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Card 804: Overlay Creation and Distribution (Cont.)


A. The purpose of this Card is to provide guidance for Overlay Creation and Distribution requirements.  Use this card as the required operating standards for all missions unless stated in operations plans or orders.

B. This Card is applicable to all personnel or units assigned or attached to this command.  Implement the instructions contained in this Card in the absence of specific orders.

Overlay Creation

A. Brigade and Battalion Overlays. Brigade and Battalion overlays are created in the MCS Overlay Explorer.  WHEN SENDING AN OVERLAY TO FBCB2, A NOTIONAL OVERLAY MUST BE CREATED. Once the overlay is created, it is distributed to the appropriate personnel for the completion of the annexes.  

B. All overlays are saved with the name and type of order, i.e., 3BDE_MTA_OpnHawk (3rd Brigade, Movement to Attack, Operation Hawk).  The DTG is not included in the title.  This is an example of how the MCOO overlay is saved, INTELL_MCOO_OpnHawk.  

C. Overlay Types.  The following separate types of overlays are created as a minimum to support each operation/mission as appropriate.  Other overlays may be created on an as need basis.  

1. Brigade Operational Graphics - boundaries, phase lines, objectives

2. For each Task Force - Task Force Operational Graphics - ABFs, SBFs, Attack Positions, Attack Routes/Axis etc.

3. Company C2 Graphics

4. Enemy SITEMP

5. Enemy Obstacle Overlay

6. Obstacle Overlay

7. Reconnaissance and Surveillance  - Observation Posts, Infiltration Routes, Targeted Areas of Interest (TAIs) and Named Areas of Interest (NAIs) etc

8. Separate Fire Support Overlays for:

(a) Targets

(b) Fire Support Coordination Measures

9. Combat Service Support

D. Overlay Standard Color Coding.

1. Brigade:  C2 Blue

2. BN 1-23 C2:  White

3. BN 2-3 C2:  Yellow

4. BN 5-20 C2:  Cyan

5. SQDN 1-14 CAV:  Light Yellow

6. 1-37 FA C2:  Bamboo Green

7. 18th ENG Co:  Salmon

8. 209th MI:  Safari

9. 334 SIG Co:  Off White

10. 296th FSB:  Neon Green

11. Templated Enemy Position:  Plum Red 

12. Confirmed Enemy Location: Red

13. Friendly and enemy obstacles: Default (Green)

14. Critical Friendly Zones will be color of the unit they are intended to support

15. Targets: Default (Black)

16. Fire Support Coordination Measure (FSCM): Default (Green)

17. ACAs use colors for names and are depicted using the color of the ACA’s name.

18. TF’s may sub-assign colors to their subordinate units. 

E. The S3 saves overlays in the OPLANs shared folder.  So that AFATDS and AMDWS have access, the S3 copies it to the “localhost” drive.

Terrain Index Reference Systems (TIRS) Overlays.  

A. TIRS provide a quick, accurate method of controlling:

1. Maneuver of Units

2. Passing out Control Measures

3. Change in Mission FRAGO

B. Division provides the BDE headquarters with TIRS for the Division Area of Operations via MCS overlay and hard copy list.  The brigade may then issue supplemental TIRS to its subordinate units.  Subordinates may then issue their own TIRS in addition to brigade and division (battalion is the lowest level to create TIRS).  The battalions forward all TIRS to the brigade S3.  S3 operations create and disseminate a consolidated brigade TIRS table and overlay.  Both the TIRS table and overlay are sent to division and all brigade units.  (Units without MCS are required to use the TIRS table to create a TIRS overlay in their FBCB2).  In the absence of a division headquarters or division TIRS the brigade can still develop and use it’s own TIRS.  To cut down on confusion, in most cases only brigade and division TIRS are used.

C. Brigade TIRS standard format:

1. Use the Target Reference Point (TRP) graphic symbol.

2. TIRS are alphanumeric:

(a) Division letters are A, B, C

(b) Brigade Letters are D, E, F

(c) 1-23IN letter is G

(d) 2-3 IN letter is H

(e) 5-20 IN letter is J

3. The numeric portion of the TIRS is a two number combination beginning with the number 01.

	TIRS
	GRID
	DESCRIPTION

	C01
	10TET326112
	C5 Mock Up

	C02
	10TET315121
	Fort Lewis Cemetery


Example of a Division TIRS Number and Reference Table

4. Each TIRS point is marked by a tick mark on the identifiable terrain feature or grid line.
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D. Shifting from TIRS or Checkpoints.  To send a location by shifting from a checkpoint or TIRS, measure the number of kilometers north or south of the checkpoint.  Send the shift as right (east) or west (left) followed by the number of meters.  For example, if your location is 700 meters west and 1900 meters north of TIRS ‘CO1”, then send your location as follows.  “I am from C01, left .7, up 1.9, over.  

E. Use only approved target numbers or grids to sent requests for fires, not TIRS.

F. Brigade units send TIRS of friendly elements in the clear only on secure nets or via digital message.  On non-secure nets, units will encoder the numeric portion.

G. FBCB2 equipped units.  In addition to using the brigade consolidated TIRS overlay, enter TIRS located in their area of operations in the Location sub-tab of the Center Tab of the Ops Screen Maps function.  Create a folder labeled TIRS to file the TIRS location.  This allows users to use the Map Center function to quickly center their SA map on any TIRS in their area of operations.

H. If a TIRS map, overlay, or table is lost, captured or compromised:

1. The responsible headquarters reports “Dump TIRS _____ (echelon code)” to higher headquarters.  The echelon code indicates the highest level of compromised TIRS.

(a) Arrowhead



3rd Bde

(b) Tomahawk



1-23 In





(c) Patriot


 

2-3 In

(d) Bayonet



5-20 In

(e) War-Horse



1-14 Cav

(f) Striker




1-37 Fa 

Overlay Object Groups.  

Units establish the following overlay object groups.

	Overlay Objects
	Object Group Name

	
	S-1/S4
	S-2
	S-3/Mvr C2
	FSO
	Obstacle Group
	Company Group
	IN PLT
	ENG 
	

	Areas:

	Area of Operations (AO)
	
	
	X
	
	
	X
	X
	X
	

	Assault Position
	
	
	X
	
	
	X
	X
	X
	

	Assembly Area
	X
	
	X
	
	
	X
	X
	X
	

	Engagement Area
	
	
	X
	X
	
	X
	X
	X
	

	Forward Arming and Refueling Position (FARP)
	X
	
	
	
	
	X
	
	
	

	Landing Zone
	
	
	X
	
	
	X
	X
	
	

	Mined Area
	X
	
	X
	
	X
	X
	X
	X
	

	Objective
	
	
	X
	
	
	X
	X
	
	

	Restricted Operations Zone (ROZ)
	
	
	X
	
	
	X
	X
	
	

	Targeted Area of Interest (TAI)
	
	
	X
	X
	
	X
	X
	
	

	Weapons Free Zone
	
	
	X
	X
	
	X
	X
	
	

	Zone
	
	
	X
	
	
	X
	X
	
	

	Equipment:

	APC
	
	
	X
	
	
	X
	X
	
	

	Armored Carrier with Volcano
	
	
	
	
	
	
	
	X
	

	Bridge
	
	
	
	
	
	
	
	X
	

	Earthmover
	
	
	
	
	
	
	
	X
	

	Engineer Vehicle
	
	
	
	
	
	
	
	
	

	Grenade Launcher
	
	
	
	
	
	X
	X
	
	

	Ground Vehicle Armored
	
	
	X
	
	
	X
	X
	
	

	Heavy Antitank Gun
	
	
	X
	
	
	X
	X
	
	

	Heavy Antitank Rocket Launcher
	
	
	X
	
	
	X
	X
	
	

	Heavy Machine Gun
	
	
	X
	
	
	X
	X
	
	

	Heavy Mortar
	
	
	X
	X
	
	X
	X
	
	

	Heavy Tank
	
	
	X
	
	
	X
	X
	
	

	Heavy Tank Recovery Vehicle
	X
	
	
	
	
	X
	X
	
	

	
	
	
	
	
	
	
	
	
	

	Light Antitank Gun
	
	
	X
	
	
	X
	X
	
	

	Light Antitank Rocket Launcher
	
	
	X
	
	
	X
	X
	
	

	Light Armored Vehicle
	
	
	X
	
	
	X
	X
	
	

	Light Machine Gun
	
	
	
	
	
	X
	X
	
	

	Light Mortar
	
	
	
	X
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	


	Overlay Objects
	Object Group Name

	
	S-1/S4
	S-2
	S-3/Mvr C2
	FSO
	Obstacle Group
	Company Group
	IN PLT
	ENG 
	

	Light Tank
	
	
	X
	
	
	X
	X
	
	

	Medium Antitank Gun
	
	
	X
	
	
	X
	X
	
	

	Medium Antitank Rocket Launcher
	
	
	X
	
	
	X
	X
	
	

	Medium Grenade Launcher
	
	
	X
	
	
	X
	X
	
	

	Medium Mortar
	
	
	
	X
	
	
	
	
	

	Medium Tank
	
	
	X
	
	
	X
	X
	
	

	Medium Tank Recovery Vehicle
	X
	
	
	
	
	X
	X
	
	

	Rifle/Automatic Weapon
	
	
	
	
	
	X
	X
	
	

	Utility Vehicle
	
	
	X
	
	
	X
	X
	
	

	Equipment - Air:

	Attack
	
	
	
	X
	
	
	
	
	

	Bomber
	
	
	
	X
	
	
	
	
	

	Drone
	
	
	
	X
	
	
	
	
	

	Fighter
	
	
	
	X
	
	
	
	
	

	Reconnaissance
	
	
	
	X
	
	
	
	
	

	Rotary Wing
	
	
	
	X
	
	
	
	
	

	Utility
	
	
	
	X
	
	
	
	
	

	Fire Support

	Area Target
	
	
	
	X
	
	X
	
	
	

	Circular Target
	
	
	
	X
	
	X
	
	
	

	Coordination Fire Line (CFL)
	
	
	X
	X
	
	X
	
	
	

	Fire Support Area (FSA)
	
	
	X
	X
	
	
	
	
	

	Fire Support Coordination Line (FSCL)
	
	
	X
	X
	
	X
	
	
	

	Free Fire Area (FFA)
	
	
	X
	X
	
	X
	
	
	

	Linear Smoke Target
	
	
	
	X
	
	X
	X
	
	

	Linear Target
	
	
	
	X
	
	X
	X
	
	

	No Fire Area
	
	
	X
	X
	
	X
	X
	
	

	No-Fire Line (NFL)
	
	
	X
	X
	
	X
	X
	
	

	Nuclear Detonation Ground Zero
	
	
	X
	X
	
	X
	
	
	

	Point/Single Target
	
	
	
	X
	
	X
	X
	
	

	Restricted Fire Area
	
	
	X
	X
	
	X
	
	
	

	Restricted Fire Line (RFA)
	
	
	X
	X
	
	X
	
	
	

	Series or Group of Targets
	
	
	
	X
	
	X
	
	
	

	Lines:

	Alternate Supply Route
	X
	
	
	
	
	
	
	
	

	Boundaries
	
	
	X
	
	
	X
	X
	
	

	Bridgehead
	
	
	X
	
	
	
	
	X
	

	Direction of Main Attack
	
	
	X
	
	
	X
	
	
	

	Final Coordination Line
	
	
	X
	
	
	X
	X
	
	

	Follow and Assume
	
	
	X
	
	
	X
	
	
	

	Ford Difficult
	
	
	X
	
	
	X
	
	X
	

	Ford Easy
	
	
	X
	
	
	X
	
	X
	


	Overlay Objects
	Object Group Name

	
	S-1/S4
	S-2
	S-3/Mvr C2
	FSO
	Obstacle Group
	Company Group
	IN PLT
	ENG 
	

	Forward Edge of the Battle Area (FEBA)
	
	
	X
	X
	
	X
	
	
	

	Forward Line of Troops (FLOT)
	
	
	X
	X
	
	X
	
	
	

	Ground Axis of Advance Main Attack
	
	
	X
	
	
	X
	
	
	

	Ground Axis of Advance Supporting Attack
	
	
	X
	
	
	X
	
	
	

	Lane
	
	
	X
	
	
	X
	
	X
	

	Limit of Advance
	
	
	X
	
	
	X
	X
	
	

	Line of Contact
	
	
	X
	
	
	X
	X
	
	

	Line of Departure
	
	
	X
	
	
	X
	X
	
	

	Line of Departure/Line of Contact
	
	
	X
	
	
	X
	X
	
	

	Main Supply Route
	X
	
	
	
	
	
	
	
	

	No-Fire Line (NFL)
	
	
	X
	X
	
	X
	
	
	

	Phase Line
	
	
	X
	
	
	X
	X
	
	

	Restrictive Fire Line (RFL)
	
	
	X
	X
	
	X
	
	
	

	Obstacles

	Abatis
	
	
	
	
	X
	X
	
	X
	

	Antipersonnel (AP) Mine
	
	
	
	
	X
	X
	
	X
	

	Antitank (AT) Mine
	
	
	
	
	X
	X
	
	X
	

	Antitank Mine (Directional) Claymore Mine
	
	
	
	
	X
	X
	
	X
	

	Antitank Mine with Antihandling Device
	
	
	
	
	X
	X
	
	X
	

	Booby Trap
	
	
	
	
	X
	X
	
	X
	

	Bridge or Gap
	
	
	
	
	X
	X
	
	X
	

	Bypass Difficult
	
	
	X
	
	X
	X
	
	X
	

	Bypass Easy
	
	
	X
	
	X
	X
	
	X
	

	Bypass Impossible
	
	
	X
	
	X
	X
	
	X
	

	Gap
	
	
	
	
	X
	X
	
	X
	

	Mine Cluster
	
	
	
	
	X
	X
	
	X
	

	Mined Area
	
	
	
	
	X
	X
	
	X
	

	Obstacle Free Area
	
	
	
	
	X
	X
	
	X
	

	Obstacle Restricted Area
	
	
	
	
	X
	X
	
	X
	

	Planned
	
	
	
	
	X
	X
	
	X
	

	Roadblock Completed (Executed)
	
	
	
	
	X
	X
	
	X
	

	Single Fence
	
	
	
	
	X
	X
	
	X
	

	Static Depiction
	
	
	
	
	X
	X
	
	X
	

	Tripwire
	
	
	
	
	X
	X
	
	X
	

	Unspecified
	
	
	
	
	X
	X
	
	X
	

	Unspecified Mine
	
	
	
	
	X
	X
	
	X
	

	Points:

	Action Points (General)
	
	
	X
	
	
	X
	X
	
	

	Class I Supply Point
	X
	
	
	
	
	X
	
	
	

	Class II Supply Point
	X
	
	
	
	
	X
	
	
	


	Overlay Objects
	Object Group Name

	
	S-1/S4
	S-2
	S-3/Mvr C2
	FSO
	Obstacle Group
	Company Group
	IN PLT
	ENG 
	

	Points Cont

	Class III Supply Point
	X
	
	
	
	
	X
	
	
	

	Class IV Supply Point
	X
	
	
	
	
	X
	
	X
	

	Class IX Supply Point
	X
	
	
	
	
	X
	
	
	

	Class V Supply Point
	X
	
	
	
	
	X
	
	X
	

	Class VI Supply Point
	X
	
	
	
	
	X
	
	
	

	Class VII Supply Point
	X
	
	
	
	
	X
	
	
	

	Class VIII Supply Point
	X
	
	
	
	
	X
	
	
	

	Class X Supply Point
	X
	
	
	
	
	
	
	
	

	Contact Point
	
	
	X
	
	
	X
	X
	
	

	Coordination Point
	
	
	X
	
	
	X
	X
	
	

	Link-Up Point
	
	
	X
	
	
	X
	X
	
	

	Passage Point
	
	
	X
	
	
	X
	X
	
	

	Pop-Up Point
	
	
	
	X
	
	
	
	
	

	Rally Point
	
	
	
	
	
	X
	X
	
	

	Release Point
	
	
	X
	
	
	X
	X
	
	

	Start Point
	
	
	X
	
	
	X
	X
	
	

	Surface Shelter
	
	
	X
	
	
	
	
	
	

	Traffic Control Point (TCP)
	
	
	X
	
	
	X
	X
	
	

	Units:

	Air Cavalry
	
	
	X
	
	
	
	
	
	

	Anti-Armor
	
	
	X
	
	
	X
	X
	
	

	Anti-Armor Armored
	
	
	X
	
	
	X
	X
	
	

	Anti-Armor Motorized
	
	
	X
	
	
	X
	X
	
	

	Armor
	
	
	X
	
	
	X
	X
	
	

	Armored Cavalry
	
	
	X
	
	
	X
	
	
	

	Avenger
	
	
	X
	
	
	X
	
	
	

	Chemical
	
	
	X
	
	
	X
	X
	
	

	Combat Engineer
	
	
	X
	
	
	X
	
	X
	

	CSS Maintenance
	X
	
	
	
	
	X
	
	
	

	CSS Medical
	X
	
	
	
	
	X
	
	
	

	CSS Supply
	X
	
	
	
	
	X
	
	
	

	CSS Transportation
	X
	
	
	
	
	X
	
	
	

	Decontamination
	
	
	X
	
	
	X
	X
	
	

	Field Artillery
	
	
	X
	X
	
	X
	
	
	

	Fixed Wing Attack
	
	
	X
	X
	
	X
	
	
	

	Infantry
	
	
	X
	
	
	X
	X
	
	

	Infantry Airborne
	
	
	X
	
	
	X
	X
	
	

	Infantry Mechanized
	
	
	
	
	
	X
	X
	
	

	Mech (Track) Combat Engineer
	
	
	X
	
	
	
	
	X
	

	Military Police
	
	
	X
	
	
	X
	
	
	

	Motorized Cavalry
	
	
	X
	
	
	X
	
	
	

	NBC
	
	
	X
	
	
	X
	X
	
	

	Quartermaster
	X
	
	
	
	
	
	
	
	

	Recon
	
	
	X
	
	
	X
	
	
	

	Rotary Wing Attack
	
	
	X
	X
	
	
	
	
	

	Rotary Wing Scout
	
	
	X
	X
	
	
	
	
	

	Rotary Wing Utility
	
	
	X
	X
	
	
	
	
	


	Overlay Objects
	Object Group Name

	
	S-1/S4
	S-2
	S-3/Mvr C2
	FSO
	Obstacle Group
	Company Group
	IN PLT
	ENG 
	

	Units Cont

	Signal Unit
	
	
	X
	
	
	X
	
	
	

	Smoke
	
	
	X
	
	
	X
	
	
	


Overlay Size

A. Overlay size is an important issue.  Large single overlays still effect transmission time, screen clutter, and systems performance (refresh rate, tendency to crash, etc).  Large overlays are also harder to update and keep current.  Simplicity reduces file size, screen clutter, transmission time, systems refresh rate and the volume of digital traffic on the Tactical Internet (TI).   The size of the file is important when sending over the TI.  Users may calculate the size of the overlay while creating it by periodically checking and recalculating the size of it on the “Overlay Toolbox Creation Tab”. Although there is no limit to the size of an overlay, it is recommended to keep them smaller than 1Mb.  Overlays larger than 1Mb can be sent Multicast, however they are broken down and sent as data packets, which increases the transmission time.  Also, if Multicast fails with these large overlays the system defaults to sending them Unicast, which increases the transmission time.

B. Tips for calculating overlay size

1. A single character (letter or number) is 1 byte. 

2. A single straight line, no matter how long, consisting of 2 points, equals 30 bytes.  Each time another point is added (by clicking the mouse or touching the screen), 7 bytes are added to the size of the object.  Sample multicast “line” overlays: 17 

3. Lines consisting of 2 points per line without labels, 10 lines consisting of 2 points per line with 2 character labels.  

4. A single point icon (such as an unlabeled target point) is 21 bytes.  A label for a target can be up to 21 bytes.  A target symbol with a five character alphanumeric designator equals 27 bytes.  A fire support overlay consisting of 10 targets is approximately 270 bytes. 

5. Message headers are 17 to 18 bytes. Date/time group is 4 bytes.

6. A single object can have no more than 50 points.  A circle or oval (goose egg) has numerous points to it, resulting in a large amount of information to transmit.  Use a square or rectangle, instead of a circle, as squares consist of only 4 points equaling about 80 bytes.  

7. All information on the screen becomes part of the overlay when creating or sending graphics.  Duplication of boundaries, etc., in overlays results in screen clutter and increases transmission time.  For example, the Fire Support overlay should only display targets and critical control measures, and the Obstacle overlay should only display obstacles.  The only recommended duplication is adding the MSRs to the Ops overlay and the CSS overlay. 

C.  The following graphic reference table serves as a guide in keeping overlays to a reasonable size.

	ITEM
	SIZE
	COMMENT

	Single Character (letter or number)
	1 byte
	

	Straight Line
	30 bytes
	Line length does not affect size

	Additional Line Points
	7 bytes
	Adds 7 bytes per point to original line

	Single Point Icon
	21 bytes
	

	Target Label
	Up to 21 bytes
	

	Target Symbol 
	23 bytes
	5 character alphanumeric designator

	Message Header
	17-18 bytes
	

	Square
	80 bytes
	

	Date Time Group
	4 bytes
	


FBCB2 Overlay Loader

A. Once overlays are created and received then saved to the appropriate folder, load the required overlays for the current operation in the Overlay Loader.  Use this sequence to provide ease of access.

B. Recommended sequence for loading overlays:  (Note: Load only those overlays needed.)

1. Brigade C2 overlay

2. Task Force C2 overlay

3. Company C2 overlay

4. TIRS Overlay

5. Enemy SITEMP Overlay

6. Enemy Obstacle Overlay

7. Friendly Obstacle Overlay

8. Reconnaissance and Surveillance Overlay

9. Fire Support Targets Overlay

10. Fire Support Coordination Measures Overlay

11. Critical Friendly Zones

12. Combat Service Support

Creating Graphic Overlays:

A. Users should limit the size of the overlays created and sent to 1 megabyte so messages can be sent multicast.  This reduces transmission times.  Graphics can be created and saved for later missions. 

B. Normally, brigade requires Task Force (TF) Operations overlays.  Company overlays should be merged to create consolidated TF overlays.  Users should filter out graphics that are duplicated in other overlays to reduce clutter and transmission time.

C. To find pre-sighted fighting/mounted OP positions at night (or any time), crews build their own overlays of positions.  These can also include routes.  This speeds movement time, particularly at night.  If in position/area for long periods of time (greater than 2 hours) and need to reduce noise signature, reset platform filters for SA broadcast at 60 minutes.  This reduces battery drain.

Build Company Overlays:  

A. To build company overlays:  

1. Brigade sends their “Higher Echelon 1” overlay to the TF.

2. The TF opens the overlay and saves it as the same reference name and keeps it displayed on their screen.

3. The TF creates a “Higher Echelon 2” overlay adding their operations graphics but prior to saving it, filters out the graphics from brigade.

4. TF saves its “Higher Echelon 2” overlay with a battalion reference name and sends both brigade and TF overlays to the Company’s Command Posts (CPs).

5. The Company CP opens each overlay and saves them separately.

6. The Company CP reopens both overlays and keeps them visible while building their Current Operations overlay.  Before saving the overlay (with a company reference name), filter out both TF and Brigade graphics.

7. The Company CP then sends its Current Operations overlay to the TF S3.  

8. The TF S3 receives all three-company overlays, consolidates them as one, and sends it to Brigade.

9. The Brigade has three TF overlays on the original brigade overlay.

10. Using this method keeps the overlays small and manageable.  

Distributing the Overlay

A. The brigade operations overlay is prepared by the brigade S3 and disseminates to the Div Commander, Bde Commander, Bde CSM, Bde XO, S1, S3 TAC, S4, TF Commanders, TACs, BSB Commander, HHC Commander/Supply, S6, Staff Eng, FA Commander, Chaplain, LNO Teams.
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Brigade Overlay Distribution

B.  TF S3 produces their overlay and disseminates to the brigade S3, TF Commander, laterally to all TF Commanders in BCT, TF XO, TF CSM, TF S6, HHC Commander, subordinate Company Commanders FSC Commander/ Bn ALOC, EN Company Commander, TF FSE, Mortar PL, Medical PL and Scout PL, 

Task Force Overlay Distribution
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C. Each of the above sends their overlay two levels down and one level up. 
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