Murphy’s Laws Of Combat

Version 1.1


Just a quick note…. 
It has come to pass that many of my friends have sent me "Laws Of Combat" thinking i would enjoy them. To my dismay i found that most of those so called laws were rehashes of previous lists with a few more things added here and there. It is my opinion that a full complete list must be out there. I scoured the internet for any lists with more than 100 laws, and painstakeingly sorted them and put them into the list. This is an ongoing project, so anyone that has some laws i have missed, or thinks a particular law should go in a different (or new) group, should e-mail me and let me know. My e-mail is jonathan2133@mail.com 

Rules of the Rucksack
 

1. No matter how carefully you pack, a rucksack is always too small. 

2. No matter how small, a rucksack is always too heavy. 

3. No matter how heavy, a rucksack will never contain what you want. 

4. No matter what you need, it’s always at the bottom. 

5. You get the most of what you need the least. 

Least Credible Sentences: 

1. The check is in the mail. 

2. The trucks will be on the drop zone. 

3. Of course I'll respect you in the morning. 

4. I'm from the government and I'm here to help you. 

Pavlu's Rules for Economy in Decision Papers (Also rules of mess notes): 

1. Refute the last established recommendation. 

2. Add yours. 

3. Pass the paper on. 

Lackland's Laws (Or rules of the air cadet): 

1. Never be the first. 

2. Never be the last. 

3. Never volunteer for anything. 

Rules of a Gunfight 

1. Avoid them like the plague 

2. Be aware of what is going on around you by staying in condition yellow. 

3. Bring at least one gun (don't bring a knife). 

4. Bring the biggest gun you can handle. 

5. Bring lots of ammo. 

6. Never assume your opponent is out of ammo. 

7. In combat, you will be scared. You will have a tendency to shoot high. Be aware of this and aim low. 

8. Bring friends (as friendly witnesses or fire support). 

9. Density of fire increases proportionally to the curiousness of the target. 

10. Anything you do can get you killed, including nothing. 

11. Let close air support or artillery soften-up the target for you. ;-) 

12. Make use of available cover. 

13. Remember the difference between concealment and cover. 

14. Don't get shot (Use cover to your advantage). 

15. Place your shots well. 

16. Drop the one with the shotgun first. 

17. Pay attention to where your shots fall. 

18. "Speed's fine, but accuracy is final." 

19. Don't miss. (You can't miss fast enough to win.) 

20. Odd objects attract fire - never lurk behind one. 

21. Odd objects attract fire - You are odd. 

1. The only thing more accurate than incoming enemy fire is incoming friendly fire. 

22. The seriousness of a wound (in a fire-fight) is inversely proportional to the distance to any form of cover. 

23. Tracers work both ways 

24. Not only that, AKs use green tracers which mean "shoot 'em all and let God sort them out". 

25. There is nothing more satisfying than having someone take a shot at you, and miss. 

26. Carrying any weapon that you weren't issued (e.g, an AK) in combat is Not A Good Idea! A combat vet will know the sound of an unfamiliar weapon in an instant and will point and shoot. 

27. Happiness is a belt fed weapon. 

28. Tanks draw fire. A lot of it. It does not behoove the infantryman to hide behind one. 

29. You never have fire support in heavy firefight but you always have it on a silent recon mission 

30. The tank is a monument to the inaccuracy of indirect fire. 

31. The only time suppressive fire works is when it is used on abandoned positions. 

32. Never get into a fight without more ammunition that the other guy. 

33. Never draw fire; it irritates everyone around you. 

34. Always keep one bullet in the chamber when changing your magazine. 

35. If you can see the flashes from the enemies' guns in battle, he can see yours too. 

36. You're only better than your enemy if you kill him first. 

37. Being shot hurts. 

38. If you're the bad guy, draw & shoot first. 

39. If you're the good guy, draw second and shoot first. 

40. Never turn your back on an armed bad guy, even if he's down. 

Rules of wounds 

1. A "sucking chest wound" is nature's way of telling you to slow down. 

2. If you're bleeding to death, say something witty. 

3. If you're actually dying, say something deep. 

Law of Fighting Airplanes 

1. The enemy always has the advantage. 

2. Heat-seeking missiles don't know the difference between friend and foe. 

3. 'Armor' is a fantasy invented by your C.O. to make you feel better. 

4. Afterburners aren't. 

5. Air Brakes don't. 

6. Your cannon will jam in combat, and then when you get back to base there will be nothing wrong with it. 

7. You may have the better plane, but the enemy is the better pilot. (or vise versa) 

8. When getting spare parts for your aircraft, you can get them CHEAP - FAST - IN GOOD CONDITION, pick two. (This applies to everything) 

9. If you have got into the sun and are about to ambush the enemy, it will either be a trap or you'll run out of fuel. 

10. Air defence motto: shoot 'em down; sort 'em out on the ground. 

11. Another mottow: 'Flies high, it dies; low and slow, it'll go. 

12. When your fear of the plane overcomes your fear of the ejection seat, it's time to "punch out." 

13. Fighter pilots make movies; attack pilots make history. 

Rules of quitting 

1. Don't quit just because you're hit; GET EVEN! 

2. Never quit, period. 

3. There is no prize for second place. 

4. There's no such thing as "unfair advantage." 

5. He who lives to run away will live to run another day (the best strategy is being somewhere else). 

6. If your opponents didn't have the courtesy to "Count Off!" before beginning, assume that there's one more somewhere. 

7. When the cops pull up, think fast and move slow. 

8. Say nothing afterwards but the Seven Magic Words: "I'd like to speak with my attorney." 

9. Distribute press releases indicating you target belongs to a cult. 

10. Afterward, alter evidence to favor your position and plan for perjury. 

11. Use cutesy green-and-purple colored weapons and ammo so the press won't show any video of your non-evil-looking equipment. Fuzzy rifle-wrap works best. 

12. Insist on at least $50K from tabloid TV producers. 

Laws Of Combat 

1. If the enemy is in range, so are you. 

2. Incoming fire has the right of way. 

3. Friendly fire… Isn’t 

4. Recoilless rifles - aren't. 

5. Suppressive fires - won't. 

6. Interchangeable parts - aren't. 

7. Don't look conspicuous. In the combat zone, it draws fire. Out of the combat zone, it draws sergeants. [Corollary: For this reason, it is not at all uncommon for aircraft carriers to be known as missile magnets.] 

8. Teamwork is essential, it gives the enemy something else to shoot at 

9. Avoid loud noises, there are few silent killers in a combat zone. 

10. If you are allergic to lead it is best to avoid a war zone. 

11. The easy way is always mined 

12. There is always a way, and it usually doesn't work. 

13. Try to look unimportant, they may be low on ammo. 

14. It is a physical impossibility to carry too much ammo. 

15. Whenever you have plenty of ammo, you never miss. Whenever you are low on ammo, you can't hit the broad side of a barn. 

16. Whenever you drop your equipment in a fire-fight, your ammo and grenades always fall the farthest away, and your canteen always lands at your feet. 

17. Professionals are predictable, it's the amateurs that are dangerous. 

18. The enemy invariably attacks on two occasions: When your ready and when your not ready. 

19. The enemy "Alway's" times his attack, to the second you drop your pant's in the Latrine!! 

20. The enemy diversion you have been ignoring will be the main attack. 

21. If your attack is going well, then it's an ambush. 

22. If you're short of everything but the enemy, you're in combat 

23. No combat ready unit has ever passed inspection. 

24. No inspection ready unit has ever passed combat. 

25. There is no such thing as an atheist in a foxhole. 

26. There is no such place as a convenient foxhole. 

27. Never share a foxhole with anyone braver than yourself. 

28. Never share a bed with anyone crazier than yourself 

29. When in doubt, empty your magazine. 

30. Weather ain't neutral. 

31. If the sergeant can see you, so can the enemy. 

32. It is better to give than receive (Just like Christmas). 

33. Never forget that your weapon is made by the lowest bidder. 

34. The enemy never watches until you make a mistake. 

35. The worse the weather, the more you are required to be out in it. 

36. If two things are required to make something work, they will never be shipped together. 

37. Things that must work together, can't be carried to the field that way. 

38. To steal information from a person is called plagiarism. To steal information from the enemy is called gathering intelligence. 

39. When you've secured the area, don't forget to tell the enemy. 

40. The most dangerous thing in the world is a second lieutenant with a map and a compass. 

41. The tough part about being an officer is that the troops don't know what they want, but they know for certain what they DON'T want. 

42. Stay away from officers in combat, they're clever decoys for noncoms. 

43. Priorities are made by officers, not God. There's a difference. 

44. It isn't necessary to be an idiot to be a senior officer, but it sure helps. 

45. When a front line soldier overhears two General Staff officers conferring, he's fallen back too far. 

46. Remember, a retreating enemy is probably just falling back and regrouping. 

47. Combat will occur on the ground between two adjoining maps. 

48. So he said: “Cheer up, it could be worse.” So we cheered up. And it got worse. 

49. There is no limit to how bad things can get.

50. Never stand when you can sit, never sit when you can lie down, never stay awake when you can sleep. 

51. Exceptions prove the rule, and destroy the battle plan. 

52. One enemy soldier is never enough, but two is entirely too many. 

53. The complexity of a weapon is inversely proportional to the IQ of the weapon's operator. 

54. When you have sufficient supplies & ammo, the enemy takes 2 weeks to attack. When you are low on supplies & ammo the enemy decides to attack that night. 

55. Make it tough for the enemy to get in and you can't get out. 

56. When both sides are convinced they're about to lose, they're both right. 

57. Whenever you lose contact with the enemy, look behind you. 

58. Inclement weather always begins AFTER you've already done PT. 

59. A sudden downpour always occurs at the end of a summer field exercise--just in time coat all your equipment and camouflage with mud. 

60. The best beach weather always occurs when you are in the field wearing MOPP 4. 

61. There is no such thing as a blue sky during a squadron picnic. 

62. There is no such thing as a cloudy sky when your unit needs to infiltrate enemy territory. 

63. Road conditions are always red when it's time to convoy home. 

64. Motor pools are always 20 degrees warmer than the rest of the post during the summer and 50 degrees colder in the winter. 

65. Army training areas exist in a constant state of weather flux controlled by a deity with a truly cruel sense of humor -how do you think we got them so cheap? 

66. The peak of Mt. Everest would flood if an Army unit was told to set up on it. 

67. Hell really would freeze over if someone decided to conduct an exercise there. 

68. The Port-a-Potty Postulate states that the likelihood of a hurricane, sandstorm, tsunami, or blizzard occurring immediately over your location is directly related to how bad you need to get to the portajohns at the other side of the campsite in the middle of the night. 

69. The temperature always rises to 70 degrees AFTER you put on two layers of polypros, your bear suit, and all of your Gortex. 

70. If you whine about the weather, someone else will always whine louder. 

71. You are not Superman; Marines and fighter pilots take note. 

72. If your ambush is properly set the enemy won't walk into it. 

73. A clean (and dry) set of BDU's is a magnet for mud and rain. 

74. If all else fails, hide. 

75. If you don't care where you are, you ain't lost. 

76. The more a weapon costs, the farther you will have to send it away to be repaired. 

77. Field experience is something you don't get until just after you need it. 

78. No matter which way you have to march, its always uphill. 

79. If enough data is collected, a board of inquiry can prove ANYTHING. 

80. For every action, there is an equal and opposite criticism. (in boot camp) 

81. The one item you need is always in short supply. 

82. Airstrikes always overshoot the target, artillery always falls short. 

83. Artillery adds dignity to what would otherwise be a vulgar brawl. 

84. You think the enemy has better artillery support and the enemy thinks yours is better; you're both right. 

85. All-weather close air support doesn't work in bad weather. 

86. Smart bombs have bad days too. 

87. When reviewing the radio frequencies that you just wrote down, the most important ones are always illegible. 

88. The weapon that usually jams when you need it the most is the M60. 

89. The perfect officer for the job will transfer in the day after that billet is filled by someone else. 

90. The newest and least experienced soldier will usually win the Congressional Medal Of Honor. 

91. If it's stupid but works, it's not stupid. 

92. A Purple Heart just proves that were you smart enough to think of a plan, stupid enough to try it, and lucky enough to survive. 

93. Beer Math --> 2 beers times 37 men equals 49 cases. 

94. Body count Math --> 3 guerrillas plus 1 probable plus 2 pigs equals 37 enemies killed in action. 

95. If only one solution can be found for a field problem, then it is usually a stupid solution. 

96. The more stupid the leader is, the more important missions he is ordered to carry out. 

97. "A good plan today is better than a perfect plan tomorrow." -- General George Patton 

98. Have a plan or two. (If not, a "Last Will & Testament will do.) Corollary: No plan survives contact with the enemy. 

99. There is no such thing as a perfect plan. 

100. Failure of plan A will directly affect your ability to carry out plan B. 

101. If you receive two contradictory orders, obey them both. 

102. The degree to which you overreact to information will be in inverse proportion to its accuracy. 

103. Four-wheel-drive just means getting stuck in more inaccessible places. 

104. The important things are always simple 

105. The simple are always hard. 

106. All 5-second grenade fuses will burn out in 3. 

107. The quartermaster has only two sizes, too large and too small. 

108. The side with the simplest uniforms wins. 

109. Radios will fail as soon as you need fire support desperately. 

110. The enemy never monitors your radio frequency until you broadcast on an unsecured channel. 

111. The spare batteries for the PRC-whatever your troops have been carrying are either nearly dead or for the wrong radio. 

112. If you take more than your fair share of objectives, you will have more than your fair share of objectives to take. 

113. Radar tends to fail at night and in bad weather, and especially during both.) 

114. Military Intelligence is a contradiction. 

115. Fortify your front; you'll get your rear shot up. 

116. The Cavalry doesn't always come to the rescue. 

117. Parade ground inspections are to combat readiness as mess hall food is to cuisine. 

118. Napalm is an area support weapon. 

119. Mines are equal opportunity weapons. 

120. B-52s are the ultimate close support weapon. 

121. Sniper's motto: reach out and touch someone. 

122. Killing for peace is like screwing for virginity. 

123. Walking point = sniper bait. 

124. If you can't remember, the Claymore is pointed toward you. 

125. It's not the one with your name on it; it's the one addressed "to whom it may concern" you've got to think about. 

126. If you can keep your head while those around you are losing theirs, you may have misjudged the situation. 

127. If you really need an officer in a hurry, take a nap. 

128. You'll only remember your hand grenades when the sound is too close to use them. 

129. The bursting radius of a hand grenade is always one foot greater than your jumping range. 

130. The effective radius of a hand grenade is greater the average grunt can throw it. 

131. The combat worth of a unit is inversely proportional to the smartness of its outfit and appearance. 

132. "Hell hath no fury like a non-combatant." -- Charles Edward Montague 

133. Respect all religions in a combat zone, take no chances on where you may go if killed. 

134. Three things you will never see in combat; hot chow, hot showers, and an uninterrupted night's sleep. 

135. "Only 5% of an intelligence report is accurate. The trick of a good commander is to isolate the 5%." -- General Douglas MacArthur 

136. Failure to heed this commandment can adversely affect the morale of the crew. 

137. "Surprise is an event that takes place in the mind of a commander.” 

138. Every command which can be misunderstood, will be. 

139. War does not determine who is right, war determines who is left. 

140. Any ship can be a minesweeper . . . . once. 

141. Mine fields are not neutral. 

142. It's not the one [bullet] with your name on it; it's the one [bullet or shrapnel] addressed "to whom it may concern" or "occupant" that you've got to worry about. 

143. Everything always works in your HQ, everything always fails in the Colonel's HQ 

144. More aircraft are incapacitated by a shortage of spare parts than by enemy action. 

145. Those who hesitate under fire usually do not end up KIA or MIA. 

146. The crucial round is a dud. 

147. Success occurs when no one is looking, failure occurs when the General is watching. 

148. There is nothing more satisfying than having someone take a shot at you, and miss. 

149. All battles are fought uphill. 

150. All battles are fought in the rain. 

151. As soon as you are served hot chow in the field, it rains. 

152. Never tell the Platoon Sergeant you have nothing to do. 

153. Never reinforce failure. Failure reinforces itself. 

154. Tanks should never leave the established roads 

155. Never underestimate the ability of the brass to foul things up. 

156. Never expect any rations; the only rations that will be on time and won't be short is the ration ofshit. 

157. What gets you promoted from one rank, gets you killed in the next rank. 

158. The weight of your equipment is proportional to the time you have been carrying it. 

159. Boldness becomes rarer, the higher the rank. 

160. Always honour a threat. 

161. Always make sure someone has a can opener. 

162. The mortar team will always have the correct number of safety pins to prove they armed all the rounds. [Corollary: To ensure this, the mortar teams always carry extra pins.] 

163. Uncrating and assembly instructions are always inside the crate. 

164. There are two kinds of naval vessels: submarines and targets. 

165. All warfare is based upon deception. 

166. War is the unfolding of miscalculations. 

167. If they're shooting at you, it's a high intensity conflict. 

168. If you find yourself in front of your platoon they know something you don't. 

169. If you have a personality conflict with your superior: he has the personality, you have the conflict. 

170. If you enter the CO's Presence with an idea, you will leave his Presence with the CO's idea. 

171. Flashlights, lighters and matches don't just illuminate the surrounding area; they illuminate you too. 

172. Just because you have nearly impenetrable body armor and a hard-ass Kevlar helmet, doesn't mean you don't have exposed areas. 

173. There are few times when the enemy can't hear you: When he's dead, you're dead, or both. Addendum: When he's not there, when you're not there, or both. 

174. Complain about the rations all you want, but just remember; they could very well be your last meal. 

175. "Live" and "Hero" are mutually exclusive terms. 

176. Don't be a hero 

177. Cover your Buddy, so he can be around to cover for you. 

178. Once you are in the fight it is way too late to wonder if this is a good idea. 

179. Decisions made by someone over your head will seldom be in your best interest. 

180. Sometimes, being good and lucky still is not enough. 

181. If the rear echelon troops are really happy, the front line troops probably do not have what they need. 

182. Having all your body parts intact and functioning at the end of the day beats the alternative... 

183. Hot garrison chow is better than hot C-rations which, in turn, are better than cold C-rations, which are better than no food at all. All of these, however, are preferable to cold rice balls even if they do have little pieces of fish in them. 

184. Medals are OK, but having your body and all your friends in one piece at the end of the day is better. 

185. Thousands of Veterans earned medals for bravery every day. A few were even awarded. 

186. There is only one rule in war: When you win, you get to make up the rules. 

187. C-4 can make a dull day fun. 

188. There is no such thing as a fair fight -- only ones where you win or lose. 

189. If you win the battle you are entitled to the spoils. If you lose you don't care. 

190. Nobody cares what you did yesterday or what you are going to do tomorrow. What is important is what you are doing -- NOW -- to solve our problem. 

191. Prayer may not help . . . but it can't hurt. 

192. Flying is better than walking. Walking is better than running. Running is better than crawling. All of these, however, are better than extraction by a Med-Evac even if it is, technically, a form of flying. 

193. If everyone does not come home none of the rest of us can ever fully come home either. 

194. When the going gets tough, the tough go cyclic. 

195. Proximity factor: The need for relief is directly related to the distance of the relief station. 

196. If you can think clearly, know exactly what's happening, and have total control of a situation in combat, then you're not in combat. 

197. When you get the coveted 1,000 yard stare, don't forget about the enemy who is 30 yards away and about to pop your ass. 

198. If you think you don't need something for your combat load for an OP PLAN, you'll probably wish you had it after the shit hits the fan in combat. 

199. Hope for the best, but prepare for the worst. 

200. If you drop a soldier in the middle of a desert with a rock, a hammer, and an anvil, tell him not to touch any of it, and come back two hours later, the anvil will be broken. "Because soldiers gotta fuck with shit". (quoted from an Officer during an interview in which the Officer was asked why barrels were thickened on the M-16A2). 

201. An escaping soldier can be used again. 

202. If you think you'll die, don't worry you won't. 

203. Near death, but still a live? There is nothing wrong with physics. God doesn't like you. 

204. It is better to be lucky than good in the battlefield. 

205. If it's worth fighting for...it's worth fighting dirty for. 

206. If god wanted boots to be comfortable he would have designed them like running shoes. 

207. If you survive the extraordinary things, it will often be the little things that will kill you. 

208. Give an order, then change the order, will get you disorder. 

209. Revision to Marine Corp. Motto "If it makes sense, we won't do it". 

210. The only thing more dangerous to you than the enemy, is your allies 

211. Night vision - isn't 

212. Helicopter tail rotors are naturally drawn toward trees, stumps, rocks, etc. 

213. While it may be possible to ward off this event some of the time, it cannot, despite the best efforts of the crew, always be prevented. 

214. The engine RPM and the rotor RPM must BOTH be kept in the GREEN. 

215. The terms Protective Armor and Helicopter are mutually exclusive. 

216. "Chicken Plates" are not something you order in a restaurant. 

217. The BSR (Bang Stare Red) Law: The louder the sudden bang in the helicopter, the quicker your eyes will be drawn to the gauges. Corollary: The longer you stare at the gauges the less time it takes them to move from green to red. 

218. Loud, sudden noises in a helicopter WILL get your undivided attention. 

219. The further you fly into the mountains, the louder the strange engine noises become. 

220. It is a bad thing to run out of airspeed, altitude and ideas all at the same time. 

221. Running out of pedal, fore or aft cyclic, or collective are all bad ideas. 

222. Any combination of these can be deadly. 

223. Helicopters have been described as nothing more than 50,000 parts flying in close formation. It is the mechanics responsibility to keep that formation as tight as possible. 

224. It is mathematically impossible for either hummingbirds, or helicopters to fly. Fortunately, neither are aware of this. 

225. There are 'old' pilots and 'bold' pilots, but there are no 'old, bold' pilots. 

226. Any helicopter pilot story that starts "There I was,...." will be either true or false. 

227. Any of these stories that end with "No shit." was neither true nor false. 

228. The mark of a truly superior pilot is the use of his superior judgment to avoid situations requiring the use of his superior skill 

229. The last three laws were sent by Brad Lucas, CPT, AV USA Ret, and a 1st Gulf War Vet. 

230. Ch-53's are living proof, that if you strap enough engines to something it will fly. 

231. If you're close enough to actually hear an M1 series tank running, while in combat, and not part of the crew, you're too close. 

232. Murphy was a grunt. 

� A rucksack is like a backpack on steroids – Usually really big containing everything you have with you – tent, sleeping bag, food, etc.


� Tracers are bullets that glow so you can see where your shooting. Unfortunately they show the enemy where you are as well


� CO is Commanding Officer – The officer in charge


� PT – Physical Training – Jogging, marching, required physical stuff to keep you fit


� MOPP 4 - Mission-Oriented Protective Posture gear – Gas mask, rubber suits, really hot and hard to breathe in, like being in your own personal sauna


� BDU’s - Battle Dress Uniforms


� B52 - Bomber Aircraft –Big @$$ F***ing bomber – Google it 


� hes the one that tells the lazy people to do things like clean the barraks





http://www.geocities.com/jonathan2133/laws.html 
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