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MEMORANDUM FOR All 4th Infantry Division Units

SUBJECT:  4th Infantry Division Machine Gun Training SOP


1. References.  
a. United States Army Infantry Center Memorandum, “Total Army Marksmanship Training Strategy for Small Arms and Crew-Served Weapons,” 16 October 2008.
b. FM 3-22.68, Crew-Served Machine Gun 5.56mm and 7.62mm, July 2006
c. FM 3-22.65, Browning Machine Gun, Caliber .50, M2, Chapter 1, March 2005.
d. FM 3-20.21, Heavy Brigade Combat Team Gunnery, September 2009.
e. FM 3-21.8, The Infantry Rifle Platoon and Squad, March 2007
f. DA Pamphlet 350-38, Standards in Training Commission, May 2009.
g. 4th ID and Fort Carson Live Fire Exercise Policy Letter, 17 December 2009.
h. 10th MTN Division Advanced Marksmanship SOP, 25 January 2005.
2. Purpose.  To prescribe Machine Gun training policies, techniques, and procedures for 4th ID units.
3. Applicability.  This policy letter applies to all 4th Infantry Division units at Fort Carson and Fort Sill.  
4. General.  Army doctrine defines machine gun training standards through qualification and refers to their inclusion in collective training events.  This policy expands minimum training standards to better prepare machine gun teams for their participation in collective STX and LFX events.  Machine gun training will culminate with combat/stress shoots prior to inclusion in collective LFX training.  Leaders can and should develop training models that add to or reduce complexity based upon the proficiency level of their machine gun teams.
5. Live Fire Training Model. 
a. Machine gun Training will follow three phases: Preliminary, Basic, and Advanced. Units will conduct phases annually and six months prior to any deployment.
b. Preliminary instruction consists of classroom instruction and proficiency training on the weapon system. Classes to conduct  follow and are listed in the appropriate FMs. Conduct preliminary training no earlier than seven days prior to conducting the Basic Phase. Preliminary classes apply to all Machines Guns unless specifically noted.
(1) Disassemble the Machine Gun.
(2) Perform Operator Maintenance on the Machine Gun.
(3) Assemble the Machine Gun.
(4) Explain the Operation of the Machine Gun.
(5) Explain the Functioning of the Machine Gun.
(6) Explain  Malfunctions, Stoppage, Immediate Action and Remedial Action.
(7) Explain the Procedures for Sight Adjustment and Mechanical Zero.
(8) Explain the M122 or appropriate Tripod with associated Equipment.
(9) Place Machine Gun into Operation on the Tripod with appropriate mounting equipment using Crew Exercises.
(10) Demonstrate Fundamentals of Marksmanship.
(11) Demonstrate Fundamentals of Firing Positions.
(12) Demonstrate Fundamentals of Traverse and Search.
(13)  Demonstrate Fundamentals of Engaging Night, CBRN, and Moving Targets.
(14) Demonstrate Fire Commands.
(15) Execute Dry-Fire Exercises.
(16) Range Determination (M2, .50cal) can be taught for all.
(17) Observation and adjust fire (M2, .50Cal) can be taught for all.
(18) M2 Machine Gun fundamentals skills test (M2 only).
(19) Range Card.
c. Basic Instruction consists of 10 meter zero and qualification, transition qualification and night zero, practice and qualification firing.
(1) The M249 and the M240B will conduct the following:
(a) 10-meter zero, 10-meter practice, and 10-meter qualification fire
(b) Transition field zero, transition practice fire, transition qualification fire.
(c) Night zero, night instructional fire, night qualification fire
(2)  The M2 Browning .50 Cal will conduct the following:
(a) 10-meter zero and 10-meter practice
(b) Day practice and qualification fire.
(c) Night practice and qualification fire
d. Advanced Instruction consists, of Crew Training, Weapon Employment, and Combat Techniques. Advanced training applies to all Machine Guns unless specifically noted.
(1) Advanced Machine Gun Training will include at a minimum:
(a) Crew Training
(b) Weapon Employment
(c) Combat techniques of fire
(d) Bipod and Tripod mount operations.
(e) Aerial defense
(f) Advanced optics and Lasers
(g) Live fire qualifications IAW STRAC
(h) Firing during CBRN conditions
(2) Crew training is conducted and or reinforced in each phase of marksmanship training and will include, at a minimum:
(a) Machine Gun associated equipment
(b) Crew formations
(c) Cross training
(d) Inspections of bipod, tripod, and vehicle mounts.
(e) Place machine gun into action (bipod, tripod, vehicle mounts)
(f) Barrel changing procedures (bipod, tripod, vehicle mount)
(g) Remove Machine gun from action (bipod, tripod, vehicle mount)
(h) Advanced gunnery exercises
(3) Weapon employment training will include, at a minimum:
(a) Machine gun in the attack
(b) Machine gun as base-of-fire element
(c) Machine gun in the defense
(d) Machine gun in security missions
(e) Machine guns in pairs
(4) Combat techniques training will include, at a minimum:
(a) Characteristics of fire.
(b) Classes of fire.
(c) Application of fire.
(d) Predetermined fires.
(e) Fire control
(f) Range determination
(g) Advanced gunnery
(h) Advanced crew gunnery exercises
(5) Figure 1 shows the training model for the M249 and the M240B Machine Guns. The Figure 2  shows the training module used for the Browning .50 Cal Machine Gun:
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Figure 1- M249 and M240B Training Model

[image: ]







[image: ]Figure 1 (cont’d)- M249 and M240B Training Model















Figure 2- M2 Training Model
6. Engagement Skills Trainer.  The EST 2000 allows units to conduct  training in a simulated environment.  This capability allows the unit to maximize Preliminary instruction and rehearse Basic instruction prior to beginning live fire.  It also provides scenarios for units to conduct training and rehearsals prior to beginning Advanced instruction and/or collective LFX events.  These scenarios are broken down by weapon systems and are as follows:
a. M249 EST 2000 Scenarios:
	Scenario
	Scenario Number

	10 Meter Tables
	C001-C004

	Transition Tables
	C008-C015

	Night Tables I-VI
	C016-C021

	Field Fire Tables I-IV
	C022-C025

	Alternate Field Fire Tables II-IV
	C026-C028



b. M240B EST 200 Scenarios:
	Scenario
	Scenario Number

	10 Meter Bipod Tables I-VII 
	D001-D007

	10m Tripod Tables
	D008-D017

	 Transition Firing I and II
	D018-D019

	 Day Defensive Fire Tables I-III
	D020-D022

	 Predetermined Fire Tables I-VI
	D023-D028

	 Assault Fire Tables I-III
	D029-D031

	 Conduct of Stationary Firing I-IV
	D032-D035

	 Conduct of Moving Firing I-IV
	D036-D040



c. Browning .50 Cal EST 2000 Scenarios.
	Scenario
	Scenario Number

	10 Meter Tables
	E001-E007

	Transition Fire I-VIII
	E008-E015

	NBC Fire I-VIII 
	E016-E023

	Night Fire I-VIII
	E024-E031

	Mounted Fire Exercises I-X
	E032-E041

	Predetermined Fire Tables I-VII
	E042-E048



7. Live Fire Exercise.
a. Conduct all machine gun LFXs IAW FCCO Live Fire Exercise SOP.  Units will develop combat/stress shoot scenarios for all M249, M240B, and M2 gunners and crews.  Company commanders or above will approve and certify all scenarios prior to execution.  The combat shoots listed below in Paragraphs 7b, 7c, and 7d are examples.
b. M249 Machine gunner will conduct the following Combat shoot during dry, blank, and live fire.  Example and evaluation criteria follows:
(1) TASK: Conduct  SAW combat shoot.
(2) CONDITIONS: During daylight and during limited visibility, in range uniform (IBA, ACH, ACUs), M249 with assigned arms room items (M145, PEQ-2, PVS-14) and 60 rds 5.56mm Link (4:1 or ball).
(3) STANDARD: Soldier will attain a minimum of 10 hits per target and not exceed a time of 3 minutes (day) or 3.5 minutes (night).  Penalties count against time, if time is exceeded, Soldier is a No-Go.  

(4) Penalties and point values:
(a) Loss of any piece of equipment (to include ammo boxes/bags) = +5 seconds
(b) Poor use of cover or failure to walk while engaging targets in Lane E = +5 seconds
(c) Out of sequence during target engagement = +5 seconds
(d) Minor unsafe act (muzzle in dirt, etc.) = +5 seconds
(e) Major unsafe act (lack of muzzle control/“flagging”) = No-Go      		
(5) Range requirements:
(a) 1x 5.56mm range with at least 100m of useable movement space.
(b) 4x E-type silhouettes
(c) 3-4x rolls of target pasties
(d) 20x full sand bags & 1x roll of engineer tape to mark starting box and Lane E
(e) 2x sheets of plywood and 2x4s to build barricades
(6) Lane execution:
(7) 
(a) Soldier with M249 will load a 100rds soft drum with 60 rounds ammunition.
(b) Soldier will start at Box A in any firing position.  Upon sound of whistle or other audible sound, Soldier will fire a 3-round burst into each of targets 1-4.  Soldier may use any type of firing position as long as it is done correctly.  Once complete, Soldier will move as quickly as possible to Box B.
(c) Once Soldier is on Box B, he will use the provided cover and engage targets 1-4 with 2-to-3 rounds each.  Upon completion of engagement Soldier will move as quickly as possible to Box C.
(d) Once Soldier is at Box C, he will use the provided cover and engage targets 1-4 with 2-to-3 rounds each.  Upon completion of engagement, Soldier will move as quickly as possible to Box D.
(e) Once Soldier is at Box D, he will use the provided cover and engage targets 1-4 with 2-to-3 rounds each.  Upon completion of engagement, Soldier will move to Lane E.
(f) Once Soldier is at Lane E, he will engage targets 1-4 with 2-to-3 rounds each while moving.  If Soldier fails to fire while walking, he will be penalized.  Soldier’s time will stop after the last round is fired.
(g) Hits are counted for holes anywhere in the silhouette.





















Figure 3- M249 Combat Shoot

c. M240 Machine gun teams will conduct the following Combat shoot during dry, blank,  and live fire.  Example and evaluation criteria follows:

(1) TASK: Conduct Machine Gun Team combat shoot
(2) CONDITIONS: Given a weapons squad leader and 3-man gun team, during daylight and during limited visibility, in range uniform (IBA, ACH, BDU, P-mask), a complete M240B weapon system, 300 rounds of ammunition, binoculars, and NVGs.
(3) STANDARD: Team will negotiate the obstacles, tactically occupy all firing positions, engage each target with a maximum of 3 bursts (of 6-to-9 rounds), progress to the next station until told mission complete, and take the gun out of action and ready to move.  Score will be based on time and number of hits on target.  Team will not exceed a time of 5 minutes (day) or 6 minutes (night).  Penalties count against time.  If time is exceeded, team is a No-Go.
(4) Instructions:
(a) The gunner will have a starter belt and the AG and AB will store the remainder of the 300 rounds.
(b) At the sound of the whistle, the team will negotiate the two obstacles.  Ensure that every member completes each obstacle with all equipment.  Once the entire team is complete, they will run across the road and onto the range to Box A.
(c) At Box A, the gunner will load the starter belt and engage the bunker at 300m, firing from the bipod.  Once complete, the gun teams will IMT to Box B.
(d) At Box B, the team will use the provided cover (simulated building corner) and engage the building at 400m firing from the bipod.  Ensure they cover the entire building by traversing across it.  Once complete, the teams will IMT to Box C.
(e) At Box C, the gun team will go to the tripod and at the weapons squad leader’s commands, engage 3 targets at 400-600m.  Between the second and third target, the team will execute a barrel change.
(f) Once the final target is engaged, the gun team will be told, “Out of action” and get ready to move.  Time will stop when all equipment is properly broken down and they are ready to move.
(g) The team will go to the tripod and at the weapons squad leader’s commands, engage 3 targets at 400-600m.  Between the second and third target, the team will execute a barrel change.
(h) Once the final target is engaged, the gun team will be told, “Out of action” and get ready to move.  Time will stop when all equipment is properly broken down and they are ready to move.
(i) The time limit for each target engagement is 15 seconds.
(j) Fire commands must be used for every engagement.
(k) Hits are counted for any holes on the target.
(5) 
(6) 
(7) 
a. 
b. 
c. 
(1) 
(2) 
(3) 
(4) 
(5) Penalties:
(a) Failure to show up with all equipment = +30 seconds
(b) Failure to negotiate any obstacle = +30 seconds
(c) Improper or weak IMT = +5 seconds
(d) Improper use of cover = +5 seconds
(e) Loss of any piece of equipment = +5 seconds
(f) Improper bursts (Too long or short) = +5 seconds
(g) Weak fire commands or no fire commands = +5 seconds
(h) Exceed time limit at firing positions = 1 sec for every sec over
(i) Target without hits = +30 seconds
(j) Minor unsafe act = +5 seconds
(k) Major unsafe act = No-Go
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Figure 4- M240B and M2 Combat Shoot

d. M2 Machine gun teams will conduct the following Combat shoot dry fire, and live fire. Example range concept and evaluation criteria follows:.

(1) TASK: Conduct Machine Gun Team combat shoot
(2) CONDITIONS: Given a weapons squad leader and 3-man gun team, during daylight and during limited visibility, in range uniform (IBA, ACH, BDU, P-mask), a complete M2 weapon system, 600 rounds of ammunition,  binoculars, and NVGs.
(3) STANDARD: Team will negotiate the obstacles, tactically occupy all firing positions, engage each target with a maximum of 3 bursts (of 6-to-9 rounds), progress to the next station until told mission complete, and take the gun out of action and ready to move.  Score will be based on time and number of hits on target.  Team will not exceed a time of 6 minutes (day) or 7 minutes (night).  Penalties count against time.  If time is exceeded, team is a No-Go.  
(4) Instructions:
(a) The gunner will have a starter belt and the AG and AB will store the remainder of the 300 rounds.
(b) At the sound of the whistle, the team will negotiate the two obstacles.  Ensure that every member completes each obstacle with all equipment.  Once the entire team is complete, they will run across the road and onto the range to Box A.
(c) At Box A, the gunner will load the starter belt and engage the bunker at 300m, firing from the tripod.  Once complete, the gun teams will move to Box B.
(d) At Box B, the team will use the provided cover (simulated building corner) and engage the building at 600m firing from the tripod.  Ensure they cover the entire building by traversing across it.  Once complete, the teams will move to Box C.
(e) At Box C, the gun team will go to the tripod and at the weapons squad leader’s commands, engage 3 targets at 600-1000m.  Between the second and third target, the team will execute a barrel change.
(f) Once the final target is engaged, the gun team will be told, “Out of action” and get ready to move.  Time will stop when all equipment is properly broken down and they are ready to move.
(g) The team will go to the tripod and at the weapons squad leader’s commands, engage 3 targets at 600-1000m.  Between the second and third target, the team will execute a barrel change.
(h) Once the final target is engaged, the gun team will be told, “Out of action” and get ready to move.  Time will stop when all equipment is properly broken down and they are ready to move.
(i) The time limit for each target engagement is 15 seconds.
(j) Fire commands must be used for every engagement.
(k) Hits are counted for any holes on the target.
(5) Penalties:
(a) Failure to show up with all equipment = +30 seconds
(b) Failure to negotiate any obstacle = +30 seconds
(c) Improper or weak IMT = +5 seconds
(d) Improper use of cover = +5 seconds
(e) Loss of any piece of equipment = +5 seconds
(f) Improper bursts (Too long or short) = +5 seconds
(g) Weak fire commands or no fire commands = +5 seconds
(h) Exceed time limit at firing positions = 1 sec for every sec over
(i) Target without hits = +30 seconds
(j) Minor unsafe act = +5 seconds
(k) Major unsafe act = No-Go
8. Point of contact for this memorandum is MAJ Mark W. Thompson, G3 Training, at (719) 503-0332 or mark.w.thompson1@conus.army.mil.
  
“STEADFAST AND LOYAL!”




				DAVID G. PERKINS
	 			MG, USA
			 										Commanding

DISTRIBUTION:
A



12

image1.png
M249 LIGHT MACHINE GUN ROLE

IRON SIGHT (Primary Sight) MARKSMANSHIP

Preliminary
Marksmanship

i
10m Zero

10m Record

THERMAL WEAPON SIGHT MARKSMANSHIP

COLLECTIVE MARKSMANSHIP

B EsT2000
. s

Figure 2-3. Operating and Reserve Operating Force Home Station Marksmanship Strategy
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Figure 2-2. Operating and Reserve Operating Force Home Station Marksmanship Strategy
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