a first place and second place, second 
place is laying face down in the mud, sometimes, so is first place. 
When It Begins
When a firefight begins, training and experience come in to play. These 
two qualities are more important than the weapons used in many cases.
Avoiding Being Shot
To avoid being shot a person dodges, takes cover or hides from the enemy. 
A moving person is a very bad shot in the real world and professionals 
know it is a waste of ammo to move and shoot at the same time. Standing 
and shooting are less accurate than laying down and shooting. Also, when a 
shooter is laying down he/she presents less of a target for the enemy. For 
example if a person is six feet tall and lays down his target area just 
went from six feet of target to about two feet (or less) of target, making 
him over sixty percent harder to hit. Also, that person who just lay down 
will be able to fire more accurately because he can brace his weapon.
TAKE COVER!
When a person takes cover he/she gets behind something solid which 
(hopefully) will stop enemy bullets (or beams). From such a position the 
person has a brace for his weapon, hides more of his body than someone who 
is prone (usually) and has some shelter to hide behind if the enemy gets 
the upper hand
Finding Concealment
When a person finds concealment he is still vulnerable to enemy fire but 
decreases the chance of the enemy being able to fire accurately.
Dodging
Dodging makes it almost impossible to accurately return fire. At most, the 
dodger can hope to intimidate the enemy and prevent him from firing 
accurately. Firing is only a little more accurate than throwing a 
baseball, try dodging and accurately throwing a baseball, it don't happen.
Being pinned down
The term 'being pinned down' means that the individual pinned down has 
been intimidated by enemy fire and his/her survival instinct is going 
strong. When a person or unit is pinned down, they have lost the upper 
hand and are unable to return accurate fire. This is the worst thing that 
can happen to a defender, it is the best thing that can happen for the 
attacker
Suppressed by enemy fire 
When a person is suppressed by enemy fire then the enemy will very likely 
close in, surround the defender and kill him/her. A suppressed enemy is 
also more likely to surrender because they are scared and believe the 
enemy is superior.
The Machine Gun
A machine gun is an intimidating weapon, so are rockets. A single sniper 
can gain fire superiority over an entire company if he is good enough. For 
example, Marine Carlos Hathcock and his partner shot a North Vietnamese 
soldier in the front of a column. When the enemy column turned around to 
run he shot the NVA soldier in the rear (now the front) of the column. Not 
knowing where the Marine Sniper was the NVA took cover. If they left cover 
Hathcock would shoot them. The NVA became very reluctant to leave cover or 
even stick their head out to look for the Marine. They attempted to return 
fire many times without success. Because the NVA unit was 'pinned down' 
they were eventually all killed by the actions of two Marines.
The tide can suddenly turn in a firefight if suppressive fire is not 
maintained. If the machine gun(s) or riflemen run out of ammo or have to 
reload the slack in suppressive fire can allow the enemy to start fighting 
back effectively again.
Seeing The Enemy
Actually seeing the enemy is not as common as in the movies. Usually only 
a few people will see the enemy. Camouflage is designed to hide the 
soldier from enemy view. If the soldier can't be seen he cannot be easily 
shot, furthermore, when a soldier is firing at an enemy he takes cover and 
tries to hide from enemy bullets as well as enemy observation. Of course 
when someone ducks behind a tree, rock, car or some other object he/she 
can't be seen at all and so he/she can't be shot.
What this usually means is that both sides are hiding from the each other 
at the same time they are trying to kill each other. Sticking your head up 
to look for the enemy usually means you get shot at or start attracting 
fire. This is a bad thing so most fighters don't spend a lot of time 
looking for the enemy. This means it is important for professionals to 
communicate and inform each other when and where they see the enemy
Just because a unit can't see the enemy doesn't mean the enemy cannot be 
suppressed with a high volume of fire. What is important is that the 
suppressive fire be close enough to the enemy to scare them. 
Amateurs will just fire blindly at anything that moves, sometimes even 
each other
More About Machine Guns
mentioned before machine guns are instrumental in suppressive fire. Light 
machine guns usually have a higher volume of fire (because the gunner can 
carry more ammo). Medium machine guns are good for suppressive fire 
because they are more intimidating and have better penetration (they can 
go through more than one soldier and light cover). Heavy machine guns are 
even slower but have a higher level of penetration. Machine guns can lay 
down a wall of fire that is lethal to cross. More details about machine 
guns in the defense will be covered later.
Be the attacker
In most situations it is better to be the attacker than the defender. Even 
in a defensive position, the defender can be the attacker. It is more the 
mind set than the situation. The defender is static, waiting to react to 
an enemy action. With this in mind the defender has already surrendered 
the initiative to the attacker.
On the other hand it is the attacker who makes the important decisions. 
What to attack and when, how to go about it and how to deploy.
Idividual tactics

Intro 
Tactics at the individual level are as complex as tactics at higher 
levels. The individual usually has little say in whether or not combat is 
initiated and is more concerned with not getting killed, killing the enemy 
is secondary. 

Mistakes 
Individual tactics, more than any other level of tactics are extremely 
common sense.
If the enemy doesn't know you are there he's not likely to shoot you, If 
he does know you're there and is firing at you, he can't hit you if there 
is something in the way that his bullets can't go through, unless of 
course you stick your head up to shoot back.
If you don't stick your head up and shoot back he is going to move into a 
position where he can shoot around your cover or throw a grenade at you. 
Some other common mistakes an amateur makes are taking cover behind 
something that does not stop bullets. Plywood does not stop bullets, 
neither do leaves and bushes. 
Another thing that amateurs do is keep sticking their head up to fire from 
the same spot. 
Eventually the enemy gets a chance to aim and when the amateur does get 
predictable and stick his head up again he gets shot because the enemy was 
waiting for him. 
A professional will vary his firing location and he will look around cover 
instead of over it because it is easier to silhouette yourself by looking 
over something. 
Important Aspect
Another important aspect of individual tactics is presenting as little a 
target to the enemy as possible. 
This is one reason for crouching, or laying prone. An amateur will show a 
lot more of his body than a pro when firing from cover. 
For instance, when a pro fires around the right side of a corner, he/she 
places his right foot at the corner and leans over, this presents a very 
small target area for the enemy. 
Opening Fire
When an individual fires it is usually his intent to hit and kill the 
enemy. This is not done by 'throwing bullets' at him, aiming is the most 
effective way of hitting the enemy. 
A pro is going to aim his weapon, even a machine gun, an amateur is going 
to spray and pray. Machine guns put out more rounds than a regular rifle, 
they are not more accurate. 
The advantage of a machine gun is that by firing a larger number of 
bullets at the enemy the shooter is more likely to hit OR force the enemy 
to take cover. 
Moving Under Fire
Moving under fire is also important. The shooter wants to get closer to 
this target because it is easier to hit him. Running across the open is 
stupid, the runner is a big target and very hard not to see. Running is 
fast however and is most effective when the individual has to cover a 
small distance. 
Zig-Zag
Zig-zagging is good when running toward the enemy and he is aiming at you, 
it only makes you move slower when you are running across his front. 
Zig-zagging can also be bad if you are zigging or zagging in front of a 
buddy behind you who is trying to provide covering fire, he might 
accidentally shoot you in the back
Unpredictable Moving
It is always important to move unpredictably when the enemy is firing at 
you because he will try to anticipate your movement and aim at where you 
will be. Shooting at a moving target is not as easy as it sounds, 
especially at longer ranges, don't forget the bullet is very small 
compared to the target area.
Another thing that is important about movement is the person should know 
where he is going before he moves and it shouldn't be far away. 
On Patrol
When an individual is on patrol it is in his better interest to assume 
that the enemy will start firing at him any moment.
For that reason a professional will carry his weapon ready to be fired, 
and will continuously be looking for cover and concealment (in addition to 
looking for the enemy
Keep A Low Profile
While on patrol, a pro will try to keep a low profile, be as quiet as 
possible and move from cover to cover, always assuming the enemy is 
watching him and preparing to fire. Amateurs believe they are superior to 
the enemy and their superior skills or ideology will allow them to defeat 
the enemy, (or the are simply lazy). 
Ammunition
Something else that can has more importance in a real battle than a 
'Hollywood' battle is ammunition. Firearms are hungry beasts and a 
magazine can be emptied rapidly. Machine guns are even worse. 
Sooner than later, the combatants are going to have to reload and when 
they do they will be vulnerable to a quick rush by the enemy. 
Professionals are trained to reload behind cover where the enemy can't 
take his time and shoot them.
Not getting hit

Not Getting Hit. 

The most important thing in battle is not getting killed. Then you worry 
about killing the enemy. Simple in theory, not simple in practice. It is 
mostly common sense but it is amazing how many people lack common sense
One method to avoid getting shot is to prevent the enemy from seeing you. 
If he doesn't know you are there he can't shoot you right?
He's Out There
Now you both know the other person is out there. You may not always know 
exactly where the other person is however. Standing out in the open lets 
the enemy find you and shoot you quickly. Getting behind a bush delays the 
enemy from figuring out where to shoot at. Bullets go through bushes and 
if the enemy guesses right you get shot and that is very bad. 
To avoid having the enemy get lucky you have to get behind something that 
can stop bullets, like a rock, a car, etct. Simple stuff.
He knows Were you are 
If the enemy knows where you are he can still aim and shoot you if you 
keep trying to shoot him. You can aim too. However, by aiming you are 
taking the chance that the enemy will get lucky and shoot you first so you 
will probably try to be quick about shooting at the enemy. Quick does not 
mean accurate, but the enemy is probably in the same situation so neither 
one of you is very accurate.
Fire Effectively 
In order to fire effectively at the enemy several firing requirements must 
be met.
· He must be able to find and know where you are 
· He must have a target to shoot at. He can know you are behind a car but 
that doesn't mean he can shoot you unless you give him something (like 
your head) to shoot at.
· He must be able to aim. If you don't aim your accuracy will suffer 
dramatically 
By firing more bullets you might intimidate the enemy and ruin his aim. By 
firing more bullets you might even get lucky but probably not. If the 
enemy gets scared and gets behind something that stops bullets you can 
take your time to aim and wait for him to stick his head out. When he does 
stick his head out to see where you are at, you can drill him right 
between the eyes. 
Make It Hard
Make it harder for the enemy to see you and you make it harder for him to 
shoot you, period.
Teamwork 
This is where teamwork comes into play. One on one is not a battle, it is 
a fight. A battle involves multiple opponents. The sayings is "Teamwork is 
essential, it gives them someone else to shoot at." If they are shooting 
at someone else they are not shooting at you. However, you have a duty to 
the person who is being shot at to make the enemy stop. He would do the 
same for you right?
Take Time To Aim 
When the enemy is not shooting at you then you can take the time to aim at 
the enemy and fire accurately. A lot of confusion comes from the fact that 
nobody knows who is being shot at or where the enemy is. The enemy may not 
see all of your team, just a few individuals. If he doesn't see you he 
isn't shooting at you. 
Finding Him 
If the enemy is shooting he is easier to find. Follow the noise and muzzle 
flash, then shoot there. You get the picture.
The enemy might see you and fire at you. You can stand in the open and 
pretend to be Rambo for the brief period of time it will take for the 
enemy to shoot you or you can take countermeasures.
Countermeasures 
Countermeasures will make it harder for the enemy to see and shoot you. 
They will give the enemy less of a target to shoot and may confuse him. 
Countermeasures don't work if you remain stationary and they are called 
Evasive Movement. Key word 'Movement'.
Here is a list of Evasive Movements.
· When moving under fire zig-zag randomly. This gives the enemy less time to acquire sight alignment and sight picture
. 
· Make sure you don't 'zig' in front of a buddy or you might get shot in the back.
· When stopping, do so behind full or partial cover (a bush is concealment, not cover because bullets go through bushes). It makes you harder to find and hit. 
· Move from cover to cover and don't be predictable because all the enemy has to do is aim and wait for you to run into his sights 
· When firing from behind cover, change firing positions/places to keep the enemy from aiming where you will appear. Confuse him, remain unpredictable
. 
· After diving for cover do not return fire from the same place you dived in. The enemy will be expecting that
· Lie down or kneel whenever possible. It reduces your silhouette and what the enemy can shoot at. 
· Don't look over objects, look around them. You may see less but it makes it harder for the enemy to see you
· Don't let your shape be silhouetted, it makes you easy to recognize and if the enemy recognizes you will shoot you
. 
· Do not move and fire at the same time. Even with a machinegun this is very inaccurate.
· Keep moving. It makes the enemy have to look for you and try to predict what you are up to. Besides , if you stay stationary too long he is going to send someone to flank you. 
· Reload only behind full cover.
· Use cover and concealment whenever possible, when running OR taking cover. The enemy can't see you coming if there is a tree between the two of you 
Snipers

Snipers 

Snipers do not just shoot at enemy targets using pinpoint rifle fire from 
some location in the jungle, that is just the movies. A sniper's most 
important skill is observation, the next most important skill is stealth 
and THEN marksmanship and everybody knows a sniper has to be an excellent 
shot so he must be even better at the other two skills!
Deployment
When properly deployed, snipers work in two man teams. One is equipped 
with the sniper rifle and the other one is equipped with a weapon (either 
a LAW or assault rifle with a grenade launcher), a spotter scope and a 
radio. The sniper may also have another weapon in addition to his sniper 
rifle. 
2 Man Team 
A two man team is ideal for stealth but not combat. A squad of ten men 
would have little problem dealing with two men if they found them. That is 
why snipers are so careful with their appearance and use 'ghillie suits'. 
That is also why the second sniper is more heavily armed than the first. 
Snipers usually spend a lot of time on their hands and knees sneaking 
around. 
Killing 
When it comes to killing the sniper team can do an excellent job.
Sniping is what snipers usually enjoy most though and they can be very 
effective
Shooting 
The sniper rarely takes more than three shots. One shot is ideal because 
it is nearly impossible to tell where it came from. Two or more shots 
increase the chance the enemy will be able to determine where they are and 
maybe call in artillery or send patrols out. Any sniper who fires more 
than four shots before moving to another location is usually not very 
smart. 
Tricks Of The Trade 
One trick some snipers might use is shooting past a hill. The sonic crack 
of the round passing the hill may mislead the enemy into thinking the 
sniper is on that hill.
Uses 
There are many different uses for a sniper and they can go from one roll 
(of scout) to another role (like sniper) quickly
Harassment 
Snipers can be used to harass a unit in the defense. This is a very 
effective use of snipers because to the psychological impact it has on the 
enemy. It discourages them from moving out of their positions and makes 
them even more scared when they have to get out and improve their 
defenses.
Before Attacking 
Before an attack begins snipers could be used to take out enemy leaders or 
machine gunners. During a battle snipers could be used to fire over 
friendly forces and take out important targets. 
Sniper Vs. Sniper 
Snipers can also be used to defend against enemy snipers. Because a sniper 
knows all the tricks he is more likely to know what the enemy will do, 
kind of like fighting fire with fire
The battleteam

The Battleteam 

Two men make up a battleteam and they will never be far from each other.
This is very important on a battlefield. First is the morale factor. A 
person is much more likely to panic if he is alone. He will feel cut off, 
in extreme danger and about to die. If someone else is nearby it provides 
a great deal of support because, if the individual is injured or lost, 
there is someone to help him or go for help|
Other factors come into play also
Tight units 
In 'tight' units that the two (or more) people are looking out for and 
relying on each other. When someone knows that someone else is doing their 
best to protect him from harm it has a very calming affect.
The battleteam is the smallest 'unit' employed for these reasons. When a 
squad leader does a recon of an area he takes someone with him as 
'backup'. Sniper teams usually operate in two man teams, very rarely do 
they operate alone
Firefight In A Battleteam
A pair of pros working together is also more effective than an individual 
because while one is moving to a better position the other is forcing the 
enemy to keep his head down or fire less accurately. This is called 
different things, leapfrogging, fire and movement or fire and maneuver, 
Regardless of what it is called, the basics are the same
Movement 
Movement by a battleteam is like it is for an individual. Everyone moves 
from cover to cover and keeps the distance short
Working Together 
Two troopers working together also increase the chance of locating the 
enemy. Four eyes are always better than two.
On Patrol In A Battle Team 
On patrol a battleteam is also important.
Two pros working together are also less likely to be surprised because 
they have different areas to watch for enemy activity. 
Regardless of distractions, pros will try to concentrate on their area of 
responsibility.
Silent Take out in A Battleteam
Whenever a sentry is designated for 'removal' usually a pair of troopers 
is assigned the job of removing one or more sentries. One man employs the 
weapon (usually a knife) and the other man remains ready with his assault 
rifle (or machine gun) in case things go wrong.
Silenced weapons are preferred, knives are used when nothing else is 
available (like in most infantry units).
Defense In A Battle Team
In the defense a two men are usually stationed together. While one man is 
digging the hole, the other man is watching for the enemy. While one man 
is sleeping, the other is watching for the enemy (this is called 
fifty-fifty, fifty percent asleep, fifty percent awake). When one man is 
placing booby traps or barbed wire, the other is covering him.
When the fight begins the two remain stationary in their holes and if one 
is injured he has another person present to help him and/or get help. 
The company

The Company 

Most companies, whether regular infantry or mechanized, or armored, have
an incredible amount of firepower at their disposal. They cover a sizable
amount of area when dispersed for battle and can be very versatile in
their operations.
Most companies have two to six platoons.
Entering the Battle
When a company enters battle the company commander, like the platoon
commander, will hold back a reserve. In a three platoon company this means
at least one platoon will be held back, maybe two. When an advantage
presents itself the company commander will deploy his reserve in an
attempt to favorably influence the battle>br>
A company without a reserve can find itself in severe trouble if something
goes wrong (and it usually will). The commander will have no one to
reinforce a platoon with, or protect a flank that is under attack. For
this reason, the bigger the reserve the better. Of course with the
presence of a battalion reserve, the company commander may be more willing
to commit his own reserve.
Regular Battle
In a 'regular' battle a company commander could theoretically command from
the rear but more often than not the company commander will get close to
the fighting. If the company has a weapons platoon, he is responsible for
deploying it so that it will do the most damage to the enemy. This usually
means breaking it up and dividing it among the platoons, but not always.
For example. If the terrain is relatively open and the company is
attacking an enemy on a hill, he might put one platoon and all medium
machine guns on another hill so they can fire over the heads of the other
two platoons as they attack. The company might even be assigned a few
heavy machine guns from a higher headquarters.
The Commander
The company commander has a great deal of responsibility because he has
more troops and assets assigned to him. How he fights often depends on
what assets he has and what his mission is.
The fireteam

The Fireteam: 

A fireteam consists of three to six men.
One member is usually armed with a light machine gun and one is the team leader. In some formations there is also a grenadier with a grenade launcher. In US Marine units the grenadier is usually the fireteam leader, in some Army units the grenadier is just a team member.
A fireteam is usually the smallest unit sent out on patrol and the team relies more on stealth than combat power because of its small size.
Machine Gunners
Because machine gunners are a primary target for the enemy the machine gunner is kept as safe as possible (like he does not usually lead an attack). Also, if the machine gunner is injured or killed, the next (or closest) senior man picks up the machine gun and becomes the new gunner.
Regardless of casualties, the machine gun is the most important part of a fireteam. Without the machine gun the fireteam is a whole lot less effective.
Firefight tactics for a Fireteam
When a firefight begins everyone takes cover and fires at the enemy. The fireteam leader directs the machine gunner to the best position and directs the fireteam to concentrate fire on certain targets (like enemy machine guns or leaders).
If the enemy loses the advantage, the fireteam leader may direct his team to advance on the enemy. Depending on the amount of return fire his team is receiving, he may move his team individually or in pairs. He might even move everyone except the machine gunner and once everyone has moved, then he will move his machine gunner (or vice versa).
Basically, anybody moving is supported by accurate fire, whether the person moving is a single person or several, he has people suppressing the enemy while he finds a better position, reloads or carries out some other combat related task.
On Patrol In A Fireteam
Each member of a patrolling fireteam adheres to the basics of individual and battleteam patrolling. In addition to those basics, fireteams move in formations. Each formation has a different purpose and is designated anticipating enemy contact. Since it is tiring to move from cover to cover, getting up and down, formations are used. It should be noted that although a formation looks good on paper (or screen) it is not easy to maintain any formation because warriors have to go around objects and don't pay perfect attention to the formation.
Also, when the firing starts most units deploy in a line facing the enemy so everyone can fire freely at the enemy without endangering a friend. Every team leader and squad leader is different so there will be variations according to the whim of the leader. In larger formations more can change so all machine gunners are not on one side, ect. In general, the team leader places himself where he can best see what is happening and so control the unit.
FORMATIONS For A Fireteam
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The Wedge:
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When a fireteam is unsure of the enemy's location a fireteam wedge is the best formation. It maintains a large amount of firepower to the front and makes it more difficult for the enemy to trap the fireteam in a flank position where it's firepower is severely limited. The machine gun can be placed on either side of the diamond, as directed by the team (or squad) leader. In the five man fireteam the machine gunner is kept in the rear of the formation so he can look over the situation and then deploy to the best location. The machine gunner is never put in front of a formation because the machine gun is heavier and not as easy to maneuver as a rifle. Also the lead man is more likely to come under fire and needs to be more alert, the machine gunner, because of his heavier load, usually tires faster. A tired warrior is not as alert as a fresh one.


FIRETEAM ECHELON:
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The Echelon is used when the enemy is suspected of being to either side. It can also be used when friendly forces are to the side not being protected against, like when a fireteam is providing flank security for a larger unit. This focuses all available firepower to the side. Firepower to the front is only slightly diminished in favor of protecting against a possible flank attack. When proper spacing is employed, this kind of formation allows each warrior to fire directly forward and to the side without endangering a comrade. Individuals are staggered instead of getting in a strait line to avoid getting in line for an enemy machine gun.
 

Online/Skirmisher:
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When the fireteam is attacking, or knows where the enemy is at, the team leader may deploy the team in a line. This focuses all available firepower to the front but leaves the team vulnerable to its flanks. To minimize the danger to a machine gun getting on a flank and mowing everyone down each individual is staggered. While this diagram looks good in theory practice is not this pretty and a line is never perfect. People take cover behind what is available and try to avoid getting in each other's way.
 

FIRETEAM COLUMN
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A Column formation is used when the fireteam is not likely to encounter the enemy. It is also used in thick vegetation or for speed. The column formation is extremely vulnerable to an attack from the front but is well deployed for an attack from either side. Two variations of the column exist. One slightly reduces the vulnerability to a frontal attack so one machine gun cannot kill the entire unit. The other one is best used in very think terrain or at night so people don't get lost or disorganized. The illustration shows the preferred type of column. On a road for instance the rifleman and Assistant Automatic Rifleman would be on opposite sides of the road. In the less preferred formation, each member is directly behind the other.
 

 

 

Defense For A Fireteam
In the defense, fireteam members are deployed in pairs, two to a fighting hole. The machine gunner is carefully placed so that any approaching enemy are more likely to encounter him. Because the machine gunner is the second senior man in the fireteam, the team leader mans a different fighting position. This way, if the team leader is killed, the machine gunner can take command and pass his weapon to the person with him.
The Machine Gun
The machine gun is of critical importance in the defense. Usually it is deployed along the flattest piece of ground so that it can fire farther along that line effectively. This is called grazing fire. The machine gun bullets graze the ground from one foot up to four feet. Any attackers crossing the machine gun's path is vulnerable to this grazing fire, even if smoke or weather obscure the machine gunner's view.
Communication
Communication in the defense is just as important as in the attack.

The mechanized squad

The Mechanized Squad 

A mechanized squad operates like a regular infantry squad in many ways. 
The biggest difference however, is the armored personnel carrier (APC) or 
Infantry Fighting Vehicle (IFV). The IFV is usually a lightly armored, 
well armed vehicle that provides a great many advantages on the battle 
field. It is important to note that the armor of the IFV is not considered 
the primary advantage. The IFV can transport troops around the battlefield 
more quickly and safely than if they were on foot. The IFV also provides 
an impressive amount of firepower to support the infantry squad. 
Mechanized infantry were mechanized so they could keep up with tanks. 
Without infantry, tanks are extremely vulnerable to enemy infantry. 
Attacking 
When attacking an objective, tactics usually vary on whether or not IFV or 
infantry lead the way. With the proliferation of anti-tank missiles and 
rockets it is becoming standard for infantry to lead the way. The IFV will 
either follow the infantry or take up a position and use its heavy 
firepower to suppress the enemy and support the infantry attack. 
If the enemy is known to have few or no anti-tank weapons, then the IFV's 
will usually lead the way.
Moving 
When moving or patrolling, a platoon of IFV's will often use many of the 
same formations as fireteams but will not have designated riflemen or 
automatic riflemen. The Wedge, Skirmisher, Echelon, and Column are all 
used by vehicle platoons (which consist of three to four vehicles). 
Companies will move like infantry squad formations. All basic infantry 
formations can apply to vehicles because the formation is about focusing 
power without endangering other friendlies. 
Terrain 
Tracked and wheeled vehicles are often more restricted in their movement 
because of terrain. In a thickly wooded area or the jungle for instance, 
vehicles are more of a liability and can only operate on roads. Large 
trees can stop tanks cold for instance and in some areas (like a swamp) 
the tank will sink into the muck. Just because a vehicle is amphibious 
does not mean it can go anywhere. Many vehicles need a gradual slope to 
safely enter and exit the water otherwise they might capsize or get stuck.
Another Aspect 
Another important aspect to remember when dealing with mechanized units is 
they frequently expect to encounter other mechanized units. This means 
that there will be a higher number of anti-tank weapons organic to the 
platoon and squad. They are also able to carry more ammunition and 
equipment than a regular line infantry unit
The Platoon

The Platoon 

The infantry platoon usually consists of two to four squads, three or four
being average.
A platoon usually has an incredible amount of firepower and the platoon
leader almost always has a long range radio and a radio operator. In
addition to what a platoon leader (or in the Marines a platoon commander)
has in his regular squads, the company commander may assign special units
to him. These units are usually medium machine gun teams and rocket teams.
They might also include anti-tank or anti-air teams.
In Combat
In combat, a well trained and led platoon is very dangerous.
Tactics for a Platoon in a Firefight
When the shooting starts the platoon commander frequently deploys his
squads like the squad leader deploys his fireteams. In my opinion the
platoon commander has one of the most difficult jobs on the battlefield.
The platoon is too large for him to control it from a central location so
he must move around giving orders and receiving reports. In addition he
must move around and try to figure out what is going on and how he can
exploit any advantages. He must also be willing to lead his men from the
front.
Deployment
Deploying squads is not like deploying fireteams. For starters a much
larger area needs to be considered and in rough terrain, the lieutenant is
unlikely to see everyone in a squad, just smaller portions of it. This
means the lieutenant has to build a mental picture of the battle field and
what is occurring. Frequently this mental picture is slightly flawed
because of all the confusion. If a squad leader doesn't know exactly what
is going on, how many of the enemy there are, where the enemy is at, he
can't pass on that information to the platoon leader. As more information
becomes available the platoon commander begins to get a better grasp of
what is going on and how he should deal with it.
The Commander
When he thinks he has figured out what to do, he has to let the squad
leaders know so they can carry it out. The best method is if everyone has
radios, otherwise he has to find the squad leaders, while they are moving
around directing their squads, avoid getting shot and issue his orders.
The platoon sergeant can help a great deal by going after one or two squad
leaders.
Fireteams almost never separate, squads do so only rarely.
Platoon Basics
Usually, the platoon leader will try to keep at least one squad in reserve
until he knows what is going on. If he doesn't keep one squad back from
all the firing he will not have anybody to protect the flanks or attack
the enemy's flank. Nor will there be anyone to reinforce a squad that is
being overrun
Platoons like squads, have standard operating procedures (usually) so
everyone usually has some idea of what to do in a given situation.
However, figuring out what the situation is can often lead to confusion
and errors.
Pull Back
Pulling back troops that are under fire is never an easy proposition. The
enemy will be happy to shoot the troops in the back as well as in the
front. Furthermore, if the enemy sees their targets retreating they are
likely to assume their targets are running away and pursue them. This can
open up another squad's flank to an aggressive enemy and that can lead to
disaster.
The Commander
A platoon commander will also (in most cases) have special attachments
like machine gun teams and rocket launchers. Again this makes his job more
difficult because he has to deploy them so they do the most damage to the
enemy
Risks
It is a well know fact that warfare is about risks. Nothing is ever risk
free and usually, the bigger the risk the bigger the gain. Sometimes the
risk is greater than anticipated and sometimes it is less than
anticipated. Either way, someone must make the decision and carry it out.
If the person is an unwilling participant in the war he will be more
interested in survival than anything else and getting such a person to
take risks will require more than kind words.

The reinforced squad

The Reinforced Squad 

Most infantry squads are usually composed of riflemen and a few light 
machine gunners. Companies usually have a special platoon of special 
weapons like medium machine guns, rocket launchers and mortars. A 
battalion will have anti-tank missiles and heavy machine guns in a special 
company
What usually happens is a company commander will assign each platoon so 
many machine guns and rocket launchers depending on the missions and 
availability. The platoon leader in turn, may assign these units to squads 
for special missions. There may also be other specialists assigned to 
squads, like engineers, local guides or translators, scout dogs, sniper 
teams, anti-air missile team and so on. 
The Machine Gun Squad 
A machine gun squad (usually assigned to a platoon) has three gun teams, 
each one with a medium machine gun. The number of men in each machine gun 
team can vary from three to five people. 
When a squad leader receives such attachments it increases his combat 
effectiveness a great deal. The squad is then generally reorganized to 
take advantage of the attachment. Like a fireteam leader deploying his 
machine gunner, the squad leader deploys the special attachment where it 
can do the most damage to the enemy. In most cases the attachment leader 
is intimately familiar with his weapon and can advise the squad leader. 
This is one reason specialists train separately. For instance a rocket 
gunner training with other rocket people, learns more than if he was 
detached and training with a regular unit. 
Depending on what weapon is attached to his squad depends on how it is 
deployed. For instance a medium machine gun is not the best weapon for a 
rapid, moving assault. A medium machine gun is best employed from an 
overwatch position where it can provide covering fire while the squad 
advances. A rocket launcher might be held in reserve until a bunker or 
some other hard target is encountered. An engineer team might be sent 
forward to clear a route through a mine field while the rest of the squad 
provides covering fire. 
The Squad Leader 
In general the squad leader remains in command of the unit until the 
specialist's abilities come into play. In good units the squad leader (or 
platoon leader) will let the specialist do his job and provide what 
support he can. In bad units the commander will attempt to supervise the 
specialist and will refuse to rely on the specialist's abilities
A US Marine squad leader usually commands up to thirteen men. In a combat 
environment with attachments he can command up to twenty, or in rare 
instances, more. 

The squad

THE SQUAD 

A squad consist of two to three fireteams, with two being the average.
A squad usually has a massive amount of firepower at its disposal.
However, some squads are little more than a bunch of soldiers following
their squad leader
Organizing
Organizing a squad into fireteams also dramatically increases the squad
leader's ability to control the squad. Instead of directing six or more
people, he only has to direct two or three, and team leaders in turn only
have to control two or three men. This insures more senior soldiers are in
charge, more control is displayed and more initiative is displayed.
When the firing starts one fireteam can lay down a base of fire while the
other fireteam gets closer. Instead of having one man cover another man
while he rushes, the squad leader can have fireteams cover each other.
With three or more fireteams, a squad leader can direct one fireteam to
assist another, thereby doubling the firepower at any one point.
Tactics For A Squad in a Firefight
When a squad makes contact with the enemy the squad leader has to make
several quick decisions. This decisions are based on the mission and the
squad's capabilities. He must evaluate what kind of force the squad is
facing. Sometimes this can be determined by the how many enemy rifles are
being heard and how much of an area those weapons are occupying. A lot
depends on the situation. If the squad has been ambushed and has taken
casualties he can't extract safely, he might order an attack. What kind of
attack varies on the terrain and situation. Most likely he will order a
fireteam to try and flank the enemy, or he might bring up the other
fireteam to help suppress the enemy while casualties are extracted.
Of course he might order everyone to run for their life. As explained
above fireteams are independent units and have a great deal of firepower.
It is the squad leader's mission to deploy his fireteams in an effective
manner against the enemy. With all the yelling, screaming, gunfire and
confusion, a squad leader has a very difficult job controlling his squad
and maneuvering it effectively. A squad leader can't always see his entire
squad, or even his team leaders. Squad radios are a god send to a squad
leader and allow him to receive reports and give orders.
Medium Machine Guns
Some squads are organized around medium machine guns. For instance, not so
long ago British squads were organized with eight men. One had a medium
machine gun and the other seven had regular assault rifles.
Being Attacked
When the firing began, the machine gunner and his assistant would lay down
a base of fire while the six riflemen advanced. When the squad leader was
ready for the machine gun to advance, all six riflemen would fire to cover
the gunner's advance
Be organized
Regardless of organization, poorly trained (or led) squad would operate as
one big mob directed by the squad leader. The squad might have a great
deal of firepower in the form of machine guns and rockets, but there would
often be a lack of initiative among the troops
Patrol
A squad is organized very well for a patrol. It has enough organic
firepower to hold its own and is small enough to move with some degree of
stealth and security. Patrol organization will be covered in another
section as this is a primary mission of an infantry squad.
The Defense
A squad in the defense can be a powerful force. A squad leader, as
directed and assisted by the platoon leader is assigned a specific area to
cover. In turn, the squad leader assigns his fireteam leaders specific
areas to cover and they assign individuals specific areas as described in
Fireteam Defense.
The squad leader makes sure the machine guns are properly placed and can
fire across the squad's front. The squad leader also insures all areas of
the squad's front are covered by one or more weapons. More details on the
Defense will be covered in another section.
Formations
A squad only uses dedicated formations when it is moving to the attack.
During patrols it may use formations but due to the fact patrols usually
cover large amounts of area formations are not always practical except in
certain situations. The squad uses many of the same formations as a
fireteam, with one additional one.
Inside the squad formation, the fireteams are in their own formations.
Sometimes the squad leader dictates which formations the fireteams will
use but not always. For instance in a squad wedge, the lead fireteam might
be in a fireteam wedge and the fireteams on either side might be in
echelons
Squad Wedge: When the squad leader does not know where the enemy is he
will likely deploy the squad in a wedge formation. This gives him
protection to the front and flanks. It only works with three fireteams
however. If a squad leader does not have three fireteam he may employ an
echelon, or have the lead team form a wedge and the second team follow in
a column. Like the fireteam wedge, this formation is easier to control
because nearly everyone can see the lead rifleman and adjust off him.
Squad Echelon: When the squad leader is expecting an attack from the side
he will likely deploy the squad in an echelon facing the possible enemy
location. This concentrates firepower in that direction and provides
protection to the front as well. The squad echelon can be used when
protecting a larger unit's flank. Individual fireteams will most likely
deploy in echelons to support the squad formation. The lead fireteam may
deploy in a team wedge or a skirmishers formation
Squad Skirmisher/On line When the squad leader knows his right and left
flanks are covered and he knows the enemy is to his front he will deploy
his squad on line (also called a skirmish line). This allows him to
concentrate firepower to the front but leaves him vulnerable to the
flanks. Deploying the squad on line is also a good way to search an area.
Fireteams will likely deploy in skirmisher formations, wedges, or echelons
depending on the perceived threat. The on line formation is usually very
hard to control even under the best circumstances and is used only when
contact is imminent or searching an area. At night this is a nightmare
because people usually can't see the person to either side very well.
Squad V: The squad V is a reverse of the wedge. This is used primarily to
protect the rear of a larger unit's column. Firepower is concentrated to
the rear and flanks. One variation of this is to have the two lead
fireteams close together. When contact is made, the first two fireteams
will lay down a base of fire and the trailing fireteam flanks the enemy.
The Column: The column is used when the squad is more interested in speed.
It is always easier to follow the guy in front of you than to make your
own trail. At night the column formation keeps people from wandering off
and getting separated. The column is also more quieter since one person is
making a path and everyone else is following instead of making their own.
The disadvantage of a column is firepower to the front and rear is
severely limited and the squad is vulnerable to attack. Firepower to the
sides is good however
Contact
Whenever a squad makes contact with the enemy it usually tries to deploy
in a line facing the enemy. This way more squad members are able to fire
at the enemy and not risk shooting another squad member. When the unit is
on line it is very difficult to control and this is where the team leaders
play a big role. If the fireteam leaders are incompetent and not paying
attention to the battle they may fail to support another fireteam or be
completely ineffective against the enemy.
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