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VALLEY
@ High ground on three sides; river

RIDGE
Sloping line of high ground

SADDLE
Between two areas of high ground
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Low point/sinkhole

ORI (1 PO POINTS cid PLAN M

Plan your route so the distance point to point is
short: The shorter the route, the less likely you are
to make a mistake. .
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u e Move back to last known point and re-orient yourself.
sm? the compass and/or terrain association, . 7 ,

orient the map NORTH. Indirect fire (smoke/ can o R
be used to create a known point when available.
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SPUR
> U/V-shaped contour lines away from
high ground; streams to either side

¢! DRAW

Jil UNV-shaped contour lines point toward
high ground; stream in center

CLIFF
Vertical or near-vertical drop; steep
= point with contour lines converging

- CUT

Formed by cutting into ground

Formed by filling out of ground

m BN Trails, streams, ridgelines, wood
lines, power I|nes streets, ‘and contour lines

B [EITTH Hiltops, prominent buildings

B [IVNRTENNTH Linear feature parallel to route;
increases speed and orients movement
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INTERSECTION

LOCATING AN UNKNOWN POINT

L o i RO RS R T
RE-SECTION '#2"  MODIFIED RE-SECTION

LOCATING YOUR POSITION LOCATING YOUR POSITION

=  POLAR METHOD

N "" I t; "T I (] N | LOCATING AN UNKNOWN POINT

M E T H n D S Method of plotting an UNKNOWN position from a
known point by giving a distance and direction.

Polar method is a simple, fast way to find/report an

unknown point, and is useful when calling for fire.

By shooting an azimuth to the unknown point from Shoot azimuths to 2+ known points, and then shoot . When you are on a linear feature (roads/rivers/etc.),
2+ known points, the point of intersect identifies the , back azimuths from those points; the point of intersect shoot an azimuth to a known point, and then shoot a

unknown point. is your location back azimuth from that point. Where the line crosses
movement and associate ground positions

the linear feature is your location.
UNKNOWN POINT >> _A-
Example: ENEMY BUNKER
with map locations.

[ 1 GENERAL AZIMUTH METHOD “ /‘ ;
Select a linear terrain feature, maintain map ) 4

orientation and general azimuth, and handrail
the terrain feature to destination.
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UNKNOWN POINT
Example: YOUR POSITION

[ ] TERRAIN ASSOCIATION
Identify terrain features, elevation changes
and man-made features on the ground as e ﬁ%&ﬁ%@,ﬁ%ﬁg 22
depicted on the map; these features orient e
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UNKNOWN POINT

KNOWN POINT : Example: YOUR POSITION

KNOWN POINT

KNOWN POINT
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EXAMPLE: EXAMPLE: EXAMPLE: \ EXAMPLE:

[ .| F[“NT NAVIGATION (DEAD REEKUNINE) You spot an ENEMY COMMAND post. Your Global Positioning From your [1] KNOWN POSITION, your squad (SQD) You do not know where you are. From YOUR POSITION, Your convoy is on a road, but you're not sure where on
Starting from known point and follow an azimuth System (GPS) gives your exact grid. Plot your [1] position spots an enemy bunker. Another SQD spots the bunker  * 24 you see a church and a lake, which are both on the the road you are. From the road, you see a radio tower
and distance. Requires a compass and pace on the map. Using a compass, you determine the enemy from a different [2] KNOWN POSITION. Both SQDs shoot  * map. Shoot an azimuth to each location, then get the that is on the map. Shoot an azimuth to it, then get the
man (or odometer when mounted). Requires is 45 DEG from your position. Your laser range finder an azimuth to the bunker and draw a line from the position | back azimuth for both. On the map, draw a line using back azimuth. On the map, draw a line from the [1] radio
high degree of control as even slight deviation determines the enemy is 500m from your position. to the bunker on the map. The INTERSECTION of the the back azimuth from both known points. Where the tower using the back azimuth. Where the line crosses
can cause havigation errors. Draw a 500m line 45 DEG to plot enemy command post. two drawn lines identifies the bunker. lines cross is where you are. the road is YOUR POSITION.
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[ ] COMBINATION OBSTACLE NAVIGATION DAGR
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Terrain association and general azimuth are NAVIGATING OBSTACLES DEFENSE ADVANCED GPS RECEIVER BAS": KEY F”NET"]NS &
speedy, but rough. Point navigation is precise,
but exacting. Understanding when to use Used for LARGE obstacles "
each technique increases effectiveness. — = Identify a point on opposite side ! \
— g of obstacle. ~
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Soldiers must consider increased speed and PWR/QUIT h : :
terraln restriction In vehioe®: - \‘ TR R ) B s R PUSH and HOLD Acquires/tracks satellite continuously =
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Handrails are linear features (roads’ rldgellnes, k=4l Recount LEG [1] obstacke pace count o = FI][‘ SE[:I]NDARY .............. PUSH and HOLD ' ‘ |I.||Stf§ LES-S (I;-DWIEIR [ ]
or streams) that run roughly parallel to the A Tum 90 degrees AT (2 seconds) : ite pefiodically -
direction of travel. Catching feature (roads/rivers) =z, wens  se D » N X
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from which point navigation begins. Used for SMALL obstacles ") PWR/QUIT + POS/PG PUSH and RELEASE i N W—_
in your path, such as a big rock or tree. Go around obstacle, continue original  |JEE_ESTI——G » ) ‘ 4 -
azimuth. Altenate going around obstacles to mitigate favoring I u _ D I G IT E RI D P u S ITI u N Bl STAND BY ]
one side and causing a drift in your path. LSES LEAST POWER
A POS/PG ; o '
. BLINKINE POSITION DATA. ~ ceeerereseeeceeeiieneens PUSH and RELEASE g Poes not acquireftrack satellite -
5 WHEN POSITION DATA IS BLINKING BLACK/GREY
‘ a . DAGR IS NOT TRACKING SATELLITES . ) } ] ) -
. AND DATA MAY BE INACCURATE AND/OR UNAVAILABLE. This is only basic DAGR information. Use actual manuals for operations. g



