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 BASIC MODERN ARMY COMBATIVES

Level I Handbook

Level I Training Schedule
Day 1

0800 – 0830
 In-Process- Intro/History Clean mats

0830 – 0900
 Warm up, MACP PT

0930 – 1100
Intro; to Stand up Fighting; Range-Angel-Level/Universal Fight Plan vs. MACP Fight Plan/ Clinching; Mod Seatbelt-Double under hooks- Rear- 50/50-Neck and Bicep-Inside control / Pummel from  Double under hooks,50/50 ,Inside Control, Post, Frame, Hook.                                                                        

1100 – 1130
 Fighters Stance/ Stand in base/ Dominant body positions

1130 – 1200
  Drill  # 1; Escape the Mount Arm, Trap and Roll

1200 – 1230
 Pass the Guard

1230 – 1330
 Lunch

1330 – 1400
 Achieve the Mount from Side Control



 Film 1 (UFC 1 and/or 2)/ lecture on realistic training plan

1400 – 1430
 Shrimp escape / Shrimp drill / Bridge-shrimp (escape the double grapevine)

1430 – 1500
 Escape the Mount practical exercise

1500 – 1530
 Drill # 2; Arm Push and Roll to the Rear Mount

1530 – 1600
 Escape the Rear Mount 

1600 – UTC
 Rolling for dominant position

Day 2

0730 – 0800
 Clean mats

0800 – 0900
 Warm up, MACP PT

0900 – 0930
 Rear Naked Choke

0930 – 1000
 Cross Collar Choke

1000 – 1030
 Bent arm-bar from mount and side control

1030 – 1130
 Straight arm-bar from mount / straight arm-bar from mount drill

1130 – 1300
 Lunch

1300 – 1400
 Warm up and review

1400 – 1430
 Straight arm-bar from guard/ straight arm-bar from guard drill

1430 – 1500
 Sweep from the attempted straight arm-bar

1500 – 1600
 Drill # 3;  (Escape the Mount- Shrimp to Guard) Scissor Sweep 

1600 – UTC
 Rolling with submissions/Intro to Achieve the Clinch drill

Day 3

0730 – 0800
 Clean mats

0800 – 0900
 Achieve the Clinch class (appendix A, Achieve the Clinch  SOP, Clinch against the puncher exercise / close the distance / achieve the clinch / pummel near  side, far side / pummel drill / trapping arm in your armpit)

0900 – 1200
 Achieve the Clinch Exercise 

1200 – 1300
 Lunch

1300 – 1400
 Warm up and review

1400 – 1500
 Film (Current UFC)/ Class Realistic training 

1500 – 1600
 Front take down to the mount, Rear take down to the mount, Guillotine choke

1600 – UTC
 Rolling with Submissions

Day 4

0730 – 0800
 Clean mats

0800 – 0900
 Warm up, MACP PT

 0900--0930
 Warm up and review (pummeling from appendix A)

0930 – 1000
 Inside Control, outside to inside wedge, counter to inside control

1000 – 1100
 Knee strikes (long, up, round) Drill with knee pads if accessible

1100 – 1130
 Pummeling for dominant position

1130 – 1300
 Lunch

1300 – 1330
 Warm up drill 1,2 and 3

1330 – 1430
 Defend Knee Strikes, Hip Check, Pull towards the knee, Pull away from the knee (Drill)

1430 – 1530
 Defend Knee Strikes with Takedowns, Hip Check Turn Down, Tilt the Head, Pull Away from the Knee inside foot Sweep, Pull Towards the Knee inside hook (drill from  neck and bicep)



1530 – UTC
 Post/ Frame/ Hook with knees, elbows, head butts and throw down, front and rear takedown, react to contact front and rear with equipment, Introduction to weapons transition i.e. pistol and knife

Day 5

0730 – 0800
 Clean mats

0800 – 0830
 Review

0830 – 1230
 Level 1 Technique Test/Level 1 written examination 



 (ROTATE CLASS TO LUNCH)



1230 – 1330
 Lunch React to Contact Front and Rear drill     

1330 – 1400
 Introduction to Standard Rules Class

1400 – 1500
 Grappling with Strikes class, knees from side control

1500 – 1530
 Grappling with Strikes exercise 

1530 – 1600
 Lecture on training plans

1600 -  UTC End of course critique/graduation 
The History Modern Army Combatives

In 1995 the Commander of the 2nd Ranger Battalion, LTC Stan McCrystal, ordered a reinvigoration of martial arts training. It didn’t take long for serious problems with the existing program to surface. There was the feeling among the men that the techniques would not work and that it was a waste of valuable training time. 

A committee was formed, headed by SSG Matt Larsen, to develop a program that was more effective. The first step was to examine successful programs from around the world.  What was found is that most of them had one thing in common, one underlying reason that the program was successful.  Countries with an indigenous national program, Korean Tae-Kwon Do, Japanese Judo, Muay Thai in Thailand, would have much easier time developing an effective combatives program. One exception to this rule is Russia. They are one of the few who take an essentially untrained population, and yet have good success in training their soldiers. 

The Russian system of SOMBO was developed specifically for the Military.  SOMBO combines the techniques of Judo and Greco-Roman Wrestling as its foundation.  The feeling was that the success of SOMBO was linked in its similarity to wrestling, making its basic components easier to learn, and less dependent on size and strength.  Another, feature of SOMBO is that it has a competitive component that serves to spur on further training.  However, it also has some distinct problems, not the least of which was that the competitive form has, in the opinion of some, changed the techniques that were emphasized. Nonetheless, the Ranger committee tentatively decided that the new system would be based on grappling.

Realizing that there were not enough SOMBO instructors available, the Rangers began looking for a similar system as a base for their program.  Head coach J. Robinson, of the University of Minnesota wrestling program, himself a former Vietnam Era Ranger came out to evaluate the emerging program and gave some valuable advice. Finally, after looking at many different systems, the Rangers sent several men to train at the Gracie Jiu-Jitsu Academy in Torrance, California. 

The Brazilian Jiu-Jitsu as taught at the Gracie Academy fit almost every aspect of the Military’s needs perfectly. It was easy to learn, had a competitive form, and was proven effective within the arena of hand-to-hand fighting. It did however have some problems. One aspect of Jiu-Jitsu was principally designed for one on one arena fighting, and the other, sportive Jiu-Jitsu, had great potential to change the art into something not oriented toward fighting.   

With actual combat experience as a guide, the Rangers designed a system with Brazilian Jiu-Jitsu as the technical base that was oriented to the needs of the Army. A systematic approach to training emerged, which detailed the techniques that would be taught, and in what order. Rangers would start with the basics of Brazilian Jiu-Jitsu ground fighting, and progress into the throws and takedowns of Judo and Wrestling, and the strikes of Boxing and Muay Thai. All of this could combine with marksmanship and weapons training into a totally integrated system of Close Quarters Combat, henceforth, yielding Rangers who could transition smoothly between ranges of combat, with or without weapons, individually or as a group. 

As the Rangers who were trained in this new system spread throughout the Army, the system spread with them. COL Michael Ferriter who had learned of the system while commanding the 3rd Ranger Battalion later commanded the 11th Infantry Regiment and successfully integrated it into the POIs of Officer Candidate School, the Infantry Officer Basic Course, and the Infantry Captain’s Career Course. He, with the help of now SFC Matt Larsen laid the foundation for the Army’s train the trainer program.  

The program continues to grow. As of January 2002, with the publishing of the new FM3-25.150, it has become official Army doctrine.




Stand-up fighting

Stand-up fighting.  In order to control the action during the standing portion of a fight, you must understand the elements of stand-up fighting. 

I -There are three elements of stand-up fighting. 

They are Range, Angle and Level. 

The fighter who controls these elements will be able to control what techniques are effective in the fight. 

-Range.  

The basic ranges of close Combat are

 Projectile Weapon Range, Striking Range and Grappling Range or Clinching.

· Projectile Weapon Range is outside of the opponents reach. At this range, as long as it is maintained, the only effective attacks are with projectile weapons.

· Striking Range is the range from which striking attacks are possible. It begins from arms length or, in the case of contact weapons, at the length of the weapon.

· Grappling Range begins when you are too close for effective striking. This range is also called the Clinch.

-Angle.   Stepping or shooting “off-line” to improve your angel over your opponent
-Level.  ALWAYS change at the KNEES not waist

FIGHT TACTICS/TRAINING STRATEGY

In order to train soldiers efficiently it is necessary to develop a systematic approach to both fighting and training.  

II-THE UNIVERSAL FIGHT PLAN-

III -MACP FIGHT PLAN-

The three phases of basic fight strategy are:

1.  Close the distance  


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 enemy has the highest probability of victory. When training soldiers, the primary goal should be instilling the courage to close the distance. 

2.  Gain dominant position  

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 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 dominant position and fails, the fighter can simply try again.  If, on the other hand, a finishing technique is attempted from other than dominant position and fails, it will usually mean defeat. The dominant body positions will be introduced in order of precedence. POSITION BEFORE SUBMITTION!!
3.  Finish the fight  

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.

Training should start with ground grappling, which is easier  to learn, and also provides a sound base from which to move to the more difficult standing techniques. Past programs started with techniques that took a very long time to master. The result was almost uniform disillusionment with combatives in general. The material covered in this handbook is considered the baseline knowledge that every soldier should know.

IV- Clinches Dominate Body positions Standing; Modified seatbelt/ Double Underhooks/ Rear/ Inside Control/50-50/Neck and Bicep.

Modified Seatbelt: This should normally be the goal when closing with an 

enemy. It allows for both strong takedowns and strikes.

· -Close the range with the Enemy

· -Turn your head to one side and move your arm over one of his and pull it into your armpit, grasping it at the elbow. 

· At the same time, you should step around the other side and clear his arm by driving your elbow up into his arm pit. 

· Secure your position by grasping him around the waist, continuing to control his far side arm and moving your hips away from him to avoid his attempts to take you down

Double Underhooks High/Low: principally dominant for takedowns and  takedown defense. 

· It is achieved when both of your arms are wrapped around the enemy from the front, 
· Under his arms, with your hands locked together behind his back.
Rear: dominant for takedowns and takedown defense. 

· It is achieved when both of your arms are wrapped around the enemy’s waist from the rear with opposing thumb grip, 
· Your head should be in the lower back of the enemy (stiff neck), low posture
Inside Control: the most dominant position for striking enemy

· Your hands are cupped behind your opponent’s head with your arms inside of his and your elbows tucked into his chest.
50/50:

Neck and Bicep:

V -Introduction to Pummeling.. Once you close the distance and are within grappling range, you must continue to work for Dominance. You do this by “swimming” or Pummeling your arms under your opponent. 

-Drilled facing each other, where each fighter starts with one arm over his opponents and the other one under.  50/50

-The fighter will, at the same time, pummel under the arm that they began over so that the arm position reverses. 

-Do this continually it forms the basic pummeling drill.

-Pummel Double under Hooks, 50/50, Inside Control-

They can also pummel to either the near side, each fighter alternating with only one arm, or the far side where each fighter pummel under the opposite side arm and switches sides.

VI. Post/ Frame/ Hook 

Post         (180*) 

--Non-firing hand forms post on enemy’s chest


--Ensure your “POST” hand is FINGERS down and HIGH on enemy’s chest

 (to protect the over-hand blast). Posted bicep should be protecting face/cheek


Frame       (90*)

--Enemy closes into you, use your non-firing forearm as a frame, 

FINGERS flexed, direct (move) your enemy around

(Enemy Throws hands and knees)

--Enemy Crashes into you; grab the wrist of your Frame arm and use it as a 

  lever to create space.

--Frame can be formed on either side of opponent’s neck

Hook          (breaks 90*)

--From frame pummel non-firing side under hook to control and direct enemy, 

(Your under hook side=have your head in opponents chin)

--Use Hand Check and the Take-Down from Under hook Position

-Enemies Inside Foot In Front of you- FRONT TAKE DOWN

--Pummel to “gable-grip”, your head in close

VII. Warrior Stance The fighter’s stance will allow you to assume a posture toward your enemy that provides for immediate offense and sustain a coherent defense simultaneously.  

· Hands in front of your cheek bones to protect your head and face.  Tuck your chin and look directly beneath your eyebrows.

· Fists are clenched, but relaxed.

· Elbows are close to your body to defend strikes to your ribs.  Your elbows can be brought together to block uppercuts.

·  Weight is evenly distributed on both feet, with the majority of your weight on the balls of your feet, creating a stable base to avoid getting taken down.

·   Light on your feet with knees slightly flexed to allow quick movement in any direction.

WARNING:   NEVER bend over at your waist, as this will allow your enemy to strike your face with uppercuts.

VIII. Stand in Base

· Sit like a fighter

· Post/Shield/Kick

· Knee through the armpit //Assume a fighters stance

IX. Dominate Body Positions (Offence/Defense)

· Rear Mount = “hooks-in”

· Mount = “stabilized, knees high, feet and knees flat on the ground”

· Guard = “control opponent with knees and feet”

· Side Control = hips like staple gun
1. DRILL 1.

1.1 ESCAPE THE MOUNT, ARM TRAP AND ROLL
· Put your elbows in and on the ground

· Trap one of your opponents arms, first hand wraps over his wrist with a thumbless grip, second hand grabs above the elbow notch with thumb on the outside

· Take same side foot as the arm is with the thumb grip and plant it on the ground on the outside of opponents foot 

· Take your opposite side knee and line it up in the center of your opponents spine and both feet flat on the ground

· Thrust upward with your hips and roll him over

2. DRILL 1.2 Pass the Guard

· Establish a good base 

· Take your hands and place them on outside of opponents hip flexors fingers point out

· Turn your fingers inwards and drive your hands to his chin placing your face in the stunum

· Follow arms out to cover his biceps, roll hands back and cup them with a thumbless

· Post one foot up and turn hips

· Release same side grip, take hand with knife edge through opening, Turn head and eyes in the opposite direction

· Place hand on ground and knee on the ground and “sit” back at a 45 degree angle

· Grab his leg just above  hip and pull him onto your lap by straightening your back

· Step up towards the shoulder with outside leg, knee pushing inward

· Reach same side hand across and place thumb inside collar

· Drive knee towards his ear and come around to get perpendicular with him, the back of the knee comes up to his buttocks

· Opposite side hand transfers to the waistline 

· Stack him up, pushing his knees straight over his head until you break the grip of his legs

· Let his legs past your head and assume good side control 

3. DRILL 1.2 Side Control

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

· Control his hip by pinching your backside knee and your other elbow  together 

· Chest to Chest contact

· Leg by his head straight, pushing forward on toe

4. DRILL 1.3 Achieve the Mount

· Take the hand closest to his leg and move it to the back side to control his hips

·  Be aware of his knees and look down

· Sit through facing his legs and place your bottom knee against the hip, spread your legs out to avoid being taken over backwards

· The hand that was securing the hip now controls the legs, push or pull his knees and swing your  back leg up and over the top, to the mounted positions

5. DRILL 2.1 Arm Push and Roll to the Mount

· Your opponent gives you ( George Forman block) to avoid your strikes
· Your going to target the top arm or the one closes to the top of  the head, one hand on the back of the elbow and one hand on the wrist with thumb less grips, push that arm across his body and then capture it with your chest
· Once you capture the arm, the hand on the elbow will go under the neck and secure opponents wrist with a thumb less grip, the hand that was on the wrist will go to his elbow, change your posture to make room so that your opponent can roll
· Use the power of your body and push him with your chest (making sure you don’t go to far over center) using a ratchet motion until his elbows stop him going any more 
· Take your weight off of him and fold his arms underneath him and push him forward on top of it and then sit up, straight arms, hands in the back of collar feet near hips   

6. DRILL 2.2 Escape the Rear Mount

· Once your opponent puts his hooks in you will take one hand over your head and cover your ear, palm facing in, the other hand will go to the arm pit

· Once your opponent reaches in, the hand under the arm pit secures the wrist of your opponents and pushes it away and your other arm wraps around it making a figure four

· Fall to the side you figure four, once your body weight is on that arm you can let go and start to get to your back to the ground

· Push your hips away from your opponent legs, one hand on his hip and the other on his knee, go through his legs until your but clears his legs, inside leg comes through and goes on the ground, knee towards armpit and foot hooking the groin area, opposite leg will come through the middle and your foot will hook the back of his knee

· Top hand reach into far side collar, bottom hand post on ground

· Roll into and gain the mount

7. Rear Naked Choke

· Take your bicep put it along one side of  your opponents neck, take your forearm  and roll it around to the other side of neck, his chin will line up with your elbow

· Tighten choke up and grab your shoulder or arm

· Opposite  hand goes behind the head as if your combing his hair back

· Tuck your head in to avoid getting hit 

· Roll your shoulders back, push chest forward and finish the choke

8. Cross Collar Choke from the Mount and Guard

· Open his collar with  the weak hand to make room to fit your fingers in, insert your fingers in the inside and the thumb in the out side

· Relax your arm so you can reach behind his neck and grasp his collar, second hand  goes under the first arm, same grip fingers in the inside thumb on the out side, reach all the way back until it meets the other hand

· Turn wrist so your palms face you, pull him in to you expand your chest and  rotate shoulders back and take your elbows to your side

· Post head forward on ground

                                 Done from Mount or Guard

9. Bent Arm Bar (Mount and Side Control)

· Your opponent gives you the standard (Boxing) block
· Take both hands, thumbs along side of your hands, with thumb less grips, drive his wrist and elbow to the ground, your elbow will go to the elbow notch
· Your head will go on the back of your hand, to protect your face from strikes, your other hand will go under his elbow and grab your own wrist with thumb less grip
· Drag the back of his hand towards his waistline and lift his elbow back and break his shoulder
10. The Straight Arm Bar from the Mount

· Your opponent gives you straight arms, lean on his arms and decide which arm you are going to break

· One hand goes under the arm and the other goes over the arm your going to break, put your weight on your hands and pop up to the balls of your feet, make sure your posture is up right (butt low)

· Turn away from the arm your going to break, on the balls of your feet, put your hip next to his triceps

· Put all your weight on your hands and on the far side leg so you can take the leg closes to his head and move it around his head, sit on his triceps and slide down his arm like a fireman’s pole, your hips are right next to his shoulder

· 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

DO NOT CROSS YOUR FEET

11. Straight Arm Bar from the Guard
· When you have your opponent in your guard and he gives you straight arms, decide which arm you are going to break

· Reach up and secure his arm at the elbow or above it, with a beer can grip with the opposite hand, palm facing you dig underneath that leg ,grab the back of his thigh

· Open your guard, bring your legs up, curl your back to limit the friction

· Pull with the hand that is on the back of the thigh to spin, bring your head to his knee place the leg over his head and grab it with your leg pull him down, pinch your heels to your butt and knees together

· The hand that was behind his thigh comes out and secures the same wrist that you have secured at the elbow with a thumb grip

· Pull down with your calf and push up with your hips to break his arm

12. Sweep from the Attempted Straight Arm Bar

· Your opponent tucks his head to avoid the arm bar

· With the hand that is behind his thigh, pull his knee as close to your head  as possible

· That’s sets up the angle for your spine to be perpendicular  make sure you maintain the grip on the elbow

· Swing the leg that was suppose to hook his head and swing it in a big circle

· With the leg that is hooked under his arm pit, push it towards his head so you will roll right up in mount 

13. DRILL 3.1 Escape the Mount, Shrimp to the Guard
· You attempt the Arm Trap and Roll, your opponent post his leg out

· The space he created by posting his leg is where you create space with  your elbow, turn to your side facing the posted leg bring  your knee underneath his leg until it comes out, turn to your other hip loop your leg and hook his leg

· Take both hands and push your opponent hips away, bring your other knee up, put your weight on your posted foot, turn your body and face the other way and then put him in your guard

14. DRILL 3.2 Scissor Sweep

· Your opponent is attempting to pass your guard as you control his elbows
· When he posts one of his legs to create space, relax your guard and keep knees tight to hang on your calf and post on your opposite shoulder  to swing your butt out toward his posted leg, at the same time you do that your leg will go across his waist like a belt, your other side leg goes flat, just off the ground
· Hook his hip with your foot , reach up and secure the collar on the opposite side of his posted leg
· Extend your body to take him off his base, you will make a scissoring motion with your legs to sweep him over and come up in mount 
15. Front Take Down

· Step around to the front of him so you can drive off that leg ( just like pushing a tackling dummy)

· Release your grip on the elbow and reach around to the small of his back(one hand on the other both facing down)

· Pull in to him with your hands and at the same time your driving with the back leg, step past him, that will make his back arch over

· Now he’s about to fall, release your grip push your hip against him and ride him over to the mount position 

16. Rear Take Down

· Some times when you achieve the clinch you will end up behind him

· Serve an opposing thumb grip around his waste, and your head in the small of put your opponents back

· Step around the side so your foot is perpendicular to his creating a T with your foot

· With your other foot you scrape the back of the calf and create another T with your foot and his

· Sit down on the opposite heel ( butt low ) to take him down

· Release your grip as your opponent falls to the ground and roll right on top of him in mount  

17. Front Guillotine Choke

· Your opponent shoots in on you and presents his neck to you 
· Channel his head to one of your arm pits slightly sprawl your hips back
· Take your arm and wrap it around his neck, palm facing your body, your other hand reach down and grab your hand again palm facing you
· Make sure you don’t reach around and grab his arm
· Cinch up the choke and sit down to place him  in your guard
· Finish the choke by pushing with your legs and pull with your arms
18. INSIDE CONTROL- NECK & BICEP- 50/50- DOULBLE UNDERS (hi/low)

19. Neck Wrestling-

Inside Control, Arm Weaving (outside to inside wedge
) “Pummeling”

--From a square fighter’s stance, cup your hands over the back of opponents “knowledge knot” hand over hand pulling down (PLUM).

--Your forearms and elbow in tight and controlling your opponent.

--Swim your hands inside of opponent’s arms 1 at a time, (turning your 

body and stepping forward with your lead foot as you do). “Popping”  your shoulder to advance body position, and gain inside control.

DRILL THIS

20 a. Counter to Inside Control

Put your arm over your opponent and extend it


--Extend your arm over your opponent and across his neck, 

(press against his neck/extend fingers and your hand should be grasping opponents trap)

--Open your stance

DRILL THIS AND DEMO OTHER Neck Clinch Defenses//over-to-under; under-to-over;  duck-under arm drag; double elbow lift

21. Knee Strikes

Long, Up, Round



Long Knee, used when there is space between you and your opponent



Thrown straight into or slightly upward

--Secure Inside control, pull opponent to you while driving your knee into enemy’s center of mass



--Thrust your hips forward, while pointing your toes downward

DRILL THIS ACROSS THE MAT= HAND MOTION, same side hand goes down for balance and opposite hand comes up to protect against counter strikes.



Up Knee, is a rising strike (at close range) to head or chest, from front or side



--Secure Inside control, pull opponents head down towards your knee



--Drive the top of your knee into opponent’s head/chest



Round Knee, used from the side into the ribs or thighs

--Secure Inside control, lift your knee at a 90% angle, strike with the inside of your knee

DRILL WITH KNEE PADS

22. Knee Strikes Defense a. b. c. d.e. 

a. Good Posture, best against Long knee or Up knee strikes *from neck and Bicep clinch*

-- it is important to maintain good posture. Head should be up and hips should be close to the enemy’s.

--Cant your hips slightly to avoid being kneed in the crotch.

--Continue to attempt to improve your position by swimming to inside control.

b.. Hand Check, best against Long knee or Up knee strikes *from neck and Bicep clinch*

--hand that was securing the Bicep, releases and places on the same side hip (thumb-up) and tuck

c. Hip Check, best against Round knee strikes

--Good Posture, In Neck and Bicep Clinch, move your hip inside of the knee strike


--catch your opponents inner thigh with your outer thigh


--you are beating the knee strike

d. Pull Towards the Knee, reduces your opponents ability to strike with his knees


--In Neck and Bicep Clinch, as your opponent lifts his leg to knee strike,


pull him towards the leg he is throwing. (snapping motion)

e. Pull Away from the Knee, reduces your opponents ability to strike with his knees 

--as your opponent throws a knee, pull him AWAY from the knee he is striking with

DRILL WITH PUSH/PULL KNEE DEFENSE 

KNEE DEFENSE_TAKE DOWNS a. b. c, d,

a. Hip Check Turn Down, take your opponent off balance by transitioning       all his weight over his “planted” foot.

--Stop opponent’s knee strike with Hip Check

--Turn your opponent in tight circle towards planted foot

--Pull opponent downward

b. Tilt the Head, pull your opponent into BAD posture by tilting his head

-- Secure Inside Control, as your opponent lifts his leg for knee strike

--Tilt (Jerk) his head in the direction of his striking knee

c. Pull Away from the knee, sweep  When in the clinch, an opponent may throw knee strikes. If this occurs, the fighter pulls his opponent away from the strike, steps through, and executes a sweep.

--Stop your opponent's attempted knee strike by pulling away from his knee.

--Step through the space between you and the opponent.

--Execute a sweep with your opposite-side foot  that’s closest to opponents leg that was ALWAYS planted.

d. Pull Toward the Knee- inside hook attack opponent with inside trip

--Stop opponents strike by pulling towards his knee strike

--Sweep opponents striking leg with back of your calf just as opponents leg touches the ground, driving you knee to the ground


Drill from inside control

Introduction to Weapons Transition , Control Retention and Take Away, rifle, pistol and knife.


In a CQB environment, ultimately the winner of the fight is the person that controls the weapon. When weapons are introduced in a confined confrontation, everything changes. The first and most important objective should always be control; take away or retention of the weapon. Retaining your weapon is vital in a hostile close quarter combat situation. If your fight with an enemy goes to the ground, you need to get to side-control or mount for leverage. If the enemy put you in his guard, you do not have as much leverage to take away or keep the weapon. This is one of the most important reasons to train in grappling. Grapplers are weapon retention experts that do not always know it. The instinct to gravitate to a leverage position is PRICELESS. From the Mount or Side-control position you can use your weight to pin and control the enemy’s weapon hand.


In a CQB environment you must be able to maintain control of your weapon and have the skill set to take away your enemy’s weapon, be it a knife, gun or rifle. You must be able to transition from your primary, to your secondary weapon should your primary weapon become to cumbersome to maneuver and effectively be used

 (such as a rifle in the clinch) or if it fails to operate (malfunction). 

--Briefing about wearing of your KIT/Rig— split weapon systems (primary/secondary/auxiliary)

--Rifle and MAGS

--Pistol and MAGS

--Knife (accessible from either hand/securable)

23. Engage Enemy with Primary Weapon and Strikes; 

-- Muzzle Thump: When confronted with non-compliant enemy or potential

 enemy when just outside of contact range.

--Direct a short, sharp, forceful strike with the weapon muzzle at Enemy’s chest.

--Maintain your balance and only become decisively engaged if the enemy attacks.
-- Head Butt; Frequently in close quarters fighting, an potential enemy will

 attempt to gain control of a Soldiers Rifle by grasping it.

--If the enemy grasps the muzzle of your weapon, push it downward. 

--When he is within range, deliver a violent and forceful head butt.

(Use the area of your helmet directly above your temple, as if you had horns)

-- Tug of War. Sometimes an enemy will grasp the end of your muzzle in an attempt to take control of your weapon.
--Step back from your opponent and pull back on your weapon away from the enemy. 

--If he maintains his grasp on the weapon’s muzzle, the weapon’s muzzle will be pointed directly at the enemy’s stomach area as he struggles to maintain his grip.
--Shoot him.

--Head Butt and Tug of War. Each of the preceding techniques may not be 

enough, by themselves. In this case you can combine them.

--Enemy grasps the muzzle of your weapon, push it downward. This will bring him closer to you. When he is within range, deliver a violent head butt with your helmet. 

--When the enemy recoils from the blows, step back from your opponent and pull back on your weapon away from the enemy. The enemy will be pulled forward and lower in his stance if he maintains his grasp on the weapon’s muzzle. Consequently, the weapon’s muzzle will be pointed directly at the enemy’s stomach area as he struggles to maintain his grip.

--Shoot him

--Front Kick. Sometimes you may want to disengage from an enemy who has 

grasped your weapon without shooting them. In this case a front kick can 

sometimes break their grip on your weapon and allow you to disengage.

--Use your rear foot to forcefully kick the enemy off the end of your weapon. 

24. Engage Enemy with Secondary/ Auxiliary Weapons; Pistol/Knife; 

Post/ Frame/ Hook with Knees and Take Downs

--Stabbing Attacks.  

--Stabbing attacks are the most likely to be fatal, although they require more commitment to the attack than other types of attacks. 

--Most effective when targeted around the body’s natural body armor, such as under the rib cage or the front of the neck. 

--Slashing attacks, where there is an attempt to cut the enemy with the blade of the weapon, are seldom fatal but can be useful tactically to create an opening for more decisive attacks. 

--Also help to disengage. 

--In a life and death struggle, people are capable of continuing to fight even after sustaining fatal wounds so it is important to continue to attack until the enemy succumbs and to keep your head in the fight even after it seems to be over. 

THIRD EYE DRILL (using head gear)

a. Without Hands

--Stand face to face with opponent

--Place foreheads together, lean into each other

-- Jostle your heads to gain position on weapon side, move your

  opponent around with your head

b. With Hands

-- Same exercise, now use grip to control opponents wrist

25. Post/ Frame/ Hook with Knees and Take Down

Post         (180*) 

--Non-firing hand forms post on enemy’s chest


--Ensure your “POST” hand is FINGERS down and HIGH on enemy’s chest

 (to protect the over-hand blast). Posted bicep should be protecting face/cheek


Frame       (90*)

--Enemy closes into you, use your non-firing forearm as a frame, 

FINGERS flexed, direct (move) your enemy around

(Enemy Throws hands and knees)

--Enemy Crashes into you; grab the wrist of your Frame arm and use it as a 

  lever to create space.

--Frame can be formed on either side of opponent’s neck

Hook          (breaks 90*)

--From frame pummel non-firing side under hook to control and direct enemy, 

(Your under hook side=have your head in opponents chin)

--Use Hand Check and the Take-Down from Under hook Position

-Enemies Inside Foot In Front of you- FRONT TAKE DOWN

--Pummel to “gable-grip”, your head in close

--Use your trail knee for “knee-bump” down to side control, keep firing 

side away enemy

DRILL KEEPING ENEMY AWAY FROM FIRING SIDE

26. Frame to Frame / Hook to Hook

 (when enemy attacks you on your firing side)

Frame to Frame

--Use your opposite hand to support the wrist of your Frame arm

--Release your wrist, grab enemy’s opposite shoulder w/ free hand

--Switch your stance and establish firing side Frame

Hook to Hook

--As enemy grapples or reaches for your weapon

--Take ½ step towards enemy’s front

--Pummel your opposite arm inside enemy’s arm and establish non-firing 

side Hook

DRILL WITH HEADGEAR AND SIDE-ARM//

EPHISIES PROPER HEAD POSITION

27. Hook Enemy Inside Foot is In front/Behind You- 

KNEE-BUMP/UCHIMATA

--Under hook high into opponents shoulder

--Drive opponent down in direction of your hand

--Step in-side of enemy’s legs

--Calf to calf pressure and drive your leg upward between opponent’s legs,

   shooting your arm downward “punch the ground”

--Go to Knee and Belly or break contact

28. DRILL React to contact Front and Rear with equipment

 (Stripped KIT and Impact reduction suit)

Front-

--Maintain Weapon Retention, Head off line and towards firing side

--Post/Frame/Hook

--Takedown Knee-Bump, Uchimata or Front Takedown

**(IF YOU GO TO GROUND/ Maintain Weapon Retention, FORM THE FRAME Create space with legs (open guard), employ secondary/ auxiliary weapon**

Side- 
--Maintain Weapon Retention/ Post/Frame/Hook

--Takedown Outside trip w/ Rifle, outside hand on weapon, non-firing hand around enemy’s waist, go to knees, hook trail foot, your head in enemy’s stomach and drive to ground, go to dominate body position and finish the fight.

(IF YOU GO TO GROUND/ Maintain Weapon Retention,

FORM THE FRAME Create space with legs (open guard), employ secondary/ auxiliary weapon

Rear-

--Step far side leg back at 90* on your opponent

--Pummle your same side hand underneath for the (hook) position

--Control opponent

--Maintain Weapon Retention

--Takedown Knee-Bump, Uchimata or Front Takedown

(IF YOU GO TO GROUND/ Maintain Weapon Retention, FORM THE FRAME 

Fall forward on firing knee and arm, fall to firing side

--Sit through and PULL “open” guard, or (Roll to Inside Shoulder)

--Form The Frame from the ground

--Draw your Weapon and engage

10 Lesson Training Plan:  These are the 90-minute lesson plans that should be followed 

to train all soldiers in the Basic Combatives tasks of the Modern Army Combatives Program.  

Note:  All lessons should begin with a warm up and finish with an AAR.

Session 1                



Session 2
- Grappling History/Demo/



- Escape the Mount, Trap and Roll 

  Lecture/Safety                                         
- Pass the Guard 

- Stand Up in Base




- Explain Side Control

- Dominant Body Positions    


- Achieve the Mount from Side Control

- Demo 





- Drill #1

Session 3 





Session 4
- Drill #1: Detail: Hand & Knees on Ground       - Drill #1: Detail: Thumb Inside Collar & Choke

- Escape the Mount, Shrimp to the Guard
- Arm Push and Roll to the Rear Mount

- Shrimp, PE 





- Escape the Rear Mount

- Escape the Mount, PE 



- Drill #2

- Pass the Guard, PE 



- Bouts for Dominant Body Position Only

Session 5





Session 6
- Drill #1: Detail: Change Hips


- Drill #1: Detail: Good Posture

- Drill #2: Detail: Thumbless Grip


- Drill #2: Detail: Ratcheting  

- Rear Naked Choke 



- Bent Arm Bar

- Cross Collar Choke from Mount/Guard      
- Straight Arm Bar from Mount

- Bouts for submission by Chokes 

- Bouts for submission

Session 7 





Session 8
- Drill #1: Detail: Head Above Knee

- Drill #1: Detail: Savor the Moment

- Drill #2: Detail: Sitting Up



- Drill #2: Detail: Protect Neck & Control Arm

- Straight Arm Bar from Guard 


- Fighters Stance

- Sweep from the Attempted                               - Close the Gap and achieve the Clinch

  Straight Arm Bar


                      - Bouts for submission

- Scissors Sweep


- Bouts for submission

Session 9 





Session 10




- Drill #1: Detail: Control Hip & Legs

- Drill #1: Practice

- Drill #2: Detail: Proper Feet Position

- Drill #2: Practice  

- Front Takedown to the Mount 


- Review/Demonstrate Combatives Eval

- Rear Takedown 




- Combatives Evaluation 

- Front Guillotine Choke

- Bouts for submission

Combatives Evaluation:  The thirteen core moves of the Modern Army Combatives Program are evaluated during the performance of five tasks. This is designed to emphasize that these moves form the core of a complete system and are not just memorized individual moves. Some tasks simultaneously evaluate both fighters conducting the offensive and defensive moves. 

<div align="center">
PRIVATE
Task Number
Conditions
Standards

1

Basic
The enemy is mounted on the Soldiers chest
1- Fighter uses Escape the Mount, Arm Trap and Roll. 

2- Pass the Guard. 

3- Achieve the Mount from Side Control.
4- Repeat task for 2nd Fighter.

2

Rear Mount
The Soldier is mounted on the enemy’s chest
1-Fighter uses Arm Push and Roll to the    Rear Mount.

2-Establishes Rear Naked Choke.

3-Releases the choke

4-2nd Fighter Escapes the Rear Mount .  5-Repeat task for 2ndFighter.

3

Shrimp

Fighter is Mounted on the Enemy’s chest.
1-Fighter uses Escape the Mount, Shrimp to the Guard.

2-Attacks using the Cross Collar Choke or the Straight Arm Bar from the Guard.
3-Fighter uses Sweep from the Attempted Straight Arm Bar, or the Scissors Sweep enemy if attacks fail.



4

Front Takedown
The Soldier is facing the enemy at approximately ten feet
1-Fighter Achieves the Clinch. 

2-Fighter uses Front Takedown to the Mount on the enemy.

3-Properly applies the Bent Arm Bar or Straight Arm Bar.



5
 Rear Takedown
The Soldier is facing the enemy at approximately ten feet


1-The Soldier Achieves the Clinch and when the enemy turns, goes behind

2- The Soldier uses the Rear Takedown to the Mount

3- Properly applies the Bent Arm Bar or Straight Arm Bar

6

Guillotine
The Enemy attempts a double-leg takedown on the Fighter.
1-Fighter defends takedown attempt with the Front Guillotine Choke.

2-Then Places the Enemy in the Guard.

3-Completes the choke by pulling with his arms and pushing with his legs.

Note: Stand up in the base is evaluated each time the Fighter stands.

Session One: Demonstrations 

Fight scenario demonstration: fighter 1 closes the gap achieves the clinch and takes fighter 2 down, 1 mounts 2, 2 trap and rolls 1, 1 puts 2 in guard, 2 passes guard achieves side control and mounts, 1 shrimp escapes and puts 2 back in guard, 1 scissors sweeps and mounts 2, 2 traps and rolls 1, 1 conducts a straight arm bar from the guard and 2 taps out.  

End of the Lesson Demonstration:  Soldiers want to know how these dominant body positions will put them in a place to finish the enemy: What did I learn today? How is this going to relate to winning a fight?

Demonstrate: Cross Collar Choke, Bent Arm Bar, and Straight Arm Bar from the Mount

Demonstrate: Cross Collar Choke, Straight Arm Bar, and the Sweeps from the Guard

Demonstrate: Rear Naked Choke from the Rear Mount

Demonstrate: Bent Arm Bar, and Mount from Side Control

Note:  Don't do a thorough talk through. State the dominant body position you are in and the name of the finishing move you are going to demonstrate.  Demonstrate the finishing moves and transition on to next dominant body position and the finishing moves available from there. Explain this is where the training is headed and that they will learn these moves in subsequent sessions.

DO THIS AT END OF SESSION.  By presenting this demonstration here, the student can walk away visualizing how each dominant body position can and will lead to a finishing move that they can demonstrate in later sessions where they will bout.

General Competition Information

A look at the history of combatives systems reveals two fundamental mistakes, both of which are related to competition. The first mistake is having no form of competition.  This is generally done due to the misguided thought that the techniques are “too dangerous” to be done competitively. While many techniques are too dangerous to be executed during live competition; there are great benefits to be gained by competing even in a limited set of techniques. The boxer is a better puncher than the traditional martial artist not because of the mechanics of punching but because his technique has been refined in the crucible of competition. The feel for an enemy’s body movement of most high school wrestlers is superior to most traditional martial artists for this very same reason. 


For military units there are many other reasons that a competitive form is useful. The problem of developing a strong unit program is really the problem of how to motivate subordinate unit leaders to emphasize the training. Competitions can be useful for this in several ways. Competitions are also a very good way to encourage the pursuit of excellence in soldiers. 

The other mistake is that once you have decided on a method of competition, training will naturally become focused on winning at competition rather than on winning in combat. Over time, the system changes until it bears only a slight resemblance to the original combat art. This is evident in almost every combatives system. Boxers do not concern themselves with how to defend against takedowns. Wrestlers do not concern themselves with defending against chokes. 


The dilemma then is how to garner the benefits from competition without falling into the trap of a competitive focus. The answer is to have a graduated system of competition rules. In this way there will not be a competitive advantage to training specifically for competitions. Those who do will find themselves unprepared for the additional techniques that are allowed at the next level of competition. This also allows for a very safe subset of techniques to be used at the lower levels without losing the combat focus.


There are three sets of rules governing combatives competition. Other combative sports are also encouraged, however it should be recognized that they sometimes reinforce bad combative habits.

Standard Competitions 

1. Uniform: Soldiers should compete wearing ACUs. For ease in scoring, one soldier may wear a COLORED Belt (Blue/Red).

2. Duration: Matches last six to ten minutes. Specific match duration is decided in advance.  

3. Scoring: Points are awarded to establish good fight habits and emphasize the importance of dominant body position. It is important to remember that submission will end the fight regardless of the score. The point values are:

2 Points---------Take Down: From the standing position, the fighter places his opponent on the ground but fails to gain dominant position. 

3 Points----------Take Down: From the standing position, the fighter places his opponent on his back and gains a position past the guard: side control, mount, knee in the stomach, north-south, etc.

3 Points----------Pass the Guard: From between his opponent's legs, the fighter clears the legs and gains side control or the mount.

3 Points----------Sweep: From the guard position, the fighter changes positions, placing his opponent on his back.

3 Points----------Knee in Chest: From side control, the fighter establishes one knee in his opponent's chest / abdomen and the other knee up and away from him and stabilizes himself.

4 Points----------Mount: The fighter establishes the mount with both knees and feet on the ground.

4 Points----------Back Mount: The fighter establishes the back mount with both feet hooked in position.

1 Point --------Stalling: Planning to use the clock to your advantage.

2 Points--------Passivity: Fighter disengages from the top position, the referee awards two points to the other fighter.

Note: All positions must be stabilized to the judges’ satisfaction to earn points.

4. Judging: Each match has one judge and one score keeper. It is the judge’s responsibility to ensure a safe and fair match. All decisions are final.

5. Illegal Techniques: The following are illegal and dangerous techniques. Their use may result in disqualification:

Strikes of any kind

Twisting knee & ankle locks

Finger techniques

Wrist techniques

Grabbing the fingers

Toe holds

Attacking the groin

Slamming the opponent to pass the guard
6. Tie Breaking: If the score is tied at the end of the allotted time, the match will continue until the next point is scored or deducted.

7. Time limits: Time limits tend to change the type of technique commonly employed. There is however a need to limit the length of matches, especially when conducting a large number of them, for instance in a tournament. It is preferable to have no time limit, the victor decided by submission. If time limits are to be employed, a specific time limit will be decided on in advance, commensurate with the number of fights to be conducted. Another technique is to have a set amount of maximum points, usually fifteen. The first fighter who reaches that limit is the winner. Everyone involved should however keep in mind that a victory by submission is far preferable to a point victory. 
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