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01.0 INTRODUCTION, DOCTRINE & MISSION
Introduction
RACIAL GREETINGS, WHITE BRETHEREN!

Every regular armed force builds its own set of detailed tactical concepts. Our forces are
no different. Presented within this document are basic light-infantry concepts that can be
applied to all types of units.

However, we are faced with a unique body of challenges, wherein most of our units will
not be able to count on outside support, and must operate for extended periods with no
expectation of assistance.

Thus, this manual will strive to establish the basics, teaching the 'old war-dogs' a new
framework to operate in, while teaching those who have never thought about or
experienced comprehensive military training the basics, the better that they may act in
concept with their fellows.



Doctrine & Mission

The mission of The White Army is to defend ALL people of White Heritage against all
Enemies, wherever they may hide. We swear that once the battle joins, we will never stop
and never waiver, but continue the Attack until Victory shines upon us.

01.0.1 Principles of War To begin your training, we will need to review the Principles of
War. Our People developed these Principles over the course of thousands of years. Learn
them — your Ancestors paid the blood-price to pass them down to you.

1.

2.
3.

11.

12.
13.

Objective Define a decisive and attainable objective for every military
operation.

Offensive Seize, retain, and exploit the initiative.

Mass Apply sufficient force to achieve the objective.

Economy of Force Focus the right amount of force on the key objective,
without wasting force on secondary objectives.

Maneuver Place the enemy in a position of disadvantage through the flexible
application of combat power.

Unity of Command For every objective, there must be a unified effort and
one person responsible for command decisions.

Security Never permit the enemy to acquire an unexpected advantage.
Surprise Strike the enemy at a time and/or place and in a manner for which
he is unprepared.

Simplicity Prepare clear, uncomplicated plans and clear, concise orders.
Chase "Don't stop, exploit success" - a victory in one battle can sometimes
save other battles or even win the war if right after the battle is won, your
forces continue to push forward, chase and decimate the retreating enemy
forces, instead of giving them time to recover and build a second line of
defense.

Morale The psychological factor. The largest army, the best weapons, and the
brightest Generals, are not enough if the soldiers don't believe in what they do,
or in their ability to achieve the objective, so much that instead of fighting
bravely and decisively they just want to get back to safety as soon as possible
anyway possible.

Attack You simply can't win a war without eventually attacking.
Concentration of effort "Concentrate your forces and their fire" - probably
the most important principle. What decides the outcome of wars and battles is
usually not the amount of forces you have, but the amount of forces you have
where it counts, where the battle is decided. The commander should
concentrate his forces, and their fire, and by doing so achieve a decisive local
superiority, that will overwhelm the enemy there, break the balance, and allow
a breakthrough to victory.



01.0.2 Second, we will correct some mistakes of terminology. This should not be
understood as pointless doting, as confused terminology results in confused reporting,
and thus confused perceptions on the part of both local commanders and incoming
mobile-force commanders.

01.1.0 RPG, LAWS or AT-4?

"RPG" is a generic term for a man-portable, rocket-propelled grenade launcher. This can
cover a wide variety of weapons, but it is also the specific designation of a Russian-
designed weapon of extraordinary utility and longevity, the legendary RPG-7 series. To
avoid confusion, the term "RPG7" should be used only when referring to that specific
weapon.

The LAWS M72 and AT-4 rockets are also RPG-like weapons, and perform similar
functions.

Fizgure 01,42 Russian RPG-22; equinvalent to USMT2AL LAWS - =)
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Figure 01.a.4 The K941 60mm and M2041
89mm "Bazookas™, c.1950
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Figure 01.23 Swedih AT-4 Recoilless Rifle

01.2.0 "Rifle" vs. "Gun"
A rifle is not a gun, and a gun is not a rifle.

A 'rifle' is a small arm, designed to be carried and fired by one person. "Rifling" is a
descriptive term denoting the spiral grooves cut into a barrel to impart centrifugal spin to
a projectile, increasing accuracy.

A 'gun' is a very large, "crew-served" weapon, sometimes also called a 'cannon’, which
fires a very large (1 inch+ diameter) projectile, usually explosive-filled. Guns are either
towed like a trailer behind a vehicle, or are mounted on vehicles in their own right.



01.3.0 Magazine, Clip and Charger
These are NOT the same things!

In infantry parlance, a "magazine" is a detachable box containing a number of cartridges
[g.v.] under spring tension, used as a component to the rifle's feed system. Outside of the
infantry spectrum, it can refer to both a storage facility for land and naval artillery
ammunition, and as an archaic term for a general supply depot.

A "clip" is a small piece of sheet metal that holds a fixed number of cartridges in the
fixed, internal magazine of a weapon.

A "charger" is a small piece of sheet metal holding a fixed number of cartridges for
loading into an internal magazine by being manually pushed off of the charger.

EXAMPLES:

Magazine: AR15/M16, AK47

Clip: M1 Garand

Charger: SKS Carbine, Mauser 98K

01.4.0 Bullet vs. Cartridge vs. Round

A "round" is a complete projectile/cartridge-case combination containing both projectile
and propellant.

A "bullet" (or "shell" if filled with explosives) is the projectile fired by any weapon that
leaves the barrel at the muzzle.

A "cartridge" is a container used to hold bullets and propellants firmly in a more or less
watertight environment.

01.5.0 Tank vs. APC vs. ""Armored Car"

A '"tank" is a large and heavily
armored combat vehicle, capable of
carrying and firing an artillery-grade
weapon, usually from a rotating turret.
Although there are several classes of
tank (light, medium, heavy and
assault), and some tanks are designed
without turrets, the cue is the massive
cannon they carry.

Figure 15.d.3 Leopard 2 Main Battle Tank




In contrast, while an APC (Armored Personnel Carrier) may resemble a tank in many
respects, it is most certainly not a tank.

APC's, sometimes called IFV's (Infantry Fighting Vehicle), are used to transport troops to
support and protect tanks. APC's are usually very lightly armored, compared to tanks, and
usually do not possess weapons that can engage tanks successfully, although some do
carry one or two anti-tank guided missiles. Note that APC's and armored cars do
sometimes have turrets, and relatively heavy guns; this does not make them tanks, due to
their extremely thin armor (compared to that of tanks).

kY o Figure 01.b.2 M113A1 —‘!iﬁl ) |
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An "armored car" is just that: essentially a large truck or "Sport Utility Vehicle" (SUV)
that has been plated in armor of some kind to make it proof against rifle/machinegun fire
and artillery shrapnel.

Figure 01.h.3 Russian BTR-60
Armored Car Armored Car

These vehicles are correctly employed only for security and convoy escorts, where their
opponents will mainly be light infantry very susceptible to the armored cars' onboard
machineguns.

Accurate reporting of vehicle types is critical in the absence of intelligence from captured
enemy personnel. See the following illustrations for examples:

01.6.0 "'Rifle" vs. '"Machinegun"'

There is great confusion engendered by the media, either by incompetence or design,
over weapon types. As described in §1.2.0, "a 'rifle' is a small arm, intended to be carried
and fired by one person..."

In contrast, a machinegun is a sustained-fire (meaning that it is intended to fire in
automatic mode [q.v.] for extended periods), crew-served (meaning that it requires more

v Figure 01.b.1 BMP QIO
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than one person to operate) weapon intended to support infantry units. (In our units, the
machinegun a "major-focus" weapon - i.e., a weapon that is supported by the infantry.)

Although some rifles may fire like machine guns, they are simply rifles with an
automatic-fire function.

01.7.0 ""Automatic'' vs. ''Semi-automatic"

"Automatic" means that once the trigger is pulled, a weapon will continue to fire until
either the trigger is released, or the weapon runs out of ammunition. "Semi-automatic"
means that when the trigger is pulled and the weapon fires, the weapon cycles the next
round into the chamber with no input from the shooter, who must pull the trigger again to
fire.

01.8.0 Cover vs. Concealment

"Cover" (as in "taking cover") refers to any material or structure that can act as a shield or
stop against direct small arms fires and light, hand grenade-sized fragments. Some
structures, commonly called "bunkers", are built to withstand fire from artillery shells and
missiles. "Concealment" refers to any material or structure that will conceal the unit from
observation by the enemy. Concealment typically offers little to no cover or protection.



02.0 CONCEPTS

The basic "building blocks" of The White Army are its Points (1 man or vehicle), Stars (6
men), Hexads (36 men) and Constellations (216 men). These four groups are the main
operational elements at the "sharp end" of operations, so the main focus of this work will

be on improving the abilities of those units.

Three larger formations, the Cluster, the Galaxy and the Field Army will not be formed
until field operations begin in earnest. The Cluster will contain six (6) Constellations. The
Galaxy will contain between six (6) and ten (10) Clusters. A Field Army will contain two

to ten Galaxies.

In this first part, however, we will concentrate on Hexad-level and below operations. The

fields to be covered are:

03.0 Patrol operations

04.0 Ambush operations

05.0 Special operations

06.0 Intelligence operations

07.0 Areas of Operation

08.0 Security operations

09.0 Supply and Support operations

10.0 Political operations

11.0 Physical training and Rifle PT

12.0 Recruitment and Finance operations
13.0 Uniforms, Rank Insignia and Promotions/Appointments
14.0 Operational Theory



03.0 PATROL OPERATIONS

03.1.1 Patrols are conducted for two purposes: security and reconnaissance. Patrols
should only be conducted within the Hexads designated "Area of Operation" [q.v.].

03.1.2 Security patrols - sometimes referred to as "fighting patrols" - are sent out with
the intention of locating, engaging and destroying enemy forces by fire and maneuver.

03.1.3 Reconnaissance patrols - sometimes called "LURP" missions (for "long range
reconnaissance patrol") - are conducted to gather information on enemy forces. It must
be noted here that this does not refer to ""intelligence-gathering'' or ''spy'' missions;
these operations are more properly handled by dedicated agencies.

03.2.0 Formations

When patrolling, there are three basic formations to employ on the march, depending on
the terrain.

03.2.1 The Column O Bifleman
The Column is a simple, easily controlled and fast-

moving formation, but is limited in deliverable . O

firepower to the front and rear. The Column is simply

that: a line of troops, each about 10 yards from each 10 Ft

other. The unit commander should not be leading the
column, but should remain somewhere in the forward Star Commander O
half of the formation.
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03.2.2 The Line

The Line formation is also simple and reasonably easy to control, and has excellent fire
distribution to the front, but is very slow moving and limited in protection to the flanks
and rear. The Line is a formation used either in a frontal assault (officially discouraged, if
at all possible), crossing a wide and open area, such as a field or swamp (it limits damage
to the undergrowth, cutting down on "spoor"), and in searching or 'sweeping' an area.
Troops in a line formation may either be shoulder to shoulder, or may have every other
person trailing one pace behind.

Rifleiman Atar Cotntnander Riflemat

P 10k () P,
O O O

AT

Rifleman

03.2.3 The Star

The Star formation - sometimes called a
"Wedge" - is an excellent choice for a
patrolling Star. It offers superb all-around

Rifleman

O

Rifletnan

fields of fire, easily changed direction of O O
march and positive control by the Star
Commander. On the down side, it is both
difficult to control, and rather slow moving.

Rifleman S AT
O

Star Commander

In shape, the Star is just that: picture a five-

pointed star (like what the US military used to

use), with a single point in the center. Each O O
point of the star is a person, with the Star
Commander in the center to better control the
formation. This means that at least half of the
Star's Points can fire in any given direction at
all times.

Rifleman Rifleaty

10 Ft
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04.0 AMBUSH OPERATIONS

The "ambush" is a form of surprise attack where, rather than "stealthily" approaching a
target and attacking by surprise, an enemy unit is allowed to wander into a designated
"kill zone" or "kill box". In the "old days", this was called "bushwhacking" or
"ambuscade".

There are three basic ambush drills and one "contact-breaking" drill used by White Army:

—_
10 Ft

Figure 04.a.1 “L”-Shaped Ambush, with Claymore Support

04.1.0 The "L"-shaped ambush is used when there is sufficient time to prepare a "kill
zone" for action. This is only used if the enemy has become sufficiently complacent to
use the same trail repeatedly.

Typically, the Star will position itself on one side or another of a trail, facing towards the
enemy's expected advance, so as to fire down the long axis of the kill-zone. Along that
side of the trail, the Star will lay several "Claymore"-type directional anti-personnel
mines ahead of their position, facing so that they will fire across, or "broadside", the Kill
Zone.

It is important for the Star to remember that many well-trained armies and paramilitary
groups use "point men" to walk ahead of a patrol. These men should not be engaged
unless they discover the presence of the Star waiting in ambush - otherwise, they should
be allowed to pass by. Even if they discover the Star and must be eliminated, they must

12



be dealt with as quickly and silently as possible, either via suppressed weapons or knives.
One member of the Star should be designated to deal with the point man after the ambush
initiates.

As the enemy advances down the trail and enters the kill-zone, they should be allowed to
advance fully into the fields of fire of the Claymore mines. The Star Commander should
be the one to initiate the ambush, either by command-detonating the Claymores or by
firing his personal weapon at the enemy, if no Claymores are available.

The enemy in the kill zone who are not immediately killed or wounded will react in one
of three ways: they will either run towards the source of the explosions ("attacking into
the ambush"), they will try to run away and seek cover from the explosions and rifle fire,
or they will freeze in place.

If it is available, the Star should lay a string of detonating cord ("det-cord") along either
side of the kill-zone, and shoot both cords approximately five seconds after firing the
Claymores. Troops attempting to seek cover will try to use ditches or low areas on either
side of the trail as cover -- landing directly on the det-cord.

e NOTE: There is a natural inclination in preparing such an ambush to build in
"overkill" by mining the area opposite the Claymore mines with "trip-wired"
fragmentation mines or grenades, with the intention of driving the ambush
survivors into the minefield. This is not recommended, as it adds an unnecessary
degree of complexity to an already complex operation, and there is little time to
recover unexploded munitions, wasting valuable resources, as well as leaving a
minefield that will likely be forgotten until after the cessation of hostilities -- when
innocent civilians walk into it, causing unnecessary tragedy, and damaging the
image of both the Cause and its Forces.

13



HAtar Comumander

O

NOT TO SCALE

Figure 04.a.2 “L”-Shaped Ambush, no Claymore Support

04.1.1 A "hasty" variation of the "L"-shaped ambush is used when the Star either has
little time to prepare, or lacks the munitions for a "full-dress" L-Shaped ambush.

In this variation, the Point designated as the Automatic Rifleman/SAW Gunner and his
assistant face their weapons down the long axis of the kill-zone, while the remainder of
the Star under the direction of the Star Commander lay spread out along the trail, in the
same position as the Claymore mines. The ambush otherwise proceeds normally.

This is a very dangerous operation, as the possibility of "friendly fire" is vastly increased,
but this is sometimes unavoidable.

14



04.2.0 The "Box'" ambush is similar to the L-shaped ambush, but is intended for very
close-quarter combat.

In the "box" ambush, the Star lays across the enemy's line of march, with the fastest
runner of the Star laying ten (10) meters to the side of the Star's line, while the second
fastest is in line with the rest of the Star, on the opposite side.

When the Star Commander initiates the ambush, the two men on the flanks start moving
at a run, the fastest man running straight down the trail, parallel to the enemy but running
back along their line of march, with the second-fastest man running ten meters to the
side, then turning and running down the opposite side of the enemy column, both men
firing on semi-automatic as quickly as they can into the enemy.

When their magazines are expended, they will continue running to a designated rally-
point well down the trail, then either circle around and rejoin the Star, or wait for enemy
survivors to come down the trail, where the two will "re-ambush" them, then break
contact.

This is also a very dangerous maneuver, but is an excellent "fast and dirty" tactic.

B @
&

QQO%O

Rifleman Rifleman SAW i Rifleman Rifleman
Commander
Imtiates anbush
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04.3.0 The '"Bait-and-Switch' ambush is a complex maneuver, and should only be
attempted under fire by well-trained and disciplined units.

Using a six-man Star, the Star is split into three two-man elements, numbered One
through Three. These elements are physically separated, and will engage the enemy from
widely varying angles.

Element One initiates the ambush by firing one to two magazines directly at the head of
the enemy force, then breaking contact in the most visible manner possible. The intent is
to lure the enemy into beginning a pursuit.

At this point, Element Two engages the enemy from a 30-45° angle, firing one to two
magazines into the enemy's flank before withdrawing the way they came.

As the enemy reorients onto the new threat, Element Three engages from the opposite
side of the enemy's formation along a similar, but reversed, angle, similarly withdrawing
along their line of approach after firing one to two magazines.

e @
L

4 QO ¢

O
O
E“*’““g % X Element 2
Q O Element | o
N\

All elements will rally at a pre-designated point.

The purpose of the "Bait and Switch" is two-fold: If the Star is operating alone and
unsupported, the "Bait and Switch" will delay and confuse an enemy force, forcing them
to stop to reorganize and secure their wounded and dead, allowing the Star to escape.

If, however, the Star is operating with heavy-weapons' units such as mortar's or RPG's, it

causes the enemy to stall and "bunch up" in one place, making a perfect target for heavy
weapons' fires.

16



more than three times.

04.4.0 The "Aussie Peel' is a contact-breaking drill used when
the Star is surprised and must withdraw under fire.

The Star forms into two parallel three-man columns, separated by
no more than three meters. The first, or lead, pair fire one
magazine each at the enemy, then turn 'inward', running up the
length of the column, and ten to twenty meters beyond and facing
back down the trail. The second and third pairs repeat the process,
until the Star has reformed its formation ten to twenty meters
behind its original line.

Using this method, if one person is wounded or trips and falls,
either their partner or the next pair in line can grab them and push

them along under covering fire.

The process is repeated as necessary, but should not be executed

17



05.0 SPECIAL OPERATIONS

05.1.0 "Special Operations' is a catchall term, encompassing a kaleidoscope of
different missions. Most people's perceptions of special operations revolve around
"commando"-type movies, where the "Lone Hero Battles Impossible Odds Against
Mostly Incompetent But Vicious And Determined Bad Guys!"©.

This perception is not even remotely near to reality.

Most Special Forces operations are conducted by tiny groups of highly skilled and
disciplined professional soldiers a very long way from any kind of meaningful support.

These missions may include sniping "high-value" targets, destroying bridges or supply
depots, kidnapping hostile-government officials, training local armies, hostage/prisoner
rescue operations or collecting intelligence.

While there is a superficial similarity between many of the operations listed above and
the routine actions of Stars and Hexads, the important thing to remember is that in the
near-term, the various Points within a Star or Hexad will simply not have the levels of
training, equipment and support available to even the smallest and money-poor tactical
team.

In point of fact, the Unit Commander - at all levels - needs to maintain a realistic view of
the capabilities of their various units; functionally, a unit commander should plan on an
initial unit-wide capability equivalent to a good National Guard platoon or a major-city
police SWAT team, both with considerably reduced capabilities.

It is equally important to understand that this is no reflection on the courage and

dedication of the unit's members; it is simply an understanding that we are almost all
trapped into a maddening cycle that limits our ability to train and prepare.

18



06.0 INTELLIGENCE OPERATIONS

06.1.0 "Intelligence operations'' is a very flexible term, so it is important to lay out the
ground rules as to what sort of operations we are referring to.

This section covers what is essentially comprehensive area reconnaissance. What this
section does NOT teach is "how to be a spy", or even worse "how to be James Bond©".
This manual will neither explain nor advise on how to break into a building or vehicle,
hack a computer or infiltrate a government/police office.

In conjunction with identifying the unit's Area of Operation (AO) [see Sect. 07.0], this
section explains how to make a detailed assessment of resources, threats, allies and points

of interest within the AO.

Performing these operations is not only good practice - it builds teamwork, and will allow
the local unit to better assist Mobile Force units once operations begin in earnest.

Everything, however, begins with a map.

06.2.0 Cartography Overview
"Cartography" is the art of mapmaking. In Ancient times, our ancestors scratched fairly
crude, abstract symbols on rocks and cave walls to show what were essentially schematic

maps of their local region.

As time advanced, mapmaking became much more sophisticated, until we were able to
construct 3D models of terrain using only 2D maps.

It is the responsibility of the Star Commander (or the Point, if you are alone) to initiate
and conduct an Assessment of your AO and surrounding areas, if at all possible. The
sooner this is accomplished, the better.

The purpose is to familiarize the unit with alternate or "non-traditional" local routes and
back-ways, as well as locations of resource nodes, traffic control points, locations of

enemy concentrations and the location of safe areas and rally points.

Below, we will outline the tools and methods of use.

06.3.0 Symbology

Civilian map symbols have been standardized for some time, but they are generally of
little use in our level of operations. This is because all symbols have to convey
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information without using words, and there is little civilian use for military-specific
symbology. However, refer to §06.5.0 for additional military symbols.

At the same time, military symbols are equally of little use during the current operational
phase where we need to simply identify points of interest that likely fluctuate in
importance. Similarly, it is necessary to simplify as far as possible, the better to avoid
paralyzing confusion and wasted effort later.

Within White Army, the symbols used will fall into the following categories:
Generic terrain symbols
e Specific symbols
Generic terrain symbols denote features such as bridges, tunnels, airports schools and
locations of cultural interest. Standard map symbols should be used for these locations.

There are four specific symbols that we use:

Dots
Squares
Triangles
Diamonds

These four symbols are for quick marking on an actual map. For recording into a
logbook, it is useful to relate these symbols to a deck of cards.

This allows for a quick reference to describe something that may be reasonably complex,
by identifying the type of item and its relative importance, where a 1 is virtually useless,
but worthy of note, and a 10 is a major point of interest. Face cards are dealt with
separately.

To incorporate the playing cards with the above symbols, use the following format:

e Dots/Hearts = This represents the location of allies, rally points,
escape/exfiltration routes and safe houses/zones

e Squares/Clubs = This represents locations of interest, such as choke points, police
stations, National Guard armories, etc

e Triangles/Spades = This represents concentrations of potential, non-government
enemy forces. Note that this is not simply a place to list something like an
apartment complex of ‘groids and spics, but is intended for more serious
opposition forces, such as the Nation of Islam, or the Mexica Eagle Society.

20



¢ Diamonds/Diamonds = This represents resource nodes, such as a Home Depot, a
Sam's or COSTCO, a grocery store, gardening nursery, gun store, jewelry store,
gas station, etc.

e Face cards (Jacks, Queens and Kings) are used to identify specific persons of
interest. These are persons to either be eliminated quickly once hostilities begin in
earnest or persons friendly to the Cause who need to be secured from harm.

Generally speaking, the vast majority of units formed in adherence to this doctrine will be
largely stationary. Once operations commence (refer to Sect.14.0) in earnest, however,
sufficient manpower will become available to form Mobile Battle Groups, most often of
Hexad to Constellation size. These units will act as far as possible as a mobile reserve to
back up local units.

It must be understood, however, that the local Points and Stars will either need to work
together, or need to plan for localized exfiltration to securable base areas...and even then,
it may be some time until Mobile Force units can arrive; so, Points and Stars must plan
appropriately.

06.4.0 Methodology

To begin with, the Star Commander will need to purchase or obtain as good a map of
their immediate regional area as possible. For example, in the DFW, TX and Los
Angeles, CA areas, the books to buy will either be MapsCo© or Thomases©,
respectively.

Failing that, most major bookstore chains maintain a "Regional Interest" section that will
contain excellent relief maps that show extensive terrain features.

If all else fails, the county Chamber of Commerce will usually have at least rough
schematic maps of the area with a crude coordinate system.

Once you have the map, visit an Office Depot©, or other office supply store. Purchase
laminating paper that can be directly applied to the map sheets; this will waterproof the
sheet, and allow the use of crayons or wax pencils to mark object/personnel locations.

The Point or Star will drive or walk the map areas, carefully noting the locations of all
points of interest on a sheet, with either the street address or a detailed description of the

location, along with the associated card-code.

These can then be plotted onto the waterproofed map page, using the appropriate
symbols.
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As a general rule of thumb, a rating of 1 - 5 means that the target is not very valuable,
and/or should probably be destroyed in the first wave. A rating of 6 - 10 means that it is a
high-value node or person, and is worth trying to secure for exploitation by incoming
Mobile Groups. (Note: Aces of all suits equal “1”.)

Once plotted onto the map, the data should be "refreshed" on a regular basis; this is also a
good way of giving new recruits a "milk run" job to test their attention to detail and
commitment. Also, the Point or Star Commander should collate their data as fully as
possible to better assist them in prioritization of targets.

06.5.0 Special Military Symbols In addition to the myriad of more conventional map
symbols, it will be useful to understand the more common symbols for conventional
military units.

Refer to the chart below:

Unit symbol Unit type

Air defense

Anti-tank

Armour

Artillery

Aviation (rotary wing)

Aviation (fixed wing)

EBE a1 e

Engineer

Infantry

Maintenance

X
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Medical

Reconnaissance (or cavalry)

Signals

These unit type symbols can be combined; for an example, to represent armoured infantry
units. There are also symbols that can be used to modify other unit symbols (they cannot
appear by themselves):

Modifier symbol Meaning

v Air assault
J— Airborne
AN Amphibious
Motorized
' Mountain
Supply
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07.0 AREAS OF OPERATION

07.1.0 Definitions To begin, you must identify your Central Position Point (CPP); this is
the spot that your unit directly controls — “inside the perimeter”, if you will. Second, you
will have to identify your Main Defensive Cordon (MDC): this is the area that you can
effectively control, generally an area within the “range - 20%” of your heaviest weapon.

Next, you will have to identify your Main Patrol Area (MPA). This is the area that your
unit can effectively patrol on foot or bicycle, generally a 5-10mi radius from your Central
Position Point. Functionally, you can only expect to control the areas within both line-of-
sight (LOS) AND within the effective combat range of your heaviest weapon.

Together, these combine with a Combat Raiding Radius (CRR) to form your AO; the
CRR is an area roughly defined as being within c.10-50 miles from your CPP's perimeter
that can be "easily" reached by motor vehicle-mounted patrols (note that this also
includes motorcycles)...The more urban the environment, or the poorer the road network,
the smaller the radius.

07.1.1 Construction of the CPP There are two philosophies concerning the construction
of CPP's. First is the "fang's out" approach: building a mini-firebase, complete with
artillery-proof bunkers and punji stakes at the perimeter, and a cleared kill-zone
extending 200 yards from the punji-line. Anyone coming down the road gets stopped at a
roadblock - everyone else gets one warning shot before the volley...if that.

The second is the "tit-mouse" approach: unless you walk through the front door, you
won't even know that a post exists there.

The smaller the unit, the quieter you need to be - a 6-person Star does NOT need to be
building a firebase unless they expect reinforcements SOON. (Training film: "Platoon
Leader", starring Michael Dudikoff - a very well-done film about the Vietnam War that is
an exceptional example of a small, isolated unit operating in 'Injun' country.)

07.2.0 Area Reconnaissance Once you have defined your AO, you will need to conduct
a thorough area study to gain intelligence - specifically, you need to go out and buy a
local-area detail map; in the Dallas-Ft Worth, TX area, that would be a Mapsco, see:
http://www.mapsco.com; in Los Angeles, CA, that would be a Thomas Guide,
http://www.thomas.com/; these map-book pages generally cover about 1 sq. mi. in area,
so you can record fairly detailed information on them.

You will need to laminate these pages, and buy one or several packages of eraser head-
sized 'sticky dots', in as many shapes and colors as you can get. (NB: If you don't have a
Mapsco-type product available, check with your local Chamber of Commerce; they
usually have fairly accurate maps. In these cases, you will need to draw in your own grid,
and then laminate the sheet.)
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Once you have the map-book laminated, you need to start your reconnaissance. The first
step is a recon of physical Points of Interest. These are defined as the following:

01. Car/truck/motorcycle dealerships, new and used

02. Bicycle shops

03. Police stations, National Guard Armories, Military bases, government buildings

04. Airports, -strips and heliports/pads

05. Train stations and rail switchyards

06. Shopping clubs/grocery stores

07. Hardware stores/suppliers

08. Firearms/ammunition retailers/manufacturers

09. Sea, river and canal ports/locks

10. Power nodes (generating plants, transformers, switching stations)

11. Telephone exchanges/Central Offices (the small green boxes on the side of the
road)/Internet nodes

12. Hospitals and clinics (incl. veterinary offices)

13. Gas stations

14. Fuel processing centers (oil and natural gas)

15. Vehicle maintenance shops

16. Bottled water distributor's/manufacturer's

17. Miscellaneous

You will need some sort of identifying marker for each one of these points; refer to
§06.3. The 'miscellaneous' tag should be used sparingly, and should have extensive detail
notes marked on the map itself with a grease pencil, crayon or Sharpie©. Most of the
points above can be located via either the Yellow Pages or the Business White pages (all
government offices and Military/National Guard/Reserve unit posts are located in the
Blue Pages at the front of the White Pages).

The above points should be self-explanatory, but we will detail two that may have people
scratching their heads:

1. Bicycles are an absolutely essential item if/when the fuel runs out: they will carry
up to 4001bs of equipment in addition to the rider at the speed of a walking man
almost indefinitely, and loaded with one adult plus equipment, will travel at
sustained speeds of 8-12mph — all with no fuel and little sound or maintenance.

2. In a situation where society collapses completely, clean water will be the first

thing to go; hence, securing supplies of 'potable’ (i.e., drinking) water are vital.

Note that in all cases, if circumstances dictate that you have to requisition
material/vehicles, you are required by this command to inventory and issue reciepts for
any and all items so requisitioned.
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If you are using a Mapsco-like product, you can simply assign one page at a time to an
individual; this is an effective and simple training tool. Don't forget that you will need to
periodically "service" all locations marked on the maps - this is because business fold
up/go out of business, and you need to know what, if anything, replaced it. This makes
for good training for new recruits.

You should also use these maps as reference points for things like ambush points and
choke points, to channel, inhibit and slow advancing enemy forces.
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08.0 SECURITY OPERATIONS

08.0.1 Security operations are those actions which involve protecting your AO, or
which involve an evacuation.

08.1.0 Static Defense

When laying a defensive plan, the unit commander should ensure that every Point under
his command should have not only a primary zone that they are designated to cover, but
that they should also have at least two other zones as alternates. This allows a small
number of troops to cover a wide swath of territory.

The rationale behind this is that an attacker will rarely, if ever, be able to apply combat
power evenly in an attack; in fact, this can only happen if the attacker has overwhelming
numerical superiority. In this event, withdrawal of the unit is preferable to standing and
fighting.

When possible, units should avoid static defense, unless the spot concerned is a Class 8+
node, or is otherwise critical to the Mission.

08.2.0 Evacuation operations

It is assumed as a given that the vast majority of units will commence operations within
heavily urbanized areas. In the event of a non-peaceful end to Zionist rule (refer to
Sect.14.0, Operational Theory), units will need to evacuate these regions as soon as
possible, withdrawing to safe/defendable areas, in the process escorting friendly non-
combatants.

The precise nature of the causative events will determine - to an extent - the nature,
timing and routing of evacuation operations, but certain parameters will be universal:

08.2.1 Transport

In most cases, evacuees will attempt to use privately owned vehicles (P. O. V.’s). Most of
these will only be street-capable vehicles, unsuited to off-road convoy operations, should
those become necessary; in that event, those vehicles will need to be abandoned. Loads
and personnel may be transferred to off-road-capable vehicles only if time and
circumstances permit.
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More likely, in many cases people will be on foot, and may be either riding or pushing
bicycles. The concern for the escorting unit will revolve around the condition of the
evacuees’ footwear:

non

"Tennis shoes", "cross-trainers", "hiking" shoes, work or combat boots (including
steel-toes and "Doc Martins") are preferred

"Sport" sandals are not preferred, but are usually usable

Pumps, "style" sandals, "flip-flops", "wingtips" and their various incarnations are
most definitely not suitable to any strenuous, 'rough-country' walking, and will
fall apart very quickly. This will greatly slow marching, as most people are not
inured to walking cross-country while barefoot.

08.2.2 Mounted Convoy Operations

When operating with rough-country-capable motor vehicles, the unit should deploy with
the following scheme:

Lead Team The Lead Team consists of a Scout vehicle - usually a 4-wheel drive
pickup - with an armed Star riding in the vehicle; their purpose is to engage
hostile roadblocks if necessary. The second vehicle is an engineering vehicle
capable of towing other vehicles; the crew is immediately armed only with
sidearms, as they carry chainsaws, breaker bars, tow chains, etc - their security is
provided by the Scout team.

Security Outriders These should either be Stars riding in a 4-wheel drive truck,
mounted on dirt bikes, or walking in a loose patrol formation. In all cases,
outrider security details should remain no more than 50 yards from the main body.

Rear Guard The Rear Guard should consist of two or three stars, if at all
possible, withdrawing in a "bounding over watch" (see figure 08.a.1) pattern to
cover the column's tail end.

Column Control Group (CCG) The CCG is sprinkled throughout the column,
assisting and motivating the Refugees along, maintaining march discipline and
calling for assistance from medical personnel when necessary.

08.2.3 Dismounted Escorts

When escorting a Refugee column where there are no or very few motor vehicles, the
same format outlined in 08.2.2 should be utilized, although the Lead Team may need to
draft help from the column to carry equipment. Also, in these cases, as many Points as
possible should carry machetes.
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09.0 SUPPLY AND SUPPORT OPERATIONS
09.1.0 Supply Operations - Overview

Supplies are a matter of critical importance for any military formation. Too often, too
many people focus all of their attention on weapons and "flashy" weapons-accessories;
for these people, "supply" equates to a few spare magazines, an extra canteen and a box
of Granola®© bars.

This Section will strive to correct this misconception.
09.1.1 White Army Supply System Overview

In general, the Supply system follows that established by the US Armed Forces. This is
because, firstly, most of the prior-active duty members of The White Army are intimately
familiar with the general layout of the system, and secondly, the system is very
straightforward and easy to use for anyone with an eighth-grade or higher public school
education (this is the educational standard used by the US military).

Every unit larger than a Hexad in size should designate both a Supply and a Logistics
officer. It is this officer’s responsibility to locate and emplace Supply Points; manage
funds for supply purchases received from the Finance officer (q.v., Sect. 12.0); maintain
maps and log books showing the locations and inventories of each Supply Point; and
authorize and record any withdrawals from a Supply Point.

09.1.2 Classes of Supply:

Class 01 - Subsistence

SUBCLASSES

A - Nonperishable

C - Combat Rations

R - Refrigerated

S - Other Non-refrigerated
W - Water

Food items of all types, including both combat rations ("Meals-Ready-To-Eat") and fresh
food.
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Class 02 - Clothing, Tools, General Supplies

SUBCLASSES

A - Air

B - Ground Support Materiel
E - General Supplies

F - Clothing

G - Electronics

M - Weapons

T - Industrial Supplies

General clothing, uniforms, tents, conventional infantry weapons (including mortars and
ATGM/TOW launchers), hand tools, communications wire and office supplies.

Class 03 - Petroleum, Oil & Lubricants

SUBCLASSES

A - POL for Aircraft

W - POL for Surface Vehicles
P - Packaged POL

Fuels of all types, as well as lubricating oils and other mechanical-assistance fluids.

Class 04 - Construction and Barrier Material

SUBCLASSES

A - Construction
B - Barrier

"Junk" lumber, barbed wire, prepared anti-personnel spikes, etc.
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Class 05 - Ammunition

SUBCLASSES

A - Air Delivery
W - Ground

Ammunition of all types, including heavy-weapons ammunition for mortars, cannon and
missiles.

Class 06 - Personal Demand Items
SUBCLASSES
None

Alcohol, candy, jewelry, etc.

Class 07 - Major End Items

SUBCLASSES

A - Air

B - Ground Support Materiel
D - Admin. Vehicles

G - Electronics

J - Racks, Adaptors, Pylons
K - Tactical Vehicles

L - Missiles

M - Weapons

N - Special Weapons

X - Aircraft Engines

Vehicles and aircraft of all types, special weapons not in the normal inventory.
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Class 08 - Medical Material

SUBCLASSES

A - Medical Materiel
B - Blood / Fluids

Includes both general medical supplies - such as drugs, antiseptic fluids, and bandages,
etc. - as well as whole blood and blood plasma.

Class 09 - Repair Parts

SUBCLASSES

- Air

- Ground Support Materiel
- Admin. Vehicles

- Electronics

- Tactical Vehicles

- Missiles

- Weapons

- Special Weapons

- Aircraft Engines

XZZORQOU W

Repair parts for all types of weapons and equipment.

Class 10 - Material for Non-Military Programs

SUBCLASSES

None

Non-military-specific material such farm equipment, school supplies, non-field bedding

and sheets -- anything that does not have a direct military function, and is not a retail
(Class 6) item.
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09.1.3 Establishment of Supply Points and Caching of Supplies

09.1.31 Initial-Phase Supply Points

Establishing a Supply Point during the build-up phase of operations is difficult, expensive
and time-consuming, but is absolutely essential.

During the build-up phase, Supply Points will tend to be multi-functional, containing a
wide assortment of supplies, up to and including vehicles. The only Supply Points that
will maintain vehicles or large quantities of material (which this document officially
discourages) will be those located in an outbuilding of a sympathizer[s] in the AO. What
is more desirable is smaller caches buried in various locations around a safe zone.

Supply points should be sited close to or within the expected AO, but must also be in a
"safe" zone, where they have the greatest chance to remain undisturbed until needed, and
can then be used to greatest effect. Supply Points must also be sited to allow for ease of
access from roadways, while remaining concealed during day-to-day activities.

Supply Points should contain a variety of easily storable materials, not just munitions.
These other items should include the obvious, such as dry grains and rice (in vacuum-
sealed bags), non-expiable medical supplies (such as "ace-wraps", medical tape and
sterile gauze), etc (see §09.2.33 for a sample list).

Also included should be items that are not so obvious. Such items include hard candy,
honey, instant coffee and tea (both powdered and in bags), sugar and salt, cocoa powder;
also - and perhaps as important as ammunition - are a couple of boxes of paperback
books - nothing specific or overly political (see Sect. 10.0), but more like light reading.
The reason for including these seemingly innocuous items is entirely psychological, as
people need an occasional emotional boost during times of high stress.

09.2.32 Ammunition vs. Weapons

There is a natural tendency to attempt to acquire weapons in large numbers and a great
deal of anxiety if large numbers of weapons are not available. These concerns are largely
illusory — the vast majority of casualties in modern warfare are caused by artillery rather
than small arms and, to quote a certain actor, “...When I need a rifle, there will be plenty
laying around on the ground.”

What the SupO needs to concentrate on is buying ammunition. Once the active phase
commences, ammunition stocks will evaporate rapidly. As a consequence of our force’s
limited funding, it is officially encouraged to concentrate monies on the following
calibers:
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Tier 1 (Considered most important):

9mm

45cal ACP
.308/7.62x51mm
7.62x39mm
.223/5.56x45mm
12ga 00 Buck

Tier 2 (A distant second):

.30-06

.30-30

8mm Mauser
.303 British
243

22 LR

.357 Magnum
44 Magnum

The listings in Tier 1 are the most common calibers in general military use in North
America and Europe that are easily available commercially. These calibers will fit the
most common weapons found in the hands of our Forces, and thus should be the main
focus for purchase.

The ammunition listed in Tier 2, while functional for military use, generally either only
fit older, surplus weapons of questionable quality (.303, 8mm), or are only truly popular
in civilian shooting (.30-30, .357, .44, .243, .22).

Although many people will have Tier 2-caliber weapons, the White Army is not an ammo
store — we have limited resources, and must focus our efforts on areas with the greatest
utility.

09.2.33 Sample List for a Phase 1 Supply Point This is intended to represent a cache
for approximately 12-18 troops.

Foods:
e 300 Ibs Dry white rice
® 300 Ibs Dry beans
e 20 lbs Pure Honey
¢ 10 btl Multi-Vitamin
[ ]

5 can TANG, or equivalent
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® 5 pkg Cheese-cloth
e 4 gal CLOROX™ Unscented Bleach (for water purification [1])
e 10 lbs Hard candy

Seed Package:

e 50 Ibs Hard Red or similar wheat
50 pkg Assorted vegetable seeds (Check the farming/gardening information for
the area the cache is contained in; ask in reference to “starting a truck-garden™)

¢ 4 ea Garden hoe
2 ea Rake

e 6 ea Shovel

Recreation:
e | bx Paperback books (“light” reading); approx. 100 titles
e | se Scrabble
¢ | se Combination set: Chess, Checkers, Backgammon
e 4 ea Deck, Playing cards
e | ea Tactics Il board game (or similar)
[ )

1 ea Squad Leader board game (or similar)
Ammunition:

9mm x 3000 rounds

A45cal x 1000 rounds

12ga x 1000 rounds
5.56x45mm x 10,000 rounds
7.62x39mm x 10,000 rounds
7.62x51mm x 10,000 rounds

o Note I: Strain water through three layers of cheesecloth to remove solid
matter; add 16 drops of unscented Clorox Bleach™ per 1 gallon of water,
and allow to sit for at least four hours. WARNING: DO NOT USE ANY
BLEACH THAT CONTAINS ANYTHING OTHER THAN SODIUM
HYPOCHLORIDE AND WATER!

Note that this is only a small cache, and is not intended to exist by itself. There should be
a minimum of three such caches to support two or three Stars.
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09.2.34 Follow-on Food Supplies for Post-Phase 2 For the purposes of long-term
supply, foodstuffs are grouped into the following three categories and priorities:

Category/Priority 1:
¢ Dry pasta
White rice
Soy, pinto and other types of beans, including dry-mix bean soups
Canned jams and jellies
Cake/biscuit/pancake 'powders' like "BisQuick®"
Dry "Quaker Oats®"-type cereals
A variety of nuts (for their protein content)
Powdered drinks
Spices, including dried chili peppers, honey, syrup, and hard candy

Category/Priority 2:
¢ Ungrounded wheat and other grains
® Dried, dehydrated or jerked meat
e Dehydrated fruits and vegetables

Category/Priority 3:

e (Canned and fresh fruits and vegetables
These foods are grouped together for the following reasons:
Category/Priority 1:
This first group consists of items that store easily, do not lose their nutritional value over
time, and require the least effort to process into something edible (incidentally, the
purpose of including spices and sweets is two-fold: first, some spices, such as salt and
garlic, have proven nutritional, and even medicinal, value; and second, the psychological
boost that familiar luxuries provide in harsh times);
Category/Priority 2:
The second tier is grouped that way because of two considerations: first, because some of
the items require more processing in order to be palatable for modern stomachs, even
though most grains store almost indefinitely, and second, because the canned or
dehydrated items listed lose their nutritional value after one-to-three years of storage.

Category/Priority 3:

Fresh fruits and vegetables in the above list are given the lowest priority because they
store terribly, lasting only a few weeks, at best, before they spoil. Canned foods tend to
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be of questionable quality and content, as they generally require large amounts of
chemical preservatives to maintain their shelf life.

09.2.35 Caching

In most cases, a Supply Point's location cannot be openly advertised, for obvious reasons;
indeed, the supplies themselves must often be cached - securely stored, often buried
underground.

To accomplish this, supplies should all be stored in plastic, food-grade 5-gallon buckets.
These should have as much air as possible evacuated from them prior to storage, and their
lids should be sealed with the strongest duct tape available, the seams of the tape coated
with a good epoxy resin like modeling cement.

If those supplies are unavailable, PVC pipe works as well, although its dimensions will
be rather limited. Such pipes should be three or four inches in diameter, ideally with both
ends threaded to accept screw caps.

First, seal one end by painting the threads with an epoxy sealer, and screwing the cap in
place. Next, load the pipe with whatever supplies will fit. Lastly, paint the threads of the
top cap with epoxy, and screw in place. Allow 24 hours to dry, then bury the buckets or
pipes in an easily-accessible location, a minimum of three feet below the surface.

09.2.36 Follow-on Operations and Main Force Supply Points

Once active operations have commenced, local units will find themselves operating
openly, either as a "main focus" unit (the Volk doing the direct fighting), or as supporting
units for Mobile Forces.

In these cases, Supply Points will be constructed as close as practical to the fighting.
They will also not be concealed, but will require openly armed security troops, as well as
Supply and Maintenance personnel.

Refer to §09.3.0 for more information.

09.3.0 Logistics Preparation of the Battlespace

"Logistics" is the movement of supplies, equipment and personnel between rear or
administrative zones of control and the battlefield, whereas "Supply" concerns the
acquisition, categorization and storage of material.

In the build-up phase, the unit Supply Officer (SupO) and the unit commander are the

only people who should withdraw anything from a Supply Point; in fact, they should be
the only people who know the location of the unit Supply Point.
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With the commencement of open operations, it will be the unit SupO's function to acquire
additional supplies of all relevant Classes. Most often, these will be Classes 4, 5 and 8
(engineering material, ammunition and medical supplies); however, all Classes of Supply
should be properly accounted for, stored and issued as necessary.

09.3.1 Main Supply Points

Main Supply Points (MSPs) should be constructed as close to the battle zone as practical.
The main concern is not for the safety or security of the material, but of speed and ease of
movement to the fighting troops.

MSPs should be sited with easy road access for both light vehicles and heavy articulated
("semi-trucks") vehicles in mind. The various Class yards should be kept separate from
one another, and should be clearly marked with the symbols outlined in §09.1.2.

Yards for explosive or flammable materials (Classes 3 & 5) should be surrounded by
earthen berms that are a minimum of 3ft thick and 8ft high, to contain explosions, fire
and debris from accidental ignition of the flammables.

The SupO is responsible for everything that occurs within the MSP.

09.3.2 Main Supply Routes & Convoy Escorts

Once the MSP has been sited, the Logistics Officer's (LogO) job is to scout out both
Primary and Secondary Supply routes, to form convoys and oversee the training of their
Crews.

09.3.21 Supply Routes

Supply routes should follow as direct a path as possible to their delivery areas, but where
possible, those routes should have at least some kind of concealment.

Supply vehicles should also be covered, if at all possible, with local vegetation, to blend
into their surroundings when avoiding observation from the air, and headlights should
have "peep covers" attached or painted on that cover 75-80% of the light-beam for night
driving.

(Although current technology makes these measures largely pointless, it is vital to
remember that, 1. Not all of our potential enemies have access to high technology, and 2.
In any event of appreciable scale, as outlined in §14.0, high technology items will be
virtually useless after a reasonably short time.)
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09.3.22 Convoy Loads, Formations & Security

Convoys, once formed, should be loaded out with whatever requested supplies are
available; the temptation to work up "unit kits" should be avoided, as there is a great deal
of waste in such processes.

Whatever the requesting unit needs that is available, toss it onto whatever trucks you
have and send them out - don't quibble over authorization forms unless it's something
truly vital. Just get a name, unit and signature, since at the Constellation and Cluster
levels (where most supply operations will be conducted), the SupO and LogO should be
familiar with the officers and NCOs in their commands.

In forming a convoy, always ensure that there is at least one security vehicle for every
five cargo vehicles (even if it is only one cargo vehicle); any smaller ratio, and there is
too much road space to cover effectively.

Supply vehicles should have a Driver and an Assistant Driver (a-driver) when possible;
this can be waived in manning emergencies. For vehicular emergencies such as
breakdowns, a heavy tow truck should be in the column for every twenty vehicles, if at
all possible. Crews should practice rigging tow cables on the road, under fire.

Escort vehicles should be a 4-wheel drive light pickup truck, and should have a driver
and assistant-driver in the cab, and at least two (2) and preferably four (4) shooters in the
bed. Escort vehicles should always lead and trail the column of cargo vehicles, and where
possible should range up and down the line at random.

Escort crews need to remember that they are infantry, and should practice both shooting
from moving vehicles and rapid dismounts for infantry attacks.
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10.0 POLITICAL OPERATIONS Politics is the heart of any movement, whether it is a
charitable organization, or an aspiring political party. We are no different.

However.
The White Army is entirely a-political. Let me repeat that:
THE WHITE ARMY IS A-POLITICAL.

It does not matter whether you are a Separatist, NS, WN, W/Anarchist or whatever.
O.R.ILO.N. and O.S.I.O.U. are in full force. As a Trooper of The White Army, you are
responsible for Our Entire Race, not a portion of it. If that is an issue, then the White
Army may not be for you.

Note that complaints filed by worthy White parties following Phase 6 will be investigated
fully.

Now that the “sturm und drang” is out of the way...

10.1.0 National Command Council (NCC) At this writing, there is no NCC seated. This
is due to the simple fact that no such body can exist at present, due to our situation.

What will occur during Phase 3 (see §14.1.0) is that nationally recognized leaders —
persons you have heard of, perhaps whom you have met — will make contact with each
other, and will work out an internal political strategy. Until then, there is no leadership,
beyond whatever local command structure you are under.

However, refer back to Sect. 10.0.
Once the NCC has convened, it will broadcast on a shortwave radio channel to be

determined.

10.2.0 Presenting Our Case to Survivors During Phase 2, you will undoubtedly come
into contact with many people who will have never heard of the White Army. They will
fall into three categories:

1. Anti’s
2. “Other” WNs

3. “Average Joes” who may or may not come over to our side

The answer to the anti’s should be obvious: don’t waste your time trying to sway them, as
you never will — Rule 37 applies (see Appendix 1).

The other two, however, present unique issues.
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10.2.1 “Other” WN As anyone who has been in the Movement for any length of time
knows, we do not lack for political, philosophical and religious divisions. Outside of your
immediate Star, many, if not most, of the White Army personnel — to say nothing of
refugees — which you will meet will not have exactly the same views as you.

Refer to §10.0.

The most important thing is unity. There are too few of us that have even close to a real
appreciation of the danger to Our Race — petty bickering while Rome burns will do
nothing but get us all killed equally.

10.2.2 Ride of the “Joe-bots For every WN reading this, and for every WN rnot reading
this, there are a vast number of other, potential, WNs out there who have been ruthlessly
programmed by the Enemy’s educational system to hate and fear us. These, sadly, make
up the bulk of the Enemy’s forces arrayed against us.

On the upside, “Joe-bots”, once they have had the realities of life exposed to them,
usually become rabid supporters of the first WN philosophy they come across.
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11.0 TRAINING

11.1.0 PHYSICAL TRAINING Physical training is one of the base essentials in
preparing yourself for war. Even if you have a number of injuries, it is your responsibility
to prepare yourself as far as you can.

It is important to understand, however, that simple strength training with weights is not
sufficient by itself. What is needed is “total-body” fitness, where strength, endurance and
cardio systems are improved, as that group is more important that simply bulking up
muscles.

Below is an exercise suitable both the individual and group training.

11.1.1 20-Count Body Builders This is an excellent cardio and endurance trainer. The

goal should ultimately be 50 reps.

Starting from the position of attention:

e Moves 1 —4: “Jumping Jacks” x 2

® Moves 5 - 6: “Squat-Thrust”

e Moves 7-10: Push-Ups x 2

e Moves 11 - 14: “Mountain-Climber” x 2

e Moves 15 - 18: Push-Ups x 2

e Moves 19 - 20: Reverse-“Squat-Thrust”, return to the position of attention

This constitutes one (1) rep. Repeat.
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11.2.0 Rifle PT
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11.3.0 FIELD TRAINING

Another tough subject, as training is exactly what it appears to be. Physical training is
very important, as is learning to use your weapons, and the tactics outlined above but that
is not enough. Hunting (meaning “stalking”, not hunting from a blind) is useful for very
small groups, but not for larger formations.

Unfortunately, training for Star- and Hexad-level operations is not as easy as some people
like to make out. The best that you can hope for beyond surplus military manuals (unless
you happen to run a “mercenary school”) is one of the better combat simulation games.

I’'m not talking about “first-person shooters”, like QUAKE™ or the RAINBOW™ series,
but something perhaps not as “immediate”. The one product that I hear about constantly
is the CLOSE COMBAT™ geries of squad- and platoon-level command games. I have
heard US Marine officers that I deeply respect sing this game’s praises, wishing that they
had owned the game when they were fresh, young lieutenants.

I cannot think of a better recommendation.

The only problem with CLOSE COMBAT™ is that it may be a little difficult to find. If
that is the case, try the SQUAD LEADER™ series of tabletop war-games. These are by
no means the best, but they are better than nothing.

12.0 RECRUITMENT AND FINANCE OPERATIONS
12.1.0 Recruiting

This is, without a doubt, the hardest mission you have in the beginning. Sadly, the days
are long gone where we could simply stand up and announce our just intent, fully
expecting fellows of principle to follow.

How far have we fallen? You cannot trust anyone that you have not known for
years...and perhaps not then. You will have to reach down, into yourself, and find it in
you to approach the fence sitters that you can trust, and bring them in.

How? You have to convince them — not shrilly, not frothing at the mouth — that their best
chance for a future lies with the White Cause. There is no manual but your own honesty
and commitment.

But understand this: as much as it grieves me, until we are engaged, you are on your own:

if you go off half-cocked and jump the gun, don’t expect us to be able to save you. With a
little luck and the grace or our Beliefs, “The Day” will come very soon.
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12.2.0 Financing Your Unit

Here again, we’re on the short end. Unless you are independently wealthy, you are a
work-a-day slob like the rest of us, scraping from one paycheck to the next. I don’t have
any easy answers for you, but whatever you do, DO NOT start robbing anything — we
need you alive and out here, not in some ZOG hellhole.

Right now, your best bet is to try and shave off $10 or $20 from every paycheck — rather
than eat at McDonalds for a couple of days, slide that $20 bill into a coffee can, and use it
to buy a box or two of ammunition, since that’s the single most critical item for The Day.

Do the math: if you, reading this now, can pull together just five more people — five — you
will bring in about $180 per week (assuming that you all get paid weekly), or $720 per
month...trust me, it adds up quickly — that’s a lot of ammo after a couple of months,
more than your Star can carry easily, without a vehicle.

Sadly, except for bake- and garage-sales, that’s about it for the money department.

I wish I could give you more on these two critical subjects, but I can’t start advising you
to do anything else...until it all comes down.

13.0 UNIFORMS, INSIGNIA AND PROMOTIONS/APPOINTMENTS
13.1.0 Uniforms

Uniforms are extremely important to any military formation, as telling the difference
between friendly and hostile troops will be difficult in the field as it is, without the added
complications of limited funding and supplies.

As a result, an improvisational approach must be used, at least in the initial phases, until a
more regular manufacturing arrangement can be established.

It must be understood, however, that these uniform and insignia guidelines are not
intended for use in concert with the Geneva Convention relating to the treatment of
Prisoner’s of War (POWs), although they do comply with those guidelines. This is
because the expected enemy has stated conclusively that adherence to the Geneva
Convention is not required of their forces.

In the buildup and immediate operational phases, the uniform will need to be multi-
functional. Denim “blue jeans”, black shirts and hiking, combat or steel-toed work boots
— preferably black or dark brown in color — with a black ball-cap or woolen watch cap
will be the basic uniform. Additional clothing items should include two or three military-
grade rain ponchos, a poncho liner, a black M1943 Field Jacket with liner and heavy
work gloves. Jeans should be “bloused’ over the boots, if possible.
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Individual Points and larger units will need to decide if a camouflage patterned uniform is
necessary, but most often, it is not. If it is warranted, Vietnam-era “Tiger Stripes” are
preferred for active operations, the better to distinguish friendly forces from their most
likely opponents.

For formal functions or parties, a long-sleeved, white button-down shirt should be worn
instead of the operational black.

13.2.0 Identification and Insignias

Due to the nature of this manual, Points and unit commanders will need to exercise
discretion when dealing with incoming units. All unit personnel should understand that
such discretion is necessary to counter infiltration by enemy forces.

13.2.1 White Army Identification Bands All personnel, once operations commence,
should pin a brassard (a cloth band about 6 inches wide) to their upper left arm. The cloth
should be “Royal Blue” in color, with a large, white five-pointed star centered on the
cloth. (NOTE: This is subject to change on short notice.)

13.2.2 Unit Identification Patches The use of unit identification patches is officially
discouraged by this document. All personnel are Defenders of the White Army.
“O.R.ILO.N.” and “O.S.1.O.U.” apply.

13.2.3 Rank Insignia Once above the level of the Hexad or Constellation, it will become
difficult to recognize all the faces and associate them to ranks. This is especially true
once operations commence in earnest, when new recruits will flood in, and will need to
know whom they are taking orders from.

13.2.31 “Star” Insignia Personnel reading this document who decide that the White
Army is for them and make a commitment to themselves to adhere to the White
Nationalist Doctrine, should consider themselves to be Points within the force structure
of White Army.

The rank insignia for a Point during the buildup phase will be that used by the US Army
for the rank of E5/Sergeant, with the chevron pointing down, worn centered on the left
breast pocket on button-down shirts, and worn centered over the left collarbone when
wearing a t-shirt.

Once a Point recruits a minimum of three other WNs into their unit, the Senior Point
may self-promote to the rank of Star Commander. That rank insignia is a five-pointed star
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identical to a US Army Brigadier General rank insignia. It is worn in a fashion similar to
the aforementioned chevrons, with one point up.

A Star Commander has the authority to assign ranks to the Points under his command.
These ranks are Trooper, Corporal and Sergeant. Those rank insignias should be the US
Army insignias for Private First Class/E1, Corporal/E4 and Sergeant/ES, all worn in the
above style.

e Note 1: All rank insignia should be black in color for operational use or in the
“subdued” black-on-green pattern in current use. If subdued patches are worn,
they are to be oriented in the same way as metal or plastic pins.

e Note 2: For formal functions, use of “bright metal” insignia is authorized.

Special Note from the Author: The Star Commander is the most important link in the
chain. It falls upon you to find, recruit, form, train and lead those who would join us. It is
you who are the “Tip of the Spear”, the Defender of our People. Know that you are the
one, true factor in our ultimate Victory.

It all comes down to you.

A Final Note to Points aspiring to higher ranks — DO NOT style yourself a Star
Commander if all you have is you, a couple of dogs and your pet goldfish. There is
functionally nothing that the author can do at this point to stop you from doing so. That
said, our PEOPLE are depending on YOU to live up to the standards of this document,
and there are Star Captains in your area who will be making plans based around you, and
what you have told them of your strengths, weaknesses and situation.

Brag all you want in the aftermath (see Appendix 4), but don’t lie to your Brothers and
Sisters before or during operations.

A Note to Star Captains After the Points and Star Commanders, you have the tough job.
You will need to learn how to herd cats to make your units work: your people will be
saddled with work-a-day jobs, personal issues, low income and problems maintaining
their morale in the face of the daily grind. To quote Maurice de Saxe, Marshal of France:
“The courage of soldiers must be reborn daily.”

You will need to seek out the other Points and Stars in your AO and at least make contact
with them. Don’t get greedy and don’t become tyrannical — our people aren’t animals;
they cannot be “driven” to battle, they must be led.

That’s your job. Our job is to try to give you the tools you’ll need to do that. This manual

is a start; we’ll put out more as soon as we can but it falls to you, in the meantime, to find
solutions to your unique circumstances.
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13.2.32 Higher Ranks and Units For units of Hexad size and larger, unit commanders
simply add additional stars at each level. Thus:

1 Star: Star Commander

2 Stars: Star Captain/Hexad

3 Stars: Star Major/Constellation

4 Stars: Star Colonel/Cluster

5 Stars: Strategos/Galaxy (refer to the rank insignia of the US “Generals of the
Army” MacArthur and Bradley)

Above the Galaxies are Field Armies, composed of two (2) to ten (10) Galaxies, which
are commanded by Arch-Strategoi. The Arch-Strategoi will wear a single five-pointed
star, flanked by a number of bars to indicate their specific rank:

NOTE: Prior to the commencement of active field operations, the White Army
will not — under ANY circumstances — authorize or recognize any rank above that
of Star Major, nor will any command larger than a Constellation will be
recognized as valid. Any person or persons claiming any elevated ranks or unit
sizes is an infiltrator, and should be dealt with accordingly. However, Points and
small units may set up message boards and/or websites to encourage meetings of
local Points, whether for simple fellowship or to recruit, discuss unit formation,
training and local-area operational planning.

13.2.33 Promotion and Subordination During the initial buildup phase, command and
control issues will not usually be too great an issue, as most people up to the level of a
Constellation will be at least familiar with each other.

However, once units grow too larger than Hexads in size, unit commanders will have to
meet among themselves to work out a staff structure.

The administrative and command functions above the Hexad largely replicate the staff
functions of a conventional infantry battalion. There will need to be the traditional four
departments, and their assistants, but there also needs to be additional and distinct offices
added to the traditional structure:

CO  Commanding Officer

XO  Executive Officer

Adj. Adjutant/Financial

S-1  Administration

S-2  Intelligence

S-3  Training and Operations Planning
S-4  Supply and Logistics

S-5  Civil Affairs/Public Relations
S-6  Medical Services

These are the basic offices, but they also cover virtually every eventuality.

48



14.0 OPERATIONAL THEORY

This is a difficult subject, and is open — by its very nature - to speculation and revision.
Points and unit commanders should remain vigilant, and continuously update their plans
in accordance with their specific circumstances.

14.1.0 General As of the publication of this manual (September, 2006), world events are
in freefall, as wars, famines, terrorism, piracy and general unrest sap the strength of the
various Enemy regimes.

At the same time, there are consistent worries of viral pandemics, earthquakes, fires,
tsunami’s — a whole host of terrible natural disasters, any one of