BLUE RIDGE AIR SOFT SPECIALISTS

CQB DYNAMIC ENTRY

     When one thinks of Close Quarters Battle (CQB) the first image that comes to mind is the SWAT team, dressed in the prerequisite black apparel from head to toe, slamming through a door with a ram, the deafening explosion and intensely brilliant light of the flash bang grenade, the yelling of the SWAT team as they announce their selves crossing the threshold, the screaming of those inside as their ear drums rupture from the the consussive force of the flash bang, and the storming of the raid area that results in suspects being turned over, thrown down to the floor, and if refusing to surrender, shot and stopped!  But how does this death defying dance of dread become a reality?  Only through training can this efficiency be achieved.

     The first item is the Stick.  This formation is utilized whether you have a 2 or 20 man team.  Keeping in mind that more than 10-12 can begin to cause confusion, and crowd and area.  The Stick is a line of men standing behind each other.  You must be very close, yet avoid tripping each other.  If you have a shield, the lead man will use it as cover for the team.  The second man will be the driver.  He assists the shield man with directions, and covers him from assaulting or charging suspects.  The third and fourth men, if armed with assault rifles can be utilized as guards, aiming up both the right and left side of the shield man and driver.  The third man can also be the team leader and the 4rth and 5th man used as the guards.  

     In the dynamic entry speed is of the essence.  Once the door is opened (in whatever manner) all team members must continue to move through until all are inside.  The doorway is the Fatal Funnel.  Suspects tend to open fire into a doorway, and not really at a specific target.  Usually the shield man, driver, team leader, and guard element will remain in the hallway or lead section and not enter until the last room is reached.  They are the team security and responsible for everything ahead of the team.  They must remain focused on the unsecured area's up front and not watching the room clearing teams. The exception to this is the team leader.  he must be able to see the assault elements and ensure that the guard element doesn't out distance the team.  For this reason, he is sometimes set behind the right and left guard.

     When approaching a closed door, assault units (usually 2 to 4 man teams) may stack on both sides of the door.  For 4 man units, only one man on the knob side is necessary.  When the team has signaled (”squeezed up”)  The knob man will open the door and the assault team will enter, with the knob man going in last.  Man 1 will enter, weapon at high ready looking for targets, and will sweep to one side of the room.  Man 2 will enter, careful not to “paint” Man 1 with his muzzle, and sweep the opposite side of the room.  Both Man 1 and Man 2 will continue to the far corners of the room.

Man 3 will follow Man 1 but not to the far wall.  Man 4 will follow Man 2, but again, not to the far wall.  As you can see, a typical sized room will fill up very fast if the assault element is to large.  Any following men will simply move opposite of the Man ahead of them.  If Man 1 enters and moves right, so will Man 3,5,7,9, etc.  Man 2 will move left, as will man 4,6,8, etc.  

     All areas must be searched with special attention being given to closets, under beds, behind dressers, couches, and chairs and desks, and bathrooms.  

     Once the room is clear, the team will reenter the hall area, after declaring loudly, “Room clear, coming out!”.  It is never a bad idea for each member to say this as they come to the door.  This lets the other team members know that the person entering the hallway is not the suspect but a fellow team member and helps to eliminate the “friendly fire” element.  

     Quadrants of fire must be paid attention too!  Basically, if you stand facing a wall and raise your arms 45 degree's, you will find your quadrant of fire.  Do this in training with all members in a line and you will notice you have overlapping quadrants of fire with out friendly fire.  

     In CQB, communication is vital!  When a team enters a room, and there are items in the way, stopping a team member from advancing, he must announce this to the team.  The team DOES NOT STOP, but continues to search, deal with suspects, or eliminate threats as needed.  the stopped man can either work around, over, under, or through the obstruction, or remain is place as rear guard.  An team member that is dealing with a suspect and has gained voluntary or other compliance will call for a “Trailer”.   You must call loudly!!  This tells other team members in the hall that you need assistance in containing a suspect.  You should double up on suspects as much as possible.  I know we all want to be Rambo, but two is always better than one!  Suspects that have been shot should also be cuffed and contained, and medical attention called for.  

     Once an area has been cleared, an assault element should go back and recheck quickly for the “+1”.  All team members must be counted and accounted for.  If any are missing, the team must reform, re-enter, and re-search.  

**this was originally written for the SWAT team.  But most of it applies to what we do with the BRASS team, with the exception of the cuffing as we do not allow physical conflict in our games.  DO NOT cuff opposing players!!  Hope you have enjoyed it!

BUILDING CLEARING

Movement in close quarters can be much riskier than movement in the open.  Moving from location to location in close quarters means traversing obstacles and exposure to hidden threats.  In such a hazardous situation, it is of critical importance that the operative be aware of all avenues of egress at all times.

1. Hallways

Hallways are among the easiest features of enclosed spaces to traverse, especially if movement is from an area that is already clear.  In a case like this, the only threats are ahead, an the rear is safe.  The team would travel two abreast with weapons pointed ahead.

Never pass a cross-hall or a T-intersection without stopping beforehand.  A two-man team reaching a T-intersection would stop with one man at the corner and the other back and to the side.  They would then begin to rotate outwards so that they gain a view of the hallway in such a way that both guns can sight down the hallway at the same time.

2. Open rooms

Large, open rooms can provide the greatest technical challenges, since it is easy for threats to maintain a position of surprise until it is too late.  The best practice is to keep complete coverage on at least one side by moving along a wall with the weapon pointed towards the center of the room, scanning while moving.

Teams must not move through opposing walls of an open room simultaneously: this puts friendly teams within one another's arc of fire, creating great danger of fratricide.  The best option is to use a snake formation with the entire tam moving quickly along the wall that leads most directly to the exit point.  To avoid moving across dead space, the team will have to buttonhook to enter the next doorway rather that using the cross manoeuvre (see below), which would expose the team too much.
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3. Doors

Doors can be open or closed, locked or unlocked.  For an open door, the entry method is clear-cut: if the door opens into the center of the room, the best entry technique is the cross manuvore.  This can be performed by a team of two or four, although four is preferred.

In a basic 2-man room entry, one operative will be placed on either side of an entryway or door.  If a door is present and is closed, the operative in the #1 position - that is, the operative on the left-hand side facing the door - will signal to the operative in the #2 position - near the right-hand side facing the door - to open the door.  Once the door is open, the #1 operative will either run to the right-hand corner of the room closest to the door. Or will throw in a flashbang allowing #2 operative to enter with #1 immediately behind.  The first operative in (#1) will then cover and fire against any threat in the 45o angle from the straight ahead position to the corner directly diagonal to the operative.

The #2 operative will enter in right after the #1 operative crosses the doorway of the room.  The #2 operative will run to the left-hand corner of the room closest go the door and will fire against any threat in a 45o angle from the straight ahead position to the corner directly diagonal to the operative.  In doing this, both #1 and the #2 operatives ensure that any threat in the room will be effectively neutralized.

The basic 4-man entry technique is similar in structure to the basic 2-man entry method.  In the 4-man entry technique, the #3 and #4 operatives are initially positioned behind the #1 and #2 operatives.  The #3 and #4 operatives then move into the room after #1 and #2 in order.  The #3 operative will gain the position just inside the right-hand side of the door, while the #4 operative will take charge of the area just inside the left-hand side of the door.  The #3 and #4 operative will each scan across the back wall of the room, neutralizing any threat that appears.

The #3 or #4 operative will also takeover the demolitions role from #1 or #2, i.e. they will breach the door and flashbang the room.  If there is another door in the room once in the room operatives #3 and #4 will assume the #1 and #2 role and operatives #1 and #2 will cover #3 and #4, also maintaining cover over the already breached door.  If #1 or #2 fall than #3 or #4 will take their place.

There is also another technique generally used during covert entry, where the operatives stand in the doorway and clear the room before entering.  #1 will kneel and peer in to the room left and #2 will stand above him peering to the right, when clear #1 will move in followed by #2 as above.

If the door is closed but not locked, the number two man opens the door on one's count.  Once the door is open, the entry proceeds as above.

If the door is locked, it can be either opened with a pry wedge (crow-bar), a ram, shot out or a breaching charge (door breach) is used.  The explosion of the breaching charge, of course, provides an added element of surprise and followed by a flashbang creates a very dynamic and intimidating entry.

4. Twin Doors

A situation often encountered is one in which two doors open directly across from one another on opposite sides of the hall.  In a case like this, a team of four men is needed.  The team moves down the hall in a small formation with the #1 and #3 men working as one team and #2 and #4 working as another.  When the doorway is reached, #1 and #2 buttonhook into the left and right doors, while #3 and #4 move up to the doorways to cover.  When the rooms are clear, the teams proceed down the hall, with #3 and #4 taking the place of #1 and #2.

Another problem is multiple doors into one room; generally a team will want to avoid multiple entries to stop the possibility of friendly crossfire, what may happen is that one team will breach one door but not enter, whilst the real team go in through another, the idea being that the bad guys will look towards the breached door, giving the actual team a few more valuable seconds.
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5. Stairs

Stairs can pose a difficult tactical movement problem, because a threat can be stationed just beyond the landing and be invisible to anyone walking up the stairs.  If surprise is not important, a team wishing to ascend the stairs should open up covering fire to flush out any threats before ascending.  Two men should move up together, one covering the area ahead and the other ascending backwards, covering the landing and looking over the stairs.

If for some reason an operative must climb a staircase alone, it is best to move a few steps facing forward, to get a view of targets on the landing (and clearing them if necessary).  If the area ahead is clear, the operative turns and ascends backwards so that the operative can cover the upper landing as he ascends.

CONSIDERATIONS FOR ENTRY

The entire team enters the room as quickly and smoothly as possible and clears the doorway immediately. If possible, the team moves from a covered or concealed position already in their entry order. Ideally, the team arrives and passes through the entry point without having to stop.

a. The door is the focal point of anyone in the room. It is known as the fatal funnel, because it focuses attention at the precise point where the individual team members are the most vulnerable. Moving into the room quickly reduces the chance anyone being hit by enemy fire directed at the doorway.

b. On the signal to go, the clearing team moves from covered or concealed positions through the door quickly and takes up positions inside the room that allow it to completely dominate the room and eliminate the threat. Team members stop movement only after they have cleared the door and reached their designated point of domination. The first man's position is deep into the near corner of the room. The depth of his movement is determined by the size of the room, any obstacles in the room, such as furniture, and by the number and location of enemy and noncombatants in the room.

c. To make precision room clearing techniques work, each member of the team must know his sector of fire and how his sector overlaps and links with the sectors of the other team members. Team members do not move to the point of domination and then engage their targets. They engage targets as they move to their designated point. However, engagements must not slow movement to their points of domination. Team members may shoot from as short a range as 1 to 2 inches. They engage the most immediate enemy threats first. Examples of immediate threats are enemy personnel who—

· Are armed and prepared to return fire immediately.

· Block movement to the position of domination.

· Are within arm's reach of a clearing team member.

· Are within 3 to 5 feet of the breach point.

d. Each clearing team member has a designated sector of fire unique to him initially and expands to overlap sectors of the other team members.

(1) The number 1 and number 2 men are initially concerned with the area directly to their front, then along the wall on either side of the door or entry point. This area is in their path of movement, and it is their primary sector of fire. Their alternate sector of fire is from the wall they are moving toward, back to the opposite far corner.

(2) The number 3 and number 4 men start at the center of the wall opposite their point of entry and clear to the left if moving toward the left, or to the right if moving toward the right. They stop short of their respective team member (either the number 1 man or the number 2 man).

e. The team members move toward their points of domination, engaging all targets in their sector. Team members must exercise fire control and discriminate between hostile and noncombatant room occupants. Shooting is done without stopping, using reflexive shooting techniques. Because the soldiers are moving and shooting at the same time, they must move using careful hurry. (Figure 3-31 in paragraph 3-23, shows all four team

(1) The squad leader designates the assault team and identifies the location of the entry point for them.

(2) The squad leader positions the follow-on assault team to provide overwatch and supporting fires for the initial assault team.

(3) Assault team members move as close to the entry point as possible, using available cover and concealment.

(a) All team members must signal one another that they are ready before the team moves to the entry point. (Squeeze up)

(b) Team members avoid the use of verbal signals, which may alert the enemy and remove the element of surprise.

(c) Assault team members must move quickly from the covered position to the entry point, minimizing the time they are exposed to enemy fire.

(4) The assault team enters through the breach. Unless a grenade is being thrown prior to entry, the team should avoid stopping outside the point of entry.

(a) The number 2 man may throw a grenade of some type  into the room before entry.

(b) The use of grenades should be consistent with the ROE and building structure.

(c) If stealth is not a factor, the thrower should sound off with a verbal indication that a grenade of some type is being thrown . If stealth is a factor, only visual signals are given as the grenade is thrown.

(5) On the signal to go, or immediately after the grenade detonates, the assault team moves through the entry point (Figure 3-27) and quickly takes up positions inside the room that allow it to completely dominate the room and eliminate the threat (Figure 3-30). Unless restricted or impeded, team members stop movement only after they have cleared the door and reached their designated point of domination. In addition to dominating the room, all team members are responsible for identifying possible loopholes and mouseholes in the ceiling, walls and floor.

NOTE: Where enemy forces may be concentrated and the presence of noncombatants is highly unlikely, the assault team can precede their entry by throwing a fragmentation or concussion grenade (structure dependent) into the room, followed by bursts of automatic small-arms fire by the number one man as he enters.

(a) The first man (rifleman), enters the room and eliminates the immediate threat. He has the option of going left or right, normally moving along the path of least resistance to one of two corners. When using a doorway as the point of entry, the path of least resistance is determined initially based on the way the door opens; if the door opens inward he plans to move away from the hinges. If the door opens outward, he plans to move toward the hinged side. Upon entering, the size of the room, enemy situation, and furniture or other obstacles that hinder or channel movement become factors that influence the number1 man's direction of movement.

(b) The direction each man moves in should not be preplanned unless the exact room layout is known. Each man should go in a direction opposite the man in front of him (Figure 3-27). Every team member must know the sectors and duties of each position.

(c) As the first man goes through the entry point, he can usually see into the far corner of the room. He eliminates any immediate threat and continues to move along the wall if possible and to the first corner, where he assumes a position of domination facing into the room.



Figure 3-27. First man enters a room.

(6) The second man (team leader), entering almost simultaneously with the first, moves in the opposite direction, following the wall and staying out of the center (Figure 3-28). The second man must clear the entry point, clear the immediate threat area, clear his corner, and move to a dominating position on his side of the room.



Figure 3-28. Second man enters a room.

(7) The third man (grenadier) simply goes opposite of the second man inside the room at least one meter from the entry point and moves to a position that dominates his sector (Figure 3-29).



Figure 3-29. Third man enters a room.

(8) The fourth man (SAW gunner) moves opposite of the third man and moves to a position that dominates his sector (Figure 3-30).

Figure 3-30. Fourth man in a room.

NOTE: If the path of least resistance takes the first man to the left, then all points of domination are the mirror image of those shown in the diagrams.

(9) Points of domination should not be in front of doors or windows so team members are not silhouetted to the outside of the room (Figure 3-31). No movement should mask the fire of any of the other team members.



Figure 3-31. Points of domination and sectors of fire.

(10) On order, any member of the assault team may move deeper into the room overwatched by the other team members.

(11) Once the room is cleared, the team leader signals to the squad leader that the room has been cleared.

(12) The squad leader marks the room (IAW unit SOP). The squad leader determines whether or not his squad can continue to clear through the building.

(13) The squad reorganizes as necessary. Leaders redistribute the ammunition.

(14) The squad leader reports to the platoon leader when the room is clear.

d. Reasons for Modifying the Entry Technique. Although this technique is an effective procedure for clearing a room, leaders may be required to modify the existing action to meet their current situation. Some example reasons and methods of modifying the technique are shown in Table 3-1.

REASON
METHOD

Objective rooms are consistently small.
Clear with two or three men.

Shortage of personnel.
Clear in teams of two or three.

Enemy poses no immediate threat.
One or two men search each room to ensure no enemy or noncombatants are present.

No immediate threat, and speed is of the essence
One man visually searches each room.

Table 3-1. Reasons and methods for modifying entry techniques.

e. Three- and Two-Man Teams. When full four-man teams are not available for room clearing three- and two-man teams can be used. Figures 3-32 (below) and 3-33 show the points of domination and sectors of fire for a three-man clearing team. Figures 3-34 and 3-35 show the same thing for a two-man team. Leaders should use the entry technique blueprint when modifying their techniques.



Figure 3-32. Points of domination and sectors of fire (three-man team, center door).

 



Figure 3-33. Points of domination and sectors of fire (three-man team, corner door).

 



Figure 3-34. Points of domination and sectors of fire (two-man team, center door).

 



Figure 3-35. Points of domination and sectors of fire (two-man team, corner door).

  

  

 MOVEMENT WITHIN A BUILDING 

When operating under precision conditions, movement techniques may be modified based on the room clearing technique being used. The terrain, the enemy situation, visibility, and the likelihood of contact dictate movement techniques.

a. Individual Movement. When moving within a building, the soldier avoids silhouetting himself in doors and windows (Figure 3-38). When moving in hallways, he never moves alone—he always moves with at least one other soldier for security. The soldier should try to stay 12 to 18 inches away from walls when moving; rubbing against walls may alert an enemy on the other side, or, if engaged by an enemy, ricochet rounds tend to travel parallel to a wall.



Figure 3-38. Movement within a building.

b. Hallway Clearing Techniques. The clearing team must always be alert. Team members provide security at the breach point and to the rear. Inside buildings they provide security laterally down corridors, and upward if near stairs or landings. The two basic techniques for moving down hallways are shown in Figure 3-39. Hallway intersections are dangerous areas and should be approached cautiously (Figures 3-40 and 3-41).

(1) Serpentine. The serpentine technique is used in narrow hallways. The number 1 man provides security to the front. His sector of fire includes any enemy soldiers who appear at the far end of the hall or from any doorways near the end. The number 2 and number 3 men cover the left and right sides of the number 1 man. Their sectors of fire include any soldiers who appear suddenly from nearby doorways on either side of the hall. The number 4 man, normally carrying the M249, provides rear protection against any enemy soldiers suddenly appearing behind the clearing team.

(2) Rolling T. The rolling-T technique is used in wide hallways. The number 1 and number 2 men move abreast, covering the opposite side of the hallway from the one they are walking on. The number 3 man covers the far end of the hallway from a position behind the number 1 and number 2 men, firing between them. Once again, the number 4 man provides rear security.



Figure 3-39. Hallway clearing techniques.

(3) Clearing "T" Intersections. Figure 3-40 depicts the fire team's actions upon reaching a hallway "T" intersection when approaching from the base of the "T". The fire team is using the serpentine formation for movement.

· The team configures into a 2-by-2 formation with the numbers 1 and 2 men left, and the 3 and 4 men right. (When clearing a right-hand corner, use the left-handed firing method to minimize exposure.)

· The numbers 1 and 3 men move to the edge of the corner and assume a low crouch or kneeling position. On signal, the numbers 1 and 3 men simultaneously turn left and right, respectively.

· At the same time, the numbers 2 and 4 men step forward and turn left and right, respectively maintaining their (high) position. (Sectors of fire interlock and the low/high positions prevent soldiers from firing at another.)

· Once the left and right portions of the hallway are clear, the fire team resumes the movement formation.



Figure 3-40. T-shaped hallway intersection clearing positions.

Figure 3-41 depicts the fire team's actions upon reaching a hallway "T"

 intersection when approaching along the cross of the "T". The fire team is using the serpentine formation for movement.

· The team configures into a modified 2-by-2 formation with the numbers 1 and 3 men abreast and toward the right side of the hall. The number 2 man moves to the left side of the hall and orients to the front, and the number 4 man shifts to the right side (his left) and maintains rear security. (When clearing a right-hand corner, use the left-handed firing method to minimize exposure.)

· The numbers 1 and 3 men move to the edge of the corner and the number 3 man assumes a low crouch or kneeling position. On signal, the number 3 man turns right around the corner keeping low, the number 1 man steps forward while turning to the right and staying high. (Sectors of fire interlock and the low/high positions prevent soldiers from firing at one another.)

· The numbers 2 and 4 men continue to move in the direction of travel. As the number 2 man passes behind the number 1 man, the number 1 man shifts laterally to his left until he reaches the far corner.

· The numbers 2 and 4 men continue to move in the direction of travel. As the number 4 man passes behind the number 3 man, the number 3 man shifts laterally to his left until he reaches the far corner. As the number 3 man begins to shift across the hall, the number 1 man turns into the direction of travel and moves to his position in the formation.

· As the numbers 3 and 4 men reach the far side of the hallway, they too assume their original positions in the serpentine formation, and the fire team continues to move.



Figure 3-41. Hallway junction clearing.

 



Figure 3-41. Hallway junction clearing (continued).

c. Clearing Stairwells and Staircases. Stairwells and staircases are comparable to doorways in that they create a fatal funnel; however, the danger is intensified by the three-dimensional aspect of additional landings. The ability of the squad or team to conduct the movement depends upon which direction they are traveling and the layout of the stairs. Regardless, the clearing technique follows a basic format:

· The squad leader designates an assault element to clear the stairs.

· The squad or team maintains 360-degree, three-dimensional security in the vicinity of the stairs.

· The squad leader then directs the assault team to locate, mark, bypass and or clear any obstacles or booby traps that may be blocking access to the stairs.

· The assault element moves up (or down) the stairways by using either the two-, three-, or four-man flow technique, providing overwatch up and down the stairs while moving. The three-man variation is preferred (Figure 3-42).



Figure 3-42. Three-man flow clearing technique.

 


