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FAC(a) capable TGP FLIR FAC(a) capable TGP FLIR
(Yes/No) (Yes/No) (Yes/No) (Yes/No) (Yes/No) (Yes/No)
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1. Threat 1. Threat
2. Enemy Situation 2. Enemy Situation
3. Friendly 3. Friendly
4. Artillery 4. Artillery
5. Clearance Authority 5. Clearance Authority
6. Hazards 6. Hazards
7. Remarks/Restrictions 7. Remarks/Restrictions




