INT 004


EXPEDITIONARY WARFARE TRAINING GROUP, PACIFIC

NAVAL EXPEDITIONARY WARFARE TRAINING DEPARTMENT

INTELLIGENCE BRANCH

3423 Guadalcanal Road

San Diego, CA 92155-5099










               INT 004

8 Aug 2002

STUDENT HANDOUT

INTELLIGENCE PREPARATION OF THE BATTLESPACE

Terminal Learning Objective: With the aid of references, given an operations planning scenario, apply the Intelligence Preparation of the Battlespace (IPB) process per  MCWP 2-12A (99.01.14).

Enabling Learning Objectives

(1)  Without the aid of reference, define Intelligence Preparation of the Battlespace per MCWP 2-12A.  (99.01.14a)

(2)  Without the aid of reference, list the four templates produced during the IPB process per MCWP 2-12A.  (99.01.14b)

(3)  Without the aid of reference, list the four steps involved in the IPB process per MCWP 2-12A.  (99.01.14c)

(4)  Without the aid of reference, given a list, identify symbology used in IPB per MCWP 2-12A. (99.01.14d)
1. DEFINITIION. 



Intelligence Preparation of the Battlespace is an integral component of the commander’s battlefield area evaluation.  By definition, IPB is a systematic and continuous approach to analyzing the enemy, weather, and terrain in a specific geographic area.  (99.01.14a).  It is systematic, because it is a step by step process.  One step supports another step.  It is continuous because, the IPB products are updated as the planning process progresses through its steps.  IPB products will always have to be updated, because the initial products are usually built using archived data that may be inaccurate or outdated.  As new information comes in, the original products will have to be updated to remain current and accurate in order to support the decision making process. 

2.             IMPORTANCE OF IPB                                                                           

IPB integrates enemy doctrine with information on the weather and terrain as they relate to the mission and specific battlefield conditions.  

3.
IPB PROCESS









The IPB process consists of four steps, which are performed each time you conduct IPB.  They are:

(1)  Define the Battlespace Environment  (99.01.14c)
(2)  Describe the Battlespace Effects  (99.01.14c)
(3)  Evaluate the Threat (99.01.14c)
(4)  Determine Threat Courses of Action (99.01.14c) 
Each step of the IPB process is done in the order listed. The process consists of several principal judgement decisions and evaluations, which together form the “how to” of IPB.  The IPB process starts upon receipt of a mission from higher headquarters and continues through planning and execution.  Each function in the process is performed continuously to ensure that:

(1)  The IPB products remain complete and valid.

(2)  The staff provides continuous support to the commander and direction to the intelligence system throughout the current mission and in preparation for any follow-on missions.

a. Define the Battlespace Environment.  The first step in the IPB process is to focus the IPB effort on the areas and characteristics of the battlespace, which will influence the command’s mission.  This is done by: 
i.  Identifying the Characteristics of the Battlespace. The commander must be able to see the entire battlespace and shape and exploit each of its dimensions to his tactical advantage. Information on the geography, weather, and terrain as well as population, demographics, political or socio-economic factors and the infrastructure, such as transportation and telecommunications, is gathered for the area in which the command will be operating. 

This information may be readily obtained from a variety of government agency websites via classified computer systems or directly from collections platforms in support of the command.  

By using the information obtained, the battlespace dimensions are established and the command’s Area of Operations (AO) and Area of Interest (AI) may be identified. 

ii.  Identifying the limits of the command’s Area of Operations (AO).  IPB is used to gain a thorough knowledge of the military aspects of the terrain in the AO, so the commander can use the terrain effectively. The AO is the geographical area where the commander is assigned the responsibility and authority to conduct military operations.  This is the area where the command will conduct its operations.

iii.  Identifying the Area of Interest (AI).  The AI is that area of concern to the commander from which information and intelligence are required to permit planning or successful conduct of the command’s operation and will include areas occupied by enemy forces that could jeopardize the accomplishment of the mission.  The size of the AI depends on the situation and is based solely on the commander’s concern.  IPB is used to gain a thorough knowledge of the military aspects of the terrain in the area of interest in order to gauge the enemy’s ability to project power or move forces into the AO.  It is also used to give the commander a knowledge of the characteristics of the environment in the AI that might influence friendly COAs or the commander’s decision.

After defining the battlespace the second step in the IPB process is to determine how the battlespace environment effects both threat and friendly operations. 

b. Describe the Battlespace Effects. What effects the battlespace environment will have on operations is determined by analyzing terrain, weather, and other influencing factors.  

i.  Terrain analysis consists of an evaluation of the military aspects of the terrain to determine its effects on military operations.  Topographic maps, imagery, and aerial reconnaissance are utilized to analyze the military aspects of the terrain. The acronym OKCOA may be used to memorize the military aspects of the terrain:

Obstacles.

Key terrain. 

Cover and Concealment.  

Observations and Fields of Fire. 

Avenues of Approach (AA) and Mobility Corridors. 

(a) Obstacles.  Obstacles are any natural or manmade terrain features that stop, impede, or divert military movement.  Examples of obstacles are buildings, steep slopes, rivers, lakes, forests, swamps, jungles, minefields, trenches, and military wire obstacles.  An evaluation of obstacles can help to the identification of Mobility Corridors, Avenues of Approach and defensible terrain.

(b)  Key Terrain.  Key terrain is any locality or area that the seizure, retention, or control of which will afford a marked advantage to either combatant.

(c)  Cover and Concealment. Cover is protection from fire where concealment is protection from observation.  Woods, underbrush, snowdrifts, and tall grass can provide it.

(d)  Observations and Fields of Fire.  Observations and Fields of Fire facilitate the ability to see the threat either visually or through the use of surveillance devices.

 (e)  Mobility Corridors and Avenues of Approach (AA).  Mobility Corridors are areas where a force will be canalized due to terrain constrictions.  Two or more Mobility Corridors are grouped together to form  an Avenue of Approach.  An Avenue of Approach is a ground or air route of an attacking force of a given size leading to its objective or to key terrain in its path.  The identification of AAs are important because all COAs that involve maneuver depend upon available AAs.   Mobility Corridors are depicted with arrows that show travel in both directions.  Avenues of Approach are depicted using arrows that encompass the mobility corridors that constitute the avenue.  Mobility Corridors and Avenues of Approach are selected after analysis of the terrain.  IPB depicts terrain in three classifications as they pertain to their effects on mobility.  They are:

 (1)  Unrestricted.  This classification indicates that terrain is free of any restriction to movement.

(2)  Restricted.  This classification indicates that terrain will hinder movement to some degree.  Little effort is needed to enhance mobility, but units may have difficulty maintaining preferred speeds, combat formations, and requiring vehicles to zigzag and or make frequent detours.  Restricted terrain for armor or mechanized forces would consist of moderate to steep slopes or moderate to densely spaced obstacles such as trees, rocks, or buildings.  For dismounted infantry, swamps or rugged terrain are examples of restricted terrain.  Marking the areas with diagonal lines depicts restricted terrain. 

(3)  Severely Restricted.  This classification indicates terrain that severely hinders or slows movement in combat formations unless some effort is made to enhance mobility.  Steep slopes and large or densely spaced obstacles with little or no supporting roads characterize severely restricted terrain for armored or mechanized forces.  Other examples of severely restricted terrain include minefields, unfordable rivers, and road and railroad embankments.  Marking the areas with crosshatched diagonal lines depicts severely restricted terrain.

(4)  Terrain will always be marked in the following manner.  Unrestricted terrain will not be marked.  Restricted areas will be marked with diagonal lines.  Severely restricted terrain will be marked with crosshatched diagonal lines.

Mobility Corridors use unrestricted terrain that provides enough space for a force to move in its preferred doctrinal formations while avoiding major obstacles.  Mobility Corridors usually will follow the direction of roads and trails.  Defensible terrain along each AA will be evaluated to identify potential battle positions.  

After analyzing the terrain, it is essential that the effects of weather be incorporated into the analysis of the battlespace.

ii. Weather analysis.  Weather analysis analyzes the weather’s direct effects, its effect on terrain, and how it will effect personnel, equipment, weapon systems, intelligence, and electronic warfare operations.  In order to do this a weather data base will be constructed using historical weather data for the area of operations in which the command will be operating.  Using this data, assumptions can be made in regards on what the weather will be during the time period of the operation. Matrices and overlays are used to graphically depict the effects of weather on operations.

(a) Weather effects matrix.  The weather effects matrix is a good tool to use when analyzing how weather will effect the use of various intelligence collections platforms, vehicles, aircraft, and the like.  Can anyone give me some examples of how you might use a weather effects matrix in the conduct of your own training back at your unit?

(b)   Fog Overlay.  This overlay is used if the weather is forecasted for a period of heavy fog.  It shows the commander the areas in the area of operations that would be covered in a fog that could impede intelligence collection efforts by both aerial and ground reconnaissance.

(c)  Precipitation Overlay. This overlay is used if the weather is forecasted for a period of heavy rain.  It shows the commander the areas in the area of operations that could be flooded during the heavy rains.  It will show those rivers and streams that could be flooded and impede ground combat operations.

iii. Other Factors

(a) Population graphics: 

(b) Mine overlays:

After terrain, weather and other factors have been analyzed, a Modified Combined Obstacles Overlay (MCOO) may be constructed.

The MCOO is a graphic overlay that will show any natural or manmade obstacles that will stop, impede, or divert military movement. It combines all other overlays.  It may also depict such things as population graphics or mine field locations.  

The MCOO graphically shows the commander how the effects of weather and terrain may affect the scheme of maneuver. 

After determining how the battlespace environment effects both threat and friendly operations, the enemy threat may be evaluated.  

c.  Evaluate the Threat. This is the third step in the process and it involves the study of the threat forces that could affect the outcome of the friendly mission. During this step, threat models are developed which will accurately portray how those threat forces normally execute operations and how they may react to friendly forces.  It provides a basis for initial High Value Target (HVT) selection and aids in wargaming the threat and friendly COAs.  The enemy threat in this step is depicted through templating.

i.  Templates. Templating is the graphic portrayal of the enemy force structure, deployment, and capabilities drawn to particular map scale.  The map scales normally used are 1:25,000, 1:50,000 and 1:100,000.  Templates are used to help the staff determine the commander and staff’s intelligence gaps.  By using overlays and templates, large quantities of data can be portrayed in a logical and understandable manner that will allow the decision-makers to assimilate the data in the short time allotted in a combat environment.  
Four types of templates are developed during the IPB process.  Listed in order of development, they are:    

(1)  Doctrinal Template  (99.01.14b)

(2)  Situational Template  (99.01.14b)

(3)  Event Template  (99.01.14b)

(4) Decision Support Template (99.01.14b) 

(a).  Doctrinal Templates. Doctrinal templates are models based on threat doctrine and illustrate the disposition and activity of threat forces conducting a particular operation arrayed on ideal terrain. They are usually scaled graphic depictions of threat dispositions for a particular type of standard operation, such as a battalion movement to contact, a company defensive position, or an insurgent ambush.  Doctrinal Templates are constructed through an analysis of intelligence databases and an evaluation of the threat’s past operations.  They aid in determining the location of threat units, weapons, equipment, unit boundaries, identifying gaps in the intelligence collection plan, and help in identification of critical threat HVTs.  This is a republican guard battle group on the march. 

(b)  Situation Template. Situation Templates are graphic depictions of expected threat dispositions should the threat commander adopt a particular COA.  They are based on threat doctrine and the battlefield environment.  Situation Templates will be used to support staff wargaming and develop Event Templates.  Doctrinal Templates and the MCOO will be used to support the construction of the Situation Template. Situational templates are done to show how a threat force might deviate from doctrine to accommodate terrain and weather.  It focuses on the threats activities within a specific mobility corridor in a particular avenue of approach.  It will show how the threat formation will have to maneuver through a mobility corridor. This shows a situational template (nothing more than a doctrinal template with considerations of the terrain/weather).

(c)  Event Template. The Event Template  identifies and analyzes significant battlefield events and activities, which provide indicators of threat COA. The reason we do an event template is to select critical areas on the battle field for the collection plan while eliminating less vital areas.  This allows for the best use of our collection assets by watching critical areas at critical times while assisting planners by showing them the most likely threat COA. The Event Template is a guide for collection and reconnaissance and surveillance (R&S) planning. It is derived from the Situation Template and depicts  Named Area of Interests (NAIs) and Time Phase Lines (TPLs).  The event Template is developed by wargaming each course of action from the beginning of friendly/threat activity to their final objectives.

(1)  NAIs. Indicate where activity or lack of activity will indicate which COA the threat has adopted.  An  NAI can be a specific point, a route or an area. They can match obvious terrain features or arbitrary features such as engagement areas.  The depictions of NAIs are enhanced through the use of Time Phase Lines. 

(2) TPLs. They are lines used to represent the movement of  forces or the flow of an operation over time.  It usually represents the location of forces at various increments of time, such as showing unit locations at two hour intervals.  TPLs should account for the effects of the battlefield environment and the anticipated effects of contact with other forces.  The activities that reveal the selected COA are called indicators.  The differences between the NAIs, indicators, and TPLs form the basis for the Event Template.  Event Templates always focus on features of the threat’s COAs that will allow you to confirm or deny their adoption. The next template is the decision support template.

(c) Decision Support Template (DST).  The DST is developed during the wargaming portion of COA analysis.   It identifies critical battlespace areas, events and activities that require tactical decisions by time and location. A DST assists in identifying critical areas on the battlefield for interdiction by fire, maneuver or jamming and where and when the commander requires tactical decisions.  DSTs  are basically a combined intelligence and operations estimate presented in graphic form.  The DST depicts Target Areas of Interest (TAI), NAIs, Decision Points (DPs) and TPLs associated with the movement of threat and friendly forces, the flow of the operation, and other information required to execute a specific friendly COA.  

(1).  Target Area of Interest (TAI). A TAI is the geographical area where HVT can be acquired and engaged by friendly forces.  TAIs are identified during staff planning and wargaming. TAIs  are areas where you would wish to interdict enemy forces to cause them to either abandon a particular COA, attrite them or have them use a COA more favorable to friendly forces.  Examples of TAIs are bridges, road junctions, choke points, drop zones and LZs, fording sites and farp sites. TAI’s can be any area that will cause the enemy to bunch and or slow down their forces.

(2).  Decision Point (DP). A DP is a point in space and time where the commander or staff anticipates making a decision concerning a specific friendly COA such as whether to engage an enemy force or not.  These engagement options may be in the form of maneuver or may involve the use of fire support assets (artillery, mortars), close air support (CAS), or naval surface fire support.  DPs are usually associated with threat force activity or the battlefield environment and are therefore associated with one or more NAI.  A DP must be observed so that the unit will know what activity is occurring.  TPLs are used in conjunction with DPs.  A supporting tool for the DST is a threat model.
(d).  Threat Models. The threat model evaluates the threat’s preferred tactics based on the doctrine and past and current operations.  It consists of the enemy’s doctrinal template, a description of the threat’s tactics and options to counter friendly operations, and identification of HVTs.  The threat model helps in the development of the threat’s COA.   

(1). Description of Threat Tactics and Options. Addresses the  operations of the major units or elements portrayed on the  doctrinal template, contains a listing or description of the options available to the threat to counter friendly operations, and gives an evaluation of the threat’s doctrine & past or current operations.

      (2).  High Value Targets (HVT). HVTs are assets the threat commander requires for successful completion of his mission.  HVTs are identified from the evaluation of the threat database, the doctrine templates, and the use of tactical judgement.  After the HVTs have been identified, they will be ranked in order with regard to their relative worth to the threat’s operation and they will be recorded as part of the threat model.  For example the commander may rank C3, Arty, and armor units as the top 3 HVTs.

Once you have done a thorough  analysis of the weather, terrain, and threat, you are now ready to provide the commander with potential enemy courses of action.


(d). Determine Threat Courses of Action.  Threat COA development is the fourth and final step of the IPB process. Threat COA development should focus on the threat COAs  that will influence accomplishment of the friendly mission. Situation templates are used to depict threat COAs at a specific point in time and place.  Threat COAs are critical for friendly COA development. Identifying threat objectives and desired end state, identifying the full set of threat COAs, evaluating and prioritizing each COA, developing each COA in detail in regards to time, and identifying initial collection requirements is done during this step.

(1).  Identify the Threat’s  Objectives and Desired End State. This starts with the threat command at least one level above your own and identifies likely objectives and the desired end state.  As you identify the likely objectives at each level of command, repeat the process for the next subordinate level, working down to two levels below your own command.  Ensure that each level’s objective will accomplish the likely objectives and desired end state of its parent command.

(2).  Identify the Full Set of Threat COAs.  All threat COAs that could even remotely affect the friendly mission will be considered.  

(3). Develop the Threat COAs. Activities of the threat forces depicted on the situation template are used to support staff wargaming, and to develop the event template.

(4).  Evaluate and Prioritize Each COA.  You must evaluate each COA and prioritize it according to how likely you estimate it is that the threat will adopt that option.  This will be dependent upon which friendly course of action has been selected by your commander, and the likely impact that COA will have upon the enemy.
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