Bisley 2001 Matches

Match 28(Modified)
The Fire Team Assessment

500Meter Speed March in 3 minutes

Practice 1 – Initial Contact
	Range
	Henley Park

	Distance
	500 Y

	Position
	Prone Unsupported

	Shots
	55 Rounds into 4 Mags (entire Match)
Rounds (10,  15, 10, 20)

                    Practice (1,2 / 3 / 4 / 5,6)

	Target
	Fig 11

	Timing
	3 Min after Start of speed march

	Score
	 HPS 60

	Start Position
	500 Yard Point

	Special Instructions

5 - Snap
	Prone, Load, watch out

5 exp of Fig 11 tgts of 5 sec with 5 sec intervals.

Targets Fall When Hit

	Actual Score


	


Match 28(Modified)

The Fire Team Assessment

Practice 2 – Fire and Movement
	Range
	Henley Park

	Distance
	400 Y

	Position
	Prone Unsupported

	Shots
	55 Rounds into 4 Mags (entire Match)

Rounds (10,  15, 10, 20)

                    Practice (1,2 / 3 / 4 / 5,6)

	Target
	Fig 11

	Timing
	15 secs after last exp in practice 1

	Score
	HPS 60

	Start Position
	500 Yard Point

	Special Instructions

5 - Snap
	1 sec (No Fire) exp to signal first pair to move forward 35 Yds and lie down, The second pair will move fwd 70yds and lie down, the first pair move onto the firing point followed by the second pair once the first pair is down. 65 sec after flash, 5 exp of fig 11 tgts, 4 sec each with 10 sec intervals.
Tgts Fall When Hit

	Actual Score


	


Match 28(Modified)

The Fire Team Assessment

Practice 3 – Winning The Fire Fight
	Range
	Henley Park

	Distance
	300 Y

	Position
	Prone Unsupported

	Shots
	55 Rounds into 4 Mags (entire Match)

Rounds (10,  15, 10, 20)

                    Practice (1,2 / 3 / 4 / 5,6)

	Target
	Fig 12

	Timing
	15 sec after last exp in Practice 2

	Score
	HPS 60

	Start Position
	400 Yard Point

	Special Instructions

10 - Rapid

5 - Snap
	1 sec (No Fire) exp to signal first pair to move forward 35 Yds and lie down, The second pair will move fwd 70yds and lie down, the first pair move onto the firing point followed by the second pair once the first pair is down. 65 sec after flash, 1 X 20 sec exp (Up and Hold) followed by 5 X 3 sec exp (Fall When Hit) with irregular intervals of Fig 12 tgts. NO more than 10 shots may be fired by each team member at first exp

	Actual Score


	


Match 28(Modified)

The Fire Team Assessment

Practice 4 – Clearing The Position
	Range
	Henley Park

	Distance
	200 Y

	Position
	Kneeling, Squatting, unsupported

	Shots
	55 Rounds into 4 Mags (entire Match)

Rounds (10,  15, 10, 20)

                    Practice (1,2 / 3 / 4 / 5,6)

	Target
	Fig 12

	Timing
	15 sec after last exp in Practice 3

	Score
	HPS 40

	Start Position
	300 Yard Point

	Special Instructions

10 - Snap
	1 sec (No Fire) exp to signal  WHOLE team to run to 200 and watch out. 30 secs after initial exp there will be 10 X 3 sec exp of fig 12 tgts with intervals of 5-10 secs. After last exp, team ordered into fire trenches.

	Actual Score


	


Match 28(Modified)

The Fire Team Assessment

Practice 4 – The Counter Attack


	Range
	Henley Park

	Distance
	200 Y

	Position
	 Standing Supported

	Shots
	55 Rounds into 4 Mags (entire Match)

Rounds (10,  15, 10, 20)

                    Practice (1,2 / 3 / 4 / 5,6)

	Target
	Fig 12

	Timing
	25 Secs after watch out

	Score
	HPS 40

	Start Position
	200 Yard Fire Trench

	Special Instructions

5 – Snap

5 - Rapid
	5 exp of 4 sec of fig 12 with irregular intervals.

Followed by 1 X 10 sec exp which no more than 5 rounds can be fired.

	Actual Score


	


Match 28(Modified)

The Fire Team Assessment

Practice 6 – The Follow Up
	Range
	Henley Park

	Distance
	100 Y

	Position
	Standing, Kneeling or squatting unsupported

	Shots
	55 Rounds into 4 Mags (entire Match)

Rounds (10,  15, 10, 20)

                    Practice (1,2 / 3 / 4 / 5,6)

	Target
	Fig 12

	Timing
	When Ordered

	Score
	HPS 40

	Start Position
	100 Yard

	Special Instructions

5 – Rapid

5 - Snap
	Apply Safety Catches, exit Fire Trench and adopt the standing alert position.

When ordered, advance in alert position.

30y from 100y point, a 1 sec flash(NO Fire), run onto firing point.
20 secs after flash there will be 1 X 10 sec exp during with no more than 5 rnds may be fired, followed by 5 X 3 sec exp (targets fall when hit) at regular intervals

	Actual Score


	


