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UNITED STATES MARINE CORPS
Infantry Training Battalion

School of Infantry

Camp Lejeune, NC 28542-0161

Camp Pendleton, CA 92055-5061

STUDENT OUTLINE

M249 SQUAD AUTOMATIC WEAPON TEN METER FIRING

R0203

01/30/2003

	LEARNING OBJECTIVES IN THIS LESSON


TERMINAL LEARNING OBJECTIVES
1. Given a M249 squad automatic weapon, ammunition, and a basic machinegun target, while wearing a fighting load, perform ten meter firing for a M249 squad automatic weapon by achieving 35 points of 51 points. (11TR.01.23)

2. Given a SL-3 complete M249 squad automatic weapon, ammunition, and 8 man size targets at 50 – 400 meters, while wearing a fighting load, engage targets with a M249 squad automatic weapon by achieving impact on 5 of 8 targets while firing 3 to 5 round bursts. (MCCS.11.18)

ENABLING LEARNING OBJECTIVES
1. Given a SL-3 complete M249 squad automatic weapon, a basic machinegun target at 10 meters, and ammunition, while wearing a fighting load, establish initial sight settings for 10 meter zero in accordance with FM 23-14. (11TR.01.23a)

2. Given a SL-3 complete M249 squad automatic weapon, a basic machinegun target at 10 meters, and ammunition, while wearing a fighting load, triangulate the shot group by determining sight manipulations. (11TR.01.23b)

3. Given a SL-3 complete M249 squad automatic weapon, a basic machinegun target at 10 meters, and ammunition, while wearing a fighting load, respond to fire commands in accordance with FM 23-14. (11TR.01.23c)

4. Given a SL-3 complete M249 squad automatic weapon, a basic machinegun target at 10 meters, and ammunition, while wearing a fighting load, apply trigger control to achieve three round burst of fire. (11TR.01.23d)

5. Given a SL-3 complete M249 squad automatic weapon, a basic machinegun target at 10 meters, and ammunition, while wearing a fighting load, apply traverse and search fire in accordance with FM 23-14. (11TR.01.23e)       


	STUDENT INFORMATION


1. INITIAL SIGHT SETTINGS FOR 10 METER ZEROING
a. Elevation Knob. Index or place the elevation knob on a range of 700 meters. 
b. [image: image1.png]


Peep Sight. Center the peep sight by rotating it clockwise (right) as far as it will go, then rotating it counterclockwise (left) 5 clicks or half-turns.

c. Windage Knob. Rotate the windage knob toward the muzzle until the peep sight is completely to the right, and then rotate the windage knob towards the butt stock 12 clicks to the left. This places the peep sight in the approximate center of the sight. Each sight may vary as to how many clicks are needed. To check the sight, start with the sight all the way to the right and, while counting the clicks rotates the windage knob until it stops on the left side. Divide the clicks by 2, if the number is uneven round up. To center the sight turn the appropriate number of clicks to the right. Adjust the sliding scale at the rear of sight to center the large index line under the zeroed windage mark on the sight. 

d. Front Sight Post. Two threads should be showing on the front sight post. If more or less are showing an armorer should fix it.

2. TRIANGULATE SHOT GROUP.  Just like the M16A2 you will fire 3 rounds at the target and attempt to triangulate the group so you can adjust your sights and move the impact of your rounds to the target. A difference in the procedure is as follows:

a. Grid Square Overlay. Unlike the 36 yard BZO target the basic machine gun target does not have grid squares to help you adjust your rounds. We will use a grid square overlay to assist you in that aspect. Each square in the grid is 1 centimeter high and 1 centimeter across. To use the overlay place one of the squares on the 1 centimeter aiming point in the tomb stone and then count how many squares it will take to raise or lower your shots or how many to adjust right or left.

b. Shot Group. Your 3 rounds must fall in to about a 4-centimeter circle to accurately adjust your rounds.

c. Adjustments. To adjust your windage 2 clicks of windage to move 1 centimeter right or left. Rotating the windage knob towards the muzzle will move the round right; towards the butt stock will move it left. To adjust your elevation use 2 clicks of elevation to move 1 centimeter up or down, remember 180-degree turn of the peep sight is 1 click. Counterclockwise will move the round up, clockwise will move the round down.

3. FIRE COMMANDS.  The standard fire command is during the Ten Meter course. You will take action as directed and repeat each command. The commands and actions to take are as follows:

a. Alert. The alert is given as “Automatic Rifleman”. Upon hearing the alert, you will load your weapon and place the safety on fire.

b. Direction. Direction is given as “Front” since the targets appear to the front.

c. Description. Description is given as “Paster Number (pasters 1 through 8 as appropriate), at which time you will aim at the assigned paster.

d. Range. An elevation of 700 meters on the rear sight assembly is always used on the 10-meter course. It is announced as “seven hundred”. Upon hearing this you will ensure your range is set at 700 meters.

e. Method of Fire. You are firing at a point target so the method of fire is announced as “Fixed”. You will be firing single rounds or bursts at a slower rate than the sustained rate; therefore the rate of fire will be omitted.

f. Command to fire. It will be announced as “At my command”. When you are ready you will state “UP” when all automatic riflemen are ready the command “Fire” will be given.

4. TRIGGER CONTROL.  When firing this course you must use good trigger control, that is you must control how may rounds you fire each time you pull the trigger. You will be firing 3 to 5 round bursts. To do this you will use uninterrupted trigger control. You will apply smooth continuous pressure rearward on the trigger until the shots are fired and then release the pressure on the trigger until ready to fire again.

5. SEARCH AND TRAVERSE FIRE.  Searching and traversing fire on a target is making quick adjustments in elevation and direction. To search and traverse you must make adjustments to your accurate initial lay by changing your body position. Adjustments are made in the following manner:

a. Adjustments in direction. For large adjustments use your elbows and your toes to shift your body to aim in at a new point. For small adjustments use your shoulders slightly to the left or right.

b. Adjustments in elevation. Use your windage knob for large adjustments Use your elbows, by moving them in or out for minor elevation changes. 

REFERENCES: 

FM 23-14 M249 Light Machine Gun in the Automatic Rifle Role, pages 5-5 through 5-7, 5-14 through 5-18, and 5-23 through 5-37.

This page intentionally left blank.

UNITED STATES MARINE CORPS
Infantry Training Battalion

School of Infantry

Camp Lejeune, NC 28542-0161

Camp Pendleton, CA 92055-5061

STUDENT OUTLINE

M249 SQUAD AUTOMATIC WEAPON TRANSITION FIRING

R0204

01/30/2003

	LEARNING OBJECTIVES FOR THIS LESSON


TERMINAL LEARNING OBJECTIVE  

3. Given a M249 squad automatic weapon, ammunition, single and double E silhouette targets from 100 to 400 meters, while wearing a fighting load, perform transition firing for a M249 squad automatic weapon by achieving 35 points of 55 points in accordance with the FM 23-14. (11TR.01.24a)

ENABLING LEARNING OBJECTIVE
1. Given a M249 squad automatic weapon and ammunition, while wearing a fighting load, set initial sight settings for field zero in accordance with the FM 23-14. (11TR.01.24a)

	STUDENT INFORMATION


6. [image: image16.png]


INITIAL SIGHT SETTINGS FOR FIELD ZERO
a. Elevation Knob. The elevation knob will be placed on the range to the target. A recommended range to zero at is 300 meters. 
b. Peep Sight. Center the peep sight by rotating it clockwise (right) as far as it will go, then rotating it counterclockwise (left) 5 clicks or half-turns. 

(1) Elevation Corrections. If the center of the beaten zone is high or low in relation to the target, he corrects for elevation. Each click moves the strike of the rounds ½ mil or 6 inches at 300 meters.

c. Windage Knob. Rotate the windage knob toward the muzzle until the peep sight is completely to the right, and then rotate the windage knob towards the butt stock 12 clicks to the left. This places the peep sight in the approximate center of the sight. Each sight may vary as to how many clicks are needed. To check the sight, start with the sight all the way to the right and, while counting the clicks rotates the windage knob until it stops on the left side. Divide the clicks by 2, if the number is uneven round up. To center the sight turn the appropriate number of clicks to the right. Adjust the sliding scale at the rear of sight to center the large index line under the zeroed windage mark on the sight. 

(1) Windage Corrections. If the center of the beaten zone is to the left or right of the target, correct for windage. Each click moves the strike of the rounds ½ mil or 6 inches at 300 meters.

d. Front Sight Post. Two threads should be showing on the front sight post. If more or less are showing an Armorer should fix it.

REFERENCES: 

FM 23-14 M249 Light Machine Gun in the Automatic Rifle Role, pages 5-37 through 5-42. 

UNITED STATES MARINE CORPS
Infantry Training Battalion

School of Infantry

Camp Lejeune, NC 28542-0161

Camp Pendleton, CA 92055-5061

STUDENT OUTLINE

AUTOMATIC RIFLEMAN ASSAULT FIRING

R0205

01/30/2003

	LEARNING OBJECTIVES FOR THIS LESSON


TERMINAL LEARNING OBJECTIVE  

4. Given a M249 squad automatic weapon, 50 meters to rush with firing points which provide cover for firing from the bipod supported prone position, ammunition, plastic ammunition boxes, single and double E silhouette targets at distances of 75 to 400 meters from the starting position, while wearing a fighting load, rush with a M249 squad automatic weapon by rushing from one point to another, achieving hits on 14 of 21 targets exposed, and having ammunition remaining to engage the final target exposed. (11TR.08.04)

ENABLING LEARNING OBJECTIVES
1. Given a M249 squad automatic weapon, a distance to rush with firing points which provide cover for firing from the bipod supported prone position, while wearing a fighting load, execute an individual rush with a M249 squad automatic weapon by traveling from one covered position from another while providing a minimal target to the enemy. (11TR.08.04a)

2. Given a M249 squad automatic weapon, 50 meters to rush with firing points which provide cover for firing from the bipod supported prone position, ammunition, plastic ammunition boxes, single and double E silhouette targets at distances of 75 to 400 meters from the starting position, while wearing a fighting load, maintain fire discipline by placing well aimed rounds on target and regulating the expenditure of allocated ammunition throughout the course of fire. (11TR.08.04b)

	STUDENT INFORMATION


1. INDIVIDUAL RUSH
a.  When starting from the prone position: 

(1) Raise the head slowly and steadily and select a new position.

(2) Lower the head slowly, draw arms inward, cock right forward, and prepare to rush.

(3) Use one movement to raise the body by straightening both arms.

(4) Spring to your feet, stepping off with the left foot.

(5) Bend forward as low as possible when running.

(6) Never advance directly to the next position, always zigzag.

b.  When hitting the deck:

(1) Stop.

(2) Plant both feet in place.

(3) Drop quickly to the knees and slide the hand to the heel of the rifle.

(4) Fall forward, breaking your fall with the butt of the rifle.

(5) Keep your head down if you do not intend to fire.

2. REGULATING THE EXPENDITURE OF AMMUNITION
a.  Trigger Manipulation. The trigger is pulled to the rear and then released. This gives the rifleman control of the number of rounds fired in each burst. The sustained rate of fire (100 rounds per minute) is delivered in bursts of 3 to 5 rounds, which are fired every 4 to 5 seconds. For a 3 to 5 round burst, the automatic rifleman presses the trigger to the rear, says “PRESS, RELEASE”, and releases the trigger. 

REFERENCES: 

FM 23-14 M249 Light Machine Gun in the Automatic Rifle Role, pages 6-36 through 6-41 MCWP 3-11.3 Scouting and Patrolling, pages 4-3 through 4-4. 

UNITED STATES MARINE CORPS
Infantry Training Battalion

School of Infantry

Camp Lejeune, NC 28542-0161

Camp Pendleton, CA 92055-5061

STUDENT OUTLINE

GRENADIER MARKSMANSHIP

R0304

01/30/2003

	LEARNING OBJECTIVES FOR THIS LESSON


TERMINAL LEARNING OBJECTIVE
1. Given an M16A2 service rifle with a mounted M203 grenade launcher and quadrant sight, training practice rounds, and targets from 90 to 350 meters, while wearing a fighting load, perform M203 grenade launcher day qualification by achieving impact on target with 2 of 3 rounds at each of five stations within the effective casualty radius of the grenade. (11TR.01.34)

ENABLING LEARNING OBJECTIVE
1. Given an M16A2 service rifle with a mounted M203 grenade launcher with quadrant sight, training practice rounds, and a point target at 200 meters, zero the quadrant sight, by achieving point of aim/point of impact. (11TR.01.34a)

	STUDENT INFORMATION


1. ZEROING THE QUADRANT SIGHT
a. Select a target at 200 meters.

b. Ensure that the quadrant sight is correctly mounted on the rifle’s carrying handle.

c. Open the front sight post and rear sight aperture.

(1) Move the front sight post to its highest position, then back 2 1/2 turns.

(2) Depress the rear sight retainer. Slide the rear sight aperture to the left until its white index line aligns with the edge of the sight aperture arm.

d. [image: image17.png]
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Move the sight latch rearward, and reposition the quadrant sight arm to zeroing range (200 meters).

e. Assume a prone supported firing position.

f. Use correct sighting and aiming procedures to align the target with the front sight post and rear sight aperture.

g. Load one round of 40-mm HE or TP ammunition.

h. Fire a round, sense the impact, and adjust the sight.

(1) Elevation. Turn the front sight post right to decrease or left to increase elevation. At a range of 200 meters, one full turn equals 5 meters.

(2) Windage. Press the sight aperture retainer; move the rear sight aperture away from the barrel to move the trajectory to the left, or vice versa. At a range of 200 meters, one notch on the rear sight aperture equals 1 1/2 meters.

i. Fire two more cartridges, readjusting the sights after each. If the round lands within 5 meters of the target, the weapon is zeroed.

j. After you have zeroed the weapon, record the zero data on your scorecard. As soon as you can, transfer this information to a separate (small) piece of paper, and tape this inside the M16 pistol grip.

REFERENCES: 

FMFM 23-31 40mm Grenade Launchers M203 and M79, pages 5-12 through 5-22.
UNITED STATES MARINE CORPS
Infantry Training Battalion

School of Infantry

Camp Lejeune, NC 28542-0161

Camp Pendleton, CA 92055-5061
STUDENT OUTLINE

CONSTRUCT AN INDIVIDUAL FIGHTING POSITION
R1002

01/30/2003

	LEARNING OBJECTIVES FOR THIS LESSON


TERMINAL LEARNING OBJECTIVE
1. Given a designated position, a sector of fire, and an assigned weapon, while wearing a fighting load, construct a fighting position in accordance with FMFM 6-5. (MCCS.15.01)

ENABLING LEARNING OBJECTIVES
1. Given a designated position, a sector of fire, and an assigned weapon, while wearing a fighting load, emplace aiming stakes in accordance with FMFM 6-5. (MCCS.15.01a)

2. Given a designated position, a sector of fire, and an assigned weapon, while wearing a fighting load, dig pit accordance with FMFM 6-5. (MCCS.15.01b)

3. Given a designated position, a sector of fire, and an assigned weapon, while wearing a fighting load construct a parapet in accordance with       FMFM 6-5.  (MCCS 15.01c)

4. Given a designated position, a sector of fire, and an assigned weapon, while wearing a fighting load, construct a grenade sump in accordance with FMFM 6-5.  (MCCS 15.01d)

5. Given a designated position, a sector of fire, and an assigned weapon, while wearing a fighting load, construct a water sump in accordance with FMFM 6-5.  (MCCS 15.01e)

6. Given a designated position, a sector of fire, and an assigned weapon, while wearing a fighting load, construct an elbow rest in accordance with FMFM 6-5.  (MCCS 15.01f)

	STUDENT INFORMATION


1. FIGHTING POSITIONS. A fighting position is a location on the ground from which an individual, crew-served weapons or unit delivers fire.  

a. Types of Fighting Positions. There are three different types of fighting positions. Each position must allow for good fields of fire, make maximum use of available cover and concealment, and facilitate exercise of fire control by the unit leader. The following are the three types of fighting positions:

(1) Primary Fighting Positions. The primary position is the best available position from which the assigned sector of fire can be covered. Individuals, fire teams, squads, and crew-served weapons are assigned primary positions.

(2) Alternate Fighting Positions. The alternate fighting position is located so that the unit can continue to accomplish its original mission when the primary position becomes unsuitable for carrying out that mission. This type of position is not traditionally assigned to individuals or units within a platoon (i.e. Fire team), but is always assigned to crew-served weapon systems attached to that platoon.

(3) Supplementary Fighting Positions. The supplementary fighting position is prepared in order to guard against attack from directions other than those from which the main attack is expected (i.e. flanks or rear). Supplementary positions actually provide security. When occupied they ensure protection from attacks other than those covered by primary positions.

b. Fighting Holes. Fighting holes are dug by Marines at their fighting positions. Fighting holes provide excellent protection against small arms fire, shell fragments, aircraft strafing and bombing, artillery, nuclear detonations and the crushing actions of tanks. The type of fighting hole used is based upon squad strength, fields of fire, size of the squads sector of fire, morale, and time available. The following are the three basic types of fighting holes:

(1) Hasty Fighting Hole. When there is little time for preparation, build a hasty fighting position. It should be behind whatever cover is available. The purpose of the hasty fighting hole is it gives frontal cover from enemy direct fire but allows firing to the front and the oblique with a minimal amount of preparation. The term hasty does not mean that there is no digging. If there is a natural hole or ditch available, use it. If not, dig a prone shelter that will give some protection. Use the dirt from the hole to build cover around the edge of the position. 

(a) Dimensions:

1. Depth. One-half meter 

2. Width. Wide enough to accommodate the individual occupying the position.

3. Length. As long as the individual is tall.

(2) One-man Fighting Hole.  One-man fighting holes provide excellent protection against small arms fire, shell fragments, aircraft strafing and bombing, artillery, nuclear detonations and the crushing actions of tanks. This type of fighting hole should be as small as practical in order to present the minimum target. The main advantage of a one-man fighting hole is that in most types of soil it will protect the Marine from the crushing action of tanks.

(a) DIMENSIONS:

1. Depth. Deep enough to permit you to fire your rifle while standing on the fire step. Armpit deep is a good reference.

2. Width. Wide enough to accommodate your shoulders while sitting on the fire step.

3. Fire Step. Tall enough to allow you to engage targets in your sector of fire.

(b) Parapet: 
1. Thickness. At least 46 cm [36 in.] of packed earth to stop small arms fire. Far enough in front of the hole to allow room for elbow holes and sector stakes so that you can fire to the oblique.

2. Height. Approximately six inches high, however, it must be high enough to protect your head when you fire from behind the cover. 

3. Length. Long enough to give you cover and hide the muzzle blast of your rifle when you fire to the oblique.

(c) Water Sump. The water sump is used to collect water that accumulates within the fighting hole. Its dimensions should be at least 18 in depth and should be positioned at one end of the fighting hole.

(d) [image: image19.png]


Grenade Sump. The grenade sump is a circular hole dug into the wall of the fighting hole facing the enemy. It should be cone shaped, with the opening measuring approximately as wide as the spade of the entrenching tool, narrowing to about 5 inches in diameter at the end; it should be sloped downward at an angle of 30 degrees; and it should be as deep as the Marine can make it. 

(3) Two-man Fighting Hole. Essentially this is two one-man fighting holes. One Marine can provide protection while the other digs. The two-man fighting hole should be dug as small as practical. Because of its size, it offers somewhat less protection from the crushing action of tanks as well as less protection against strafing, bombing, and shell fragments. The advantages of the two-man fighting hole are that it allows continuous observation, mutual assistance and reassurance, and the redistribution of ammunition between the occupants.
(a) Dimensions:

1. Depth. It should be deep enough to permit both Marines to fire their weapons while standing on the fire steps. Armpit deep is a good reference.

2. Width. Wide enough to accommodate the shoulders of both Marines (About 2 feet).

3. Length. 6 ft long (Approx. 2 M16A2’s in length)

4. Fire Step. Tall enough to allow you to engage targets in your sector of fire.

(b) Parapet. Same as a one-man fighting hole. 
(c) Water Sump. Same as a one-man fighting hole.

(d) [image: image20.png]


Grenade Sump. Same as a one-man fighting hole.
2. AIMING STAKES AND SECTOR LIMITING STAKES. There are two basic types of stakes used, aiming stakes and sector limiting stakes. 

a. Sector Limiting Stakes. The purpose of sector limiting stakes (right and left) is to define your sector of fire and to ensure mutual supporting fires between individuals and positions. Sector stakes prevent accidental firing into friendly positions. Tree limbs about 46 cm (18 in) long make good stakes. The stakes must be sturdy and must stick out of the ground high enough to keep your rifle from being pointed out of your sector. 

b. Aiming Stakes. The purpose of aiming stakes is to help you fire into dangerous avenues of approach at night and at other times when visibility is poor. Forked tree limbs about 30 cm (12 in) long make good stakes. 

(1) The following are examples of weapon systems organic to a rifle squad using aiming stakes and sector limiting stakes:

(a) M16A2. The following stakes are used with the M16A2.

1. Yoke Stake. The yoke stake is used as the central reference point for the firing of the weapon. It is either a “Y” shaped stake or two straight stakes driven into the ground crossing each other to form an “X”. For the M16A2 it is the first stake(s) driven into the ground. The slip ring then rests in the “Y” or “X” of the yoke stake. 

2. Sector Limiting Stakes. The sector limiting stakes are used to define the individual’s sector of fire. They are two straight stakes approximately 1.5 inches in diameter and at least 18 inches long. The limiting stakes are driven into the ground so that when the weapon touches them, they fall on the six-inch barrel between the front sight assembly and the compensator. They should be driven into the ground so that they can withstand the erratic traversing of the weapon within the sector.
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Guide Wire. The guide wire serves as the elevation guide for the weapons, aiding in the engagement of targets during times of limited visibility or darkness. 
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(b) M203. The aiming stakes are emplaced to give the M203 the ability to quickly and accurately engage targets during time of limited visibility and darkness. The M203 has the same initial stake setup as the M16A2 with the following additional stakes being emplaced as aiming stakes for the M203.

1. Elevation Stake. Elevation stakes give the weapon the proper elevation needed to engage a target at a predetermined range.

2. Deflection Stake. Deflection stakes are used to define the direction to the target area.
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Recoil Stake. The recoil stake is used to absorb the recoil of the weapon. 
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(c) M249. The following stakes are used with the M249:

1. Bipod Trenches. Bipod trenches are dug in order to stabilize the bipod legs while firing. They should be dug about 4 to 6 inches deep. They also act as a reference point for the weapon.

2. Sector Limiting Stakes. The sector limiting stakes are used to define the individual’s sector of fire. They are two straight stakes approximately 1.5 inches in diameter and at least 18 inches long. The limiting stakes are driven into the ground so that when the weapon touches them, they fall on the six-inch barrel between the front sight assembly and the compensator. They should be driven into the ground so that they can withstand the erratic traversing of the weapon within the sector.

3. Principal Direction of Fire (PDF) Stake. The PDF stake is placed in as a reference point for the SAW to enable the automatic rifleman to engage targets along likely or dangerous avenues of approach during times of limited visibility. 
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3. CLEAR FIELDS OF FIRE. Clearing fields of fire within your sector of fire allows you to better observe the enemy and ensure your fires will be able to hit the enemy.  When clearing field of fires the following principles apply:

a. Try to avoid disturbing the original terrain.  Any excessive changes will be easily identifiable by the enemy.

b. When clearing your fields of fire make sure you have one man posted as local security while the other man clears.

c. Do not disclose your squad’s position by excessive or careless clearing.

d. Start clearing near the battle position and work forward to the effective small-arms fire range.

e. In all cases, leave a thin natural line of foliage in front of your fighting position.

f. In sparsely wooded areas, remove the lower branches of scattered large trees.  It may be desirable to remove entire tree, which might be used as reference points for the enemy fire.

g. If practical, demolish buildings and walls forward of the FEBA that may obstruct fields of fire or provide cover and concealment to the enemy.

h. Move cut brush to a location where it will not furnish concealment to the enemy or disclose the squads’ position.

i. Extreme care must be taken by the fire team leader to ensure fields of fire are cleared of obstruction that might cause premature detonation of the M203.

j. In heavy woods, complete clearing of fields of fire is neither possible nor desirable.  Restrict work to thinning undergrowth and removing lower branches of large trees.  In addition, clear narrow lanes for automatic weapons.  
REFERENCES: 

FMFM 6-5 Marine Rifle Squad, pages 5-21 through 5-28

EXAM ID: R1004P1

EXAM TITLE: Construct an Individual Fighting Position Performance Examination

TLO/ELO: MCCS.15.01

STUDENT INSTRUCTIONS:

1. You are a Marine infantryman and must construct a one or two man fighting position.                                                                         

2. There is a four and a half-hour time limit for this task.                     

3. To achieve mastery, you must perform each of the performance steps correctly. 

PERFORMANCE STEPS AND/OR PERFORMANCE STANDARD:

	Performance Steps
	Master
	Non-Master
	Remarks

	1.
	Emplace individual sector of fire limiting stakes sturdy enough to contain movement of the individual weapon.                        
	
	
	

	2.
	Clear fields of fire to the limits of the sector of fire without unnecessarily exposing the position.
	
	
	

	3.
	Dig a hole arm pit deep, shoulder wide, and long enough to use an entrenching tool, while leaving a firing step which allows a Marine to aim and fire his weapon into the sector of fire.
	
	
	

	4.
	Form a parapet approximately 3 feet thick and 1/2 foot high around the front and flanks of the hole.                                 
	
	
	

	5.
	Construct a shelf behind the parapet wide enough for a Marine to use as an elbow rest while firing.
	
	
	

	6.
	Dig a water sump below the firing step and at one side of the fighting hole to collect water and provide space for the Marine’s feet while seated on the firing step.
	
	
	

	7.
	Dig a grenade sump into the wall of the hole facing the enemy at lower part of water sump.  The grenade sump slopes downward at 30 degrees and is, at a minimum, as deep as an entrenching tool is long.  The grenade sump opening is as wide as the spade of an entrenching tool and narrows to the approximate size of a fist at the bottom.
	
	
	

	8.
	Camouflage the position using available vegetation and materials, so that it blends in with the surroundings.
	
	
	


UNITED STATES MARINE CORPS
Infantry Training Battalion

School of Infantry

Camp Lejeune, NC 28542-0161

Camp Pendleton, CA 92055-5061
STUDENT OUTLINE

PREPARE A FIRE PLAN SKETCH
R1003

01/30/2003

	LEARNING OBJECTIVES FOR THIS LESSON


TERMINAL LEARNING OBJECTIVE
1. Given a two man defensive position, compass, paper, and pen, prepare a fire plan sketch; to illustrate four of six required items.  (MCCS.15.02)

ENABLING LEARNING OBJECTIVES
1. None.

	STUDENT INFORMATION


1. PURPOSE OF A FIRE PLAN SKETCH. After being assigned a defensive position the unit leader formulates a plan to cover his entire sector with the heaviest possible volume of fire. A fire plan sketch is nothing more than a drawing of these preplanned fires. It includes individual sectors of fire, individual fighting positions, firing positions, the principle direction of fire for the automatic weapons and the location of the unit leader. The purpose of a fire plan sketch is to show where fire is being directed and to ensure mutual support by the overlapping of adjacent sectors of fire.

2.  PURPOSE OF MILITARY SYMBOLS. Each individual or unit is assigned a specific symbol. The purpose of military symbols is to identify and distinguish particular military units, activities, or installations. The following are common symbols used on fire plan sketches:

a. Unit Symbols. The following symbols are used to identify infantry units:
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b. Size Symbols. Sizes of units are identified by the following symbols:
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c. [image: image41.png]


Individual Symbols
d. Miscellaneous Symbols 
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3. COLORS USED ON A FIRE PLAN SKETCH. Colors are used to assist anyone reading a map or a sketch. Rules for their use are as follows:

a. Blue or Black. Blue or black is used to identify friendly forces.

b. Red. Red is used for enemy. If red is not available, blue or black in double lines can be used.

c. Green. Green is used to show minefields, demolitions, roadblocks, and other engineered obstacles activities of both friendly and enemy forces. It will not be used for any military activity. If not available, black is substituted.

4. REQUIRED ITEMS ON A FIRE PLAN SKETCH. When preparing a fire plan sketch it is important to remember that two must be prepared one to be left in the fighting hole and one to be submitted to higher. A sketch of the fire plan is submitted to each unit leader. Subordinates are responsible to provide superiors this information.  It must include the following eleven items: 

a. Primary Fighting Positions. A line is drawn around the fire team fighting position and follows the general trace of the forward edge, flanks, and rear of the fighting position of the fire team members. The symbol indicating the size of the unit is placed within a break along the rear edge. The following are examples of how unit fighting positions are identified on a fire plan sketch with the explanation to the right:
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b. Sector of Fire for each individual. A sector of fire is an area that is covered by an individual, fire unit (fire team or squad), or crew-served weapon. It is a pie shaped area enclosed by two lateral limits and a forward limit. Within a rifle platoon, a sector of fire is assigned to individual weapons, fire teams, and squads. Squad leaders are not normally assigned individual sectors of fire since their primary duty during the conduct of the defense is directing and controlling the fires of their units. The sector of fire is used for the best distribution of available fire and complete coverage of the area to the front. It is also employed to ensure mutual support by the overlapping of adjacent sectors of fire. The platoon position is defended by the overlapping sectors of the squads. The squad position is defended by the overlapping sectors of fire of the fire teams.  The fire plan sketch should include sectors of fire for each individual in the fire team.

(1) Lateral Limits. Easily identifiable terrain features are selected to indicate boundaries along each side of the sector. These terrain features should be located near the forward limit of the sector of fire so that all fire team members assigned to cover this sector use the same limiting features.

(2) Forward Limit. The forward limit is established almost at the maximum effective range of that weapon where line of site is still possible. When possible, a terrain feature is selected to locate the forward limit. As the attacker passes this limit, he is brought under fire.  

c. Individual Sectors of Fire 

(1) The fire team is the basic fire unit of the rifle platoon and, when practical, each individual’s sector of fire covers the entire fire team sector of fire. The same terrain features are used to indicate the limits.

(2) In the defense, it is impractical for each automatic rifleman to cover the entire squad sector of fire. He is assigned to cover only the fire team sector.

(3) The fire team leader is assigned an individual sector of fire for the employment of the M203 grenade launcher. He covers the entire fire team sector. The fire team leader normally does not fire his rifle except in emergencies since his primary duty during the conduct of the defense is to control and direct the fire of his team.  This is particularly true for the automatic rifle.

(4) Sectors of fire are identified on the fire plan sketch with dashed lines. 
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d. Principal Direction of Fire (PDF). Since the automatic rifleman is the backbone of the squad’s defense the squad leader selects the exact firing position for the automatic rifleman. The remainder of the fire team is then positioned around them. The squad leader will indicate the PDF for the automatic rifle. The PDF covers likely avenues of approach. The PDF is identified on the fire plan sketch with a solid line with an arrowhead attached to the end of it. The line is drawn from the automatic rifleman symbol to the avenue of approach.
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e. North Seeking Arrow. The magnetic north line provides a reference to show which direction the fire team is facing. It is identified as an arrow with the letter “N” drawn next to it. 
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f. Marginal Information. Marginal information should include name and unit of the individual who prepared the sketch, and the time and date that it was prepared.
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5. ADDITIONAL INFORMATION. A fire plan sketch is nothing more than a rough sketch of the terrain around the unit’s position and the fire that covers that terrain. At times additional information is required to increase the unit leaders success in the conduct of defensive operations. The following additional information may prove helpful in accurately depicting the terrain surrounding the position:

a. Deadspace. Deadspace is the area in forward of the battle position that cannot be covered by a direct fire weapon.

b. Prominent Terrain Features. Easily identifiable natural landmarks and the direction and distance to them within the assigned sector of fire.

c. Targets. The unit leader may also designate locations within your sector of fire where targets are most likely to appear.

d. Target Reference Points. Target reference points are natural or man-made features within your sector of fire that can be used for quick location of targets. Target reference points are used primarily for controlling direct fire weapons.

e. Supplementary Position. Additionally the supplementary position for the unit should be placed on the fire plan sketch and it’s relative location to the primary position. The supplementary position is depicted with a dashed line.

6. SIX GENERAL ITEMS. These are the items required in order for the students to pass the performance evaluation. 

a. Individual Fighting Position

b. Individual Sectors of Fire

c. Principle Direction of Fire for the M249 Squad Automatic Weapon

d. Illustrate Dead Space

e. Illustrate M203 Grenade Launcher Targets

f. Illustrate Magnetic North

REFERENCES: 

FMFM 6-5 Marine Rifle Squad, pages 5-9 through 5-17.

EXAM ID: R1003 

EXAM TITLE: Prepare a Fire Plan Sketch Performance Examination

TLO/ELO: MCCS.15.02

STUDENT INSTRUCTIONS:

1. You are a Marine infantryman and must prepare a fire team fire plan sketch for your fire team.                                                                   

2. There is no limit for this task.                                              

3. To master the task, you must illustrate four of the six required performance steps correctly.  Performance steps 1, 2, 3, 4, 5, 6 are required items.

PERFORMANCE STEPS AND/OR PERFORMANCE STANDARD:

	Performance Steps
	Master
	Non-Master
	Remarks

	1.
	Illustrate individual fighting positions
	
	
	

	2.
	Illustrate individual sectors of fire.
	
	
	

	3.
	Illustrate principle direction of fire for the M249 squad automatic weapon. 

If applicable.
	
	
	

	4.
	Illustrate dead space.
	
	
	

	5.
	Illustrate M203 grenade launcher targets. If applicable.
	
	
	

	6.
	Annotate magnetic north.
	
	
	

	7.
	Marginal information.
	
	
	


[image: image48.png]



UNITED STATES MARINE CORPS
Infantry Training Battalion 

School of Infantry

Camp Lejeune, NC 28542-5030

Camp Pendleton, CA 92055-5061

STUDENT OUTLINE

AMBUSH PATROLLING

R1109

01/30/2003

	LEARNING OBJECTIVES FOR THIS LESSON


LEARNING OBJECTIVES 

1.  This is a lesson purpose class.

	STUDENT INFORMATION


1.  DEFINITION.  An ambush is a surprise attack from a concealed position on a moving or temporarily halted target. It is one of the oldest and most effective types of military action.

a. Purpose of ambushes.  Ambushes are executed for the general purpose of reducing the enemy's overall combat effectiveness and for the specific purpose of destruction of his units. The cumulative effect of many small ambushes on enemy units lowers morale of enemy troops and, in general, is harassment to the enemy force as a whole.

(1) Destruction is the primary purpose because the loss of men killed or captured, and loss of equipment and supplies destroyed or captured reduces the overall combat effectiveness of the enemy.

(2) Harassment is a secondary purpose.  Though less apparent than physical damage, it is very important.  Frequent ambushes force the enemy to divert men from other missions to guard convoys, troop movements, etc. When enemy patrols are ambushed, they fail to accomplish their mission, and the enemy is deprived of valuable information.  A successful ambush causes the enemy to be less aggressive and more defensive minded. The enemy troops become apprehensive and too cautious, they become reluctant to conduct night operations and patrols, and are more subject to confusion and panic if ambushed. In general, they become less effective fighters.        

2.  ORGANIZATION OF THE PATROL.  An ambush patrol is organized into four units/elements.

a. Headquarters.  Command element. Patrol Leader, APL, radio operator, etc.

b. Assault.  Unit/element that engages the enemy at the objective.

c. Support.  Unit/element that provides supporting fires for the assault unit during the ambush, and covering fires, if required, for its withdrawal. Attachments, if any, will fall under this element.

d. Security.  Provides security during movement to the objective, secures the objective rally point, isolates the objective area, gives early warning of enemy approach, and covers the withdrawal.

3.  CLASSIFICATION OF AMBUSHES.  Ambushes are classified as deliberate ambushes or ambushes of opportunity.

a. Deliberate Ambush.  A deliberate ambush is one that is planned against a specific target.  Detailed information is required about the target, the nature of the target, its size and organization, armament and equipment.  The route it will follow, rate of movement, and times it will reach or pass certain identifiable points along its route. A deliberate ambush is normally conducted by a reinforced platoon.

(1) Logistic columns either rail or motorized.

(2) Troop movements, either rail, motorized, or on foot.

(3) Enemy patrols which establish patterns by frequently using the same routes or habitually depart and reenter their own areas at the same point.

(4) Any other force, when sufficient prior information is known.

b. Ambush of opportunity.  When detailed information necessary to conduct a deliberate ambush is not available.  However there are routes that the enemy will likely be using, day or night, for troop movement, patrols, or convoys, the commander may order an ambush patrol, or a number of ambushes to cover those routes. These are the ambush patrols most often conducted and the reinforced rifle squad is well suited to perform them.  Generally, the patrol will be given a mission to organize an ambush along a road or trail near a specific point or area, and execute the ambush against the first profitable target that appears.

4.  TYPES OF AMBUSHES
a. There are two types of ambushes, point and area.

(1) Point Ambush. The point ambush is one in where forces are deployed to ambush along a single killing zone.
(2) Area Ambush.  The area ambush is one where forces are deployed as multiple related point ambushes.  A squad may conduct a point ambush as part of a larger area ambush; it cannot, however, conduct an area ambush on it's own.  This holds true even when crew-served weapons reinforce the squad.

b. The ambush formation to be used is determined by careful considerations of possible formations and the advantages and disadvantages of each in relation to-

(1) Terrain.

(2) Conditions of visibility.

(3) Forces.

(4) Weapons and equipment.

(5) Ease or difficulty of control

(6) Target to be attacked.

(7) Overall combat situation.

5.  FACTORS FOR A SUCCESSFUL AMBUSH.   There are many factors that give the ambush its best chance of success. The ideal situation would be to have all of these factors accommodated but that is seldom possible.

a. Prior planning.  An ambush, be it a deliberate ambush or a ambush of opportunity, requires sound planning

b. Routes.  A route is planned which allows the patrol to enter the ambush site from a direction that will not take it through the planned killing zone. If the killing zone must be entered or crossed, for example (to place mines), patrol members must take care not to disturb the natural appearance of the area. Nothing should be done that could alert the enemy and compromise the ambush. A covered and concealed withdrawal route is also planned. As with all patrols, alternate routes are planned, as necessary.

c. Final Preparation Position.  The FPP is that location in the vicinity of the objective where the patrol makes final preparations prior to approaching the objective.  For example, recamouflaging, preparing demolitions, preparing EPW bindings, first aid kits, and litters, and inspecting weapons.  This position must provide the patrol concealment from enemy observation and, if possible, cover from enemy fires.  The patrol leader's reconnaissance of the ambush site is made from this position.  It serves as the release point from which units and teams move to the ambush site.  If the situation permits, the final preparation position can also be used as the objective rally point as it provides the patrol with the advantage of leaving behind clothing and equipment not required at the objective.

d. Ambush Site. In conjunction with map or aerial photo study conducted by the patrol leader during his preparation phase, a physical reconnaissance of the site must be made. The patrol leader must remember that a suitable ambush site for his patrol is also suitable for one by the enemy. Additionally, it must be looked at first-hand to ensure that what looked good on the map is actually a good site for an ambush. An ambush site must provide for;

(1) Favorable fields of fire.

(2) Canalization of the target into the killing zone. An ideal killing zone restricts the enemy on all sides, confining him to an area where he can quickly be destroyed. A killing zone flanked by natural obstacles such as cliffs, streams, embankments, or steep grades, supplemented by other obstacles such as mines or barbed wire, limit an enemy's opportunity to escape or to employ his own counter-ambush drills against the ambush.

e. Occupying The Ambush Site.  The patrol leader takes the element leaders and the security team to the ambush site to do the leaders recon. The patrol leader after considering the site and picking out the killing zone directs the positioning of the security element.  The security teams are put into position first, to prevent the patrol from being surprised as it moves into the ambush site. The flanks and rear security are put into position, camouflaged and communications are established, field radios, phones, or pull wires are good means of comm. The patrol leader then takes the element leaders through the site designating positions for the elements.  Once the positions are designated the leaders return to the FPP leaving the security element in place.  The support element is then set in to over watch the movement of the assault element into their positions.  Automatic weapons and machine guns are positioned so that each PDF fire's along the entire killing zone, or their sectors of fire overlap so that the killing zone is covered completely.  The assault element is set in last.  Rifleman and grenadiers are positioned so that their sector of fire's cover any dead space left by the automatic weapons and machine guns. Once all personnel are in their positions the patrol leader gives a time to be set in.  All personnel then begin clearing sector of fires, positioning demolition's in dead space and for the commence fire signal, and camouflaging their positions.  When this is completed the patrol leader inspects the ambush site, has all members put their weapons on fire. Placing the weapon on fire is a technique in which special care must be taken as not to have a negligent discharge in the ambush site. The patrol leader then returns to his position from which he can best initiate the ambush. 

f. Local Security.  The security element, normally, employed in two teams, does not usually participate in the initial attack, but protects the flanks and rear, giving early warning of enemy approach, and covering the patrol's withdraw at the conclusion of the ambush.

g. Surprise. Surprise distinguishes the ambush from other forms of attack. It is surprise that allows the ambush patrol to seize and retain control of the situation. If complete surprise cannot be achieved, it must be so nearly complete that the target is not aware of the ambush until too late for effective reaction.

h. Coordinated Fires. All weapons, mines, and demolitions must be positioned, and all fires, including available artillery and mortars, must be coordinated to achieve:

(1) Isolation of the killing zone to prevent escape or reinforcement.

(2) Surprise delivery of a large volume of highly concentrated fires into the killing zone.

i. Control. Close control must be maintained during movement to, occupation of, and withdrawal from the ambush site. This is best achieved through rehearsals and maintenance of good communications. The patrol members must control themselves so that the ambush is not compromised. They must exercise patience and self-discipline by remaining still and quiet while waiting for the target to appear. They have to forego smoking, endure insect bites and thirst in silence; resist the desire to sleep, ease cramped muscles, and perform normal body functions. When the enemy appears, they must resist the temptation to open fire before the signal is given. The patrol leader must effectively control all units of the ambush force. Control is most critical at the time the enemy approaches the killing zone. Control measures must provide for-

(1) Early warning of enemy approach.

(2) Fire control.

(3) Initiation of appropriate action if the ambush is prematurely detected.

(4) Timely and orderly withdrawal of the ambush force from the ambush site and movement to the objective rally point.

j. Suitable Objective Rally Point. The objective rally point must be easily accessible to all personnel in the ambush force. It must be located far enough from the ambush site so that it will not be overrun if the enemy successfully assaults the ambush.  Situation permitting, the FPP should be used as the ORP, however if the situation does not allow for this each man walks the route from his ambush position to the objective rally point. If a night ambush, he must be able to follow his route in the dark. After the ambush has been executed, and the search of the killing zone completed, the patrol withdraws quickly but quietly on the patrol leader's signal. The ORP is used for accounting for personnel and equipment, reestablishing the chain of command, disseminating information and issuing of frag orders after the mission has been completed.

6.  INITAITION OF AN AMBUSH.  Normally, the ambush patrol will be deployed along a trail or route that is known to be used by the enemy, or likely to be used. The enemy is permitted to pass by the center of the ambush force so the attack can be made from the rear.   It is important to remember that an ambush should have four distinct signals, one to open fire (with an alternate signal utilized at the same time as the primary), a signal to cease or shift fires, a signal to assault the killing zone, and a signal to withdraw.   The signal to open fire should meet two criteria. First, it should be the firing of a weapon that will kill the enemy. Second, it should be a weapon that will shock the enemy and throw him into a state of confusion. An excellent primary signal is a command-detonated claymore mine fired by the patrol leader. The alternate signal should be a weapon that fires from the close bolt position.  All fires should be delivered simultaneously on the prearranged signal.

7.  EXECUTION OF THE AMBUSH. When the primary purpose of the patrol is to kill the enemy, the area is sealed off with the security teams. Maximum damage is inflicted with demolition's, command-detonated claymore mines, automatic rifle and machine gun fire, and anti-armor weapons. When these fires are ceased or shifted, the patrol launches a violent assault into the killing zone. The assault element then provides security while designated teams kill or capture personnel, search bodies for items of intelligence value, and destroy vehicles and equipment. On the patrol leader's signal, all units withdraw to the objective rally point, reform the patrol, and move out quickly.

a. When the primary purpose is harassment, the patrol seals off the area to prevent reinforcement and enemy escape. Maximum damage is inflicted with demolitions and automatic weapons fire. The patrol delivers a high volume of fire for a short time and then withdraws quickly and quietly. The patrol does not assault, except by fire, and avoids physical contact. The patrol avoids being seen by the enemy.

b. When the patrol's primary purpose is to obtain supplies or capture equipment, the security element seals off the area. Weapons and demolitions are used to disable vehicles, but not destroy them. The assault element must use care to ensure its fire does not damage the desired supplies or equipment. Designated teams then destroy vehicles and equipment not needed by the patrol.

8.  WITHDRAWING FROM THE AMBUSH SITE.  On the patrol leader's signal, all units withdraw to the objective rally point.  The assault element moves out first, being covered by the support and the security.  The support element moves out second, with the security covering them. The security element moves out last arming mines to cover the withdrawal route.  The patrol leader reforms the patrol, and moves out quickly.  If the ambush was not successful and the patrol is pursued, withdrawal may be in bounds. The last group may arm mines, previously placed along the withdrawal route, to further delay pursuit.

REFERENCES: 

MCWP 3-11.3 Scouting and Patrolling, pages 13-3 through 13-7 

FMFM 6-5 Marine Rifle Squad, pages 8-9 through 8-11 and 8-14 through 8-17.
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CLOSE QUARTERS MARKSMANSHIP TECHNIQUES 

R1203

01/30/2003

	LEARNING OBJECTIVES FOR THIS LESSON


TERMINAL LEARNING OBJECTIVE
  1.  Given a M16A2 service rifle and ammunition, while wearing a fighting load, combat reload a M16A2 service rifle while maintaining awareness of any threat.  (11TR.01.09)

  2.  Given a M16A2 service rifle, 50 rounds of ammunition, a sector of fire, and a target within 50 meters, while wearing a fighting load, engage immediate threat targets with a M16A2 service rifle by achieving 400 of 500 points.  (11TR.01.10)
ENABLING LEARNING OBJECTIVES
1. Given a M16A2 service rifle, while wearing a fighting load, demonstrate the combat stance in accordance with the Marine Corps Weapon Drill Guide.  (11TR.01.10a)

      (2) Given a M16A2 service rifle, ammunition, and a target, while wearing a fighting load, execute the two shot technique in accordance with MCRP 3-01A.  (11TR.01.10b)

      (3) Given a M16A2 service rifle, and a window or a door, while wearing a fighting load, perform the pieing technique in accordance with MCWP 3-35.3.  (11TR.01.10c)

      (4) Given a M16A2 service rifle, ammunition, and a target, while wearing a fighting load, perform weak hand shooting in accordance with the Marine Corps Weapon Drill Guide.  (11TR.01.10d)

      (5) Given a M16A2 service rifle, ammunition, and a target, while wearing a fighting load, shoot on the move in accordance with the Marine Corps Weapon Drill Guide.  (11TR.01.10e)
	STUDENT INFORMATION


1. Fundamentals of Close Quarter Marksmanship.

   a. Combat Stance. Your shooting stance is very similar to a boxing stance.

      (1) Feet: The feet are approximately __________ width apart with the strong side foot dropped slightly back (4 to 6 inches) and your toes pointed toward the threat.

      (2) Legs: Knees slightly bent, in order to absorb movement.


   (3) Hips: Aligned to the threat.


   (4) Back: Straight, leaning slightly forward without becoming unstable, in order to absorb recoil and allow your weapon to naturally fall back on the target after firing.


   (5) Shoulders: Aligned with the hips.


   (6) Head: Erect, both eyes are opened! It will be necessary to learn to shoot with both eyes opened in a MOUT engagement, due to the close range fighting. This allows you to use your peripheral vision to spot _______ and _____________ while still maintaining proper sight alignment. This technique requires training to allow your dominant eye to continue to see the front sight, while your weak eye is opened. To practice this technique squint your weak eye slightly at first and then begin to open it more and more.

      (7) Elbows: Tucked in tight to your body, not only for stability, but to prevent being knocked off balance if your elbows were to hit anything, i.e. door jam etc.
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Combat Stance

   b. Grip. 

      (1) Strong Hand.  Grasp the pistol grip high with the trigger finger straight and the other three fingers of the firing hand around the pistol grip firmly (not a death grip). Your thumb must be able to easily manipulate the selector lever. Your grip must be as comfortable and natural as possible.

      (2) Weak Hand. Grasp the hand guard at a position that is comfortable with a firm grip (not a death grip)

   c. Trigger Control.

      (1) Proper trigger control is the method used to apply pressure on the trigger so that a shot can be delivered without disturbing the _______________. Combined with sight alignment it is the most important fundamental of marksmanship and responsible for the majority of poor shots. Control of the trigger is a result of careful manipulation of the trigger by the trigger finger. The term "trigger pressure” implies that the pressure on the trigger must come from the trigger finger only. The gripping fingers should not move.

      (2) The position of the trigger finger is determined by the ability of the shooter to manipulate the trigger. It should be placed naturally as determined by the body configuration and the grip. The placement of the trigger finger may have to adjust so that a smooth trigger manipulation is achieved with the sight alignment remaining undisturbed. The use of too much or not enough trigger finger will cause the shots to move left or right.

      (3) In close quarter marksmanship, you do not squeeze the trigger; you _______ it. Once you start your press, maintain steady increasing pressure until the hammer falls. Do not slap the trigger! You must not upset your flash sight picture (sight alignment at longer ranges) while pressing the trigger. Remember steady pressure; don't flinch, jerk, or anticipate the shot. It should be a surprise each time the round goes down range.

      (4) Every trigger has some "slack" in it before the pressure applied starts to operate the trigger mechanism. Take up that slack rapidly before starting the steady press. Failure to take up that slack may result in wild shots.

   d. Sight Alignment.

(1) Sight Alignment is the relationship between the front and rear sights with respect to the eye. The clear tip of the front sight post is centered both vertically and horizontally in the rear sight aperture.
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    Correct Sight Alignment                 Correct Sight Picture

      (2) In order to obtain sight alignment, you must realize that the human eye can only focus on one object at a time. This object, for the purpose of shooting is always the front sight post. Therefore, if proper focus on the front sight post is obtained and maintained, the aligning of the sight will require the shooter to place a clearly focused front sight in a slightly blurred rear sight aperture.

      (3) It is imperative to maintain front sight post concentration! The point of focus must be on the front sight post while aligning the sights and during the short period required to deliver the shot. If the focus is displaced forward to the threat, the shooter jeopardizes his ability to achieve correct sight alignment.

      (4) Unlike basic marksmanship, close quarter shooting does not allow you the time to acquire perfect sight alignment. Since MOUT combat engagements are, generally speaking, 12 yards and closer, the large rear sight aperture (0-2) should be placed up to provide a wider field of view. The need for perfect sight alignment is not as critical to accuracy on target. However, the front sight post must be in the rear sight aperture; proper sight alignment is always the goal.

      (5) The eye focuses in 1/25th of a second and the mind operates at three times that speed, 1/75th of a second. Focus on the threat until the front sight breaks the line of sight between you and the threat, immediately shift your focus to the front sight and press the trigger. This is called, "flash sight picture". Using this technique, you are guaranteed to hit the threat with a good stopping shot 98 percent of the time.
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Sight Picture at Short-Range Engagements

      (6) As the range to the threat increases (past 12 yards), more time must be taken to ensure good hits. At these ranges, you will employ those basic marksmanship skills (i.e. sight alignment and breathing).

      (7) At close ranges you must still focus on the front sight, but now you must center that sharply focused front sight in the slightly unfocused large rear sight aperture.

   e. Aiming Point.

      (1) When engaging the enemy at close range it is important that we understand the relationship of the elevated front sight and the axis of the bore. The weapon should be set for battle sight zero.

      (2) At 3 meters the point of aim is slightly higher than point of impact (approximately 2 inches).

      (3) At 25 meters the point of aim is point of impact.

      (4) At 50 meters the point of aim is slightly lower than point of impact (approximately 2 inches).

  f. Muscle Memory.

      (1) To become effective at engaging threats at close range you must not only apply the fundamentals of combat marksmanship, but strive to attain both ______ and ____________ as well. This is achieved by muscle memory.

      (2) Muscle memory is defined as repetitiously moving your body as comfortably and naturally as possible the same way every time. In doing so your body will memorize the movements it needs to take in order to consistently engage a threat accurately with little or no thought process (hesitation) involved.

      (3) Applying muscle memory will eliminate hesitation thus allowing you to engage threats quicker. However, you cannot trade speed for accuracy! The fastest presentation and firing of a weapon does you no good if you do not hit what you are aiming at, so you should only shoot as fast as you can hit accurately. You do not have to shoot before your threat, but you must hit accurately before he does. Smooth is fast!!!

2. Techniques of Threat Engagement.                             
   a. Two-Shot Technique. In combat, an effective technique for eliminating a threat is to rapidly fire more than one shot on the target. Two shots fired in rapid succession will increase the trauma (i.e., shock, blood loss) on the target, increasing the Marine’s chances of quickly eliminating the threat. Firing two shots enables the Marine to break out of the tunnel vision often associated with firing in combat and then assess the situation to determine follow-on action. 
We refer to the two-shot technique as pairs. We use two types of pairs:

      (1) Controlled Pair. A controlled pair is two _____________ shots in quick succession. The Marine acquires a flash sight picture for each shot fired (each pull of the trigger). The controlled pair should be fired from twelve yards or farther.

      (2) Hammer Pair. A hammer pair is two shots fired rapidly using only one _____________ picture for both shots. The hammer pair is fired from twelve yards and less. The reason we use this technique is for one obvious reason it is faster. Another reason being that when you fire a hammer pair both rounds are impacting the target with only a fraction of a second between them. This is going to cause a more rapid physical/sensory trauma to your threat than two rounds that impact a second apart. Therefore it will be more effective in putting your threat out of commission. The effect is similar to a boxer’s knockout punch.

          (a) In order to use this technique and be accurate you have to maintain the proper grip and stance. You also have to ensure that you have two smooth pulls of the trigger (don’t jerk it).

   c. Failure to Stop Shot. A failure to stop shot is a well-aimed shot to the brain. This is used from any distance in which the threat has failed to stop after a pair fired to the chest region.

3. Pieing Technique.

   a. Pieing is an effective technique for clearing ____________ inside rooms and buildings to gain security of hallways, stairwells, mouseholes, and so on. It is conducted by using the ready carry position or short stocking technique. The weapon is aimed at a sector of a window, doorway, corner, or hallway and slowly moved at different angles, sectoring off the window, doorway, corner, or hallway until each sector is cleared of any threat. As soon as a hostile threat is seen, immediate, accurate fire can be placed on the threat.

4. Weak Hand Shooting.

   a. Marines may carry their weapon on the weak-hand side to obtain

maximum cover and fire from the weak-hand position to avoid exposing themselves. However, firing from the weak-hand position may reduce a Marine’s ability to fire accurately. This may be acceptable when Marines are providing supporting fires, but in close kill-or-be-killed engagements, rapid, accurate firing from the strong-hand position is preferred.

5. Reloading.

   a. There are two types of reloads; a tactical reload and a combat reload also refer to as a speed reload.

      (1) Tactical Reload. A tactical reload is done when time permits and there is reason to believe that your weapon is ___________________.

          (a) Index the weapon.

          (b) With the weak hand, grasp a full magazine farthest away (on the outboard) and place it between your thumb and forefinger.

          (c) Grasp the used magazine between the two other fingers of the weak hand.

          (d) Push the magazine release with the forefinger of your strong hand.

          (e) Remove the used magazine and insert the full magazine into the magazine well until a distinct click is heard.

          (f) Place the used magazine in the farthest open pouch.

          (g) Fasten the magazine pouch.

      (2) Combat Reload. A combat reload occurs when in the midst of a 

firefight and your ____________________.
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          (a) Rotate the weapon counter clockwise to ensure the weapon is dry and the bolt is locked to the rear.

          (b) Index the weapon.

          (c) As the weapon is being indexed, push the magazine release with the forefinger of your strong hand.

          (d) At the same time the weapon is being indexed, with the weak hand, grasp a full magazine from the closest magazine pouch (inboard) and place it between your thumb and forefinger.
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          (e) Insert the full magazine into the magazine well until a distinct click is heard. Do not slap the magazine into the magazine well!

          (f) With the thumb of the weak hand, press the bolt catch to allow the bolt to move forward.

          (g) Reestablish your grip and bring the weapon back to the ready carry.

          (h) If necessary complete your target engagement.

Note: Ideally the two magazines should pass in mid air. The shooter should have completed his target engagement if necessary, before the empty magazine hits the deck. With enough practice both during dry fire and live fire, this reaction will became second nature (muscle memory). 

      (3) During combat reloads the shooter should try to keep his weapon in his shoulder at the ready carry. If this is to difficult for the shooter, allow the stock of the weapon to fall just underneath the armpit and keep the strong arm tucked in to help keep the weapon in place.

6. Shooting on the Move. Due to the threat in high-intensity MOUT operations, Marines should move into a covered position as quickly as possible. The “______________” is normally used once inside the building, not to be used in the open, for the simple fact that once inside a building you must slow your momentum and support each other by fire. All the fundamentals of a combat stance apply when using the combat glide. The combat glide is performed by the Marine having his weapon at the “ready”, scanning for targets “eyes, muzzle, target”, shooting elbow tucked, to reduce exposure, slightly crouched and bent at the knees and moving quickly and silently in a heel-toe fashion. This technique will allow the Marine to maintain a stabilized shooting stance with stable sight alignment and sight picture.

   a. Shooting while moving is no different then when shooting from a stationary position. The most important thing to remember is to maintain a stable upper body-shooting platform.

   b. All the fundamentals of combat marksmanship still apply. Do not concentrate so much on the movement that you forget them.

   c. Maintain your balance by gauging your steps.

   d. When you move, step heel to toe. The heel touches the ground first. Walking on the balls of your feet will result in bouncing and making accuracy difficult.

   e. Move by crouching slightly, keeping your waist as stationary as possible. Keep your knees bent and think of them as shock absorbers. 

   f. To be successful at shooting on the move you must be able to perform the following steps without hesitation:

(1) Identify the threat.

(2) Acquire your sights.

(3) Fire.

   g. Do not rush your steps, SMOOTH IS FAST!!!

REFERENCES: 

MCRP 3-01A Rifle Marksmanship, MCWP 3-35.3 Military Operations on Urbanized Terrain, and MCWDG Rifle Marksmanship.
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	LEARNING OBJECTIVES FOR THIS LESSON


TERMINAL LEARNING OBJECTIVE
1. Given individual weapons, ammunition, a room with the door open or closed, and targets, while wearing fighting loads, clear a room as a two man team by killing, capturing, or forcing the withdrawal of the enemy from the room. (11TR.20.01)

ENABLING LEARNING OBJECTIVES
1. Given a M16A2 service rifle, a hand grenade, and a room with the door open or closed, while wearing a fighting load, employ a hand grenade in accordance with MCWP 3-35.3. (11TR.20.01a)
      (2) Given a M16A2 service rifle and a room with the door open or closed, while wearing a fighting load, execute two man room entry techniques in accordance with MCWP 3-35.3. (11TR.20.01b)
      (3) Given a M16A2 service rifle, ammunition, a room, and targets, while wearing a fighting load, clear the immediate area in accordance with MCWP 3-35.3. (11TR.20.01c)
      (4) Given a M16A2 service rifle, ammunition, a room, and targets, while wearing a fighting load, clear the corner in accordance with MCWP 3-35.3. (11TR.20.01d)

      (5) Given a M16A2 service rifle, ammunition, a room, and targets, while wearing a fighting load, clear a sector of fire in accordance with MCWP 3-35.3. (11TR.20.01e)

      (6) Given a M16A2 service rifle and a room, while wearing a fighting load, exit a room in accordance with MCWP 3-35.3. (11TR.20.01f)

	STUDENT INFORMATION


1. General Principles and Planning Considerations.                                                              

   a. The general principles and planning considerations for fighting inside a building are only guidelines for the decision making process. The assault force leader uses these guidelines for planning, but he also remains flexible and resourceful as the situation dictates.

      (1) Avoid Silhouetting. Marines must avoid silhouetting themselves in doorways, windows and other openings. Remember that simply closing a window shutter does not mean that the area immediately inside the window is safe for movement across.

      (2) Use Grenades. Always plan ahead on how you will use grenades and demolitions with special consideration of building construction, ROE and the situation. Hand grenades should be used before entering a room. Keep in mind that the grenade blast will kick up secondary projectiles and dust. Resupply is always an important consideration in MOUT. Urban combat is a "sponge" that saps resources quickly. 

      (3) Get in Fast. Waste no time crossing the threshold to a building or room. This is the area of maximum silhouetting. There should be no delay by any members of the team regardless of the number of Marines entering. Grenades can be used to their maximum effect by taking advantage of the initial shock immediately following the blast. Because fragmentation does not always find its intended target and isn't always fatal, double tap all enemy in the room. DO NOT HESITATE!

      (4) Avoid Clearing Patterns. Vary the room clearing techniques used. The enemy behind the next door may be the same ones cleared from a previous building or room. However, DO NOT sacrifice tactically sound procedures to avoid patterns.

      (5) Plan for the use of _______ and ______ signals. This includes code words for the employment of shotguns, demolitions, hand grenades and other supporting arms. Plan for signals in darkened areas. These signals must be second nature to ALL MEMBERS of the assault force.

      (6) Plan to spread load ammunition and special equipment. The assault element has the priority of ammunition and equipment, but all teams must be prepared to assume the assault element's mission.

      (7) Determine the means for reinforcing and relieving the assault element(s) and clearing team. This must be well planned, as it requires coordination between fire teams, squads and platoons, often in the midst of heavy urban combat.

      (8) Determine the means for handling friendly casualties. A medevac plan must be established. MOUT is casualty intensive. Plan to assign aid and litter teams as part of the support element.

      (9) Determine the method of handling enemy casualties. Always keep in mind the "Five S's and a T" - search, silence, segregate, speed, safeguard and tag.

      (10) Plan for consolidation and reorganization. In the casualty intensive MOUT environment, this phase takes on great importance. Key leaders may have to be replaced and weapons, ammunition and equipment redistributed and/or resupplied.

2. Use of Hand Grenades.

  Since large quantities of hand grenades are used when clearing buildings, a continuous supply must be available to forces having this mission within a built-up area. The Marine should throw a grenade before entering rooms, negotiating staircases, mouseholes, and so on. This usually requires the use of both hands and the overhand and underhand methods of throwing. At a minimum you should always throw a grenade in the first room and the last room of the building.                                                                                                                             

    a. Two techniques may be used in the throwing of a grenade. The grenade is thrown (preferred technique) hard enough so that it bounces or skips around making it difficult to pick up. The hard throw skip/bounce technique will be used by Marines in training and combat. The least preferred technique of cooking-off the grenade for two seconds, then throwing it to prevent the enemy from grabbing the grenade and tossing it back will be used by Marines, as appropriate, during actual combat.

    b. Non-verbal or Verbal Alerts are used, as appropriate, prior to throwing a grenade. A visual showing (preferred) of the grenade to be thrown is shown to assault element members before the thumb clip pull pin is removed and a visual acknowledgment from them is received. A non-verbal alert will ensure the enemy is surprised when the grenade is thrown. If the situation demands, a voice alert can be used, but the element of surprise may be lost. When, or if a voice alert is used, the voice alert is "_________________________;" when an enemy grenade has been identified; friendly forces shout "____________________." DO NOT GET THESE VOICE COMMANDS MIX UP!

    c. The construction material used in the building being cleared influences the use of grenades. Concussion or offensive grenades are preferred over fragmentary grenades during offensive operations or when defending from hasty defensive positions.  If the walls of a building are made of thin material, such as sheetrock or thin plyboard, the Marine must either lay flat on the floor with his helmet pointing towards the area of detonation, or move away from any wall that might be penetrated by grenade fragments.

       (1) The MK3A2 offensive hand grenade, commonly referred to as the concussion grenade, produces casualties during close combat while minimizing the danger to friendly personnel. For this reason, it is the preferred hand grenade for use during offensive operations in a MOUT environment. The grenade produces severe concussion effects in enclosed areas. It can be used for light blasting and demolitions and for creating breach holes in interior walls. The concussion produced by the MK3A2 is much greater than that of the fragmentation grenade. It is very effective against enemy soldiers within bunkers, buildings, and underground passages.

    d. The M203 grenade launcher is the best method for putting a grenade into an upper window. When a hand grenade must be used, the Marine throwing the grenade should stand close to the building, using it for cover. At the same time, the individual and the rest of the element should have a planned area to move to for safety if the grenade does not go through the window and falls back to the ground.
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Hand Grenade Thrown Through Window

    e. The Marine throwing the grenade should step out far enough to lob the grenade in the upper-story opening. The Marines' weapon should be kept in their non-throwing hand so it can be used if needed. The weapon should never be laid outside or inside a building. Once the grenade has been thrown into the opening, assaulting forces must move swiftly to enter the building. This technique should only be employed if the window has been broken. Otherwise, the chances are high that the thrown grenade will fall back onto the ground without going into the room.
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Entering Through a Breached Hole
    f. You may not have a grenade for every room, however you should throw something into the room to create a diversion. You can use a rock or any other material available. You need to get the enemy's attention away from the door or other entry point, even if it’s only for a second. This one second could be the extra advantage you need to make it through the door or entry point.

3. Methods of Crossing the Threshold.                                                                                           

   a. Doors are the biggest obstacle in a MOUT environment. 70% of casualties are received going through a doorway. So, if you pass through a doorway safely, you have gained 70% of your life back. Crossing the threshold is the entry technique used by the clearing team at the point of entry to enter the room. There are four basic techniques to "cross the threshold" (at the point of entry to enter a room).

      (1) Button Hook. As soon as the grenade explodes or the command is given, the Marine moves quickly through the threshold using the combat glide and "eyes, muzzle, target" technique. He will first cover his "fatal frontal" (immediate area) by looking at the forward area, double tapping any enemy targets he finds. Then using "eyes, muzzle, target" he will "turn" the corner and move to the corner back towards the direction he entered from.  The Marine has now reached a point of domination and must scan the remainder of the room (sectors of fire) for enemy targets. All of this is done in a matter of seconds.
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Button Hook

      (2) Cross.  As soon as the grenade explodes or the command is given, the Marine moves quickly through the threshold using the combat glide and "eyes, muzzle, target" technique. He will first cover his "fatal frontal" (immediate area) by looking at the forward area, double tapping any enemy targets he finds. He will then quickly turn into the opposite direction of the wall he was originally stacked along, his weapon aimed into the corner while moving into the room. This should only take a split second. The Marine will then move to the point of domination in the corner, scanning the remainder of the room (sectors of fire) for enemy targets. This all takes place in a couple of seconds.
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Cross

4. Crossing the Threshold from a Two Man Team.                                                                    

   a. Stacking. This is where the number two shooter in the team is right behind the number one shooter. When approaching a room with an open door or moving down a hallway with open doors, it may not be tactically sound to assume the split stack position. In this situation, the team may have to employ the stacked position. The difference is that the entry is made from one side of the doorway rather than opposite sides.
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Stacked Position

      (1) When entering a room with an open door from the stacked position, a combination entry technique is the most preferred, this is when the number one shooter ____________________ the threshold and the number two shooter _________________________ through the threshold. The team is more controlled and tends to execute a much smoother entry.  Smooth is Fast!

   b. Split Stack. This is the preferred method. This method is normally used when the door is closed. This is where the number one and number two shooter are on opposite sides of the door. The split stack allows for greater vision into the room and its contents once the door is opened and prior to the team's entry. The number one shooter crosses the threshold and moves to the opposite corner of the room. The number two shooter follows the number one shooter, crosses and moves to the opposite corner of the room. This places both Marines in corners nearest the entry point and covering the room. Both Marines using the ____________________ entry technique allows for entry into an area already observed. 
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Split Position

c. Areas of Responsibility.

      (1) The number one man (who is the lead man) has the responsibility of forward security for the team. At no time will he turn around to talk to the number two man behind him. He is totally focused on his area of responsibility. He also has the responsibility of checking the doorway for boobytraps. This is done by both visually and physically checking the door. It is important to do both because you do not want your hands prying around an area you cannot see (you may accidentally pull a tripwire). The near side of the door is usually the easiest to do. When checking the far side of the door, do not put your body in front of the door at any time. Sometimes, just a visual inspection of the far side is the only possibility. This is also a good time to check to see if the door is locked.

      (2) The number two man will pick up the number one mans area of responsibility when the number one man is checking the doorway. He is also responsible for the employment of the hand grenade. The _________________________ controls the teams entry into the room. With or without the use of hand grenades, the number one man _________________________ enter the room until he received a verbal command or a predetermined signal from the number two man. This avoids the number one man from executing a one-man entry into the room. A predetermined signal could be a definite squeeze or bump. Whatever the signal and code words are, ever member of the assault force must know them.

5. Clearing a Room, Door Closed or Open From Stacked Positions (2 Man).             

   a. Clearing a room from a stacked position. Shooter Number Two is behind Shooter Number One. This positioning is the same if the door is already open or nonexistent.

   b. Shooter Number One determines the direction in which the door opens then quickly informs Shooter Number Two and forces the door open.

      (1) When a door is the only means of entering a room, Marines must beware of fire from enemy soldiers within the room and beware of booby traps. When opening a door, Marines should not expose themselves to fires through the door. The two-man clearing team forces the door open by directing a short burst of automatic fire through the door around the latch and then kicks it open.
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Shooting the Door Open
      (2) Another method to open the door is to use a shotgun with 12 gauge slugs and shoot the hinges and/or the latch. When the doorknob is locked and/or dead bolt locks are present, shooting the hinges of the door is recommended. Then kick or use a battering ram to open the door.

      (3) Other techniques are to use an ax or demolitions, if they are available. As a last resort, Marines can resort to kicking the door open with a front kick or mule kick. This is the least favored technique since it is difficult and tiring to the Marine. It rarely works the first time, thereby giving any enemy units within the room ample warning (it also gives the enemy time to shoot through the door). In situations where restrictions on firing and limiting structural damage have been imposed and/or booby traps are not expected, using the door handle to open the door is appropriate.
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   c. If a grenade is to be used, the number two shooter will show the grenade to the number one shooter before the thumb clip, pull pin is removed. The _________________________ shooter does not turn around to see the grenade. Once the door is open, if not already out of the stack, number two shooter steps out of the stack beside the number one shooter and immediately throws a hand grenade into the room, and returns to the stacked position behind the number one shooter. Number one shooter maintains cover for number two shooter as he prepares to throw the grenade into the room. If Marines have no grenades, the procedures remain the same except for throwing a grenade.
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Throwing a Grenade Into a Room

   d. As soon as the grenade explodes or the command is given, shooter number two gives the command for shooter number one to enter the room. Shooter number one steps across the threshold and clears his immediate area, clears his near corner, sets up in a dominant position, and clears his sectors of fire. He engages targets from the ready carry position. Shooter number two immediately follows in trace of shooter number one, buttonhooks and immediately clears his immediate area, clears his near corner, sets up in a dominant position, and clears his sectors of fire. He engages targets from the ready carry position. Keep in mind that you do not have to physically occupy the corner to clear it.

   e. Both shooters clear the immediate area and along their respective walls, starting from the nearest respective corner and continuing to the farthest respective corner. Shooters clear their sectors of fire by using the "____________________" technique to systematically clear the room by sector.

   f. With both shooters in a dominant position in the room, one step away from the wall, they continue to clear by sector pieing to the opposite side of the room.
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Clearing a Room

   g. As each shooter completes his sector of fire he will sound off (Left/Right) side clear. If a shooter has a danger area in his sector of fire, he let's his team member know by sounding off with a description of the danger area. (Example, open door at 1 o'clock or closed door at 11 o'clock, etc:). Once the left and right side has been cleared, one of the two shooters will do an "overhead check". This is a check of the ceiling to make sure there are no threats from above. ____________________ have both Marines doing the overhead check, because then no one is covering the room. The Marine that conducts the overhead check will sound off with "Overhead Check" the other Marine will sound off with "Covering". As the Marine completes the overhead check he will sound off with "Overhead Clear".

      (1) Danger Areas. The members of the assault force must ensure that any area posing a threat to the mission or the assault force is covered by fire. There are two types of danger areas.

          (a) Immediate danger area. Areas, which pose a direct threat to a member of the assault force. (Example, an open door). When clearing your sector of fire and you come to an immediate danger area, your sector of fire would stop there.

          (b) Danger area. Areas, which pose a potential threat to a member of the assault force. (Example, a closed door). When clearing your sector of fire and you come to a danger area, you can clear pass it to complete your sector of fire. Once you sector of fire is cleared, you must cover the danger area by fire.

   h. After the room has been cleared both shooters will sound off with "All Clear".

   i. Once we have successfully cleared the room, we may need the covering team (who is still outside in position providing security) to enter the room. In order for them to enter into the room, we must first call for them and then give them a direction to go once they enter the room. It should sound like this "Next man in left/right" or "Cover team in open/closed door left/right. The second command would let the cover team know that when they enter the room they would go to the left/right and be looking for an open/closed door. They may have to cover the danger area or they may become the clearing team for the follow on room. Each Marine entering the room will sound off that he is entering the room, by saying his last name and "Coming In". The Marine entering the room will not enter until the Marine inside the room tells him to "Come In". This technique is also used when exiting a room or building. A Marine would say "his name Coming Out". The Marine exiting the room/building will not exit until the Marine outside the room/building tells him to "Come Out".

   j. Clearing a room from the split stack position. With the number one and number two shooters on opposite sides of the door, the number one shooter after checking the doorway, will take a knee while the number two shooter remains standing. The reason that the number one shooter takes a knee is so that the number one and number two shooters won't be flagging each other, (If the number two shooter took a knee, he may not be able to get through the door quickly enough to cover the number one shooters back). If a grenade is to be used, the number two shooter should position himself on the hinged side of the door.

   k. If the door needs to be kicked open, the number one shooter will kick open the door and then drop to a knee. The number two shooter will provide cover for the number one shooter while he breaches the door. Once in the kneeling position the number one shooter will provide cover for the number two shooter while he prepares and throws the grenade into the room. All of this is done in a matter of seconds. If Marines have no grenades, the procedures remain the same except for throwing a grenade. Both Marines should execute crosses, they already know what to expect on that side of the room.

   l. The room clearing procedures are the same regardless of the stack position used.

   m. In clearing multiple rooms, determine the order in which each room is to be cleared. Rooms should be cleared in one direction on a given floor. This does not mean that two rooms cannot be cleared simultaneously. Avoid establishing a pattern. Change direction from floor to floor.

6. Exiting a Cleared Room.

   (a) Prior to entering and exiting a room, you must sound off to let those Marines inside or outside that room knows that a friendly is coming in/out. You must communicate! If you don't let your fellow Marines know, then there is a good chance that they will shoot you. Too many Marines get wrapped up around words, such as clear, set, all clear, enter. If you stop and think about it, it really doesn't matter what you say as long as you _____________________!!
STUDENT NOTES: 

REFERENCES: MCWP 3-35.3 Military Operations on Urbanized Terrain. 
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	LEARNING OBJECTIVES FOR THIS LESSON


TERMINAL LEARNING OBJECTIVE
1. Given individual weapons and a second story access point into a building, as a fire team operating as an assault element, while wearing fighting loads, execute building lower level entry by entering and gaining a foothold in the building in preparation for clearing. (11TR.20.06)

ENABLING LEARNING OBJECTIVES
1. Given individual weapons and a two-story structure, as a four-man team, while wearing fighting loads, execute a two man supported lift in accordance with MCWP 3-35.3. (11TR.20.06a)

2. Given individual weapons and a two-story structure, as a four-man team, while wearing fighting loads, execute a two-man lift with heels raised in accordance with MCWP 3-35.3. (11TR.20.06b)

3.  Given individual weapons and a two-story structure, as a four-man team, while wearing fighting loads, executes a one-man lift in accordance with MCWP 3-35.3. (11TR.20.06c)

4.  Given individual weapons and a two story structure, as a four man team, while wearing fighting loads, execute a two man pull in accordance with MCWP 3-35.3. (11TR.20.06d)

	STUDENT INFORMATION


1. ENTERING THE BUILDING 

a. Ideally, when entering at lower levels, demolitions, artillery, tank fire, anti-armor weapons fire, or similar means are used to create a new entrance to avoid booby traps.  Quick entry is required to follow through on the effects of the blast.

b. Lower Level Entry. Buildings should be cleared from the top down.  However, it may be impossible to enter a building at the top; therefore, entry at the bottom or lower level may be the only course of action.  When entering a building at the lower level may be the only course of action.  When entering a building at the lower level, Marines avoid entry through windows and doors because both can be easily booby-trapped and are usually covered by enemy fire.

(1) Entry can be gained through walls breached by explosives or gunfire. Assault elements should avoid windows and doors because they are usually covered by fire or booby-trapped. If tanks are attached to the company, they can breach the wall by firing their main gun.

(2) Marines should avoid predictability when entering and clearing rooms. They should vary entry through doors and mouse holes to keep the enemy off guard.

(3) When the only entry to a building is through a window or door, supporting fire should be directed at that location. Depending on the situation, utilizing the shoulders of another Marine may be sufficient to reach a middle level entry point. Some other lower level entry techniques are using the buddy lifts. Buddy lifts are done with or without extra gear. They should be done as quickly as possible to avoid unnecessary exposure to enemy fire. The common types of buddy lifts are as follows:

(a) Two-man Lift Supported. Two Marines stand facing one another, holding a support (a board or bar and preferably not a rifle). Then, another Marine steps onto the supporting tool. Once both feet are on the support, the two Marines raise it, lifting the third Marine upward and into the entrance.
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(b) Heel Lift. One Marine, standing with palms flat against the building, feet out from the building about two feet with heels raised, is lifted by two Marines. Two Marines bend over facing each other. They each grasp a heel and with one quick move lift him up and into the entrance.
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(c) One-man Lift. One Marine, with his back or side against the building and with his hands cupped, allows the second Marine to step into his cupped hands, and then lifts him up and into the entrance. The shoulder is used as a step if necessary.
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(d) Two-man Pull. In this situation, two Marines have already entered the building and they lift the Marines attempting entry by pulling them in either by use of their arms or rifles.
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(e) Two-Man Lift Unsupported. The first two Marines will bend over, facing one another with their hands cupped together. A third Marine raises his feet into the cupped hands of the two Marines. Once both feet are in the cupped hands, the two Marines push up on the third Marines feet, lifting him upward and into the entrance.
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REFERENCES:
MCWP 3-35.3 Military Operations on Urbanized Terrain, pages A-21 through A-22.

PERFORMANCE EXAMINATION CHECKLIST

EXAM TITLE: Lower Level Building Entry Techniques Performance Examination

EXAM ID: R1205P

TLO/ELO: 11TR.20.06

STUDENT INSTRUCTIONS:

1. You are a four-man entry team and must establish a foothold by entering a building on the second floor from the ground.

2. There is no time limit for this task.

3. To achieve mastery, you must perform each of the performance steps correctly and in order.

PERFORMANCE STEPS AND/OR PERFORMANCE STANDARD:

	Performance Steps
	Master
	Non-Master

	1. 
	The team leader and assistant automatic rifleman assist the rifleman up to the next level using the heel lift.
	
	

	2. 
	The team leader and assistant automatic rifleman face each other holding an item, which will support the weight of the rifleman or with hands cupped together.
	
	

	3. 
	The rifleman steps onto the support or into the hands of the team leader and assistant automatic rifleman.
	
	

	4. 
	The team leader and assistant automatic rifleman will lift the rifleman up to the entry point.
	
	

	5. 
	The rifleman pulls himself into the entry point and prepares to assist the next Marine in from the top.
	
	

	6. 
	The team leader will stand with his back or side to the wall with his hands cupped together.
	
	

	7. 
	The assistant automatic rifleman raises one foot up into the hands of the team leader.
	
	

	8. 
	The team leader will lift the assistant automatic rifleman up to the entry point.
	
	

	9. 
	The rifleman pulls the assistant automatic rifleman into the entry point by his weapon, hand or other item that he can find.
	
	

	10. 
	The rifleman and the assistant automatic rifleman will pull the team leader up into the entry point by his weapon, hand or other items they can find.
	
	

	11. 
	The team leader will provide security while the rifleman and the assistant automatic rifleman pull the automatic rifleman into the entry point by his weapon, hand or other items they can find.
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STUDENT OUTLINE

URBAN FIGHTING POSITIONS

R1206

12/28/2002

	LEARNING OBJECTIVES FOR THIS LESSON


LESSON PURPOSE. The purpose of this period of instruction is to discuss the preparation of a fighting position within a building by developing a basic understanding of urban defensive techniques.

	STUDENT INFORMATION


1. Defensive Planning Considerations.                                                                                             

   a. A rifle platoon normally defends one to three buildings. This depends on the size, strength, and layout of the buildings. The rifle squad normally defends one entire building, two small buildings, or part of a large structure. Some considerations for the defense are:

      (1) Protection. Reinforced _________ or _______ buildings protect best. A reinforced cellar is good. Wooden buildings should be avoided. Protection is the same as cover. In a MOUT environment, protection comes in many different forms, shapes and sizes. When looking for, or building protection for your position, you must take advantage of those things at hand. Keep in mind that a 5.56mm round will easily penetrate a car door or the side of a wood building. Reinforcement is the key to your survival. The use of lumber, sandbags, vehicles or anything else at hand will make the difference between that round stopping before you or after it goes through you.

      (2) Dispersion. It is better to have positions in two mutually supporting buildings than in one building, which may be bypassed.

      (3) Concealment. Obvious __________, especially at the edge of an urban area, should be avoided. In certain situations, requirements for security and fields of fire will require the occupation of exposed buildings. To conceal your position you need to rely heavily on your thinking ability. You don't want your position easily identified. A balance between concealment and over kill must be made. You don't want your building to be the only one surrounded by wire and claymores. The enemy will only bypass you and continue on. Make all buildings look fortified or unfortified.

      (4) Covered Routes. These are used for movement and resupply, MEDEVAC, reinforcement, or withdrawal from the building. The best routes are through or behind buildings in areas already cleared. 

      (5) Fire Hazard. Buildings, which will burn easily, should be avoided. If flammable structures must be occupied, wetting the structure, laying an inch of sand on the floors, and providing fire extinguishers and firefighting equipment can reduce the danger of fire. Routes of escape should also be prepared in case of fire. 

      (6) Fields of Fire. Fighting positions should offer good _____________________ fields of fire.

      (7) Time. Buildings, which need a lot of preparation, are undesirable when time is short. This is probably the biggest factor concerning a defensive position. If you are given three days to prepare a defensive position then there's no problem, but more than likely you will only have three hours, and this is where your initiative and creativity come into play. Your squad should be broken down into two teams, a security team and a construction team. Remember, the position you build might just save your life or the life of a fellow Marine. Use your time wisely.

      (8) Observation. The building should permit observation into adjacent sectors. 

2. Weapons Placement.                                                                                                           

   a. Once the squad leader is assigned a building or buildings to defend, and security has been placed, he positions the attached weapons teams and his own fire teams. Machine guns and automatic rifles should be on ground floors to provide grazing fire and to cover avenues of approach. Antiarmor weapons and M-203s should be positioned on upper floors to take advantage of the longer ranges offered and enable them to fire at the tops and flanks of armored personnel carriers and tanks.

   b. Each squad should have __________, ___________ and ______________ fighting positions for continuous all-around security. To prevent isolation, positions should be mutually supporting and have fields of fire in all directions. Clearing fields of fire may require the destruction of adjacent buildings. 

3. Prepared Firing Positions.                                                                                                                     

   a. Prepared Window Positions. The natural firing port provided by windows can be improved by barricading the window, leaving a small hole for the firer's use. The barricading may be accomplished with materials torn from the interior walls of the building or any other available material. When barricading windows:

      (1) Avoid barricading only the windows that will be used as firing ports. The enemy will soon determine that the barricaded windows are firing positions.

      (2) Avoid neat, square or rectangular holes that are easily identified by the enemy. A barricaded window should not have a neat, regular firing port. The window should keep its original shape so that the position of the firer is hard to detect. Firing from the bottom of the window gives the firer the advantage of the wall because the firing port is less obvious to the enemy. Sandbags are used to reinforce the wall below the window and to increase ____________________ for the firer. All glass must be removed from the window to prevent injury to the firer. Lace curtains permit the firer to see out and prevent the enemy from seeing in. Wet blankets should be placed under weapons to reduce dust. Wire mesh over the window keeps the enemy from throwing in hand grenades.

      (3) Marines should kneel or stand on either side of a window. To fire downward from upper floors, tables or similar objects can be placed against the wall to provide additional elevation, but they must be positioned to prevent the weapon from protruding through the window. Leaders should inspect positions to determine the width of sector that each position can engage.

[image: image6.png]b = RN
= NN
§





Window Firing Position
   b. Prepared Loophole Positions. Although windows usually are good firing positions, they do not always allow the firer to engage targets in his sector. To avoid establishing a pattern of always firing from windows, an alternate position is required such as the prepared loophole. This involves cutting or blowing a ____________________ into the wall to allow the firer to observe and engage the enemy in his sector.

      (1) Sandbags are used to reinforce the walls below, around and above the loophole. Two layers of sandbags are placed on the floor below the firer to protect him from an explosion on the lower floor (if the position is on the second floor or higher). A wall of sandbags, rubble, furniture, and so on should be constructed to the rear of the position to protect the firer from explosions in the room.

      (2) Each position should have overhead and _________________________ protection. A table, bedstead, or other available material provides overhead cover for the position. This prevents injury to the firer from falling debris or explosion above his position.

      (3) Loopholes should be _________________________ to obtain a wide area of fire, to facilitate engagement of high and low targets, and to reduce the size of the exterior aperture. The edges of a loophole splinter when hit by bullets; therefore, protective linings such as an empty sandbag held in place by wire mesh will reduce spalling effects. Marines should avoid firing directly through loopholes to enhance individual protection. When not in use, loopholes should be covered with sandbags to prevent the enemy from firing into or observing through them.

      (4) Loopholes should also be prepared in interior walls and ceilings of buildings to permit fighting within the position. Interior loopholes should enable over-watch of stairs, halls, and unoccupied rooms and be concealed by pictures, drapes, or furniture. Loopholes in floors permit the defender to engage enemy personnel on lower floors with small-arms fire and grenades.

      (5) Several loopholes are usually required for each weapon (primary, alternate, and supplementary positions). The number of loopholes should be carefully considered because they can weaken walls and reduce protection. Engineers should be consulted before numerous loopholes are made. Loopholes should be made by punching or drilling holes in walls and should be placed where they are concealed. Blasting loopholes can result in a large hole that can easily be seen by the enemy.

            (6) The position should be camouflaged by knocking other holes in the wall, making it difficult for the enemy to determine which hole the firing is coming from. Siding material should be removed from the building in several places to make loopholes less noticeable.
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Loophole Position
   c. A chimney or other protruding structure provides a base from which a sniper position can be prepared. Part of the roofing material is removed to allow the sniper to fire around the chimney. He should stand inside the building on the beams or on a platform with only his head and shoulders above the roof (behind the chimney). Sandbags placed on the sides of the position protect the sniper's flanks.

   d. When the roof has no protruding structure to provide protection, the sniper position should be prepared from underneath on the enemy side of the roof. The position is reinforced with sandbags, and a small piece of roofing material should be removed to allow the sniper to engage targets in his sector. The missing piece of roofing material should be the only sign that the position exists. Other pieces of roofing should be removed to deceive the enemy as to the true sniper position. The sniper should be invisible from outside the building, and the muzzle flash must be hidden from view.
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Sniper Position

   e. When selecting positions, each weapon should be assigned a primary sector of fire to cover enemy approaches. ____________________ positions that over-watch the primary sector should also be selected. These positions are usually located in an adjacent room on the same floor. Each weapon must be assigned a supplementary position (to engage attacks from other directions) and a final protective line (FPL).

   f. Some rules and considerations for selecting and occupying individual firing positions are:

      (1) Make maximum use of available cover and concealment.

      (2) Avoid firing over cover. When possible, fire around it.

      (3) Avoid silhouetting yourself against light-colored buildings or the skyline.

      (4) Carefully select a new firing position before leaving an old one. 

      (5) Avoid setting a pattern. Fire from both barricaded/unbarricaded windows.

      (6) Keep exposure time to a minimum.

      (7) Begin improving a hasty position immediate after occupation.

      (8) Use construction material for prepared positions that are readily available in a built-up area.

      (9) Remember that positions that provided cover at ground level may not provide cover from higher floors.

      (10) Marines must select numerous alternate _______________, particularly when the structure does not provide cover from small-arms fire. They must position their weapons in the shadows and within the building.

4. Additional Preparations.                                                                                                               

   a. Other Construction Tasks. Other construction tasks may need to be performed. These include work on:

      (1) Basements and Ground Floors. Basements require preparation similar to that of the ground floor. Any underground system that is not used by the defender but that could provide enemy access to the position must be blocked.

      (2) Doors. Unused doors should be locked, nailed shut, blocked, and reinforced with furniture, sandbags, or other field expedients. Outside doors can be booby-trapped by engineers or other personnel.

      (3) Windows. All glass should be removed. Windows not being used should be blocked with boards or sandbags.

      (4) Floors. Fighting positions should be constructed on the ground or basement floors. If there is no basement, fighting positions on the first floor must be constructed to provide additional protection from heavy direct-fire weapons.

      (5) Ceilings. Supports that can withstand the weight of rubble from upper floors should be placed under ceilings to provide overhead cover.

      (6) Hallways. If not required for the defender’s movement, hallways should be blocked with furniture and tactical wire. If authorized, booby-traps should be employed to impede enemy movement.
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      (7) Stairs. Defenders should block stairs not used by the defense with furniture and tactical wire or remove them. If possible, all stairs should be blocked, and ladders should be used to move from floor to floor and then removed when not being used. Booby-traps should also be employed on stairs.

   b. The squad's food, water, and ammunition may be stockpiled at each defensive position. If there is a fire hazard, firefighting equipment should be positioned throughout the building. The floors should be covered with a layer of dirt. Phone lines should be laid through the buildings. Radio antennas can be hidden by placing them next to walls. 

REFERENCE: MCWP 3-35.3 Military Operations on Urbanized Terrain.
UNITED STATES MARINE CORPS
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CHECKPOINT OPERATIONS
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	LEARNING OBJECTIVES FOR THIS LESSON


1. LESSON PURPOSE.  The purpose of this lesson is to introduce the Infantry rifleman to the roles and responsibilities of a team assigned to conduct personnel and vehicle checkpoint operations in military operations other than war.  

	STUDENT INFORMATION


1. SYSTEMATIC PERSONNEL SEARCHES. Conduct searches in a professional and cautious manner. Limit conversation to instructions needed to conduct the search. Extend appropriate respect to persons being searched. The aim is to provide security without creating animosities. Maintain control of the situation at all times. This means you must know and understand your Rules of Engagement (ROE).   Women are not usually available to search other women, so ensure that there is another Marine present if you must search a woman. Searchers should work in pairs, as a cover man and a search man. Searchers always work from behind the person being searched.  The person should be searched with their legs apart, hands on a car or wall and in a leaning position. This will keep the person being searched off balance, allowing you to easily knock them down if necessary. Handling of wanted personnel and the conduct of random searches are done according to your established rules of engagement. There are 2 main types of searches:

a. Quick Body Search or Frisk. Use the frisk as a preliminary search to detect weapons or as a usual form of search in a low-risk area. 

(1) Follow a logical search sequence, from head to toe. Use hands and stroke, rather than pat, all clothing. If possible use a metal detection system.

(2) The following areas should be carefully checked:

(a) Hair; under hats

(b) Armpits

(c) Inside legs/crotch area

(d) Half-clenched hands

(e) Any bags or cases carried

(f) Walking sticks, umbrellas, crutches, etc.

(g) Shoes/boots

b. Detailed Body Search. If possible, set aside a specific room or area for detailed body searches. A corpsman and a female should be available for these searches. The following sequence should be used:

(1) Establish Identity

(2) Establish ownership of any baggage

(3) Direct individual to turn out all pockets

(4) Direct individual to remove all clothes, jewelry, and watches

(5) Inspect body from head to foot. Pay attention to hair, ears, mouth, teeth, body orifices, crotch, and between toes.

(6) Examine clothing. Pay attention to linings, seams, buttons, belts, shoe or boot soles, and heels.

(7) Examine contents of pockets, and baggage.

(8) Examine baggage and other articles (sticks, umbrellas, etc).

c. Key Points to Remember:








(1)Ideally, women search women; men search men.







(2) Watch for facial reactions, nervousness, or sweating.







(3) Work in pairs and search each individual separately.







(4) Be diplomatic at first until escalation of force occurs.

2. RANDOM SEARCH. The purpose of a random search is to key on suspicious people or unknowns that fit a profile of an enemy or collaborator working with the enemy.  These people should be approached with extreme caution, detained and extensively searched.  When a random search is issued at a checkpoint, only those individuals fitting the profile provided should be searched.  The others would still be required to show proper documentation and should be questioned about their business in the secured area.   

3. OVERWATCH. The purpose and mission of the over-watch is to cover the high-speed avenues of approach with weapons (automatic and semi-automatic) and to provide the Marines in the checkpoint security.  They are also key players in any immediate action drills that may require them to react to various situations in the checkpoint area.

4. HANDLING WANTED OR SUSPECT PERSONNEL. The handling of wanted or suspect personnel is similar to that of a random search.  These people should be told everything they want to hear.  Never, lead them to believe that you are about to apprehend them until you actually do.  These people should be flex-cuffed before any search is done.  They are not to be released for any reason until turned over to the military police in that area.  Constant security of these people is a must.

5. VEHICLE SEARCHES.  A vehicle can, by itself, act as a weapon.  A cover man should constantly watch the driver of that vehicle.  He should be removed from the vehicle if you choose to search that vehicle. 

a. A thorough search of the basic compartments of the vehicle is often all that is needed, (i.e. the trunk, under the hood, the passenger compartment, as well as under the seat and glove box).  If a bomb threat is an issue, then the underside of the vehicle should be checked as well.
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b. To conduct a systematic search of the vehicle the following sequence should be followed:

(1) Keep the occupants separate from vehicle and search first.

(2) Driver should open all compartments and identify contents.

(a) Trunk.

              1 Under and around spare tire

              2 Tool boxes

              3 Luggage_

              4 Partition between trunk and rear seat

              5 Spare wheel housing if under car.

         (b) Hood. 

             1 Items taped to bulkhead or hood

             2 All containers, (e.g. radiator, windshield washer 

             3 Oil and air filters

             4 Behind sound proofing

             5 Front grille

             6 Heater.

         (c) Interior. 

        1 Behind dash

        2 Fittings such as radio/cassette 

        3 Glove compartment

        4 Behind panels; check screws

        5 Under floor mats

        6 In, under, and between seats and cushions

        7 Wind down windows

          8 Toys and decorative animals
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        9 Ashtrays

(b) Hood. 

1. Items taped to bulkhead or hood

2. All containers, (e.g. radiator, windshield washer reservoir, battery, etc.)

3. Oil and air filters

4. Behind sound proofing

5. Front grille

6. Heater.

(c) Interior. 

1. Behind dash

2. Fittings such as radio/cassette

3. Glove compartment

4. Behind panels; check screws

5. Under floor mats

6. In, under, and between seats and cushions

7. Wind down windows

8. Toys and decorative animals

9. Ashtrays

REFERENCES:  


MCWP 3-35.3 Military Operations on Urban Terrain, pages 6-3 through 6-4
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School of Infantry
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Camp Pendleton, CA 92055-5061
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AN/PEQ-2A TARGET POINTER ILLUMINATOR/AIMING LIGHT
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01/30/2003

	LEARNING OBJECTIVES FOR THIS LESSON


TERMINAL LEARNING OBJECTIVES
1. Given an SL3 complete An/PEQ-2A target pointer illuminator/aiming light laser boresighted to an individual weapon, AN/PVS-7 night vision goggles, ammunition, and a target, while wearing a fight load, confirm zero of an AN/PEQ-2A target pointer illuminator/aiming light by confirming point of aim point of impact. (11TR.01.11)

2. Given an individual weapon, an AN/PEQ-2A target pointer illuminator/aiming light, AN/PVS-7 night vision goggles, ammunition, a sector of fire, and unknown distance and limited exposure targets from 50 to 20 meters, while wearing a fight load, engage targets with an individual weapon using an AN/PEQ-2A target pointer illuminator/aiming light by firing assigned rounds. (11TR.01.12)

	STUDENT INFORMATION


1. Purpose and Uses of the AN/PEQ-2 Target Pointer Illuminator/Aiming Light.  The AN/PEQ-2A is for use with Night Vision Devices and can be used as either a handheld illuminator/pointer or can be weapon mounted with included brackets and accessory mounts.  In weapon-mounted mode, the AN/PEQ-2A can be used to accurately direct fire as well as illuminate and designate targets.

2. Characteristics of an AN/PEQ-2A Target Pointer Illuminator/Aiming Light.  The AN/PEQ-2A is a battery powered, light weight, hand held or weapon mounted Class IIIb laser that emits a highly collimated beam of infrared light for precise aiming of the weapon as well as a separate infrared illumination beam with adjustable focus.  Both beams can be zeroed to the weapon and each other.  The beams can be operated individually or in combination.  A safety block is provided for training purposes that limits selecting the high power modes.

a. Lasers have ranges that are limited only by 

terrain/obstacles, Smoke/Fire, and fog.

b. The Illuminator beam is capable of both floodlight and spot light effects.

c. Weighs only 7.5 ounces.

d. Powered by two AA Batteries.

3. Controls and Indicators of an AN/PEQ-2.
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a. Battery installation.  Unscrew the battery caps and install two AA batteries.  Orient the batteries as indicated by the markings on the AN/PEQ-2A body.

b. Safety Block installation.  The safety block installed in the training mode (blue side up) prevents the operator from accessing the non-eye safe modes.  A .050 hex head Allen wrench is needed to unscrew the block from the body and re-install it in the tactical mode (black side up).

c. Mode Selector.  The mode selector is used to set the mode in which the AN/PEQ-2A will operate in the cable switch button or pushbutton is depressed.  The mode Selector has 6 positions: 
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(1) OFF - Power Off position

(2) AIM LO - The aiming beam operates at low power.

(3) DUAL LO - The aiming and illuminating beam operates at low power.

(4) AIM HI  - The Aiming beam operates at high power.

(5) DUAL LO/HIGH - The aiming beam operates at low power and the illuminator beam operates at high power.

(6) DUAL HIGH/HIGH - Both the aiming and illumination beams operate at high power.
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d. Button Switch.  The integral button switch is used when the AN/PEQ-2A is hand held.  Pressing the button operates the AN/PEQ-2A in the mode selected until the button is released. Pushing the button twice rapidly and the AN/PEQ-2A will remain on until the button is pushed a third time.  A green LED light on the body of the AN/PEQ-2A will activate and remain on until power is turned off.

e. Cable Switch.  The Cable Switch is used when the AN/PEQ-2A is mounted on a weapon.  The cable switch plugs into the back of the AN/PEQ-2A.  Pressing the cable switch causes the AN/PEQ-2A to turn on in the mode selected by the mode selector switch. Pressing the switch twice rapidly will keep the AN/PEQ-2A on until the button is pressed a third time witch will turn the unit off.

f. Focus Knob.  The focus knob is used to vary the spread of the illumination beam based on the range and size of the area to be illuminated.  Clockwise movement of the knob will shrink the beam to a spot, counterclockwise movement will in- large the beam to flood.

g. Lens Caps.  The Black Lens Cap blocks the AN/PEQ-2A illuminator or aiming laser should the device be activated by mistake. The Diffuser Lens Cap enables the laser or illuminator to emit a 45-degree cone.  The Neutral Density Cap enables the laser or illumination beam to be operated in low power.  To use any of these caps, pull it out and over the focus knob or aiming beam so that it’s stretched and firmly in place.

h. Adjusters.  The AN/PEQ-2A is equipped with bore sight adjusters for zeroing the aiming and illumination beams.  To zero the AN/PEQ-2A first adjust the aiming beam to the weapon and then adjust the illumination beam to the aiming beam.  Moving the windage adjusters clockwise will move the shot group or illumination beam right, counterclockwise will move them left.  Moving the Aiming beam elevation knob clockwise will move the shot group up and counter clockwise will move the group down.  Moving the Illumination beam elevation knob clockwise will move the illumination beam down, and counterclockwise up.

4. Mounting Procedures for the M16A2.

a. To mount the AN/PEQ-2 to the M16-A2 Service rifle:

5. Position the AN/PEQ-2A on the mounting rail and secure it by tightening the thumbscrew hand tight. 

a. Mounting the AN/PEQ-2 to the M249 SAW 

(1) Install the rail grabber by opening the moveable jaw by turning the thumbscrew counter clockwise.

(2) Set the rail grabber on the mounting rail located on top of the M249 SAW feed Tray cover, slide it back or forward until the bracket engages the rail.

(3) Next, turn the knob on the rail grabber clockwise until tight.

(4) Set the AN/PEQ2A on the Rail grabber and secure by tightening the thumbscrew clockwise.

6. Maintain the AN/PEQ-2A Target Pointer Illuminator/Aiming Light.

a. Clean the AN/PEQ-2A by flushing with water and wiping with a soft cloth.

b. To clean the aiming and illumination beam windows, wipe using a soft cloth with clean water, alcohol, or general-purpose window cleaner.

c. Inspect the O-ring seals in the battery caps for nicks, cracks, or drying out.  Clean any dirt or sand off and periodically lubricate the O-ring with fluorinated grease.

7. PURPOSE AND CHARACTERISTICS OF THE BORELIGHT.  The Borelight is a Class 2 laser that emits a highly collimated beam of visible light for precise zeroing of an aiming light; or a weapon sight to the weapon.

a. Weight with one AA battery     
4.5 ounces

b. Length

      


3.8 inches

c. Width                          
1.1 inches

d. Height                         
2.2 inches

8. BATTERY INSTALLATION.  To install the battery, simply unscrew the battery cap and install a single AA battery. Orient the battery with the positive end facing the battery cap. A(+) sign is provided inside the battery cap for reference.
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9. NOMENCLATURE

a. The ON/OFF/PULSE switch is located on the forward end of the borelight and can be easily activated when mounted in the weapons barrel. The ON/OFF/PULSE switch has three positions:

(1) OFF.  The Borelight will not operate

(2) ON.  The Borelight will operate continuously

(3) PULSE.  The Borelight will turn on momentarily (approximately .25 seconds) when dry fired in the weapon barrel
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b. Attachment Mandrels.  The Borelight comes with three attachment mandrels: 5.56mm, 7.62mm and .50 Cal. The mandrels are threaded into the mating threads in the borelight assembly. Rotate mandrel in a clockwise direction until it is securely attached to the body. Rotate counterclockwise to remove.

c. Borelight Adjusters.  The Borelight is equipped with borelight adjusters for boresighting the borelight to the weapon. Adjuster movement has tactile clicks. Each click moves the beam 2mm at 10 meters.  The borelight adjusters move the beam in true horizontal and vertical directions.

(1) Adjuster rotation and borelight beam movement:

(a) Top adjuster: Elevation     
CW     Down











CCW    UP

(b) Side adjuster: Windage      
CW     Right







CCW    Left
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10. ZEROING THE BORELIGHT

a. Make sure the weapon is clear and on safe before proceeding.

b. Do not over adjust the adjusters.

c. The mandrel must remain securely fastened to borelight assembly to ensure boresight repeatability.

d. The borelight should be checked for zero at the start of each boresighting procedure.  The Borelight incorporates a unique zero preset feature that enables the laser beam to be nearly aligned when the Borelight is initially inserted into the weapon.

(1) To establish initial zero, rotate each adjuster clockwise to its end of travel. 

(2) Then rotate each adjuster back 3 turns and align the white dot with the front adjuster flange. CAUTION: DO NOT OVER ADJUST. 

e. Stabilize the weapon. The weapon can be stabilized in a rifle box rest or in a field location using a rucksack or sandbags.

f. Make sure warning streamer is installed on mandrel before securing mandrel to the borelight assembly. Select the mandrel for the weapon being boresighted and attach it to the borelight and warning streamer.

g. Insert the mandrel into the muzzle of the weapon. The borelight is seated properly when no further travel of the mandrel into the muzzle is permitted.

h. Rotate the borelight mode switch to ON. With the help of an assistant, hold or secure a target to a flat surface at approximately ten meters so that the laser dot strikes the small black dot on the target.

i. While watching the dot made by the laser on the target area, slowly rotate the borelight in a clockwise direction. (Rotating the borelight in a counterclockwise direction may cause the mandrel to unscrew from the borelight assembly, which will adversely affect boresight repeatability).

(1) If the dot remains stationary the borelight is aligned and boresighted to the weapon.

(2) If the laser dot rotates in a circular pattern, the windage, elevation, or both must be adjusted using the following procedure:

j. Move the target or weapon to a distance of two meters. Mark the location of the laser dot.

k. Slowly rotate the borelight clockwise one half turn. Mark the new location of the laser dot.

l. Adjust the windage and elevation until the laser dot moves one half the space from its original location.

m. Continue the procedure until the laser dot remains stationary when the borelight is rotated clockwise.

n. Move the target to a distance of ten meters and recheck the borelight.

o. Repeat step 3 as necessary until the laser remains on its original location when rotated one half turn.

11. BORESIGHTING THE AN/PEQ-2A
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a. Make sure the weapon is clear and on safe before proceeding.

b. This procedure is used to boresight all weapons for 300 yards except for the M2 and M240 which are boresighted for 700 meters. Completing this procedure requires a minimum of two people.

c. Select the target from Table 5-1 (TM 10471A-12&P/1) for the weapon and sight combination being boresighted.

d. Position the target at 10 meters oriented in a vertical position. Proper positioning of the target is critical for accurate boresighting results.

e. Stabilize the weapon without cant, and insert the borelight into the muzzle. Turn the borelight on.

f. Adjust the target as required to place the borelight laser dot on the small black dot.

g. Adjust the sighting device, azimuth and elevation, until centered on the dog target. Night Vision Goggles are required when boresighting the AN/PAQ-4C and AN/PEQ-2A.

h. Turn the laser off and remove the Borelight and mandrel from the weapon.

REFERENCES:  

TM 10470A-12&P/1A Operator’s and Unit Maintenance Manual, Target Pointer Illuminator/Aiming Light, AN/PEQ-2A, pages 4-1 through 4-13 and 5-3 through 5-33 FM 23-14 M249 Light Machine Gun in the Automatic Rifle Role FMFM 6-5 Marine Rifle Squad, FMFM 23-31 40mm Grenade Launchers M203 and M79, MCRP 3-01A Rifle Marksmanship, MCWP 3-11.3 Scouting and Patrolling, MCWP 3-35.3 Military Operations on Urbanized Terrain, MCWDG United States Marine Corps Weapons Drill Guide, TM 10470A-12&P/1A Operator’s and Unit Maintenance Manual, Target Pointer Illuminator/Aiming Light.
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