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MISSION, VISION AND GUIDING PRINCIPALS

Mission: “To instill in young Americans, through a muladeted Cadet program which is physically
and mentally challenging and rewarding, the imparéaof national pride, service to others, and
maintaining a drug-free and gang-free lifestyle.”

Vision: “To be the premier Cadet program in the Uniteat€, noted for its dedication to youth,
quality of training, and respect for the heritagd &aditions of the United States Army.”

Guiding Principles: To effectively accomplish our Mission and Visiave subscribe to the following
principles:

The development of the individual Cadet is the palpose of the U.S. Army Cadet Corps (USAC). No
aspect of our organization is to take priority owemr mission of developing America’s youth.

We will endeavor to provide a program that is caafiing, exciting and rewarding. We will encourage
Cadets to test their physical, mental and emotidinats while ensuring a realistic, safe and
wholesome training environment.

The Officers’ Corps exists to serve the Cadetsyignog young people the opportunity to learn
leadership, self-confidence and patriotism. Cadalisbe involved in as much of the day-to-day
operation of the USAC, at all levels, as is reasiyngossible. We are a training ground for
tomorrow’s leaders, and accept that mistakes mamaée in order to learn valuable lessons.

Communication is essential to success. All memifairsee USAC — regardless of rank or assignment —
are encouraged to communicate openly and honestlyin the parameters of good order and
discipline.

We are mindful that the dedicated volunteers ofldBAC Officers’ Corps are charged with carrying
out the program. We will respect their time andygplace demands upon them which are essential to
the safe and efficient operation of the program.pifée ourselves in being non-paid professionals
who take volunteerism to a new dimension.



Preface

This manual is one of a series of Cadet trainingipations (CTPs) that support individual training.
Commanders, trainers, and Cadets will use this aldowplan, conduct, sustain and evaluate indiidua
training of Cadet tasks in units and at Annual firag.

This manual includes the Army Warrior Training pfan warrior skills and task summaries for critical
common tasks that will be evaluated for USAC Cd&tegram Milestone and Awards completion. This
manual is a subset of the Army Soldier's Manu&ofimon Tasks (STP 21-1-SMCT and STP 21-2-
SMCT). Task summaries in this manual and the calghlrmy manuals are authorized sources for this
information and guidance.

Training support information, such as referenceemas, is also included. The Education and Tranin
Directorate of National Headquarters (G-7) will ergsthat this information is available to all memsbe
of the organization in a digital format at all tisne

This manual applies to full members of the Unit¢éak&s Army Cadet Corps and Military Adventure
Camp students. The proponent of this publicaticdhesDeputy Chief of Staff for Education and
Training, United States Army Cadet Corps (G-7)aBéerefer to Appendix A of the original Army
source materials for the proponents of the tasks.

Send any comments or questions regarding the tasknaries contained in this manual to —
Deputy Chief of Staff for Education and Training

Headquarters, United States Army Cadets
Millersburg, KY



Chapter 1 - Introduction to the CTM System

1-1. GENERAL

The Army's basic mission is to train and preparei8rs, leaders, and units to fight and
win in combat. Because this training is a basit¢ pasoldiering and because the USAC
is an Army enlisted career exploration program, ImUSAC training is based directly on
Army manuals.

Units do not have the time or the resources toeaehand sustain proficiency on every
possible training task. Therefore, the Educatich Braining Directorate (G-7) has
created a list of common task skills that are torémed and evaluated at the unit, and at
resident training. The training publications pravitie critical individual tasks for each
Cadet milestone. Unit training staffs and Cadet NE€&alers use the tasks in the manuals
to train their Cadets and measure their proficiemtyhese critical tasks. The manuals
provide task performance and evaluation critercdae the basis for individual training
and evaluation at the unit, and for task-baseduati@in during resident training.

1-2. PURPOSE

This Cadet Training Manual (CTM) contains the indual tasks that are deemed
essential to the proper training of USAC Cadet®sEhare some of the warrior skills that
Soldiers must be able to perform to fight, survised win in combat.

This CTM gives the commander, NCO trainer and iiligl Cadets the information
needed for training at their units. This informatellows trainers to plan, prepare, train,
evaluate, and monitor individual training of theéasks. Used with USAC organization
training plans this manual will help build a goadtttraining plan.

1-3. COMMANDER'S RESPONSIBILITIES

Using the USAC National Training Plan, the commaurwid determine the needed level
of development his people need to accomplish thaiming goals. These goals will be
used to develop a strategy to accomplish requreeding throughout the training year.
The commander also gives his trainers and CadetdN@©guidance they need to carry
out his strategy.

The commander must design a unit training planrifécts the intent and requirements
of the National Training Plan prepares the unittfa full spectrum of training
operations. Cadets must develop and sustain podig in the critical tasks for their

skill level. The commander's unit training prograhould provide individual training for
all Cadets in the unit and routinely evaluate tipeaficiency. Chapter 2 provides
information on where the tasks are first trainedtemdard and the frequency that the
tasks are trained to maintain proficiency.

Based on the commander's guidance, individualitrgiim the unit is the responsibility of
his officers, Instructors and Cadet NCOs. The condeamust give trainer the priorities,
resources, and direction needed to carry out trgirtle or she must also assess the



success of that training adjust the unit trainitap@as needed.
To develop a training program, use the followingesestep approach:

Step 1. Set the objectives for training.

Step 2. Plan the resources (personnel, time, funds, fed|idevices, and training
aids).

Step 3. Train the trainers.

Step 4. Provide the resources.

Step 5. Manage risks and environmental and safety concerns.

Step 6. Conduct the training.

Step 7. Evaluate the results.

1-4. TRAINER'S RESPONSIBILITIES

Trainers use the following steps to plan and evealtraining:

a. ldentify individual training requirements. The Unit Commander determines which
tasks Cadets need to train based on the Natioaalifig Plan. The unit's training plan is
used to help the trainer define the individualrirag needed.

b. Plan the training. Plan individual training based on the unit’'s tramplan. Be
prepared to take advantage of opportunities to wcnddividual training (“*hip pocket”
training).

c. Gather the training references and materials. The task summaries list references that
can assist the trainer in preparing for the trgrohthat task. The Education & Training
Directorate or a local or host Army or National &uanit may be able to provide
additional training materials for tasks that ateetastraight from Army publications.

d. Manage risks and environmental and safety concerns. Assess the risks involved in
training a specific task under the conditions autrag the time of training and if
necessary, implement controls to lessen the rigi.I&nsure that training preparation
takes into account those cautions, warnings, andeta associated with each task as
well as environmental and safety concerns.

e. Train each Cadet. Demonstrate to the Cadet how to do the task taatanand explain
(step by step) how to do the task. Give each Ghgedpportunity to practice the task
step by step.

f. Check each Cadet. Evaluate how well each Cadet performs the taskisisrmanual.
Conduct these evaluations during individual tragnsessions or while evaluating
individual proficiency when conducting unit collea tasks. This manual provides a
training and evaluation guide for each task to anbdhe Trainer’s ability to conduct
year-round, hands-on evaluations of tasks critwahe unit's mission. Use the
information in the Cadet Task Training plan (chafeas a guide to determine how
often to train the Cadet on each task to maintesfigdency.

0. Record the results. Units may use the leader book referred to in FMt@ record task
performance. This gives the unit commander to&difflility on the method of recording
training.



h. Retrain and evaluate. Work with each Cadet until the individual perfarime task to
standard. Well-planned, integrated training incesabe professional competence of each
Cadet and contributes to the development of anieffi unit. The Trainer or first-line
supervisor is a vital link in the conduct of traigi

1-5. CADET'S RESPONSIBILITIES

Each Cadet must be able to perform the individasits required. The Cadet must
perform the task to the standard listed in this CTiM Cadet has a question about how
to do a task, or which tasks in this manual heherraust perform, it is the Cadet’s
responsibility to go to the first-line supervisor tlarification. The first-line supervisor
knows how to perform each task or can direct theeCto the appropriate training
materials. Additionally, each Cadet should—

a. Know the training progression for his or her slaillel. A list of the required tasks is
found in chapter 2 of this manual and in other US2#tiet Program materials.

b. Check the USAC online library and the Reimer Diditlrary for new training
materials to support self-study to maintain preslgurained tasks and to learn new
tasks.

1-6. TASK SUMMARIES

Task summaries document the performance requirenoéiat task. They provide the
Cadet and the trainer with the information necesgaevaluate task performance. The
format for the task summaries is—

a. Task title. The task title identifies the action to perform.

b. Task number. The task number is a number that identifies e¢ask. Include the entire
task number, along with the task title, in any espondence relating to the task.

c. Conditions. The task conditions identify all the equipmengls, materials, references,
job aids, and supporting personnel that the Cagletisito perform the task. This section
identifies any environmental conditions that caeralask performance such as visibility,
temperature, or wind. This section also identiiag specific cues or events (for
example, on guard duty) that trigger task perforcean

d. Sandards. A task standard specifies the requirements for pastormance by
indicating how well, completely, or accurately aguct must be produced, a process
must be performed, or both. Standards are descibedms of accuracy, tolerances,
completeness, format, clarity, number of errorgmgity, sequence, or speed of
performance.

e. Training and evaluation guide. This section has two parts. The first part, Peréomoe
Steps, lists the individual steps that the Cadedtroomplete to perform the task. The
second part is the Performance Evaluation Guides. gitovides guidance on how to
evaluate a Cadet’s performance of the task. lbmspnsed of three subsections. The
Evaluation Preparation subsection identifies special setup proceduresiiretjuired,
instructions for evaluating the task performanaamg&times the conditions and standards
must be modified so that the task can be evaluatadituation that does not exactly



duplicate actual field performance. TRerformance Measures subsection identifies the
criteria for acceptable task performance. The Cadetted (GO/NO GO) on how well he
or she performs specific actions or produces sipgmibducts. As indicated in the
Evaluation Guidance, the Cadet must score a GO on all or specifietbpaance
measures to receive a GO on the task and be coegittained.

f. References. This section identifies references that provideeraetailed and thorough
explanations of task performance requirements tinaingiven in the task summary
description. This section identifies resources@haeet can use to improve or maintain
performance.

g. Additionally, task summaries can include safetyesteents, environmental
considerations, and notes. Safety statements (damgming, and caution) alert users to
the possibility of immediate death, personal injulydamage to equipment. Notes
provide additional information to support task penfiance.

1-7. TIPS FOR TRAINERS
a. Prepare yourself:

(1) Get training guidance from your chain of commanaduen to train, which
Cadets to train, availability of resources, anthaing site.

(2) Get task conditions and standards from the taskreamnin this manual.

(3) Ensure that you can do the task. Review the taskreary and the references
in the reference section. Practice doing the task necessary, have someone
train you on the task.

b. Prepare the resources:

(1) Obtain the required resources as identified inctheditions statement for each
task and/or modified in the training and evaluatjoide.

(2) Gather the equipment and ensure that it is operatio

(3) Prepare a training outline consisting of informatas on what you want to
cover during your training session.

(4) Practice your training presentation.
(5) Coordinate for the use of training aids and devices

(6) Prepare the training site using the conditionsestant as modified in the
training and evaluation guide.

c. Train the Cadets:

(1) Tell the Cadet what task to do and how well it maestdone. Refer to the task
standards and the performance measures for theasslppropriate.

(2) Caution Cadets about safety, environment, and ggcansiderations.

(3) Demonstrate how to do the task to the standarde ey Cadets study the
appropriate training materials.



(4) Provide any necessary training on basic skills @atets must have before
they can be proficient with the task.

(5) Have the Cadets practice the task until they cafoie it to standard.

(6) Provide feedback to those Cadets who fail to perftr the task standards,
and have them continue to practice until they canfiopm to the task standards.

(7) Combine training on the individual tasks contaimethis manual with the
collective tasks contained in the MTP. Ensure thatnecessary safety equipment
and clothing needed for proper performance ofdbegre on hand at the training
site.

d. Record the results: First-line supervisors rechedresults and report information to
unit leadership.

1-8. TRAINING SUPPORT

Task training and evaluation should be addressgduochain of command or the
Education and Training Directorate at USAC Natiaddaehdquarters.

1-9. EVALUATING TASK PERFORMANCE

Trainers need to keep the following points in miviten preparing to evaluate their
Cadets—

a. Review the performance measures to become famiitarthe criteria on which you
will score the Cadet.

b. Ensure that all necessary equipment and clothiegextfor proper performance of the
job are on hand at the training site. Remembendlude safety equipment.

c. Prepare the test site according to the conditieaa of the task summary. Some
tasks contain special evaluation preparation instrns. These instructions tell the
trainer what modifications must be made to thegobditions to evaluate the task. Reset
the site to its original condition after evaluateach Cadet to ensure that the conditions
are the same for each Cadet.

d. Advise each Cadet of any special guidance thataappe the evaluation preparation
section of the task summary before evaluatea@core each Cadet based on the
information in the performance measures and evaluguidance. Record the date of
training and task performance score (GO or NO G&Q@he sections training records for
each Cadet.

(1) When applicable, conduct an exercise after-aceorew to allow training

participants to discover for themselves what hapdewhy it happened, and how
it can be done better. Once all key points have lbkescussed and linked to future
training, the evaluator will make the appropriatées for inclusion into the score.

(2) Score the Cadet GO if all performance measurepasged. Score the Cadet
NO GO if any step is failed. If the Cadet fails atgp, show or tell him or her
what was done wrong and how to do it correctly.



Chapter 2 - Training Guide

2-1. THE CADET TASK TRAINING PLAN

a. Cadet Task Training focuses on training Cadet taBks chapter and chapter 4
provide information to identify individual tasks ti@in and assist in the trainer’s
planning, preparation, training assessment, andtororg of individual training in units.
It lists by general subject area and skill leve thsks that Cadets must perform, the
initial training location, and a suggested frequeottraining.

b. The training location column uses brevity codemtiicate where the task is first
taught to standards. If the task is taught in thiethe word, “UNIT” appears in this
column. If the task is trained via self-developmedia, “SD” appears in this column. If
the task is taught in the training base, the byesade (i.e.: BCT, BLC, CNCOC) of the
resident course appears. Brevity codes and resideinses are listed below.

THA Troop Handler's Academy
CNCOC Cadet NCO Course

BLC Basic Leader's Course
BCT Basic Cadet Training
UNIT Trained in/by the Unit

SD Self-Development Training

c. The sustainment training column lists how ofteedtrency) Cadets should train on the
task to ensure they maintain their proficiency.slihformation is a guide for
commanders to understand the USAC organizatioaalitg plan (OTP).

Frequency Codes
AN Annually
SA Semi-Annually
oT One-Time

Cadet Task Training Plan

Task Number Title Training Location | Training| Target
Frequen | Grade
cy

Skill Level 1




Cadet Task Training Plan

Task Number Title Training Location | Training| Target
Frequen | Grade
Cy
Subject Area 1. Individual Conduct
000-000-0000 Comply with the UNIT AN E-1
Cadet Code of
Discipline
Subject Area 2. First Aid
000-000-0000 Evaluate a Casualty UNIT AN E-2
000-000-0000 Perform First Aid for UNIT AN E-2
Head Injuries
000-000-0000 Perform First Aid for UNIT AN E-2
Cold Injuries
000-000-0000 Practice Individual UNIT AN E-2
Preventative
Medicine
000-000-0000 Perform First Aid to UNIT AN E-3
Prevent or Control
Shock
000-000-0000 Perform First Aid for UNIT AN E-3
Burns
000-000-0000 Perform First Aid to UNIT AN E-3
Restore Breathing
and/or Pulse
000-000-0000 Perform First Aid for UNIT AN E-3
a Bleeding and/or
Severed Extremity
000-000-0000 Perform First Aid for UNIT AN E-3
a Suspected Fracture
000-000-0000 Transport a Casualty UNIT AN E-3
Subject Area 4. Survive
000-000-0000 React to Man-to- BLC E-5
Man Contact
000-000-0000 Move Under Direct BLC E-5
Fire
000-000-0000 Move over, Through BLC E-5

or Around Obstacle
(Except Minefields)

U)




Cadet Task Training Plan

Task Number Title Training Location | Training| Target
Frequen | Grade
cy

000-000-0000 React to Indirect Fire BLC E-5
While Dismounted

000-000-0000 React to Flares BLC E-5

000-000-0000 Select Temporary BLC E-5
Fighting Positions

000-000-0000 Perform Movement BLC E-5
Techniques During
an Urban Operation

000-000-0000 Enter a Building BLC E-5
During an Urban
Operation

000-000-0000 Control Access to a BLC E-5
Military Installation

Subject Area 5. Navigate

000-000-0000 Identify Topographic UNIT AN E-2
Symobls on a
Military Map

000-000-0000 Identify Terrain UNIT AN E-2
Features on a Map

000-000-0000 Measure Distance|on UNIT AN E-2
a Map

000-000-0000 Determine a UNIT AN E-2
Location on the
Ground by Terrain
Association

000-000-0000 Determine the UNIT AN E-2
Elevation of a Point
on the Ground Using
a Map

000-000-0000 Determine the Grid UNIT AN E-3
Coordinates of a
Point on a Military
Map

000-000-0000 Orient a Map Using UNIT AN E-3

a Lensatic Compass

\"ZJ




Cadet Task Training Plan

Task Number Title Training Location | Training| Target
Frequen | Grade
cy

D

000-000-0000 Orient a Map to the BCT E-3
Ground by Map-

Terrain Association

000-000-0000 Determine a BCT E-3
Magnetic Azimuth
Using a Lensatic

Compass
000-000-0000 Determine Azimuths BCT E-3
Using a Protractor
000-000-0000 Compute Back BCT E-3
Azimuths
Subject Area 6. Communicate
000-000-0000 Perform Voice UNIT AN E-2

Communications

Subject Area 7. See

000-000-0000 Identify Military UNIT AN E-4
Vehicles
000-000-0000 Perform Surveillance UNIT AN E-5

Without the Aid of
Electronic Devices

Subject Area 21. Defensive M easur es

000-000-0000 Challenge Persons UNIT AN E-1
Entering Your Area

000-000-0000 Perform Duty as a UNIT AN E-1
Guard

000-000-0000 Control Entry to and UNIT AN E-1
Exit from a
Restricted Area

000-000-0000 Camouflage BCT E-2
Yourself and Your
Individual
Equipment’

000-000-0000 Use Visual Signaling UNIT AN E-2
Techniques

000-000-0000 Practice Noise, UNIT AN E-2




Cadet Task Training Plan

Task Number

Title Training L ocation

Training
Frequen
cy

Target
Grade

Light, and Litter
Discipline




Performance Measures GO NO GO

1. Decontaminated individual gear for chemical or
biological contamination without assistance.

2. Decontaminated individual gear for radiological
contamination without assistance.

Prepared for decontamination. — —
Decontaminated the mask and hood. — —
Doffed the chemical-protective coat. — —
Doffed the chemical-protective trousers. — —
Doffed the chemical-protective overboots. — —

Doffed the chemical-protective gloves and liners. — —

L

Donned the chemical-protective trousers. — —
10. Donned the chemical-protective coat. — —
11. Donned the chemical-protective overboots. — —
12. Donned the chemical-protective hood. — —
13. Donned the chemical-protective gloves and liners. — —

14. Reversed roles with the buddy, and repeated steps 3
through 13.

15. Secured individual gear. — —

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required: FM 3-11.3, FM 3-11.4, and FM 3-11.5

Related: FM 4-25.11

SUBJECT AREA 4: SURVIVE (COMBAT TECHNIQUES)

071-000-0006

React to Man-to-Man Contact

Conditions: Faced with an unarmed threatening adversary.

Standards: Dominate the enemy using the basic fight strategy by achieving the
clinch, gaining a dominant position, and finishing the fight.

Performance Steps

Note: This task is only a basic introduction to combatives. For advanced
combatives, refer to FM 3-25.150.
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Performance Steps

1. Achieve the clinch.

Note: Controlling a standup fight means controlling the range between fighters.
The untrained fighter is primarily dangerous at punching range. The goal is to
avoid that range. Even if you are the superior striker, the most dangerous thing
you can do is to spend time at the range where the opponent has the highest
probability of victory.

a. Close the gap and achieve the clinch.

(1) Start from a fighting stance outside of the kicking range.

(2) Tuck in your chin and use the arms to cover the vital points of
your head.

(3) Aggressively close the distance.

(4) Place your head to the opponent’s chest and your cupped hands to
the opponent’s biceps.

(5) Aggressively fight for one of the following dominant clinch
positions:

(a) Modified seatbelt clinch position (figure 071-000-0006-1).

Figure 071-000-0006-1. The modified seatbelt clinch position
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Performance Steps

(b) Double under-hooks clinch position (figure
071-000-0006-2).

Figure 071-000-0006-2. The double under-hooks clinch position
(¢) The rear clinch position (figure 071-000-0006-3).

Figure 071-000-0006-3. The rear clinch position
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Performance Steps

b. Achieve the front take down.

(1) From the modified seatbelt clinch position or double under-
hooks clinch position, step around to the front of him so you can drive off of
that leg (just like pushing a tackling dummy).

(2) Release your grip on the elbow if you have one and reach around
to the small of his back (one hand on the other both facing down).

(3) Pull in to him with your hands and at the same time, drive with
your back leg and step past him (that will make his back arch over).

(4) As he begins to fall, release your grip, push your hip against
him, and ride him down to the mount position.
c. Achieve the rear take down. Sometimes when you achieve the clinch,
you will end up behind him. Do the following:
(1) From the rear clinch position, step around the side so your foot is
perpendicular to his creating a T with your foot.

(2) With your other foot, place the bottom of your foot against the
back of your opponents other foot and create another T with your foot and his.

(3) Sit down on the opposite heel (butt low) to pull him down.
(4) Release your grip as he falls to the ground, to avoid landing on
your elbow, and roll on top of him in mount.
d. Stand in base.

(1) Sit like a fighter (figure 071-000-0006-4).
(2) Move your knee through the armpit to place your foot on the
ground.

(3) Assume a fighter’s stance.

Figure 071-000-0006-4. Sit like a fighter
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Performance Steps

2.  Gain a dominant position.

Note: Before any killing or disabling technique can be applied, the Soldier must
first gain and maintain dominant body position. It is the leverage gained from a
dominant body position that allows the fighter to defeat a stronger opponent. An
appreciation for dominant position is fundamental to becoming a proficient
fighter because it ties together what would otherwise be a long confusing list of
unrelated techniques. If a finishing technique is attempted from a dominant
position and fails, the fighter can simply try again. If, on the other hand, a
finishing technique is attempted from other than a dominant position and fails,
it will usually mean defeat. The dominant body positions will be introduced in
order of precedence. The dominant positions are rear mount (figure 071-000-
0006-5), front mount (figure 071-000-0006-6), guard (figure 071-000-0006-7),
and side control (figure 071-000-0006-8).

Figure 071-000-0006-5. The rear mount
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Performance Steps

Figure 071-000-0006-7. The guard
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Performance Steps

Figure 071-000-0006-8. Side control

a. Escape the mount, arm trap and roll.

(1) Tuck your elbows in and keep them on the ground.

(2) Trap one of your opponent’s arms. Your first hand wraps over
his wrist with a thumbless grip and your second hand grabs above the elbow
with your thumb on the outside.

(3) Move the same side foot as the arm is with the thumb grip and
plant it on the ground on the outside of your opponent’s foot.

(4) Line up your other knee in the center of your opponent’s spine.
(5) Thrust upward with your hips and roll him over.

b. Pass the guard.

(1) Establish a good base.

(2) Place your hands on the outside of the opponent’s hip flexors
with your fingers pointing out.

(3) Turn your fingers inward and drive your hands to his chin,
placing your face in his sternum.

(4) Follow his arms out to cover his biceps, roll your hands back,
and cup them with a thumbless grip.

(5) Post one foot up and turn your hips.

(6) Release the same side grip, push your hand with the knife-edge
through the opening. Turn your head and eyes in the opposite direction.

(7) Place your hand and knee on the ground and slide back at a
45-degree angle making a ramp out of your arm.

(8) Grab his leg just above the hip and pull him onto your lap by
straightening your back.

(9) Step up towards the shoulder with your outside leg, knee pushing
inward.

(10) Reach same side hand across and place your thumb inside the
collar.

(11) Drive your knee towards his ear and move your hips around to
get perpendicular with him; the back of the knee comes up behind his buttocks.

(12) Pull your opposite hand from between his legs and grasp him at
the waistline or belt.
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Performance Steps

(13) Stack him up, pushing his knees straight over his head until you
break the grip of his legs.

(14) Let his legs pass your head and assume good side control.
c. Achieve side control.

(1) Put your elbow on the ground between his ear and shoulder
(elbow notch); put your weight on him.

(2) Control his hip by pinching your backside knee and your other
elbow together.

(3) Make chest-to-chest contact.

(4) Hold the leg by his head straight, pushing forward on your toe.

d. Achieve the mount.

(1) Take your hand closest to his legs and move it to the backside to
control his hips.

(2) Keep your head low to avoid possible knee strikes.

(3) Switch your hips to face his legs and place your bottom knee
against his hip, spread your legs out to avoid being taken over backwards.

Note: The hand that was securing the hip now controls the legs.

(4) Push or pull his knees out of the way and swing your back leg up
and over the top, to the mounted position.

e.  Escape the mount; shrimp to the guard.

Note: You attempt the arm trap and roll; your opponent posts his leg out. The
space he created by posting his leg is where you create more space with your
elbow.

(1) Turn to your side, facing the posted leg, and bring your knee
underneath his leg until your knee comes out, turn to your other hip and loop
your leg over his leg to prevent him from simply stepping back over yours.

(2) Block your opponent’s hips with both of your hands and move
your hips away from him to make space. Bring your other knee through the
space you have created.

(3) Put your weight on your posted foot and turn your body to face
the other way. Move your hips away to clear your foot and then put him in your
guard.

f.  Perform arm push and roll to the mount.

Note: Your opponent gives you a George Foreman block to avoid your strikes.
You are going to target the top arm or the one closest to the top of the head.

(1) Put one hand on the back of his elbow and one hand on his wrist
with thumbless grips. Push that arm across his body, and then hold it in place
with your chest.

(2) Once you have captured the arm, move your hand that is on his
elbow under the neck and secure his wrist with a thumbless grip. Move the hand
that was on his wrist to his elbow; change your posture to make room for your
opponent to roll.

(3) Use the power of your body and push him with your chest
(making sure you do not go too far over center) using a ratchet motion until his
elbows stop him from going any further.
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Performance Steps

(4) Lift your weight off of him and fold his arms underneath him
then push him forward onto his arms. Sit up with your arms straight and your
hands in the back of his collar with your feet near his hips.

g. Escape the rear mount.

(1) When your opponent puts his hooks in, take one hand over your
head and cover your ear, palm facing in, and move the other hand to your
armpit.

(2) Once your opponent reaches in, use the hand under the armpit to
secure his wrist and push it away. Wrap your other arm around it making a
figure four.

(3) Fall to the same side as your figure four. Once your body weight
is on that arm, let go and get your back to the ground.

(4) Place one hand on his hip and the other on his knee and move
your hips through his legs until your butt clears his legs. Turn to face him and
move your bottom leg through his legs, and place it on the ground blocking his
hip, your foot remains hooking the groin area. Bring your top leg through his
legs and hook your foot under the back of his knee.

(5) Reach your top hand into the far side collar, and post your
bottom hand on the ground.

(6) Roll onto and gain the mount.

h. Sweep from the attempted straight-arm bar.

Note: Your opponent tucks his head to avoid the arm bar.

(1) With the hand that is behind his thigh, pull his knee as close to
your head as possible.
Note: That sets up the angle for your spine to be perpendicular; make sure you
maintain the grip on the elbow.

(2) Swing the leg that was supposed to hook his head and swing it in
a big circle.

(3) With the leg that is hooked under his armpit, push it towards his
head and over your leg so you will roll right up into the front mount.

i.  Scissor sweep.

Note: Your opponent is attempting to pass your guard as you control his
elbows.

(1) When he posts one of his legs to create space, relax your guard
and hang on your calf. Post on your opposite shoulder to swing your hips away
from him toward his posted leg, creating space to place your leg across his
waist like a belt. Your other side leg goes on the ground by his knee.

(2) Hook his hip with your foot, reach under his arms, and secure the
collar on the opposite side of his posted leg.

(3) Extend your body to take him off his base. You will make a
scissor motion with your legs to sweep him over and come up in the front
mount.
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Performance Steps

3. Finish the fight.

Note: When dominant body position has been achieved, the fighter can begin
attempts to finish the fight secure in the knowledge that if an attempt fails, as
long as he maintains dominant position, he may simply try again.

a. Rear naked choke.
(1) Place your bicep along one side of your opponent’s neck. Take

your forearm and roll it around to the other side of his neck; his chin will line
up with your elbow.

(2) Tighten choke up and grab your shoulder or arm.

(3) Place your opposite hand behind his head as if you are combing
his hair back.

(4) Tuck your head in to protect your eyes.

(5) Roll your shoulders back, and push your chest forward to finish
the choke.

b. Cross collar choke from the mount and guard.

(1) Open his collar with the weak hand to make room to fit your
fingers in; insert your fingers of your other hand in the inside and the thumb on
the outside.

(2) Relax your arm so you can reach as far behind his neck as
possible and grasp his collar. Your second hand goes under the first arm and
secures the same grip as the first hand, all the way back touching the other
hand.

(3) Turn your wrists so your palms face you and pull him in to you.
Expand your chest, and rotate shoulders back and take your elbows to your side
to finish the choke.

Note: 1f you are in the front mount, you will post your head on the ground
before finishing the choke.

c. Bent arm bar (mount and side control).

Note: Your opponent gives you the standard block.

(1) Dirive his wrist and elbow to the ground with your with
thumbless grips. Your elbow will go to the elbow notch.

(2) Put your head on the back of your hand to protect your face from
strikes; put your other hand under his elbow and grab your own wrist with a
thumbless grip.

(3) Drag the back of his hand towards his waistline, and lift his
elbow back and break his shoulder.

d. The straight-arm bar from the mount.

Note: Your opponent gives you straight arms by attempting to push you off of
him.
(1) Lean on his arms and decide which arm you are going to break.
(2) Put one hand under the arm and the other over the arm you are
going to break. Put your weight on your hands and pop up to the balls of your
feet; make sure your posture is upright (hips low).
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Performance Steps

(3) Turn away from the arm you are going to break. On the balls of
your feet, put your hip next to his triceps.

(4) Put all your weight on your hands and on the far side leg so you
can move your leg closest to his head around his head. Sit on his triceps, and
slide down his arm like a fireman's pole. Keep your hips close to his shoulder.

(5) Pinch your knees together and at this point, grab his wrist with a
baseball bat grip, hold it to your chest, and fall back. Break his elbow by
pushing up with your hips.

CAUTION
Do not cross your feet.

e.  Straight-arm bar for the guard.

(1) When you have your opponent in your guard and he gives you
straight arms by attempting to grasp your collar, decide which arm you are
going to break.

(2) Reach up and secure his arm at the elbow or above it. With the
opposite hand, palm facing you, reach behind his leg.

(3) Open your guard, bring your legs up, and curl your back to limit
the friction.

(4) Pull with the hand that is behind his leg to spin yourself, bring
your head to his knee, place the leg over his head, and grab it with your leg to
pull him down. Pinch your heels to your butt and keep your knees together.

(5) Bring out the hand that was behind his leg and secure the same
wrist that you have secured at the elbow with a thumb grip.

(6) Pull down with your calf and push up with your hips to break his
arm.

f.  Front guillotine choke.

Note: Your opponent shoots in on you and presents his neck to you.

(1) Channel his head to one of your armpits and slightly sprawl your
hips back.

(2) Take your arm and wrap it around his neck, palm facing your
body. With your other hand, reach down and grab your hand again with your
palm facing you.

(3) Make sure you do not reach around his arm.
(4) Cinch up the choke and sit down to place him in your guard.

(5) Finish the choke by pushing with your legs and pulling with your
arms.

Evaluation Preparation: Evaluation should be performed in a soft grassy area free
of sharp or hard objects or on suitable matted surface if available.

Setup: Provide the Soldier with a person to act as an opponent. The person acting as
the opponent should be previously evaluated on basic combatives.

Brief Soldier: After being told to standby, the Soldier will react when the opponent
initiates action. Brief the personnel acting as the opponent to present a threat and
then give token resistance so that the Soldier being evaluated can demonstrate
proficiency.
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Performance Measures GO NO GO

1. Immediately closed with the opponent and fought for a
dominant clinch.

2. Brought the opponent to the ground and gained a
dominant position.

3. Finished the fight using an appropriate technique from
a position of dominance.

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required: FM 3-25.150

Related:

071-326-0501

Move as a Member of a Fire Team

Conditions: In a designated position (other than team leader) in a moving fire team.

Standards: React immediately to the fire team leader's example. Perform the same
actions as the fire team leader does in the designated position within the formation.

Performance Steps

1. Fire team formations describe the relationship of the Soldiers in the fire
team to each other. Standard fire team formations are the wedge (figure 071-326-
0501-1), modified wedge (figure 071-326-0501-2), diamond (figure 071-326-
0501-3), and file (figure 071-326-0501-4).

a. Fire team wedge (figure 071-326-0501-1). This is the basic fire team
formation which—
(1) Is easy to control.
(2) Isflexible.
(3) Allows immediate fires in all directions.
(4) Offers all round local security.

® ©
®

Figure 071-326-0501-1. Fire team wedge
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Performance Steps

b. Fire team modified wedge (figure 071-326-0501-2). When rough
terrain, poor visibility, or other factors reduce control of the wedge formation,
the sides are closed up to (almost) a single file. When moving in less rugged
terrain and control becomes easier, resume your original positions. The
modified wedge is also used for extended periods when traveling on roads or
trails. The modified wedge—

(1) Is easier to control in reduced visibility or rough terrain than are
other formations.
(2) Offers less flank security than a wedge but more than a file.

(3) Masks fires initially to the front and rear for the majority of the
team.

[ 4 A { *
“-‘ e ‘5',"

Figure 071-326-0501-2. Fire team modified wedge

c. Fire team diamond (figure 071-326-0501-3). This formation is a
variation of the wedge. It is most often used when the fire team is operating
alone or is the lead security element (point) for a column or file. The fire team
diamond has the same characteristics as a wedge except that it—

(1) Has reduced frontage.
(2) Allows increased security to the rear.

(3) Allows immediate fires in all directions, although one Soldier's
fires are always masked.
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Performance Steps

Figure 071-326-0501-3. Fire team diamond

d. Fire team file (figure 071-326-0501-4). When the fire team is not
using a wedge or diamond formation, it uses the file. The file—

(1) Provides maximum control.

(2) Provides minimum frontage. It is the easiest formation to use in
close terrain or vegetation.

(3) Facilitates speed of movement.
(4) Is less flexible than the wedge or diamond.

(5) Provides immediate fires to flanks, but it masks most Soldier's
fires to the front and rear.

e

Figure 071-326-0501-4. Fire team file
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Performance Steps

2. The distances between Soldiers in the formation depend on the terrain,
visibility, and control factors. The normal interval in daylight is about 10
meters. Formations should not be held rigid but should vary based on mission,
enemy, terrain and weather, troops and support available, time available, civil
considerations (METT-TC).

a. The interval is increased in open terrain.

b. The interval is decreased when underbrush, terrain, darkness, smoke,
or dense fog limits visibility.

c. The normal interval is resumed as soon as conditions permit.

Evaluation Preparation: Serup: Test this task during a platoon or larger tactical
exercise. The fully combat-equipped Soldier moves as part of a fire team, operating
as part of a platoon conducting a dismounted movement to contact. The Soldier may
act in any duty position except team leader.

Brief Soldier: Tell the Soldier that as a member of a fire team moving within the fire
team formation, the Soldier must use proper movement techniques within the
formation as dictated by terrain and visibility and that the Soldier must follow the
team leader's instructions or signals.

Performance Measures GO NO GO

1. Kept relative distance within the formation. — —
2. Maintained visual contact with the team leader. — —

3. Performed the same action as the team leader while
maintaining relative position.

4. Maintained the appropriate interval within the formation
based on visibility, terrain, and the team leader's instructions — —
and signals.

5. Assumed the proper position within the formation as the
formation changed.

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required:

Related: FM 3-21.8 (FM 7-8), FM 7-7, and FM 3-21.71

071-326-0502

Move Under Direct Fire

Conditions: As a member of a two-man team, given a tactical situation where you
must approach an enemy position from a distance of 250 to 300 meters across varied
terrain; an M16A1 rifle or M203 grenade launcher; load-carrying equipment (LCE).
Standards: Move within 100 meters of the enemy position. Use the correct
individual tactical fire and movement techniques dictated by terrain features.
Coordinate movement with team members and provide covering fire for each
member.
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1. Select an individual movement route within your team, or squad route or
axis of advance (figure 071-326-0502-1).

NOTE:
FP = Firing Position

Figure 071-326-0502-1. Individual movement route

a. Search the terrain to your front for—

(1) A gully, ravine, ditch, or wall at a slight angle to your direction of
movement.
Note: These features provide cover and concealment when using the low or high
crawl.

(2) Hedgerows or a line of thick vegetation.
Note: These features provide concealment only during the low or high crawl.

(3) Large trees, rocks, stumps, fallen timber, rubble, vehicle hulks,
folds, or creases in the ground.
Note: These features provide cover and concealment for use as temporary
positions. Use the rush if the area between them has no concealment.

(4) High grass or weeds.
Note: These features provide only partial concealment. You can use the rush

because using the high or low crawl could move vegetation and reveal your
location.
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b. Select your next position (and the route to it) as the one that—

(1) Exposes you to the least enemy fire.
(2) Does not require you to cross in front of other members of your
element, masking their fires.

2. Determine the correct individual movement technique.

a. Select the high crawl when—

(1) The route provides cover and concealment.
(2) Poor visibility reduces enemy observation.
(3) Speed is required, but the terrain and vegetation are suitable only
for the low crawl.
b. Select the low crawl when—

(1) The route provides cover or concealment less than 1 foot high.
(2) Visibility provides the enemy with good observation.
(3) Speed is not required.

¢. Select the rush when—

(1) You must cross open areas.

(2) Time is critical.
3. Communicate the movement plan to your buddy or team leader using hand
signals so that the Soldier not moving can cover by fire the other Soldier's
movement, if any.

Note: When moving as a member of a fire team, watch and listen to your team
leader who will lead you along the best route available and ensure that covering
fire is provided when you move. Stay with your team leader and follow his/her
example.

4.  Use the high crawl (figure 071-326-0502-2).

Figure 071-326-0502-2. High crawl
a. Keep your body off of the ground

b. Rest your weight on your forearms and lower legs.
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c. Cradle your weapon in your arms, keeping its muzzle off the ground.

d. Keep your knees well behind your buttocks, so your buttocks stays
low.

e. Move forward by alternately advancing your right elbow and left knee,
then your left elbow and right knee.

5. Use the low crawl (figure 071-326-0502-3).

Figure 071-326-0502-3. Low crawl
a. Keep your body as flat as possible to the ground.

b. Hold your weapon by grasping the sling at the upper sling swivel and
letting the handguard rest on your forearm. Let the butt of the weapon drag on the
ground. This will help you keep the muzzle off the ground.

¢. Move forward by—

(1) Pushing both arms forward while pulling your right leg forward.
(2) Pulling with both arms while pushing with your right leg.

(3) Continuing this push-pull movement until you reach your next
position, changing your pushing leg frequently to avoid fatigue.
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6. When enemy fire allows brief exposure, use the rush to move from one
covered position to another (figure 071-326-0502-4).

®

FALL FORWARD—
ROLL ON YOUN
NON-FMING SIDE.

Figure 071-326-0502-4. Rush
a. Move from your firing position by rolling or crawling.
b. Start from the prone position.
c. Slowly raise your head and select your next position.

d. Lower your head while at the same time drawing your arms into your
body, elbows down, and pulling your right leg forward.

e. Raise your body in one movement by straightening your arms.
f.  Spring to your feet, stepping off with either foot.

g. Run to the next position—

(1) Keep the distance short to avoid accurate enemy fire.

(2) Try not to stay up any longer thaln 3 to 5 seconds so that the
enemy does not have time to track you with automatic fire.

h. Plant both feet just before hitting the ground.

i.  Fall forward by—
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Performance Steps

(1) Sliding your right hand down to the heel of the butt of your
weapon.
(2) Breaking your fall with the butt of your weapon.
j.  Assume a firing position.
(1) Roll on your side.
(2) Place the butt of your weapon in the hollow of your shoulder.
(3) Roll or crawl to a covered or concealed firing position.

7. Cover your buddy's movement with fire.

Evaluation Preparation: Setup: Take Soldiers on a simulated march or field
exercise in battle dress with LCE and weapons. Select an area with varying cover
types and heights. Select a site about 300 meters away to serve as an enemy
position. Point out the site to the Soldiers. Pair up Soldiers being tested.

Brief Soldier: Tell the Soldiers to pretend they are under direct fire. Tell them to
move from their present position to within 100 meters of the enemy position and use
the buddy system. Tell the Soldiers to use the appropriate movement technique in
performance measures 4, 5, and 6, as appropriate for the scenario and terrain. It may
not be appropriate for each Soldier to use all three techniques.

Performance Measures GO NO GO

1. Selected an individual movement route within your team,
or squad route, or axis of advance.

2. Determined the correct individual movement technique. _ =

3. Communicated the movement plan to your buddy or
team leader using hand signals, so that the Soldier not moving ——  —
could cover by fire the other Soldier's movement, if any.

4. Used the high crawl. _ =
5. Used the low crawl. — —

6. Used the rush to move from one covered position to
another.

7. Covered your buddy's movement with fire. _ =

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required: FM 3-21.75

Related:

071-326-0503
Move Over, Through, or Around Obstacles (Except Minefields)

Conditions: Given an individual weapon, load-carrying equipment (LCE), one
smoke grenade, wood or grass mats or chicken wire, a grappling hook, wrapping
material, wire cutters (optional) and a buddy. During daylight or darkness, you are at
a field location, moving over a route with natural and manmade crossings and
obstacles (walls and barbed wire entanglements).
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Standards: Approach within 100 meters of a suspected enemy position over a
specified route, and negotiate each obstacle encountered within the time designated
while retaining all of your equipment without becoming a casualty to a booby trap or
early warning device.

Performance Steps

1. Cover your advance using smoke when crossing an obstacle.

2.  Ensure that your buddy is covering you, since obstacles are normally
protected by either fire or observation.

3. Cross barbed wire obstacles.

WARNING
It is threat doctrine to attach trip-wire-activated mines to barbed wire.

a.  Check barbed wire for booby traps or early warning devices.
(1) Look for booby traps or early warning devices attached to the
barbed wire.

(2) Throw a grappling hook with a length of rope attached over the
barbed wire.

(3) Pull the rope to set off any booby traps or early warning devices.

b. Cross over barbed wire using wood, grass mats, or some chicken wire
to protect you from the barbs.

(1) Throw the wood, grass mat, or chicken wire over the barbed wire.
(2) Cross over carefully because such a mat or net forms an unstable
path.
c.  Cross under barbed wire.

(1) Slide head first on your back under the bottom strands.

(2) Push yourself forward with your shoulders and heels, carrying
your weapon lengthwise on your body and holding the barbed wire with one hand
while moving.

(3) Let the barbed wire slide on the weapon to keep the wire from

catching on clothing and equipment.
d. Cut your way through barbed wire.

(1) Leave the top wire in place to make it less likely that the enemy
will discover the gap.

(2) Wrap cloth around the barbed wire between your hands.

(3) Cut partly through the barbed wire.

(4) Bend the barbed wire back and forth quietly until it separates.

(5) Cut only the lower strands.

4. Cross exposed danger areas such as roads, trails, or small streams.

a. Select a point at or near a bend in the road or stream. If possible, select
a bend that has cover and concealment on both sides.

b. Crawl up to the edge of the open area.
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c.  Observe the other side carefully before crossing.
d. Move rapidly but quietly across the exposed area.
e. Take cover on the other side.
f.  Check the area around you.

5. Cross over a wall.
a. Roll quickly over the top.
b. Do not go over standing upright.

6. Cover your buddy as he or she crosses the obstacle.

Evaluation Preparation: Setup: Select a good field location having crossings,
walls, and barbed wire entanglements. Designate a suspected opposing force
position and point it out to other Soldiers. Establish a time by running the course two
times and timing yourself and an assistant over the course. Average timings and add
10 percent as maximum time for Soldiers.

Brief Soldiers: Tell Soldiers they are going to be evaluated on how they move over,
through, and around the obstacles while attempting to get within 100 meters of an
enemy position. Tell them they must negotiate at least one of each type obstacle:
exposed danger areas, barbed wire, and a wall. Tell them they must run the course
within the time you computed while setting up the site.

Performance Measures GO NO GO

1. Covered your advance using smoke. — —
2. Ensured that your buddy was covering you. — —
3. Crossed barbed wire obstacles. — —

a. Checked barbed wire for booby traps or early
warning devices.
(1) Looked for booby traps or early warning
devices attached to the barbed wire.

(2) Threw a grappling hook with a length of rope
attached over the barbed wire.

(3) Pulled the rope to set off any booby traps or
early warning devices.
b. Crossed over barbed wire using wood, grass mats,
or some chicken wire.
(1) Threw the wood, grass mat, or chicken wire
over the barbed wire.
(2) Crossed carefully because such a mat or net
forms an unstable path.
c. Crossed under barbed wire.

(1) Slid headfirst on your back under the bottom

strands.
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Performance Measures GO NO GO

(2) Pushed yourself forward with your shoulders
and heels, carried your weapon lengthwise on your body,
and held the barbed wire with one hand while moving.

(3) Allowed the barbed wire to slide on the
weapon so that the wire did not catch on clothing and
equipment.

d. Cut your way through barbed wire.

(1) Left the top wire in place.

(2) Wrapped cloth around the barbed wire
between your hands.

(3) Cut partly through the barbed wire.

(4) Bent the barbed wire quietly until it
separated.

(5) Cut only the lower strands.

4. Crossed exposed danger areas such as roads, trails, or
small streams.

a. Selected a point at or near a bend in the road or
stream that had cover and concealment on both sides.

b. Crawled up to the edge of the open area.
c. Observed the other side carefully before crossing.

d. Moved rapidly but quietly across the exposed
area.

e. Took cover on the other side.
f.  Checked the area around you.

5. Crossed over a wall. — —
a. Rolled quickly over the top.

b. Did not go over standing upright.

6. Covered your buddy while he crossed the obstacle. — —

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required: FM 3-21.75

Related:

071-326-0510

React to Indirect Fire While Dismounted

Conditions: You are a member (without leadership responsibilities) of a squad or
team. You are either in a defensive position or moving on foot. You hear incoming
rounds, shells exploding or passing overhead, or someone shouting "incoming."
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Standards: React to each situation by shouting "Incoming!" Follow the leader's
directions, if available, and then either take new or maintain existing cover.

Performance Steps

1.  Shout "Incoming!" in a loud, easily recognizable voice.
2. Look to your leader for additional instructions.

3. Remain in your defensive position (if appropriate), and make no
unnecessary movements that could alert the enemy to your location.

4. Take cover outside the impact area (if you are in an exposed position or
moving). Keep your body low if the leader is not in sight.

Evaluation Preparation: Sefup: Take the Soldiers on a simulated march or field
exercise.

Brief Soldiers: Tell the Soldiers that they must react to indirect fire on the move and
when in a fixed position after hearing the command “ Incoming!”

Performance Measures GO NO GO

1. Shouted "incoming" in a loud, easily recognizable voice. @~ ——  ——
2. Looked to the leader for additional instructions. —_— =

3. Remained in the defensive position (if appropriate), and
made no unnecessary movements that could have alerted the —_— =
enemy to your location.

4. Took cover outside of the impact area (if you were in an
exposed position or moving); and, if your leader was out of —_— =
sight, kept your body low.

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required: FM 3-21.75

Related:

071-326-0511

React to Flares

Conditions: Given a tactical situation at night, the sound of a flare rising, or sudden
illumination from a ground or overhead flare.

Standards: React to a ground or an overhead flare without being seen by the enemy
or losing your night vision.

Performance Steps

1. Respond to ground flares.
a. Move from the illuminated area.

b. Reorient yourself when alone or in a group according to standing
operating procedures (SOPs) or as instructed.

c¢. Continue the mission.
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2. Respond to an overhead flare with warning such as the sound of a rising
flare.

a.  Assume the prone position, behind concealment when available, before
the flare bursts.

b. Protect your night vision by closing one eye and observing with the
other.

c.  Switch and use the night vision-protected eye to reorient yourself or
rejoin your group when the flare burns out.

d. Continue the mission.
3. Respond to an overhead flare without warning.

a.  Assume the prone position behind concealment (when available) until
the flare burns out.

b. Protect your night vision by closing one eye and observing with the
other.

c¢.  When you must cross a wire obstacle where the prone position is not
possible, crouch low until the flare burns out before crossing.

d. Switch eyes and use the night vision-protected eye to reorient yourself
or rejoin your group when the flare burns out.

e. Continue the mission.

Evaluation Preparation: Sefup: Have ground flares set so that you can ignite them
when you are ready. Have hand-held flares to use to simulate the overhead flares.

Brief Soldier: Tell the Soldier to react to the flares as they appear. After grading the
Soldier on his/her reaction to the ground flare and the overhead flare with warning,
tell the Soldier that he/she should react to the next flare only after the flare has burst
(simulate "without warning").

Performance Measures GO NO GO

1. Responded to a ground flare. — —

2. Responded to an overhead flare with warning. — —

3. Responded to an overhead flare without warning. — —

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required: FM 3-21.75

Related:
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071-326-0513
Select Temporary Fighting Positions

Conditions: Given a tentative defensive position, at a halt during movement or upon
receiving direct fire.

Standards: Select a firing position that protects you from enemy observation and
fire, and that allows you to place effective fire on enemy positions without exposing
most of your head and body.

Performance Steps

1. Choose a position that takes advantage of available cover and concealment
(figure 071-326-0513-1).

Figure 071-326-0513-1. Temporary fighting positions

Note: Cover protects you from bullets, fragments of exploding rounds, flame,
nuclear effects, and biological and chemical agents. Cover can also conceal you
from enemy observation. Cover can be natural or man-made. Concealment hides
you from enemy observation. Concealment does not protect you from enemy fire.
Never make the mistake of thinking that concealment can protect you from
enemy fire. Concealment, like cover, can also be natural or manmade.

2. Choose a position that allows you to observe and fire around the side of an
object while concealing most of your head and body.

3. Choose a position that allows you to stay low when observing and firing,
whenever possible.

Note: This position allows you to aim better and take advantage of concealing
vegetation.

4. Choose a position with a background that does not silhouette you against the
surrounding environment.

Note: A position like this reduces your chances of being detected.

5. Follow your leader's directions after your initial selection of a temporary
battlefield position.

Note: Your leader may reposition you to gain better coverage of the area.
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Evaluation Preparation: Setup: Evaluate this task during a march or a simulated
march, in an area with varying degrees of cover and concealment. Have the Soldier
wear full battle gear.

Brief Soldier: Tell the Soldier that the enemy has been reported in the area, and that
he/she (the Soldier) might encounter the enemy at any time. At preselected points
during the march, at a rest halt, after ordering the Soldier to take an overwatch
position, or after ordering the Soldier to take a tentative defensive position, have the
Soldier select a temporary fighting position.

Performance Measures GO NO GO

1. Chose a position that used available cover and
concealment.

2. Chose a position that allowed observation and fire around
the side of an object while concealing most of your head and —_— =
body.

3. Chose a position that allowed you to stay low when
observing and firing, whenever possible.

4. Chose a position with a background that prevented you
from silhouetting yourself against your surroundings.

5. Followed your leader's directions after the initial
selection of a temporary battlefield position.

Evaluation Guidance:
References

Required: FM 3-21.75
Related:

071-326-0541

Perform Movement Techniques During an Urban Operation

Conditions: As a member of an assault element in urban terrain, with the enemy's
location and strength uncertain, given an individual weapon with ammunition, and
load-bearing equipment.

Standards: Perform a visual reconnaissance to determine the next position; use
proper movement techniques; and move rapidly to the next covered or concealed
position with minimum exposure to enemy fire.

Performance Steps

Note: The individual, fire team, and squad movement techniques within urban
terrain differ slightly from the basic movements used in normal field operations.
Several movement techniques take on added importance during combat in urban
terrain due to the nature of the battle area.
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Note: In urban terrain, the individual Soldier and leaders are confronted with
different types of obstacles that they must negotiate to eliminate or capture an
enemy position. Street-to-street and house-to-house fighting give rise to many
surprising situations, so alertness and all-round security are mandatory. The
enemy might appear not only from the front, flanks, and rear, but also from above
and below.

1. Follow the general rules of movement:

a. Take care to avoid silhouetting yourself in doors or windows, or on
rooftops.

b. Avoid open areas (streets, alleys, and parks).
c. Make a visual reconnaissance of the next position before moving.

d. Conceal movement with smoke or covering fires and by using
buildings, rubble, and vegetation.

e. Always move rapidly from one position to another.
f.  Stay alert and expect the unexpected.

2. Observe around corners.

Note: Corners are hazardous to untrained Soldiers who fail to remain alert. The
most common three mistakes untrained Soldiers make are—

e  Failing to recognize the danger area.

e  Extending their weapons beyond the corner, exposing their presence.

e  Showing their heads at a height that enemy soldiers would expect to see

them.

a. Lie flat on the ground, weapon at your side, then move forward slowly,

ensuring that your weapon is not forward of the corner.

b. Expose your head slowly at ground level so that it appears to be a
shadow. Expose your head only enough to observe around the corner
(figure 071-326-0541-1).
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Figure 071-326-0541-1. Observing around a corner

3. Move across open areas. Avoid these areas (such as streets, alleys, and
parks) when possible because they are natural kill zones for enemy crew-served
weapons. If you must cross an open area, reduce your risk by taking the
following basic precautions:

a. Make a visual reconnaissance of the area and position.

b. Select a route that has some cover or concealment. If none is available,
use smoke or covering fire provided by the rest of the element.

c¢. Move by the most direct route to the selected position to reduce the
time of exposure to enemy fire. Also, moving rapidly denies the enemy the
chance to place well aimed shots.

d. Move from position to position without masking covering fires. When
you reach your next position, be ready to cover the movement of other members
of your fire team or squad (figure 071-326-0541-2).

STP 21-1-SMCT 18 June 2009 071-326-0541 3-181



Performance Steps

Figure 071-326-0541-2. Moving from cover to cover

e. Move two or more Soldiers. When two or more Soldiers must move at
the same time to another position—

(1) The group must prepare to position themselves to move to the next
position.

(2) On a planned signal, the group moves across the open area to the
next position at the same time. They move about 5 meters apart (see figure
071-326-0541-3).

Figure 071-326-0541-3. Group moving to the next position
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4. Move parallel to buildings.

a. Move along the wall as closely as possible to deny an enemy soldier
inside the building the chance to fire at you.

(1) Use all available cover and concealment, move with a low
silhouette, and advance rapidly from position to position. If you have smoke, use
it.

(2) When possible, move into the shadows, which will help conceal
your movement.

b. Move past the first floor windows.

Note: Windows are danger points. Most first-floor windows are head high, and
an unsuspecting Soldier will expose his/her head, giving the enemy an excellent
shot from cover.

(1) The right way to pass first floor windows is to stay as close to the
building as possible then, when you reach the window, duck your head well
below it.

(2) Always take care to avoid silhouetting yourself in a window
(figure 071-326-0541-4).

Figure 071-326-0541-4. Movement past window

c¢. Move past basement windows.

(1) Never just walk or run past a basement window. Your legs will
present a good target to an enemy gunner inside the building.

(2) The right way to pass a basement window is to keep as close to
the building as possible and, when you reach the window, step or jump above and
across the window without exposing your legs (figure 071-326-0541-5 and figure
071-326-0541-6).
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Figure 071-326-0541-6. Completion of movement past basement
5. Cross obstacles (walls, fences, and rooftops).

a. Move over walls and fences.

(1) Before crossing a wall or fence, look at and beyond it for booby
traps, enemy positions, and covered or concealed positions.

(2) Move rapidly to the obstacle and roll quickly over it, keeping the
lowest silhouette possible. Speed and a low silhouette deny the enemy a well
aimed shot.

(3) Move rapidly to the nearest position while maintaining a low
silhouette, with your weapon at the ready position (figure 071-326-0541-7).
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Figure 071-326-0541-7. Crossing of an obstacle

b. Move over rooftops.
(1) Make a visual reconnaissance of the area and of the route to the
next position.

(2) Move rapidly across the area, maintaining a low silhouette and
using all available cover and concealment.

Evaluation Preparation: Setup: At the test site, provide all materials and equipment
given in the task condition statement.

Brief Soldier: Tell the Soldier he/she will be moving as a designated member of an
assault element in urban terrain. The enemy strength and location are unknown.

Performance Measures GO NO GO

1. Followed the general rules of movement. — —

2.  Observed around corners. — —

3. Moved across open areas. — —

4. Moved parallel to the buildings. — —

5. Crossed obstacles. — —
Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).

References

Required:

Related: FM 3-06 and FM 3-06.11

071-326-3002
React to Indirect Fire While Mounted

Conditions: In a combat environment, given a combat-loaded tracked vehicle.

Standards: React to indirect fire by moving the vehicle from the impact area, and
then continue the mission.
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071-329-1006
Navigate from One Point on the Ground to Another Point While Dismounted

Conditions: Given a standard topographic map of the area, scale 1:50,000, a
coordinate scale and protractor, a compass, and writing materials.

Standards: Move on foot to designated points at a rate of 3,000 meters per hour.

Performance Steps

1. Determine your pace count.

a.  When you have to go a certain distance on foot, you can measure
distance by counting your paces. The average Soldier traveling uses 116 paces to
travel 100 meters. Check your pace length by practicing on a known 100-meter
distance, like a football field plus one end zone, which totals 110 yards (about
100 meters).

b. When you travel cross-country as you do in the field, you use more
paces to travel 100 meters, usually about 148 instead of 116. This is because you
are traveling over uneven ground and must use more paces to make up for your
movement up and down hills. You should check your pace over at least 600
meters of crisscrossing terrain to learn how many paces it takes you to travel an
average 100 meters over such terrain.

c¢. Be sure you know how many paces it takes you to walk 100 meters on
both level and crisscrossing terrain.

(1) The challenge in pacing is to maintain a straight line. At night,
people tend to walk in a clockwise circle unless they use compasses. In daylight,
you should use aiming points and a compass. Also, remember to figure only the
straight-line distance when you have to walk around an obstacle.

(2) Another challenge is keeping count of paces taken. One way is to
use pebbles. For instance, suppose you want to pace off 1 kilometer. (A kilometer
is 1,000 meters or the distance between two of the black grid lines on your map.)
Put 10 pebbles in your right pocket. When you go 100 meters, move one pebble
to your left pocket and start your count over. When all 10 pebbles had been
moved to your left pocket, you have traveled 1 kilometer. Or, you can tie knots in
a string, one knot per 100 meters.

d. Sample problem: You are to move 715 meters. Your pace count for 100
meters is 116 paces.

(1) Using the pebble method, you need seven pebbles to mark the 700
meters. But how many paces will you need to cover the other 15 meters?

(2) To determine this, multiply 15 meters by your pace count (116),
that is, 15 x 116 = 1,740. Mark out the last two numbers (40). The remaining
digits, 17, indicate the number of paces you will need to go 15 meters.

(3) So you would go 715 meters using the pebble method by pacing
off 116 paces per 100 meters until all seven pebbles are used, then go an
additional 17 paces to arrive at 715 meters.
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2. Navigate from one point to another using terrain association. This technique
uses terrain or manmade features as landmarks or checkpoints to maintain the
direction of movement. Use this technique anywhere, day or night, as long as the
terrain has distinguishable features. You use terrain association when moving
from the unit area to the motor pool. You walk down the road or sidewalk using
intersections or buildings to steer or turn on (landmarks or checkpoints). In the
field, where you might have no roads or buildings, you use terrain features for
your axis and checkpoints.

a. Locate your position on the map, and then locate your destination or
objective. A straight line between the two is seldom the best way to travel. For
example, look at figure 071-329-1006-1. Assume that you are to move from A to
B. Notice that traveling a straight line between them might take you through
several ridges and valleys (the "Xs" on figure 071-329-1006-1).

57\

56) \

55

13 14

Figure 071-329-1006-1. Straight-line route

b. When adjusting your route, consider the following:

(1) Tactical aspect. Avoid skylining open areas and danger areas like
streams or crossings on roads and hilltops. Your tactical concern is survival. The
mission is causing you to move to your objective. You need to be sure you get to
that objective. Looking at figure 071-329-1006-2, you decide for tactical reasons
to cross the stream where you would not be seen from the road (C) and to cross
the road in a small valley (D). You know that valleys offer better cover and
concealment, so you will use them (E and F).
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Figure 071-329-1006-2. Adjusted route

(2) Ease of movement. Always pick the easiest route that the tactical
situation will allow. You achieve surprise by doing the unexpected. However, a
difficult route increases your chance of getting lost. Also, traveling a difficult
route might be noisy and can tire you out before you reach your objective.

(3) Boundaries. Traveling in a straight line is almost impossible, with
or without a compass. Pick an axis or corridor. Pick boundaries that you can spot
or feel. Hardtop roads, streams, high grounds, and railroads all make good
boundaries. This way, if you start to wander too far off course, you will know it.

c.  Suppose you decide that the route in figure 071-329-1006-3 offers ease
of movement. Check your axis up the valley (1, figure 071-329-1006-3); across
the ridge at the saddle (2, figure 071-329-1006-3); cross the stream, turn left and
keep the stream on the left, high ground on the right (4, figure 071-329-1006-3);
to the third valley (5, figure 071-329-1006-3); to the saddle, then on the objective
(6, figure 071-329-1006-3).
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2 13 14

Figure 071-329-1006-3. Route of travel

d. With boundaries to keep you straight, you need to know where on your
corridor you are located. Use checkpoints to do this. The best checkpoint is a line
or linear feature that you cannot miss because you must cross a linear feature
across your corridor or axis no matter where you are in the axis. Use hardtop
roads, railroads, power lines, perennial streams (solid blue lines; the dashed blue
lines indicate streams that are frequently dry), rivers, ridges, and valleys.

Note: Do NOT use light-duty roads and trails because a map never shows
everything on the ground. DO NOT use wood lines, either, because they are
rarely permanent.

e. Refer to figure 071-329-1006-03 and pick your checkpoints.

(1) The saddle—use Hill 241 to line on up the right valley, which you
will follow to—

(2) The stream, which you will move alongside it until—

(3) The bend in the stream, when you turn right to—

(4) The road in the valley (the ridge crossing on the road on the 12
grid line will serve as a limiting feature), then up to—

(5) The far saddle, and right to your objective (B).

f. Ifyou cannot find linear features, use an elevation change—a hill or
depression, a small ridge, or a valley. Look for one contour line of change during
the day, two at night. Regardless of contour interval, you will spot a contour
interval of change on foot.
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g. Determine the distance between checkpoints. DISTANCE IS THE
CAUSE FOR MOST NAVIGATIONAL MISTAKES. Estimate or measure the
distance from one checkpoint to another, then trust that distance.

h. Refer to figure 071-329-1006-4 and check your distances:

(1) 500 meters to the saddle (1).

(2) 800 meters to the stream (2).

(3) 500 meters to the bend in the stream (3).
(4) 300 meters to the road (4).

(5) 1,000 meters to the far saddle (5).
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Figure 071-329-1006-4. Checkpoints
3. Navigate from one point to another using dead reckoning.

a. Dead reckoning is a technique of following a set route or line for a
determined distance. Use this technique on flat terrain such as deserts and
swamps. You can use this technique day or night. To use dead reckoning—

(1) Locate the start and finish points on the map (figure 071-329-
1006-5).
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Figure 071-329-1006-5. Distance between checkpoints
(2) Determine the grid azimuth from the start point to the finish point
or to the first intermediate point on the map.

(3) Convert the grid azimuth taken from the map to a magnetic
azimuth.

(4) Determine the distance between the start and finish points or
between any intermediate points on the map.
Note: 1f you do not know how many paces you take for each 100 meters, you
should move to a 100-meter course and determine your pace count.

(5) Convert the map distance to pace count.

(6) Make a thorough map reconnaissance of the area between the start
point and the finish point.

b. Before moving from the start point, shoot an azimuth on a well defined
object on the ground in the direction of travel. These objects, known as steering
points, may be lone trees, buildings, rocks, or any easily identifiable point. At
night, the most likely steering point will be a star. Due to the rotation of the
earth, the positions of the stars continually change. You must check your azimuth
frequently, but only when halted. Using your compass while you are moving will
cause you to go off-course. Your steering mark might be beyond your objective.
Remember to travel the distance you determined.

c.  Once you have selected a steering point, you should move toward it,
remembering to begin your count. For every 100 meters you travel, you should
have some method of tracking the number of 100 meters you travel.
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d. Upon reaching your first steering point, shoot an azimuth to another
steering mark, and repeat step ¢ until you reach the finish point.

e. Ifyou should encounter an obstacle, you might have to detour around it
(figure 071-329-1006-6). To do this, complete a series of 90-degree turns until
you bypass the obstacle and return to your original azimuth.

ADD DISTANCE OF BYPASS 150M
TO DISTANCE TRAVELED 750M

DISTANCETO START COUNT
N
AZ 180° 200M

~ AZ270°
P

Figure 071-329-1006-6. Bypassing an obstacle

(1) At the edge of the obstacle, make a note of the number of paces
taken to this point.

(2) To detour to the right, add 90 degrees to your original azimuth.

(3) Using the new azimuth, pick a steering mark and move toward it,
making sure you begin a new pace count. Move on this azimuth until you reach
the end of the obstacle.

(4) Stop and note the number of paces taken, and again add or
subtract 90 degrees from the azimuth just read, and move to the far side of the
obstacle.

(5) Upon reaching the far side, stop the count and note the number of
paces taken; add this number to the pace count noted in step (1).

(6) Again add or subtract 90 degrees from the azimuth used, and then
move the same number of paces you took on the first leg of your offset or detour.

(7) Place the compass on your original azimuth, pick up the pace

count you ended with when you cleared the obstacle, and proceed to your finish
point.
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f. Bypassing the same obstacle at night calls for special considerations:
(1) To make a 90-degree turn, hold the compass as you would to
determine a magnetic azimuth.
(2) Turn until the center of the luminous letter "E" is under the
luminous line (do not change the setting of the luminous line).
Note: If you turn to the right, "E" is under the luminous line. If you turn to the
left, "W" is under the line.
(3) Proceed in that direction until you outflank the obstacle.

(4) Turn until the north arrow is under the luminous line, and then
proceed parallel to your original course until you have bypassed the obstacle.

(5) Turn until the "W" is under the luminous line and move back the
same distance you originally moved.

(6) Finally, turn until the North arrow is under the luminous line, and
then proceed on your original course.

(7) You must count your paces just as you do when you bypass an
obstacle in daylight.
g.  After reaching the finish point, conduct a detailed terrain analysis to
confirm your location.

4. Navigate from one point to another by comparing and combining terrain
association with dead reckoning.

a. You will often have to consider the advantages and disadvantages of
each technique.

(1) Terrain association is fast and easy, and it allows for mistakes. It
also is subject to map accuracy and can only be used with recognizable terrain
features.

(2) Dead reckoning is accurate and works on flat terrain that lacks
terrain features; however, all work must be precise, and the technique takes time.
b. Sometimes you will have to combine the techniques. For instance, in
the desert, you might need to use dead reckoning to arrive at or near a road or
ridge, and then use terrain association to follow that feature to an objective.

Evaluation Preparation: Serup: Select an area with varying terrain and vegetation
that is large enough to have two points 1,000 to 2,000 meters apart. Each point is on
or near an identifiable terrain feature and is marked on the ground with a sign
containing a letter or number. Dummy signs are placed not less than 100 meters nor
more than 200 meters to the right and left of the correct point. Clearly mark correct
points on the map. Prepare a sheet of paper giving the azimuth and distance for each
leg of the course to be covered. Have pencils available for the tested Soldier.

Brief Soldier:
1. Terrain Association.

a. Give the Soldier the map and tell him/her to identify the best route to take
between the two points that have been plotted on the map (1,000 to 2,000 meters
apart).

Note: The best route must have been determined by an subject matter expert (SME)
before the test.
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b. Give the Soldier the map and tell him/her the he/she must move from point A
on the map to point B (1,000 to 2,000 meters apart) using terrain association (no
compass is used). Tell the Soldier he/she has time to complete the course.

2. Dead Reckoning. Give the Soldier the sheet of paper with the azimuth and the
distance for each leg of the course (three to five points, 200 to 500 meters apart), and
the compass; no map will be used. Tell the Soldier to move over the course shown
by the azimuth and the distance on the paper. Tell the Soldier to record the letter or
number at the end of each leg of the course. Tell the Soldier that he/she has
time to complete the course.

Note: Time standards are based on the average time it takes two SMEs to complete
the course plus 50 percent. For example, SME time, 1 hour. 1 hour added to 50
percent = Course Test Time of 1 hour 30 minutes.

Soldiers being tested are given 10 minutes to study the map and to determine their
course of action. At the end of this time, the Soldier moves to the start point and
begins the test. Time starts when Soldiers leave the start point and ends when the
finished point is crossed.

Performance Measures GO NO GO

1. Terrain association. S S

a. Within 10 minutes, identified the best route, and
explained why you picked it.

b. Wrote down the correct letter or number at the end
of each leg of the course.

2. Dead reckoning. —_— =

a. Wrote down the correct letter or number of each leg
of the course.

b. Arrived at the correct destination within the

specified time.

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required: FM 3-25.26 and STP 21-1-SMCT

Related:

071-329-1008

Measure Distance on a Map

Conditions: Given a standard 1:50,000-scale military map, a strip of paper with a
straight edge, and a pencil.

Standards:

1. Determine the straight-line distance between two points in meters with no
more than 5 percent error.

2. Determine the road (curved line) distance between two points in meters with
no more than 10 percent error.
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d. Use this step (3) to determine the road distance in miles, meters, or
yards as appropriate.

(1) If the total distance measured on the paper is less than or equal to
1 inch, use steps 2a(3) and (4).

(2) If the total distance measured on the paper is more than 1 inch, use
steps 2b(3) through (7).

Evaluation Preparation: Sefup: In the field or classroom, give the Soldier a
1:50,000-scale military map, a strip of paper with a straight edge, and a pencil. On
the map, plot a straight-line distance of 3,000 to 4,000 meters. Mark this distance
points A and B. On a road or trail, plot a curved-line distance of 3,000 to 4,000
meters with at least two changes of direction. Mark this distance points C and D.

Brief Soldier: Tell the Soldier to determine the straight-line distance between points
A and B with no more than 5 percent error, and the curved-line distance between
points C and D with no more than 10 percent error. The Soldier must either write
down the correct answers or state them when asked by the scorer.

Performance Measures GO NO GO

1. Identified the scale of the map. B —s,S$2__

2. Converted the straight-line map distance to miles, meters
or yards using the map's bar scale, with no more than 5 —_— =
percent error.

3. Converted the road map distance to miles, meters, or
yards using the map's bar scale, with no more than 10 percent ——  ——

C1ror.

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required: FM 3-25.26

Related:

071-329-1009

Convert Azimuths

Conditions: Given a standard 1:50,000 scale military map with a declination
diagram, a pencil, and magnetic and grid azimuths that must be converted.

Standards: Convert the given magnetic azimuth to a grid azimuth and the given
grid azimuth to a magnetic azimuth without error.

Performance Steps

1. The North-South lines on your map give grid north. The needle of your
compass points to magnetic north. Grid north and magnetic north usually differ
by a few degrees. Neither points straight to the North Pole (called true North).
However, you need not know true North to keep from getting lost in a combat
area. The difference in degrees for every map is shown on the bottom of map
sheet (figure 071-329-1009-1).
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Figure 071-329-1009-1. Declination diagram

2. The difference between grid north and magnetic north is called the grid-
magnetic (G-M) angle. The diagram at the bottom of the map tells you how to
change grid azimuths to magnetic azimuths and magnetic azimuths to grid
azimuths (figure 071-329-1009-2). For example, you aim your compass at a
distant point. The compass reading you get is 190 degrees, the magnetic
azimuth. The diagram on your map (figure 071-329-1009-2) tells you that the
G-M angle is 9 degrees, and it also tells you that "to convert a magnetic azimuth
to a grid azimuth, add the G-M angle." Therefore add 9 degrees to your compass
reading. This gives you 190+9=199. Your grid azimuth is 199 degrees.

3. The G-M angle depends on where you are in the world.
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Figure 071-329-1009-2. G-M angle

a. Easterly G-M. Convert azimuths when given an easterly G-M angle
(figure 071-329-1009-3).
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GN

Figure 071-329-1009-3. Converting azimuths with easterly G-M angle

(1) To convert a magnetic azimuth to a grid azimuth, add the value of
the G-M angle to the magnetic azimuth.
(2) To convert a grid azimuth to a magnetic azimuth, subtract the
G-M angle from the grid azimuth.
b. Westerly G-M. Convert azimuths when given a westerly G-M angle
(figure 071-329-1009-4).

GN

Figure 071-329-1009-4. Converting azimuths with westerly G-M angle

(1) To convert a magnetic azimuth to a grid azimuth, subtract the
value of the G-M angle from the magnetic azimuths.

(2) To convert a grid azimuth to a magnetic azimuth, add the value of
the G-M angle to the grid azimuth.

Evaluation Preparation: Setup: Give the Soldier a standard 1:50,000 scale military
map, a piece of paper, a pencil, and a magnetic and grid azimuth to convert.

Brief Soldier: Tell the Soldier to convert the magnetic azimuth to a grid azimuth and
the grid azimuth to a magnetic azimuth.

Performance Measures GO NO GO

1. Determined the correct grid azimuth. — —

2. Determined the correct magnetic azimuth. — —

Evaluation Guidance: Refer to chapter 1, paragraph 1-9e, (1) and (2).
References

Required: FM 3-25.26

Related:

071-329-1011

Orient a Map Using a Lensatic Compass

Conditions: Given a field table, a standard 1:50, 000 scale military map, a protector,
a pencil, paper, and a compass in daylight.
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