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  DEPARTMENT OF THE ARMY
MEMORANDUM FOR 

SUBJECT:  MOUT Training Manual and Guide

1.  References.


a.  FM 90-10, Military Operations on Urbanized Terrain, 15 Aug 1979


b.  FM 90-10-1, An Infantryman’s Guide to Combat in Built Up Areas, 12 May 1993, with Change 1 dated 3 October 1995


c.  75th Ranger Regiment Training Circular 350-1-2, Advanced MOUT Training, dated 18 July 1997

2.  Purpose.  To provide a thorough training guide for Close Quarters Combat and room clearing, and Close Quarters Marksmanship; to standardize MOUT training within the battalion, brigade and division; to specify resource requirements for MOUT training.

3.  The enclosed document is a compilation of many training manuals, CALL Lessons Learned, and interviews with experienced personnel.  This manual is intended to be a living document and changes, improvements and updates are highly encouraged.
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APPENDIX A: Close Quarters Marksmanship (Phase II)

1.  The marksmanship block of instruction consists of four componenets:


a.  Module 1--Instruction.


b.  Module 2--Reflexive Firing Drills


c.  Module 3--Discriminatory Firing Drills


d.  Module 4--CQM Evaluation


e.  Module 5--Shotgun Familiarization


f.  Module 6--Breaching Techniques

2.  The marksmanship block will require no more than 3 days of training to successfully teach all necessary techniques and attain a base level of proficiency.  Classroom instruction covering techniques associated with reflexive firing, target discrimination, shotgun familiarization and movement techniques, along with tasks, conditions and standards, precede the firing tables.  The marksmanship evaluation
 is conducted after reflexive and discriminatory firing tables are completed.  A “T” status must be attained on this marksmanship prior to all live-fire CQB training.  Shotgun familiarization will be classroom instruction only (request for MTOE adjustment in the future).  It is the responsibility of Company Commanders and Platoon Leaders to supervise the planning, training and execution of CQM—to include instruction, dry fire drills, and live fire preliminary and evaluation tables.  The dry-fire drills are an essential part of the training process.  After each block of instruction and necessary dry-fire drills, the appropriate firing table is fired.  Because of the criticality of marksmanship skills in CQB training, the chain of command may prohibit soldiers from conducting live-fire room clearing if they fail to display confidence and proficiency.

3.  For night marksmanship training, soldiers mount flashlights (or Sure-light, TAC Light, or other systems) or IR night sights on individual weapons (battalions will establish individual preferences and SOPs).  The same teaching points and principles of day firing apply except for a slight variation.  When conducting night CQB training, flashlights will not be turned on until soldiers actually enter a room.  The firer should turn on his flashlight to scan his sector.  If a target exists in his sector he will engage it with a controlled pair and continue to collapse his sector of fire while moving to his point of domination.  The light will remain on until the “room clear” signal is given.  Soldiers should turn the flashlights off before leaving the room to enter another room or hallway.  

Annex A-1:  Reflexive Firing (Phase II, MOD 1—Instruction)

1.  Stance.  Feet are approximately shoulder width apart.  Toes are pointed straight to the front (direction of movement).  The firing side foot is slightly staggered to the rear of the non-firing foot.  Knees are slightly bent.  The upper body leans slightly forward.  Shoulders are not rolled or slouched.  The weapon is held with the butt stock in the pocket of the shoulder.  


a.  Low-carry technique.  The butt stock of the weapon is placed in the pocket of the shoulder.  The barrel of the weapon is pointed down at the ground at a 45-degree angle.  This technique is safest and is recommended for use by the clearing team once inside the room.


b.  High-carry technique.  The butt stock of the weapon is held in the arm pit.  The barrel is pointed slightly up with the front sight post in the peripheral vision of the individual.  Push out on the butt stock to assume the proper firing position.  This technique is best suited for the lineup outside the door.

2.  Aim.  


a.  Slow-aim fire.  This is the most desirable technique.  It consists of taking up a good sight picture when time permits.  Used mainly for distant engagements.


b.  Rapid-aim fire (flash sight picture).  This technique features an imperfect sight picture where windage is critical and elevation is of lesser importance.  When the front sight post is in line with the target, squeeze the trigger.  Used from 0 – 25 meters and at a fast rate of fire.


c.  Aimed quick-fire kill.  This consists of placing the front sight post flush on top of the rear peep sight.  This is used for quick shots from 0 – 11 meters.  Again, windage is important, but elevation is not critical with relation to the target.


d.  Instinctive fire.  This is the least desirable technique.  This is when the firer focuses on the target and points the weapon in the general direction using muscle memory to fire.

3.  Double Tap.  There is a natural arc of the front sight post after the round is fired and the recoil kicks in.  Let the barrel go with this arc and immediately bring the font sight post back on target and take a second shot.  Do not fight the recoil.  In combat, shoot until the enemy goes down.  For multiple targets, each target should receive a double tap.  After all targets are engaged, re-service targets as needed.

Safety NOTE:  In all techniques presented, common teaching points that require emphasis are:  1)  Safety is in the “SAFE” position until a target is identified; and 2)  the trigger finger is not on the trigger unless engaging a target.

4.  If a soldier has a malfunction with his weapon during any CQB training, he will take a knee to conduct immediate action.  Once the malfunction is cleared, there is no need to stand up to engage targets.  He can save precious seconds by continuing to engage from one knee.  When other members of the team see a soldier on a knee, they automatically clear his sector of fire.

Annex A-2:  Reflexive Firing Drills (Phase II, MOD 2)

ELEMENT:  Individual.

TASK:  Conduct reflexive shooting drills

CONDITIONS:  Given an individual with Kevlar helmet, LBV, appropriate eye and hearing protection, 25-meter rifle range, M16A2 or M4 Carbine, ammunition and stationary targets with 25-yard pistol range bull’s-eye paper target repair centers (NSN  6920-00-562-0901).

STANDARD:  Individual will identify the proper target and engage the target at ranges from 4 to 25 meters from the stationary position, while turning, walking, and running.

SUBTASKS and STANDARDS:











GO
NO GO

1.  Firer holds weapon at the low ready or high ready position.
____
____

2.  On the command “Ready”, the firer identifies his target by 

looking at it.








____
____

3.  On the command “Up”, the firer:


a.  Assumes the proper firing position



____
____


b.  Simultaneously flips the selector lever from SAFE

to SEMI








____
____


c.  Moves the trigger finger from outside the trigger well

and places it on the trigger well





____
____


d.  Uses the proper sight picture, depending on METT-T

(i.e., slow-aim fire, rapid-aim fire, aim quick kill, or instinctive fire)
____
____


e.  Squeezes trigger and round impacts at the desired 

point of impact.







____
____


f.  Front sight is immediately brought back on the same 

desired point of impact and a second round is fired creating the 

Controlled Pair








____
____


g.  Places weapon on SAFE




____
____

4.  The above tasks will be done from the following positions IAW 











GO
NO GO

with Firing Tables I – V:


a.  Straight ahead.






____
____


b.  Left turn.







____
____


c.  Right turn.







____
____


d.  Straight ahead, walking.




____
____


e.  Walk – stop – turn.





____
____


f.  Run – stop – shoot.





____
____

Firing Table I—Stationary Familiarization

	POSITION
	Rounds
	Distance
	Method
	Time STD

	Straight ahead
	4
	4m
	Single shot
	None

	Straight ahead
	4
	7m
	Single shot
	None

	Straight ahead
	4
	10m
	Single shot
	None

	Straight ahead
	6 
	4m
	Controlled Pair 
	None

	Straight ahead 
	6 
	7m
	Controlled Pair 
	None

	Straight ahead
	6
	10m
	Controlled Pair
	None


Firing Table II—Moving and Turning Familiarization

	POSITION
	Rounds
	Distance
	Method
	Time STD

	Left turn
	6  (2 ea. X 3)
	10m
	Controlled Pair
	None

	Right turn
	6
	4m
	Controlled Pair
	None

	Straight ahead, walking
	6
	7m
	Controlled Pair
	None

	Straight ahead walking
	6
	10m
	Controlled Pair
	None

	Walk–stop–turn
	6
	4m
	Controlled Pair
	None

	Run-stop-shoot
	6
	7m
	Controlled Pair
	None


NOTE:
Turns—Firer will pivot to face target and engage using correct aiming technique on command “UP”



Walk-Stop-Turn and Run-Stop-Shoot—Firer halts (and turns) and engages using correct aiming technique on command “UP”

Firing Table III—Timed Familiarization

	POSITION
	Rounds
	Distance
	Method
	Time STD

	Straight ahead
	6 (2 ea. X 3)
	10m
	Controlled Pair
	3 sec. From command “UP”

	Left turn
	6 
	4m
	Controlled Pair
	3 sec. From command “UP”

	Right turn
	6
	7m
	Controlled Pair
	3 sec. From command “UP”

	Straight ahead walking
	6
	10m
	Controlled Pair
	3 sec. From command “UP”

	Straight ahead walking
	6
	4m
	Controlled Pair
	3 sec. From command “UP”

	Walk-stop-turn
	6
	7m
	Controlled Pair
	3 sec. From command “UP”

	Run-stop-shoot
	6
	10m
	Controlled Pair
	3 sec. From command “UP”

	Straight ahead

(25-M FAM)
	6
	25m
	Single shot
	None


NOTE: Single engagements, first round fired 3 seconds from command “UP”

Firing Table IV--Transition Familiarization

	POSITION
	Rounds
	Distance
	Method
	Time STD

	Straight ahead
	4
	4m
	Controlled Pair
	7 seconds

	Straight ahead
	4
	7m
	Controlled Pair
	7 seconds

	Straight ahead
	4
	10m
	Controlled Pair
	8 seconds

	Straight ahead 
	4
	10m
	Controlled Pair
	8 seconds

	Straight ahead
	4
	25m
	Single shot
	12 seconds


NOTE:  Double (two-target) engagements.  Firer engages both targets in sequence after command “UP”

Annex A-3:  Discriminatory Firing (Phase II, MOD 3)

Firing Table V—Stationary, Single Target, Shape Discrimination Familiarization

	POSITION
	Rounds
	Distance
	Method
	Time STD

	Straight Ahead
	6
	4m
	Controlled Pair
	None

	Straight Ahead
	6
	7m
	Controlled pair
	None

	Straight Ahead
	6
	10m
	Controlled pair
	None

	
	
	
	
	


NOTE:  Use 3 E-type Silhouettes in a target bracket.  Each E-type will have a 6” x 6” shape (circle, triangle, square), black in color on a white heavy duty paper or poster background.  Firer engages the correct target using the proper aiming technique after command “UP” and shape (e.g.—“UP, Circle”).

Firing Table VI—Single Target, Moving and Turning Discrimination

	POSITION
	Rounds
	Distance
	Method
	Time STD

	Left Turn
	6
	4m
	Controlled Pair
	None

	Right Turn
	6
	7m
	Controlled Pair
	None

	Walk-Stop-Shoot
	6
	10m
	Controlled Pair
	None


Firing Table VII—Multiple Target, Moving and Turning Discrimination

	POSITION
	Rounds
	Distance
	Method
	Time STD

	Straight Ahead
	4
	4m
	Controlled pair
	5 seconds

	Straight Ahead
	4
	7m
	Controlled pair
	5 seconds

	Left Turn
	4
	10m
	Controlled pair
	5 seconds

	Right Turn
	4
	7m
	Controlled pair
	5 seconds

	Walk-Stop-Shoot
	4
	10m
	Controlled pair
	5 seconds

	Walk-Stop-Turn
	4
	7m
	Controlled pair
	5 seconds

	Walk-Stop-Turn
	4
	10m
	Controlled pair 
	5 seconds


NOTE:  For pretest, use a bank of three realistic or shape targets.  Two targets are engaged on command “UP, (shapes)”.  

24 - 28 hits = T

  18 - 23 hits = P

  1 – 17 hits = U

CQM Range Schematic
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#2 and #3 face forward; outside man secures subsequent rising staircase

•

#4 pulls security on ground floor; moves to landing behind team




Annex A-4:  CQM Evaluation (Phase II, MOD 4)

ELEMENT:  Individual.

TASK:  Conduct marksmanship evaluation.

CONDITIONS:  Given a firing range with distances varying from 4 to 25 meters, M16A2 or M4 carbine fired from a standing position, 32 rounds of 5.56mm ammunition, and three E-type silhouettes with bowling pin targets and a 6” x 6” black, distinctive shape on a white background on either the target head or the target center of mass.

STANDARD:  Each soldier engages the target IAW the firing table and scores 26 hits or above.

Firing Table VIII (CQM Evaluation)

NOTE—This Table Fired twice

	Position
	Rounds
	Distance
	Method
	Time STD

	Straight ahead
	2
	4m
	Controlled Pair
	3 sec from “up”

	Left turn
	2
	7m
	Controlled Pair
	3 sec from “up”

	Right turn
	2
	10m
	Controlled Pair
	3 sec from “up”

	Straight ahead, walking
	2
	4m
	Controlled Pair
	3 sec from “up”

	Straight ahead, walking
	2
	7m
	Controlled Pair
	3 sec from “up”

	Walk-stop-turn
	2
	7m
	Controlled Pair
	3 sec from “up”

	Run-stop-shoot
	2
	10m
	Controlled Pair
	3 sec from “up”

	Straight ahead
	2
	25m
	Controlled Pair
	3 sec from “up”


NOTE:  3 E-type silhouettes in a target bracket.  Firer engages using proper aiming technique on command “UP, (shape)”.  Only one target engaged for each engagement.

Scoring Standard:

26 – 32 hits = T


22 – 25 hits = P


 0 – 21 hits = U

Annex A-5:  Shotgun Familiarization (Phase II, MOD 5)

General.  The shotgun’s primary purpose is ballistic breaching.  The intent of this familiarization fire is to provide each leader the opportunity to gain the skills and confidence needed to successfully employ this weapon.  The targets used in the shotgun familiarization training should be solid steel silhouettes.  Shotgun familiarization should be included in all leader (TL and above) training as part of CQM and CQM preliminary training (Phases I and II), even though practical exercises and live fire familiarization may not be possible.

ELEMENT:  Individual

TASK:  Conduct familiarization with a Remington 870 shotgun

CONDITIONS:  Given a soldier equipped with LBV or LCE, appropriate eye and hearing protection, a Remington 870 shotgun (or equivalent), a firing range, 00 buck ammunition, and targets.

STANDARD:  Each soldier will engage targets IAW the following firng tables with a goal of 70 percent hits.

Shotgun Table I

	Distance
	Rounds Fired
	Time standard

	5m
	2
	None

	10m
	2
	None

	15m
	2
	None

	20m
	2
	None

	25m
	2
	none


Shotgun Table II—Echelon Target Drill (Fired three times)

	Distance
	Rounds Fired
	Time standard

	5m
	1
	

	7m
	1
	

	9m
	1
	

	11m
	1
	

	15m
	1
	

	TOTAL
	5
	7 seconds


The purpose of TABLE II (Echelon Target Drill) is to ensure individuals are able to rapidly engage multiple targets at various distances using a pump action shotgun.  The targets should be echeloned (left or right) as depicted in the ketch below.  This table is fired three times by each soldier.













      15m










     11m






















9m




7m

5m










  Firing Position

Annex A-6: Breaching Techniques (Phase II, MOD 6)

Annex A-7: Weapon Safety

1.  Treat all weapons as if they  are loaded.

2.  Never let the muzzle cover anything you are not willing to destroy

3.  Be sure of your target.  Know what it is, what is in line with it, and what is behind it.  Never shoot anything you have not positively identified.

4.  Lock the bolt to the rear on the M4 Carbine or M16 rifle, lock the slide to the rear on the 9mm pistol, and slide the breach forward on the shotgun before handing it to another person.

5.  Weapons will always be on safe when off target.

6.  Do not handle weapons after consuming alcohol, drugs, or medications that may impair judgement or ability to handle a weapon safely.

7.  If a weak or peculiar report is heard while firing, discontinue firing and report it to range cadre.

8.  Keep the trigger finger outside the trigger guard when moving and not actively engaging a target.

9.  Take all commands from the instructors.

10.  Never shoot at a target that you have already passed.

11.  In the case of malfunction:


a.  The shooter having the malfunction will drop to the kneeling position, attempt to correct the malfunction, and continue to fire.


b.  If the malfunction cannot be corrected, cease fire, clear the weapon, and notify an instructor.

12.  Wear eye and hearing protection during all live firing

APPENDIX B: Close Quarters Battle Preliminary Training (Phase III)

1.  The preliminary training block (Phase III) of Close Quarters Battle (CQB) instruction consists of four modules:


a.  Module 1—Classroom familiarization and small-scale walk-through, to include:



(1) Fundamentals of CQB and room domination

(2)  Individual through fire team movements and sectors for different room configurations



(3)  Individual movement techniques indoors and on streets



(4)  Hallway and stairwell techniques


b.  Module 2—Individual and Buddy-team Flow Drills (conducted on Mock-up)

c.  Module 3—Fire Team and squad Flow Drills (conducted on Mock-up), training the tasks of:

(1)  Single Team, Single Room

(2)  Single Team, Multiple Room

(3)  Multiple, Multiple Room

under the conditions of:



(1)  Clean room



(2)  Enemy targets only



(3)  Enemy and friendly targets



(4)  Enemy targets and furniture



(5)  Enemy, friendly targets and furniture


d.  Module 4—Squad and Platoon Leader Planning Considerations



(1)  Building construction



(2)  TTPs for movement between buildings



(3)  Weapon systems effectiveness vis-à-vis wall construction/building type



(4)  Use of tanks and IFVs



(5)  Fire support planning factors



(6)  Use of tunnels and subways

Annex B-1:  CQB Familiarization and Room Clearing (Phase III, MOD 1)

a.  General.  The assault that takes place in a confined space must be planned and executed with much care.  The principles and fundamentals of CQB/clearing must be closely observed during this type of operation in order for it to be successful.  The single most important action is rehearsal.   Rehearsals inculcate the basic technique and develop muscle memory for the execution of CQB.  Flow drills, rehearsed and practiced repeatedly, are the key to successful CQB preliminary training.


b.  Principles.  



(1) Surprise.  The key to the assault.  The element of surprise ensures that the clearing team has the advantage of preparedness prior to room entry.  



(2) Speed.  Often acts as security, just as in patrolling.  It enables the clearing team to utilize those first few vital “surprise seconds” to their maximum potential.  It is important to understand that speed of movement is best described as a “careful hurry”



(3) Violence of Action.  Violence of action can be described as a sudden and explosive force that eliminates the threat with the least chance of compromise.  When this is coupled with speed, it enables the clearing team members to maintain their element of surprise, thereby preventing the opponent from delivering any coordinated or planned reaction.  


c.  Fundamentals.



(1) Dominate the room.  Move to points that will allow control of the room by proper fields of fire.



(2) Eliminate the threat.  Use of accurate discriminating fire.



(3) Control the situation/personnel.  Ensure that no one resists or maintains the means to resist, and by ensuring that all instructions are followed by both enemy and friendly personnel.



(4) Search the dead.  Accomplish IAW unit SOP.  Use the “eye check” to ensure that the dead are really dead.  This is done by thumping the eye lids and checking for reflexive responses.



(5) Search the room.  The room may or may not need to be searched to identify personnel or equipment for extraction.  This is dependent upon the mission and time available.



(6)  Evacuate personnel.  Clearing team withdraws if no personnel or equipment must be evacuated.



(7) Mark the cleared room IAW unit marking SOP.


d.  Approaching the Breach Point/Entry Point.



(1)  Order of movement to the breach point or entry point is determined by the method of breach (when required), intended actions at the breach point and unit SOP.  For example, when a shotgun breach will be employed, the order should be SL  (shotgunner; outside team), #1 (team leader), #2, #3 .  After the door is breached, the shotgunner falls behind clearing team.



(2)  Security in the vicinity of the breach or entry point should focus on rear, lateral and upward security.  When passing windows, team members must move stealthily while avoiding enemy observation.


e.  Actions Outside the Point of Entry.  



(1)  Door position and individual weapon positions are important.  The clearing team members should stand as close to the entry point as possible, staying in a crouched position.  Their weapons are held in either the high or low carry position.  They must ensure that the muzzle is not pointed toward a team member.  They keep the weapon on safe until a target is identified, and they keep fingers outside trigger well.



(2) All clearing team members must signal one another that they are prepared before the room is entered.  This is accomplished by having the last man tap or grab the man in front of him, and passing signal along.  Avoid the use of the audible signal because it may alert the enemy.  



(3)  #1 man checks for booby traps and checks whether door is locked or unlocked.  #1 man (always TL) throws grenades, considering ROE and consulting SL.  As a minimum, TL must ready his undergun light or employ active IR from NVGs prior to entry.


f.  Actions Upon Entry.



(1) Clearing the doorway occurs as the entire team enters.  Failure to quickly clear the doorway is the focal point of attention for anyone in the room (referred to as the “fatal funnel of fire”).  By moving quickly into the room, the teams will reduce the chances of being hit by fire directed at the door.



(2) The 4-man clearing team then moves away from the door and takes up a position inside the room that allows them to completely eliminate the threat.  To accomplish this, team members are numbered.  Buddy team members are numbered one and two, and members of a four-man team are numbered one through four.  The first man to enter (TL) moves to the most immediate threat and to point of domination (at least one corner; if no threat, recommend buttonhook to avoid flagging from #2 man).  The second man moves in the opposite direction following the wall, but not next to it.  The third man will simply buttonhook inside the room at least 1 meter from the door, but in a likewise fashion between the door and the number two man.  All teams members stop movement only after they have cleared the door.  For the 3-man clearing team, #3 man always moves to the door and secures/blocks it.



(4) Sectors of fire must be understood to make the assault work effectively.  The number one man and the number two man are initially concerned with the area along the wall on either side of the door or entry point.  This is also the path or direction in which they are moving.  This is their primary sector of fire.  Their alternate sector of fire is the wall they are moving toward, sweeping back to the far corner.  The number three man and the number four man start at the center of the wall, opposite their point of entry, and sweep to the left if moving toward the left or to the right if moving toward the right, stopping short of the respective team member (#1 man or #2 man).  An example of this series of movements is depicted in the figures below (also see Annexes B-2 and B-3).






(4)  After the has been cleared, the team must either immediately move on to another room or conduct a search of the room just assaulted.  If a follow-on mission of entering another room is necessary, then on of the team members may be required to stay behind and secure the room just cleared.  If the room just cleared is empty, then it is possible to leave the room unsecured, as long as some measure is taken to prevent access to cleared rooms by enemy personnel (i.e., security at hallway intersections).



(5)  Rooms are never entered with less than two men.  A four-man clearing team is the norm.



(6)  Team members must exercise fire control and discriminate between hostile and non-combatant targets.  If the room is known to contain only enemy personnel, the room can be dominated in a less discriminating manner.  A stun or fragmentation grenade can be used—stun grenades when non-combatants are in the room.  Not all walls provide sufficient protection to friendly forces against the effects of fragmentation grenades.  Leaders must consider all factors of MTETT when employing hand grenades.


g.  Individual Movement and Weapon Control.



(1)  During movement, the clearing team member holds his weapon with the muzzle pointed in the direction of travel.  He places the butt of the rifle into the pocket of his shoulder and points the muzzle slightly down to allow for unobstructed vision.



(2)  Shooting is done while moving toward the point of domination.  Shots are taken as close to the target as 1 or 2 inches; longer shots are preferable.  Because shots are taken while the clearing team member is moving, it is essential that he use a “careful hurry” as opposed to rushing in with total disregard to any obstructions that my litter the floors.  Team members keep weapons safe until a hostile target is identified and engaged.  He makes the weapon safe again after his sector is cleared of all targets.



(3)  The clearing team members must avoid “flagging” or leading with the weapon when working around windows, doors, corners, or areas where obstacles are negotiated.  Flagging the weapon gives anyone looking the team member’s direction advanced warning.  It also makes it easy for someone to grab the weapon.  Keep weapons under control.



(4)  In an CQB environment, there is very little that can be counted on to provide adequate cover.  Even the walls in a standard house are easily penetrated by most handgun rounds.  Clearing team members must understand that after stealth is lost, concealment is all furniture and walls can provide.  


h.  Command and Control.  The confusion and noise of a MOUT environment require well-understood and standardized commands.  These standard commands have been adapted from the 75th Ranger Regiment.



(1)  Status—given by the assault team leader that requires all team members to report whether their sectors are clear and the are prepared to continue the mission.



(2)  Up (“one up, two up, three up, four up”)—Given by each team member that his sector is clear and he is prepared to continue the mission.



(3)  Room Clear—signal from team leader to team members, squad leader, and follow on teams that the room is secure and cleard.



(4)  Door to my (direction) stack left/right—command given by team leader to team members or follow-on team to position themselves on the right or left side of the door.




(5)  Coming out—a signal given by individual or team that they are ready to exit a room.  This command should be used in conjunction with a hand and arm signal out of the door.  This is important because a team may not exit out of the door they entered.



(6)  Come out—a reply given by security element or follow-on team that it is safe to exit the room.



(7)  Coming in—a signal given by individual or team preparing to enter an occupied room.



(8)  Come in—a reply given by personnel in a room that it is safe to enter an occupied room.



(9)  Man down—a command given when an individual is injured and cannot continue the mission.



(10)  Support or help left/right—a request given by the team leader for additional personnel for security or clearing purposes



(11)  Cease fire—a command given by anyone that requires all shooters to cease fire because of an unsafe act or injury to an individual.



(12)  Shot—given by an team member to alert others that he is engaging targets outside of the room.



(13)  Short room—given by #1, #2, or #3 man to signal a small room and that all team members should not enter.


i.  Limited Visibility Techniques.  The following ensembles and techniques work well during night operations or in extremely dark rooms and buildings:



(1).  White Light.

· Undergun light with remote trigger (employed upon entry only)

· Passive IR NVGs (recommend PVS-14 mounted on Kevlar) up or down

· PAQ-4C

· M68 CCO

(2).  IR

· Active IR NVGs (recommend PVS-14)

· PAQ-4C

(3).  Mark with chemlights on door or door knob

Annex B-2:  External Movement


(1)  Crossing of a Wall.  Each soldier must learn the correct method of crossing a wall.  After he has reconnoitered the other side, he quickly rolls over the wall, keeping a low silhouette.  The speed of his move and a low silhouette deny the enemy a good target (See FM 90-10-1, Figure 5-1).


(2)  Movement Around Corners.  The area around a corner must be observed before the soldier moves beyond it.  The most common mistake a soldier makes at a corner is allowing his weapon to extend beyond the corner, exposing his position.  He should show his head below the height an enemy soldier would expect to see it.  When using the correct techniques for looking around a corner, the soldier lies flat on the ground and does not extend his weapon beyond the corner of the building.  He wears his kevlar helmet, and exposes his head (at ground level) only to permit observation (see FM 90-10-1, Figure 5-2).


(3)  Movement Past Windows.  Windows present another hazard to the soldier and small-unit leader.  The most common mistake in passing a window is exposing the head.  If the soldier show his head, and enemy gunner inside the building could engage him through the window without exposing himself to friendly covering fires.  When using the correct technique for passing a window, the soldier stays below the window level.  He makes sure he does not silhouette himself in the window; he “hugs” the side of the building.  An enemy gunner inside the building would have to expose himself to covering fires if he tried to engage the soldier.


The same techniques used in passing first-floor windows are used when passing basement windows; however, the most common mistake in passing a basement window is not being aware of it.  A soldier should not walk or run past a basement window, the soldier stays close to the wall of the building and steps or jumps past the window without exposing his legs (See FM 90-10-1, Figures 5-3, 5-4).


(4)  Use of Doorways.  Doorways should not be used as entrances or exits since they are normally covered by enemy fire.  If a soldier must use a doorway as an exit, he should move quickly through it to his next position, staying as low as possible to avoid silhouetting himself.  Pre-selection of positions, speed, a low silhouette, and the use of covering fires must be emphasized in exiting doorways (See FM 90-10-1, Figure 5-5).


(5)  Movement Parallel to Buildings.  Soldiers and small units may not always be able to use the inside of buildings as a route of advance.  Therefore, they must move on the outside of the buildings.  Smoke and covering fires, and cover and concealment should be used to hide movement.  In correctly moving on the outside of a building, the soldier “hugs” the side of the building, stays in the shadow, presents a low silhouette, and moves rapidly to his next position.  If an enemy gunner inside the building fires on a soldier, he exposes himself to fire from other squad members.  Furthermore, an enemy gunner farther down the street would have difficulty detecting and engaging the soldier (See FM 90-10-1, Figures 5-6, 5-7).


(6)  Crossing Open Areas.  Open areas, such as streets, alleys and parks, should be avoided.  They are natural kill zones for enemy crew-served weapons.  They can be crossed safely if certain fundamentals are applied by the individual or small-unit leader.  



(a).  When using the correct procedure for crossing an open area, the soldier develops a plan for his own movement—smoke from hand grenades or smoke pots should be used to conceal the movement of all soldiers.  He runs the shortest distance between the buildings and moves along the far building to the next position.  By doing so, he reduces the time he is exposed to enemy fire.



(b).  Before moving to another position, the soldier should make a visual reconnaissance and select the position for the best cover and concealment.  At the same time, he should select the route that he will take to get to that position.


(7)  Movement Between Position.  When moving from position to position, each soldier must be careful not to mask his supporting fires.  When he reaches his next position, he must be prepared to cover the movement of other members of his fire team or squad.  He must use his new position effectively, and fire his weapon from either shoulder.



(a).  The most common errors a soldier can make when firing from a position are firing over the top of his cover and silhouetting himself against the building to his rear, providing the enemy an easy target.  The correct technique for firing from a covered position is to fire around the side of the cover, reducing exposure to the enemy  (See FM 90-10-1, figures 5-10).



(b).  Another common error is for a right-handed firer to try to fire from the right shoulder around the left corner of a building.  Firing left-handed around the left corner of a building takes advantage of the cover afforded by the building.  Right-handed and left-handed soldiers should be trained to adapt cover and concealment to fit their manual orientation.  Also, soldiers should be able to fire from their opposite shoulder, if needed (See FM 90-10-1, figure 5-11).

Annex B-3:  Hallway Clearing 



(1).  Clearing Hallways.  Hallways present a unique challenge to the fire team or squad attempting to clear a room or multiple rooms.  A recommended technique is the high-man/low-man technique.  As the team clear the hallway entry pint, the #1 man squats down to a low position and pies the corner, while the #2 man moves up to a high position and pies the corner while looking over the #1 man.  The #3 man steps out and pulls frontal security; the #4 man pulls rear security. 

































(2).  The #2 man places outside leg on the #1 man and applies pressure to signal to the #1 man that he is ready.

(3).  The #1 man steps off with his outside leg and this keys the #2 man to do the same simultaneously.

(4)  The sectors of fire are split down the hallway.  The #1 man secures the far side and the #2 man secures the near side.

(5)  After the sectors are cleared, the #2 man squeezes the #1 man on the shoulder to let him know that he has completed firing.  Only then will the #1 man pick up and move down the hallway.

(6)  For clearing “T” shaped hallways, the clearing process  is the same except that two teams conduct the corner technique simultaneously on a predetermined signal (See Hallway Figures 3 and 4 below).













(7).  The rest of the team follows down the hallway using the “Serpent” technique narrow hallways or the “Rolling T” technique in wide hallways (See Hallway Figure 5 below).
















(7).  When clearing rooms that branch off hallways, the clearing team must send one man across the threshold of the doorway to maintain security in the hallway (See Hallway Figure 6 below).


















































































































































































































































































Annex B-4:  Stairway Clearing Technique

Annex B-5:  Individual and Buddy Team Training (Phase III, MOD 2)

1.  Individual Training.  Individual training can be conducted on a mock-up, Tirehouse, shoothouse or on terrain marked with engineer tape.  The purpose of this Module is to inculcate within each soldier the duties of each man in the fire team.  Individual training should focus upon the route, movement technique, and sectors of fire for each fire team member.  Flow drills must be rehearsed until each man is trained at least at his position—if time and resources permit, cross-training positions is advised.  Training must incorporate the principles of CQB (Surprise, Speed, Violence of Action), and should be conducted during daylight and limited visibility (IR) under the following room scenario conditions (see figures opposite page):


a.  Clean Room


b.  Enemy targets only


c.  Enemy and friendly targets


d.  Enemy, friendly targets, and furniture

2.  Buddy Team Training.  After successful completion of individual training, the squad proceeds to buddy team training.  Buddy team flow drills are conducted in the same manner (conditions and room scenario conditions) as individual training.  #1 and #2 man positions  and #3 and #4 man positions are combined into two-man flow drills (see figures opposite page):

Annex B-6  Single Team and Multiple Team Flow Drills (Phase III, MOD 3)

1.  General.  As with individual and buddy team training, team training can be conducted on a mock-up, Tirehouse, shoothouse or on terrain marked with engineer tape.  The purpose of this Module is to instill within the individual soldier the situational awareness that other team members are flowing into a room, and to develop teamwork and procedures within fire teams and squads.  The single fire team is the fundamental building block for any level MOUT or CQB operation—team proficiency is a necessity.  Team training should focus on all the fundamentals refined during Individual and Buddy Team training (MOD 2) but conducted with all fire team and squad members.  Flow drills must be drilled to proficiency at each man’s primary position.  If time and resources allow, squads should train all soldiers in every position (#1 - #4).  

2.  Squad flow drills should be conducted at the following levels:


(a).  Single Team


(b).  Single Team, Multiple Room


(c).  Multiple Team, Multiple Room

3.  Recommended room scenarios conditions include (See figures opposite page):


(a).  Clean room


(b).  Enemy targets only


(c).  Enemy and friendly targets


(d).  Enemy targets and furniture


(e).  Enemy, friendly targets and furniture

4.  Additional techniques to train and drill include Hallway Clearing Procedures (see Annex B-1, para. i.) and Stairwell Clearing Procedures (see Annex B-1, para. j).

Annex B-7:  Squad and Platoon Leader Planning Considerations 

(Phase III, MOD 4)

A.  General.  The nature of urban terrain makes offensive operations extremely difficult.  The attacker must fight from the outside into a well-defended positions which in essence is a series of reserve slope defenses.  The attacker is unable to mass long range fires once in the inside the built-up area.  In addition, the protective nature of the terrain minimizes the effectiveness of indirect and direct fire systems.  The fight in a built-up area is characterized by small units involved in violent intense actions.  Success in this type of operation will depend on the initiative of small unit leaders, a well-understood concept of the operations and a clear understanding of the task to be accomplished  and the purpose to be achieved.

Offensive operations in built-up areas are based on offensive doctrine and are implemented based on MTETT factors.  The company may conduct attacks independently or as part of the battalion.  An attack may be either hasty or deliberate.  Because of the difficulties with fire control, navigation, and identification of friendly and enemy soldiers, limited visibility attacks are normally deliberate attacks requiring detailed reconnaissance and planning.

B.  Deliberate Attack of a Built-up Area.  The Commander employs techniques that avoid attacking the enemy’s main strength;  instead he tries to identify and attack a weakness in the defense.  The CO deceives the enemy as to the point of the main attack;  he uses surprise to take advantage of his initiative in the determining the time and place for the attack. He attempts to use the indirect approach to strike the enemy on exposed flanks or in the rear.  A deliberate attack of a built-up area is usually conducted in the following phases:

1. Reconnoiter the Objective.

2. Move to the Objective.

3. Isolate the Objective – the attacking force must gain control of the avenues of approach into and out of the urban area.  This portion of the battle is normally fought on the “natural” terrain adjacent tot he urban area, and must prevent a “breakout” by the enemy or reinforcement of the enemy by forces outside the urban complex.  CAS assets can also be extremely valuable in this isolation operation.

4. Secure a Foothold – necessitates a strong and violent combined arms assault characterized by mobility and massive suppression of enemy defenses.  Overwatching direct fires from infantry, armor and anti-tank weapons, along with indirect suppression and obscuration, will help the attacker secure a foothold in the built-up area if little resistance is encountered.

5. Clear Built-Up Area – predominantly a clearance action which may consist of a systematic building by building, block by block advance through the entire area, or it may be a rapid advance through the area.

     6.  Missions Analysis – when conducting the estimate, leaders must consider the overall intent of the operation in regard to the requirement for clearance of the urban area (every building, block, etc.) versus the seizure of a key objective which may only require clearing along the axis of advance.

C.  Company and Platoon attacks in Urban area.


1.  Reinforced with engineers.


2.  Reserve should parallel the size and composition of attacking platoon.


3.  Centralized – detailed planning.


4.  Decentralized execution.

D.  Control Measures.


1.  Labeling buildings.


2.  Assembly Areas.


3.  Attack Position.


4.  Line of Departure.


5.  Phase line – should be on near side of street.


6.  Boundaries – may be on either side of street.  An element MUST be responsible for the street.


7.  Direction of Attack – Co CDR normally assigns a DOA to subordinate platoons.


8.  Axis of Advance – may be used in some cases


9.  Objective, SBF Positions, ASLT Positions, Limit of Advance

E.  Terrain.  Urban terrain conditions create:


1.  The requirement to fight small-scale battle which inhibits centralized control and forces independent action by small unit commanders.  This especially impacts on the nK preference for close centralized control and large-scale operations (lack of NCO leadership, lack of small unit communications in DPRK).


2.  The problem of training small units for combat in urban areas and other inherent and probably unanticipated difficulties in maintaining morale.


3.  Confined spaces which limit observation, fields of fire and maneuver.


4.  The inability to maneuver which prevents the concentration of fire at critical points.


5.  A greater demand for ammunition and rations, thus imposing unusual strains on logistical elements.


6.  Problems with conducting effective reconnaissance during conventional operations.  Recon. By force becomes the most effective recon means.  This method involves probing a defense with successively larger units until the enemy positions are disclosed and can be successfully attacked.  During unconventional operations, the opposite is true.  R&S are easily accomplished by both sides, and may be unstoppable.


7.  Limitations in the ability to employ maximum combat power.  Effective employment of combat power may be limited by the requirement to minimize damage.  The terrain in the urban area can be expected to change during the battle, thereby complicating terrain analysis efforts.  Urban terrain provides many small unit infiltration and movement routes which would not be considered during open area combat.


8.  Situations in which small unit defensive positions can slow or stop the advance of a considerably larger force, and will require disproportionate efforts to be reduced.


Urban Terrain is analyzed by the five military aspects of terrain, the individual building and street layout pattern, and the echelon of the friendly unit.  For example, a brigade may be concerned with an entire city, town, or city district, while battalions or task forces may be concerned with city blocks or even with individual buildings.  The restrictive nature of urban terrain forces the analyst to be concerned with  minimum rather than maximum weapons ranges, as some weapons that are highly effective in open country are unusable in urban areas.  The five military aspects of terrain are discussed below according to the five street layout patterns.


a.  Observations and Fields of Fire.



(1)  Dense, Random construction.  Weapons ranges and observation distances seldom extend more than 100 meters.  Narrow streets limit tank turret traverse and do not allow for minimum ATGM ranges.  Buildings and narrow streets restrict the deployment of heavy direct-fire weapons.  Short observation and fields of fire distances necessitate assigning small sectors to defending units.



(2)  Closed-Orderly Block.  Observation and FOF extend up to 350 meters and are sufficient for heavy direct-fire weapons and ATGMs in most areas.  Streets and open areas permit the establishment of normal supporting fires.  Indirect fire observation will be limited by numerous tall buildings and smoke.  Flanking fires can normally be established along straight sections and in other open spaces.  Attacking forces will require small, narrow attack zones and high-troop density.



(3)  dispersed Residential Areas.  Weapons ranges are often reduced to less than 250 meters by winding streets.  Straight street sections often extend the weapons range.  Buildings, hedges, bushes, walls, and other obstructions limit the effectiveness of small arms, ATGMs, and heavy direct-fire weapons.  The defender can establish mutually supporting fires while the attacker cannot.



(4)  High-rise areas.  Mutually supporting fires can be established between buildings during both offensive and defensive operations.  Maximum weapons ranges can be achieved by positioning weapons in the upper stories of buildings.



(5)  Industrial or Transportation Areas,  These areas are situated on the outskirts of cities.  Open area provide excellent observations and FOFs over the entire area, and facilitate the employment of CAS and indirect fires.  Smoke from burning fuel storage may hinder accurate fire direction.


b.  Concealment and Cover.



(1)  Dense, Random.  Buildings provide numerous concealed infantry positions and isolated armored vehicle positions.  Thick masonry—stone and brick walls—offers excellent protection from direct fire.  Adequate overhead protection is found only in basements, as most roofs, ceilings, and floors are constructed of wood or plaster.  Underground systems offer excellent protection and often permit movement between battle positions.



(2)  Close-orderly block.  Heavy construction provides excellent protection against direct and indirect fires.  However, buildings selected for shelter must be evaluated for their ability to withstand collapse.  Underground systems are normally extensive and provide storage areas, protection, and mobility.  Those underground systems not used must be blocked by either obstacles or maneuver elements.  Advancing along open streets courts disaster and should be avoided whenever possible.



(3)  Dispersed Residential Areas.  Limited concealment and cover are provided by walls, fences, hedges, and houses.  Overhead protections varies, but basement positions usually provide sufficient overhead cover.  Construction often permits the concealment of and provides limited cover for armored vehicles.



(4)  High-Rise Areas.  High-rise structures provide protection from indirect fires, but only limited protection from direct fires.  Concealment and cover are often not available unless adjacent buildings are secured.  Attacking forces must employ heavy covering fire, smoke and rapid movement to move from one building to another.



(5)  Ind. Or Trans Areas.  Little concealment and cover are available in these areas due to the construction and the dispersed nature of the buildings.  Some concealment is offered by buildings, but shed-type buildings should avoided.


c.  Obstacles.



(1)  Dense, Random.  Narrow streets with buildings constructed directly on the street facilitate construction or creation of obstacles.  Demolition or structures creates instant rubble obstacles.



(2)  Closed-orderly block.  The wider streets and heavy construction make rubble less of an obstacle.  Obstacles are difficult to construct, but once constructed are difficult to reduce or bypass because of the relative ease by which they can be controlled by fire.



(3)  Dispersed Res. Area.  Rubble is not a significant obstacle.  Most obstacles in streets can be bypassed easily, but will reduce mobility to some degree.



(4)  High-Rise Areas.  Mines between buildings are the most effective obstacles.  Rubble will not be a factor unless major structures are totally destroyed.



(5)  Industrial or Trans Area.  Railyards elevated rail and roadways, ramps, loading docks, numerous high-tension lines, canals, overpasses, pipelines, and overhead obstructions such as cranes create significant obstacles to movement.  Armored vehicles should avoid railyards whenever possible, as tracks will quickly damage vehicles and the open yards themselves provide excellent defensive FOFs.  Rubble that may be present is normally bypassed.


d.  Key Terrain.



(1)  Subway systems



(2)  Sewer systems



(3)  Underground water systems



(4)  Utility (gas and electric) generation, holding and transmission facilities.



(5)  Telephone exchanges



(6)  Radio and television stations



(7)  Rail and transit service connecting points. 



(8)  Stadiums, parks, sports fields, schools



(9)  Tall buildings (roof tops)


e.  Avenues of Approach.  Analyzed for battalion and smaller unit operations as the battalion is the most effective force of any size that can be employed under urban conditions.  AoAs are dictated by the urban patter and the actual mission.  Urban AoAs will cover unusually narrow frontages and, when possible, multiple avenues will be employed to permit flanking and rear area attacks in support of the main effort.  

F.  Enemy.  Threat forces always attempt to establish a defense well forward of an urban area in order to engage and defeat the attacker on the approaches and flanks of the built-up area.  Threat forces revert to the conduct of defense within a built-up area only when:

· Attacking forces break trough defenses organized forward.

· The built-up area has especially great potential, strategic, or economic importance.

· It is necessary to defend a built-up area which is a seaport, or other critical communications or transportation complex.


1). For both offensive and defensive operations, the threat considers the battalion (usually motorized rifle battalion—MRB) the most effective unit for urban combat because of its inherent mobility, armor protection, and rapid ability to adapt buildings and other structures for the defense.  The battalion coordinates closely with units from other arms which attach elements or provide support or security.  The battalion will be reinforced by other elements depending upon the mission and the expected conditions in the urban area.


2).  During the defense, the MRB defends as part of the larger regimental-sized unit.  It may defend on a main or on a secondary AoA.  The MRB may be in the 1st or 2d echelon or in the reserve.


3).  The MRB on a main AoA or in the 1st echelon will:

· Receive the main attack

· Inflict decisive damage on the attacking forces to prevent a breakthrough by tanks and infantry.

4).  If the attack penetrates, the MRB must inflict the maximum losses, stop further advance, and create favorable conditions for a counterattack.  The MRB in the 1st echelon cover a narrower front and receive more reinforcements than those in the 2d echelon.  1st echelon battalions are supported by the full regimental artillery group.

5).  Within a built-up area, a company may defend several buildings with mutually supporting fires, or a single large building.  Each platoon defends one or two buildings, or one or a single building.

6).  Strongpoints constitute each defensive positions.  They are normally prepared in solidly constructed buildings, at intersections, entrances to public parks and squares, or adjacent to bridges.  Fires are coordinated between strongpoints and communications trenches are prepared between and within positions.  Ambushes are set up I the gaps between defensive positions and structures which impede effective fires are demolished.

G.  Troops.

1)  Weapons Employment


(a) M16/M4


(b)  M240


(c)  M2 .50 Cal


(d)  M203


(e)  HGs


(f)  Mortars


(g)  Flame weapons


(h)  Artillery

2)  Tanks


(a) The commander must employ tanks to take advantage of the long range of their main armament.  This can usually be achieved with tanks employed outside the built-up area, where they remain for the duration of the attack to cover high-speed armor avenues of approach.  This is especially true during the isolation phase. Three TTPs for task organization of tanks include:

· Tank Platoon under Company Control

· One section under Company Control; One section under one platoon control

· Each section under a different platoon control

(b)   When tanks are controlled at platoon level, they can be used to assist 

squads in movement and maneuver. In house-to-house and street fighting, tanks move down the streets, protected by the infantry, and in turn support the infantry by firing their main guns and machine guns into enemy positions of Ops.  Tanks are the most effective weapon for heavy fire against structures and may be used to clear rubble with dozer blades.  Tank Main Guns can also be used to created breaches in exterior walls for assaulting infantry.  Tanks and infantry must be mutually supporting—tanks need infantry support when the two elements work together.  Tanks are extremely vulnerable to dismounted attack when operating in restricted terrain.

(c)  In movement down narrow streets or down wider streets with narrow paths through the debris, infantry can move ahead of the tanks, clearing the buildings on each side, or tanks can move ahead of infantry to provide cover during movement.  The movement of personnel across open areas must be planned with a specific destination in mind.  Suppression of enemy positions and smoke to cover infantry movement should also be included in the plan.  When needed, tanks move up to places secured by the infantry to hit suitable targets.  When that area is cleared, the infantry again moves forward to clear the next area.  Due to the restricted movement and limited observation of buttoned-up tanks, the infantry should clear the route in advance of the tanks.  The tanks and infantry should use the traveling overwatch movement technique.  Infantrymen can communicate with the tank crews by using arm-and-hand signals, radio, and wire communication (string TA-1/TA 312 into tank).


(d)  When a tank platoon or a tank section is attached at company level, tanks can be used as a support by fire.  Tanks may support by fire when lead units are seizing a foothold.  During the attack of a built-up area, tanks overwatch the infantry’s initial assault until an entry into the area has been secured.  Tanks must be supported by infantry organic weapons to suppress enemy strongpoints and by ATGMs while they move into overwatch positions.  Leaders must plan to maximize the stand-off effectiveness of the tanks’ weapon systems in SBF positions.  Commanders must plan for distinctive control measure (e.g. graphic, visual and direct/indirect fire) to mark progress of infantry and avoid fratricide.


(e)  During planning, commanders and platoon leaders must plan deliberate and detailed PCIs.  Joint PCIs and cross-over inspections (e.g., detailing infantrymen to inspect each tank’s external phone box) are most desirable.  PCIs must focus on the ability to shoot, move and communicate.  Commanders and platoon leaders should develop checklists for PCIs with tanks and infantry, and all leaders should include Tank PLs, PSGs and Tank Commanders (TCs) in planning and inspections.

(f)  Commanders and Platoon Leaders must plan for extensive rehearsals.  

Full-force rehearsals on similar terrain are most desirable.  Combined arms rehearsals should be conducted at a minimum.  Leaders should focus rehearsals on:

· Graphic and fire control measures

· Communications

· Direct fire plans

· Breach drills

· Procedures for infantry riding on tanks

· Techniques for using tanks as infantry shields
Commanders must attempt to replicate conditions for mission execution during rehearsals, to include night, civilians on the battlefield, host-nation personnel, and ROE.

(g)  Commanders and Platoon Leaders must plan for CSS support for tanks.  To keep tanks mission capable requires planning for refueling and reariming of the tanks.  There may be a requirement for some recovery of one or more tanks due to maintenance problems or enemy fire.  Push necessary support packages well forward on the battlefield.  For a light infantry (to include Air Assault and Airborne) company, the XO may need to consolidate all attached heavy and organic light CSS assets and provide control to facilitate immediate resupply and shorten recovery periods.  Leaders may also consider using tanks to carry additional water and ammunition for light infantry.  Especially during MOUT operations, when ammunition expenditure is significant, the benefit of tanks carrying immediate resupply quantities of ammunition is invaluable.  

3)  Bradley Fighting Vehicles.  BFV platoons and squads seldom fight alone in built-up areas.  They normally fight as part of their company or in a company team.


(a)  Employment.  Fighting in built-up areas is centered around prepared positions in houses and buildings.  Such positions cover street approaches and are protected by mines, obstacles, and booby traps.  Therefore, bridges, overpasses, and buildings must be inspected and cleared of mines before they are used.  Recon parties must determine the weight-supporting capacity of roads, bridges, and floors to determine if they can support the weight of BFVs and tanks.


(b)  Target Engagement.  Streets and alleys are ready-made firing lanes and killing zones.  Because of this, all vehicle traffic is greatly restricted and canalized, and subject to ambush and short-range attack.  Tanks are at a disadvantage because their main guns cannot be elevated enough to engage targets on the upper floors of tall buildings.  The BFV, with +60 to –10 degrees elevation of the 25mm cannon and 7.62mm coax has a much greater ability in this role.  With firing port weapons, the BFV can also place suppressive fire at ground level at the same time to the flanks and rear of enemy vehicles.  A tank is restricted in its ability to provide this support.

4)  BFVs and Tanks.  BFVs and tanks are not employed alone.  Working as a team, dismounted infantrymen (the rifle team) provide security.  In turn, the BFVs and tanks provide critical fire support for the rifle teams.


(a)  When moving, BFVs should stay close to a building on either side of the street.  This allows each BFV to cover the opposite side of the street.  BFVs can button up for protection, dismounted infantry.  Cooperation between the rifle team and the BFV team in a built-up environment is critical.  Visual signals should be developed, telephones used where possible, and rehearsals and training conducted.


(b)  Leaders should consider using the long-range fires of the tank’s main armament from overwatch positions.  The BFV, with its greater capability to depress and elevate the 25mm cannon, can provide some of the support previously derived from tanks within the built-up area.


(c)  Because the BFV lacks adequate armor protection and is restricted in close-in fighting, it is normally employed on terrain dominating the city to provide long-range antiarmor support.  A great portion of the platoon’s short-range antiarmor fires in built-up areas is provided by LAWs and Dragons.  The BFVs 25mm cannon and TOW are employed where possible.

APPENDIX C:  Close Quarters Battle Live Fire Exercise (Phase IV)

1.  The CQB Live Fire Exercise in a Tirehouse consists of 5 total Modules, packaged in a coherent progression of proficiency in level (from individual through squad), room conditions (clean room through multiple targets with furniture), and daylight conditions.  In order for company-level commanders and above to develop an accurate assessment of the collective tasks Clear Room (Squad); Clear Building (Platoon); Perform MOUT (Company and Battalion), squads should complete Module 3 AT A MINIMUM.

Annex C-1:  Individual Level LFX (Phase IV, MOD 1)

(1)  Day Dry
Room condition #1 (Clean)

Room condition #2 (Enemy TGTs only)

Room condition #3 (Enemy and Friendly TGTs)



Room condition #4 (Enemy TGTs and Furniture)



Room condition #5 (Enemy and Friendly TGTs, Furniture)

(2)  Day Blank Fire (Room conditions #1 - #5)

(3)  Day Live Fire  (Room conditions #1 - #5)

NOTE:  15 iterations required (minimum) for MOD 1, Day only


(4)  Night Dry (Room conditions #1 - #5)


(5)  Night Blank  (Room conditions #1 - #5)

NOTE:  10 iterations required (minimum) for MOD 1, Night only

Annex C-2:  Buddy Team LFX (Phase IV, MOD 2)

(1) Day Dry
Room condition #1 (Clean)

Room condition #2 (Enemy TGTs only)

Room condition #3 (Enemy and Friendly TGTs)



Room condition #4 (Enemy TGTs and Furniture)



Room condition #5 (Enemy and Friendly TGTs, Furniture)

(2)  Day Blank Fire (Room conditions #1 - #5)

(3)  Day Live Fire  (Room conditions #1 - #5)

NOTE:  15 iterations required (minimum) for MOD 2, Day only


(4)  Night Dry (Room conditions #1 - #5)


(5)  Night Blank  (Room conditions #1 - #5)

Annex C-3:  Single Team/Single Room (Phase IV, MOD 3)

(1) Day Dry
Room condition #1 (Clean)

Room condition #2 (Enemy TGTs only)

Room condition #3 (Enemy and Friendly TGTs)



Room condition #4 (Enemy TGTs and Furniture)



Room condition #5 (Enemy and Friendly TGTs, Furniture)

        **(2)  Day Force on Force, Blank Fire (Room conditions #3-#5)

(3)  Day Blank Fire (Room conditions #1 - #5)

(4)  Day Live Fire  (Room conditions #1 - #5)


(5)  Night Dry (Room conditions #1 - #5)


(6)  Night Blank  (Room conditions #1 - #5)

NOTEs:


-15 iterations required (minimum) for MOD 3, Day only

         *-Completion of MODULE 3 is a recommended training break, if time and resources do not allow execution of all MODULEs.  Recommended Squad training assessment for Clear Room is “P” or “P+”; and Platoon training assessment for Clear Building is “P” 

         **-Day Force on Force Recommended, but OPTIONAL

Annex C-4:  Single Team/Multiple Room (Phase IV, MOD 4)

(1) Day Dry:  Double room drills under the following conditions:


Room condition #1 (Clean room to Enemy TGTs only)

Room condition #2 (Furniture with enemy to Furniture with friendly)

Room condition #3 (Furniture with friendly and enemy to Furniture with friendly, enemy and booby traps)

           **(2)  Day Force on Force, Blank Fire (Room conditions #1-#3)

(3)  Day Blank Fire (Room conditions #1 - #3)

(4)  Day Live Fire  (Room conditions #1 - #3)


(5)  Night Dry (Room conditions #1 - #3)


(6)  Night Blank  (Room conditions #1 - #3)

NOTEs:


-9 iterations required (minimum) for MOD 4, Day only

*-Completion of MODULE 4 is a recommended training break, if time and resources do not allow execution of all MODULEs.  Recommended Squad training assessment for Clear Room is “P” or “P+”; and Platoon training assessment for Clear Building is “P” or “P+”. 

**-Day Force on Force Recommended, but OPTIONAL

Annex C-5:  Multiple Team, Multiple Room (Phase IV, MOD 5)

(1)  Day Dry:  Clear entire Tirehouse.  Room conditions sequence should be determined by unit commander, and incorporate most of the following:

a.  Clean Room




b.  Enemy targets only




c.  Enemy and friendly targets




d.  Enemy, friendly targets, and furniture


**(2)  Day Force on Force, Blank Fire

(3)  Day Blank Fire 

(4)  Day Live Fire  


(5)  Night Dry
 


(6)  Night Blank  

NOTEs:


-15 iterations required (minimum) for MOD 5, Day only

*-Completion of MODULE 5 is a recommended training break, if time and resources do not allow execution of all MODULEs.  

**-Day Force on Force Recommended, but OPTIONAL

Annex C-6: Recommended Training Assessments 

(after completion of Phase IV, MOD 5)

a.  Squad and Platoon.

· Squad-- 
Clear Room 
 “T-” or “T”

· Platoon-- 
Clear Building  “P+”

· Platoon with FOF BFX at Live Fire Village (Day Only)—





Clear Building  “T-”

· Platoon with FOF BFX at Live Fire Village (Day and Night)—





Clear Building  “T”


b.  Training Plan for “T” training assessment, Company and Battalion:

Company

· Completion of Phase IV, Modules 1-5;

· Platoon Blank Fire Force on Force at Live Fire Village, Day and Night; 

· Platoon and Company leader training and simulation exercise.

Battalion

· Completion of all company requirements

· Company Blank Fire Force on Force at Live Fire Village

· Battalion simulation exercise

ANNEX D:  Summary of Resources Required

1.  Ranges and Training Areas.


a.  Phase II (CQM)—2 days per platoon (3 days/Co.) at Quick Fire Range


b.  Phase III (Flow Drills)—Tirehouse or Mock-up, 1 day per platoon


c.  Phase IV (Live Fire)—Tirehouse, 1 day per platoon for MOD 1 – 3


d.  Phase IV (Live Fire)—Tirehouse, 1 day per platoon for MOD 4 – 5

SAMPLE TRAINING CALENDAR--Platoon

	Sun
	Mon
	Tues
	Wed
	Thurs
	Fri
	Sat

	OFF
	Range Setup

PLT CQM
	Platoon CQM Makeup/Flow Drills
	Tirehouse LFX, MOD

1-3
	Tirehouse LFX, MOD 

4-5
	Refit
	OFF


SAMPLE TRAINING CALENDAR--Company
	Sun
	Mon
	Tues
	Wed
	Thurs
	Fri
	Sat

	OFF
	Range Setup

1st PLT CQM
	2d PLT CQM

1st PLT Flow Drills
	3d PLT CQM

2d PLT FLOW

1st PLT LFX MOD 1-3
	3d PLT Flow

2d PLT LFX MOD 1-3

1st PLT REFIT
	3d PLT LFX MOD 1-3

2d PLT REFIT


	REFIT/OFF

	OFF
	3d PLT SPT

2d PLT PREP

1st PLT LFX MOD 4-5
	1st PLT SPT

3d PLT PREP

2d PLT LFX MOD 4-5
	2d PLT SPT

3d PLT LFX MOD 4-5

1st PLT REFIT
	RETRAIN

MAKEUP
	REFIT
	OFF


2.  Ammunition.

Phase II--5.56mm Ball (A059)

	TASK (CQM TNG)
	ROUNDS—ITERATIONS
	TOTAL ROUNDS

	TABLE I—FAM
	30—1
	30

	TABLE II—FAM
	36—1
	36—66

	TABLE III—FAM
	46—1
	46—112

	TABLE IV—Trans Fam
	20—1
	20—132

	TABLE V—Discrim.
	18—1
	18—150

	TABLE VI—DISCRIM.
	18—1
	18—168

	TABLE VII—DISCRIM.
	56—1
	56—224

	TABLE VIII—EVAL.
	16--2
	32—256 (2048/SQD)

	TASK (LIVE Fire CQB)
	
	

	REQUIRED RDS
	164
	164

	TOTAL (9-man squad)
	
	2212


Phase II--5.56mm Blank A080

	TASK (CQM TNG)
	ROUNDS—ITERATIONS
	TOTAL ROUNDS

	TABLE I—FAM
	30—1
	30

	TABLE III—FAM
	46—1
	46—76

	TABLE V—TRANSITION
	18—1
	18—94

	TASK (BLK Fire Cert.)
	
	

	CBT Load
	164
	164 (See Phase IV below)


Phase IV—5.56mm Ball A059

	TASK (Tirehouse LFX)
	ROUND/Squad
	TOTAL ROUND/SQD

	MOD 1
	20
	

	MOD 2
	20
	40

	MOD 3
	30
	70

	MOD 4
	24
	94

	MOD 5
	20
	114

	Re-Train
	50
	164


Phase IV—5.56mm Blank A080

	TASK (Tirehouse LFX)
	ROUND/Squad
	TOTAL ROUND/SQD

	MOD 1
	20
	

	MOD 2
	20
	40

	MOD 3
	30
	70

	MOD 4
	24
	94

	MOD 5
	20
	114

	Re-Train
	50
	164


3.  Targetry.


a.  CQM Training.



(1)  12 ea. E-type silhouette 



(2)  4 ea. Triple E-type target holder



(3)  12 ea. Bowling Pin targets


b.  CQB Training and Live Fire 



(1)  5 ea. E-type silhouette with target holder



(2)  5 ea. TOPI silhouette with target holder



(3)  5 ea. Friendly silhouette (modified TOPI target or FBI Target)

4.  MILES.


a.  9 – 20 sets for optional force-on-force during Phase IV

5.  Transportation.


As required to support mission

REPLY TO  ATTENTION  OF:
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HALLWAY FIG. 1





HALLWAY FIG. 2





CLEARING POSITIONS





HALLWAY SECTORS
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T-SHAPED HALLWAY CLEARING





HALLWAY FIG. 3





HALLWAY FIG. 4











Team uses the “Serpent” technique in narrow hallways (used when no follow and support team present)
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Or “Rolling T” technique for wide hallways





HALLWAY FIG. 5
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HALLWAY FIG. 6
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#2 Man, Corner Door
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#3 Man, Corner Door
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#4 Man, Corner Door





Triple E-Type Silhouette Brackets

















4-meter line
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NOTE--#2 AND #4 MAN SECURE ACROSS HALL AT “T” PRIOR TO CLEARING








_979108813.ppt
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Israeli “T”

3
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		#1 is Team Leader; controls three-man clear team while moving backward; secures UP, next landing

		#2 and #3 face forward; outside man secures subsequent rising staircase

		#4 pulls security on ground floor; moves to landing behind team





Annex B-5 Individual and Buddy Team Training (Phase III, MOD 2)












