HowbDY AND WELCOME

TO THE
UTAH WAR CLUB’S

THUNDER AT BIG SALTY

2011 REGIONAL BLACK

POWDER CHAMPIONSHIP
MAY 26,27 & 28

SALT LAKE CITY
UTAH TERRITOF




A BIG COWBOY THANKS TO OUR
SPONSORS

SCHEDULE OF EVENTS

THURSDAY, MAY 26 — REGISTRATION & SIDE MATCHES

e 8:00 A.M. REGISTRATION OPENS

e 11:00 A.M. SHOOTER’S MEETING — START SIDE MATCHES
e 2:00 P.M. SIDE MATCHES END
[ ]

3:00 P.M. - PLAINSMAN EVENT (EXACT TIME WILL BE POSTED
AT RANGE ON THURSDAY)

FRIDAY, MAY 27 — 5 MAIN MATCH STAGES
e 8:30 A.M. SHOOTER’S MEETING
e LUNCH AVAILABLE FOLLOWING SHOOTING

SATURDAY, MAY 28 — 5 MAIN MATCH STAGES
e 8:30 A.M. SHOOTING STARTS
e LUNCH AVAILABLE AFTER LAST MAIN MATCH STAGE

e BANQUET AND AWARDS CEREMONY AT DIAMOND LIL’S :
6:30 P.M. AT THE RESTAURANT 1528 WEST NORTH TEMPLE, SALT
LAKE CITY, UT.

GENERAL RULES & CONVENTIONS

e BE SAFE — AND HAVE FUN!

e EXCEPT AS SPECIFICALLY NOTED OTHERWISE, ALL SASS RULES APPLY.

e YOU ARE RESPONSIBLE FOR KNOWING AND FOLLOWING ALL SASS
SAFETY RULES.

e ALL KNOCKDOWN SHOTGUN TARGETS MAY BE RE-ENGAGED UNTIL
DOWN.

e ALL KNOCKDOWN TARGETS MUST GO DOWN TO COUNT (EXCEPT
BUCKAROOS). AERIAL TARGETS MUST BE BROKEN IN THE AIR TO COUNT.

e ALL STAGED GUNS SHALL HAVE THEIR BARRELS POINTED STRAIGHT UP
OR SAFELY DOWN RANGE. ALL LONG GUNS STAGED HORIZONTALLY
SHALL BE STAGED LYING FLAT WHERE AT LEAST THE REAR OF THE
TRIGGER GUARD IS ON THE STAGING AREA.

e STAGED SHOTGUNS WILL BE OPEN AND EMPTY.




SHOOTERS MAY NOT START A STAGE WITH AMMUNITION IN HAND OR
TOUCHING AMMUNITION.
LONG GUNS WILL BE DISCARDED OPEN AND EMPTY WITH THE BARRELS
POINTING STRAIGHT UP OR SAFELY DOWN RANGE.
REVOLVERS ARE RETURNED TO LEATHER AFTER THE SHOOTING STRING.
SAFE GUN HANDLING IS THE SHOOTER’S RESPONSIBILITY. THE 170
DEGREE SAFETY RULE IS IN EFFECT. THE BASKETBALL TRAVELING RULE
IS ALSO IN EFFECT WHEN THERE IS A LIVE ROUND UNDER THE HAMMER.
IF NO STARTING POSITION IS GIVEN THE SHOOTER SHALL STAND FULLY
ERECT WITH REVOLVERS HOLSTERED, HANDS AT THE SIDE NOT
TOUCHING ANY FIREARM OR AMMUNITION.
COWBOY PORT ARMS IS DEFINED AS STANDING FULLY ERECT WITH THE
BUTT OF THE LONG GUN AT OR BELOW THE WAIST OF THE SHOOTER, THE
MUZZLE AT OR ABOVE THE SHOULDERS, AND THE LONG GUN HELD WITH
BOTH HANDS, HANDS NOT TOUCHING AMMUNITION.
SPECIFIC WRITTEN STAGE INSTRUCTIONS SUPERSEDE THESE GENERAL
RULES.
FOR ALL SIDE MATCH EVENTS, SCORING WILL BE BASED ON THE NUMBER
OF HITS, WITH TIME AS THE TIE BREAKER.
FOR POSSE EVENTS, SCORING WILL BE BASED ON TOTAL TIME MINUS
PENALTIES FOR ANY MISSES AND PROCEDURALS.
FOR THE MAIN MATCH, FINAL SCORES WILL BE BASED ON TOTAL NET
TIME, NOT RANK POINTS.
PER SASS GUIDELINES, NO RE-SHOOTS WILL BE ALLOWED ON ANY
STAGE AFTER A SHOOTER FIRES THEIR FIRST SHOT, EXCEPT IN THE CASE
OF A PROP FAILURE OR INTERFERENCE BY A RANGE OFFICER.
COACHING SHALL NOT BE CONSIDERED INTERFERENCE.
NOTE FOR BUCKAROOS: KNOCKDOWN TARGETS ARE NOT REQUIRED TO
FALL TO COUNT, BUT MUST BE HIT TO COUNT. IF A KNOCKDOWN TARGET
IS HIT, BUT DOES NOT FALL, AND IS BLOCKING OTHER TARGETS, THEN
PROCEED TO SHOOT THE FIRST TARGET INSTEAD OF THE ONE BEHIND IT.
THIS RULE OVERRIDES THE STAGE INSTRUCTIONS.
ANY APPEALS MUST BE SUBMITTED IN WRITING TO THE MATCH DIRECTOR
WITHIN 4 HOURS OF THE INCIDENT BEING APPEALED. THE MATCH
DIRECTOR WILL PRESENT THE APPEAL TO THE APPEALS COMMITTEE AND
A WRITTEN RESPONSE WILL BE GIVEN TO THE SHOOTER WITHIN 24
HOURS OF SUBMITTING THE APPEAL. PER SASS GUIDELINES, A $20
BOND MUST BE SUBMITTED WITH ANY APPEAL, WHICH IS FORFEITED BY
THE SHOOTER IF THE APPEAL IS DENIED.
SPECIAL NOTE FOR THOSE SHOOTING CAP AND BALL.:
o ANY UNOCCUPIED STAGE EITHER IN FRONT OF YOUR SHOOTING
STAGE OR BEHIND IS CONSIDERED A SAFETY ZONE AND MAY BE
USED FOR SAFELY DISCHARGING YOUR FIREARM IN THE EVENT OF
A MISFIRE CAUSED BY A DEFECTIVE CAP OR ANY OTHER REASON. IT
IS EXPECTED THAT YOU WILL USE EXTREME CAUTION WHILE
PERFORMING THIS ACTION.




IF YOU NEED ANYTHING WHILE YOU’RE HERE, JUST ASK ANY UTAH
WAR CLUB MEMBER OR GET YOUR HANDS ON THE MATCH
DIRECTOR: JUBAL ORIN SACKETT



PLAINSMAN EVENT

1ST OF 3 STAGES
HELD AT THE CEMETERY AT ABOUT 3:00 P.M. THURSDAY (EXACT
START TIME WILL BE POSTED AT THE RANGE ON THURSDAY)
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RIFLE — 4 ROUNDS STORED ON SHOOTER’S PERSON. RIFLE OPEN & EMPTY
STAGED SAFELY ON CENTER TABLE AT FENCE.

SHOTGUN — 4+ ROUNDS ON SHOOTER’S PERSON, WITH SHOTGUN OPEN &
EMPTY AND STAGED SAFELY ON RIGHT TABLE AT FENCE.

PiIsTOL — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS DOWN ON
EMPTY CHAMBERS AND IN HOLSTERS.

SHOOTER STARTS STANDING AT RIFLE HANDS ON HAT.

SAY YOUR LINE: “COME AND GET ME”

AT THE BUZZER, FROM THE TABLE, SHOOTER ENGAGES RIFLE TARGETS R1,
R2, TWICE EACH. SAFELY SECURE OPEN & EMPTY RIFLE.

SHOOTER THEN MOVES TO THE SHOTGUN AND ENGAGES SHOTGUN TARGETS
S1,S2, S3, S4 IN ANY ORDER, BIRD MUST BE HIT IN THE AIR, YOU CAN MAKE UP
THE MISSED BIRD BY SHOOTING THE MAKE-UP TARGET. SAFELY SECURE OPEN
& EMPTY SHOTGUN AND MOVE TO THE CENTER OF THE LEFT FENCE.

SHOOTER THEN WITH FIRST PISTOL ENGAGES PISTOL TARGETS P1, P2, P3, P2,
P1. SHOOTER THEN REPEATS WITH SECOND PISTOL. SAFELY PICK UP ALL
GUNS AND MOVE TO THE UNLOADING TABLE.



PLAINSMAN EVENT
2ND OF 3 STAGES

“‘

!
+ os
| OO

load unload

QT
Qg

Big Salty

RIFLE — 6 ROUNDS ON SHOOTER’S PERSON. RIFLE OPEN & EMPTY, STAGED AT
TABLE ON RIGHT SIDE FENCE.

PIsTOL — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS DOWN ON
EMPTY CHAMBERS AND IN HOLSTERS.

SHOTGUN — 3+ ROUNDS ON SHOOTER’S PERSON. SHOTGUN STAGED OPEN &
EMPTY ON TABLE AT RIGHT SIDE FENCE.

SHOOTER STARTS STANDING AT RIGHT SIDE FENCE. HANDS AT SURRENDER
POSITION: (SHOULDER HEIGHT OR ABOVE).

SAY YOUR LINE: “l AIN’'T GIVIN’ UP”

AT THE BUZZER, SHOOTER PICKS UP THE SHOTGUN AND ENGAGES THE
THREE SHOTGUN TARGETS, MUST GO DOWN, REPLACE SHOTGUN AND PICK UP
THE RIFLE AND MOVE TO THE CENTER TABLE.

SHOOTER THEN WITH THE RIFLE DOUBLE TAPS THE THREE RIFLE TARGETS IN
ANY ORDER. REPLACE RIFLE OPEN AND EMPTY ON THE CENTER TABLE AND
MOVE TO THE CENTER OF THE LEFT FENCE; WITH THE PISTOLS, ENGAGE THE
PISTOL TARGETS IN A 2-1-2 SWEEP: P1, P1, P2, P3, P3, AND REPEAT WITH THE
SECOND PISTOL.

PICK UP ALL GUNS AND MOVE TO THE UNLOADING TABLE.



PLAINSMAN EVENT
3RD OF 3 STAGES
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RIFLE— S ROUNDS STORED ON SHOOTER’S PERSON. RIFLE HELD EMPTY &
ACTION OPEN AT PORT ARMS WITH SHOOTER AT CENTER TABLE.

SHOTGUN — 2+ ROUNDS ON SHOOTER’S PERSON. SHOTGUN OPEN & EMPTY,
STAGED AT THE CENTER TABLE.

PiIsTOL — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS DOWN ON
EMPTY CHAMBERS AND IN HOLSTERS.

SHOOTER STARTS STANDING AT THE LEFT SIDE FENCE WITH HANDS ON
PISTOLS.

SAY YOUR LINE: “DEAD OR ALIVE, WHO CARES?”

AT THE BUZZER, SHOOTER ENGAGES PISTOL TARGETS P1, P2, P2, P2, P3,
HOLSTER AND REPEAT WITH SECOND PISTOL. MOVE TO THE CENTER TABLE
AND PICK UP THE RIFLE.

SHOOTER THEN WITH THE RIFLE ENGAGES THE RIFLE TARGET 5 TIMES. SAFELY
SECURE OPEN & EMPTY RIFLE ON TABLE AND MOVE TO THE RIGHT TABLE AND
PICK UP THE SHOTGUN.

SHOOTER THEN ENGAGES THE TWO SHOTGUN TARGETS, MUST GO DOWN.

PICK UP ALL GUNS AND MOVE TO THE UNLOADING TABLE.



DERRINGER & POCKET PISTOL

SIDE MATCHES
HELD AT STAGE 3 ./ THE SALOON
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NOTE: SHOOTERS ARE ALLOWED ONLY ONE CHANCE TO SHOOT
EACH SIDE MATCH. ABSOLUTELY NO ON-STAGE WARM-UPS OR
PRACTICE ROUNDS ARE ALLOWED.

THESE ARE TWO SEPARATE SIDE MATCHES

DERRINGER — 2 ROUNDS LOADED, HAMMER DOWN AND HELD IN
HAND BARREL TIP TOUCHING TABLE.

AT THE BUZZER, RAISES THE DERRINGER AND ENGAGES PISTOL
TARGET P1 TWO TIMES.

POCKET PISTOL — 4 ROUNDS LOADED, HAMMER DOWN ON AN
EMPTY CHAMBER AND STAGED ON THE TABLE. SHOOTER STARTS
SITTING AT THE TABLE, BOTH HANDS HOLDING PISTOL BARREL TIP
TOUCHING TABLE.

AT THE BUZZER, SHOOTER ENGAGES PISTOL TARGET P2 FOUR
TIMES.



LONG RANGE RIFLE

(SINGLE SHOT & RIFLE CAL.)
SIDE MATCHES

load unload

NOTE: SHOOTERS ARE ALLOWED ONLY ONE CHANCE TO SHOOT EACH SIDE
MATCH. EVEN THOUGH THE DISTANCE IS RELATIVELY SHORT THE TARGETS
WILL BE SMALL TO SIMULATE DISTANCE. THESE LONG-RANGE EVENTS MAY BE
SHOT ANY STYLE (I.E., STANDING, SITTING, PRONE, OR WITH SHOOTING STICKS).
BEFORE THE BUZZER, SHOOTER IS ALLOWED ONE SIGHT-IN SHOT FOR EACH OF
THESE TWO EVENTS. EVENT WILL BE SCORED WITH THE WINNER BEING THE
SHOOTER WHO HITS ALL TARGETS IN THE LEAST AMOUNT OF TIME WITHIN THE
TWO MINUTE TIME LIMIT. IF NO ONE HITS ALL TARGETS THEN MATCH IS SCORED
MOST TARGETS HIT, TIME, MINUS MISSES.

THESE ARE TWO SEPARATE SIDE MATCHES

TIME LIMIT FOR EACH EVENT IS 2 MINUTES

RIFLE CALIBER LEVER-ACTION RIFLE — 5 ROUNDS TOTAL. 5 ROUNDS LOADED
WITH HAMMER DOWN ON AN EMPTY CHAMBER AND HELD IN SHOOTING
POSITION.

SHOOTER STARTS IN SHOOTING POSITION OF CHOICE, HAMMER DOWN ON AN
EMPTY CHAMBER, ACTION CLOSED. AT THE BUZZER SHOOTER ENGAGES
RIFLE TARGET R1, 5 TIMES.

SINGLE-SHOT RIFLE — 6 ROUNDS TOTAL. 6 ROUNDS STORED CONVENIENT TO
SHOOTER, NOT IN OR ON GUN. RIFLE HELD WITH BOTH HANDS AND UNLOADED.
SHOOTER STARTS IN SHOOTING POSITION. AT THE BUZZER: SHOOTER LOADS
THE RIFLE AND ENGAGES RIFLE TARGET R2, 6 TIMES.




MAIN MATCH STAGES
(ADDITIONAL IMPORTANT INFORMATION)

LUNCHES WILL BE AVAILABLE AT THE RANGE ON FRIDAY &
SATURDAY AFTER COMPLETING THE MAIN MATCH STAGES FOR
EACH DAY.

FOR YOUR HEALTH — THIS IS THE DESERT AND YOU WILL GET
DEHYDRATED IF YOU DO NOT DRINK PLENTY OF FLUIDS. A SYMPTOM
OF DEHYDRATION IS LACK OF CONCENTRATION, SO TO SHOOT YOUR
BEST, DRINK UP. WATER AND OTHER REFRESHMENTS ARE
PROVIDED — STAY HYDRATED, STAY ALERT, STAY SAFE.

WHEN PAINTED CIRCLES ARE PROVIDED TO DEFINE A PLACE TO
SHOOT FROM, SHOOTERS MUST KEEP AT LEAST ONE FOOT IN THAT
CIRCLE WHILE SHOOTING. IF THE SHOOTER STARTS STANDING IN A
PAINTED CIRCLE THEN BOTH FEET MUST BE WITHIN THE CIRCLE
UNTIL THE BUZZER.

SASS DEFINES PORT ARMS AS STANDING FULLY ERECTWITH THE
BUTT OF THE LONG GUN AT OR BELOW THE WAIST OF THE SHOOTER,
THE MUZZLE AT OR ABOVE THE SHOULDER, AND THE LONG GUN
HELD WITH BOTH HANDS, HANDS NOT TOUCHING AMMUNITION.

ALL LONG GUNS STAGED HORIZONTALLY SHALL BE STAGED LYING
FLAT WHERE AT LEAST THE REAR OF THE TRIGGER GUARD IS ON
THE STAGING AREA.

BE SAFE — HAVE FUN!



STAGE 1 - MAIN MATCH
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SHOTGUN — 4+ ROUNDS, EMPTY AND ACTION OPEN, STAGED ON TABLE
AT BACK OF CHURCH

RIFLE— 10 ROUNDS LOADED, HAMMER DOWN ON AN EMPTY CHAMBER
AND STAGED ON TABLE AT BACK OF CHURCH.

PisToLs — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.

SHOOTER STARTS STANDING AT FRONT DOOR HANDS ON DOOR
FRAME.

SAY YOUR LINE: “QUIET PLEASE, OK PREACHER”

AT THE BUZZER SHOOTER MOVES TO THE BACK WALL AND
ENGAGES THE 4 SHOTGUN TARGETS IN ANY ORDER. REPLACE
OPEN & EMPTY SHOTGUN.

SHOOTER THEN PICKS UP THE RIFLE AND ENGAGES THE TARGETS IN
A RATTLERSWEEP: T1,T1,T2,T3,T4, T2, T3, T4, TS, TS.
REPLACE OPEN & EMPTY RIFLE.

SHOOTER THEN WITH THE PISTOLS FROM THE SAME POSITION AS

THE RIFLE ENGAGES SAME AS THE RIFLE. MOVE TO THE UNLOADING
TABLE.
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STAGE 2 - MAIN MATCH

THE BANK
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RIFLE— 10 ROUNDS LOADED, HAMMER DOWN ON AN EMPTY CHAMBER
AND STAGED IN LEFT WINDOW.

PIsToLs — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.

SHOTGUN — 2+ ROUNDS, EMPTY AND ACTION OPEN, STAGED IN LEFT
WINDOW.

SHOOTER STARTS STANDING AT LEFT WINDOW WITH HANDS
TOUCHING WINDOW FRAME.

SAY YOUR LINE: “I’LL TAKE THE MONEY”

AT THE BUZZER SHOOTER ENGAGES RIFLE TARGETS (R1, R2, R2,
R3, R3, R3, R4, R4, R4, R4). SAFELY REPLACE OPEN & EMPTY
RIFLE. FROM THE SAME POSITION (LEFT WINDOW):

SHOOTER THEN ENGAGES THE SHOTGUN TARGETS, ALL MUST GO
DOWN.

SHOOTER THEN MOVES TO THE RIGHT WINDOW AND ENGAGES THE
PISTOL TARGETSIN A 2,1, 2 SWEEP: P1, P1, P2, P3, P3, REPEAT
WITH SECOND PISTOL. SAFELY MOVE TO THE UNLOADING TABLE.
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STAGE 3 - MAIN MATCH

SALOON
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SHOTGUN — 2+ ROUNDS, EMPTY & ACTION OPEN, STAGED ON TABLE AT
RIGHT WINDOW.

RIFLE— 10 ROUNDS LOADED, HAMMER DOWN ON AN EMPTY CHAMBER
AND STAGED ON LEFT WINDOW TABLE.

PisToLs — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.

SHOOTER STARTS STANDING FULLY ERECT AT RIGHT OR LEFT WINDOW,
SHOOTERS CHOICE, WITH HANDS ON SIDES OF THE WINDOW.

SAY YOUR LINE: “SET EM’ UP BARKEEP”

AT THE BUZZER SHOOTER IF STARTING WITH THE SHOTGUN ENGAGES
SHOTGUN TARGETS (KNOCK DOWN & POPPER). A MISS ON THE POPPER MAY BE
MADE UP BY HITTING THE ALTERNATE TARGET ONLY IF YOU MISS THE POPPER.
SAFELY REPLACE OPEN & EMPTY SHOTGUN.

ENGAGE THE PISTOL TARGETS IN A CONTINUOUS ALTERNATING SWEEP
STARTING EITHER END.

SHOOTER FROM THE LEFT WINDOW AND ENGAGES TARGETS WITH RIFLE, SAME

AS WITH THE PISTOL IN A CONTINUOUS ALTERNATING SWEEP. PICK UP ALL
GUNS AND MOVE TO THE UNLOADING TABLE.
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STAGE 4 - MAIN MATCH
MINE TUNNEL
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PIsToLs — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.

RIFLE — 9 ROUNDS LOADED, HAMMER DOWN ON AN EMPTY CHAMBER
AND STAGED ON TABLE AT EXIT TO MINE TUNNEL.

SHOTGUN — 2+ ROUNDS, EMPTY AND ACTION OPEN, STAGED ON TABLE.

SHOOTER STARTS STANDING AT TABLE SHOTGUN AT PORT ARMS.

SAY YOUR LINE: “l AIN’T NO MINER”

AT THE BUZZER, WITH THE SHOTGUN ENGAGE THE 2 SHOTGUN TARGETS IN
ANY ORDER. REPLACE ON TABLE AND DRAW FIRST PISTOL(S).

WITH THE PISTOLS: ENGAGE THE PISTOL TARGETS IN A DOUBLE TAP NEVADA
SWEEP, (1sTPIsTOL) P1, P1, P2, P2, P3, (2N° pisTOL) P3, P2, P2, P1, P1.
HOLSTER AND ENTER MINE TUNNEL.

SHOOTER THEN FROM END OF MINE TUNNEL PICKS UP THE RIFLE AND
ENGAGES RIFLE TARGETS FROM ANY POSITION IN A CONTINUOUS DOUBLE TAP
NEVADA SWEEP SAME AS THE PISTOLS.

PICK UP ALL GUNS AND MOVE TO THE UNLOADING TABLE
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STAGE 5- MAIN MATCH

THE RAILROAD
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RIFLE— 10 ROUNDS LOADED, HAMMER DOWN ON AN EMPTY CHAMBER
AND STAGED ON TABLE.

PIsToLs — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.
Q SHOTGUN — 4+ ROUNDS, EMPTY AND ACTION OPEN, STAGED ON TABLE.

SHOOTER STARTS STANDING AT TABLE, HANDS HELD AT SIDES.

SAY YOUR LINE: “HERE COMES THE TRAIN BOYS”

AT THE BUZZER, ENGAGE RIFLE TARGETS RIGHT TO LEFT: (R3, R3,
R3,R2,R2,R2,R1,R1,R1, R2). SAFELY SECURE OPEN & EMPTY
RIFLE.

SHOOTER THEN ENGAGES PISTOL TARGETS RIGHT TO LEFT: (157
PIsTOL) P3, P3, P3, P2, P2, (2N pisTOL) P2, P1, P1, P1, P2.

SHOOTER THEN ENGAGES THE 4 SHOTGUN TARGETS IN ANY ORDER.

NOTE: ALL FIREARMS MUST BE SHOT FROM BEHIND THE TABLE.
SAFELY MOVE TO THE UNLOADING TABLE.

14



STAGE 6 - MAIN MATCH

FREIGHT OFFICE
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PIsTOoLS — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.

RIFLE — 9 ROUNDS LOADED, HAMMER DOWN ON AN EMPTY CHAMBER
AND STAGED ON TABLE IN DOORWAY.

SHOTGUN — 3+ ROUNDS, EMPTY AND ACTION OPEN, STAGED ON
WINDOW TABLE ON RIGHT.

SHOOTER STARTS STANDING AT THE LEFT WINDOW, BOTH HANDS ON TABLE.

SAY YOUR LINE: “I’M HERE FOR THE FREIGHT”

AT THE BUZZER, FROM LEFT WINDOW SHOOTER ENGAGES PISTOL TARGETS AS
FoLLows:(1sT PisTOL) P1, P3, P1, P3, P2, (2N° PISTOL) REPEAT, OR YOU MAY
START ON P3 AND DO THE REVERSE. HOLSTER AND MOVE TO DOORWAY.

SHOOTER THEN FROM THE DOORWAY ENGAGES RIFLE TARGETS IN A
CONTINUOUS TOP TO BOTTOM OR BOTTOM TO TOP SWEEP. REPLACE OPEN AND
EMPTY RIFLE ON THE TABLE AND MOVE TO THE SHOTGUN.

SHOOTER FROM THE RIGHT WINDOW WITH THE SHOTGUN ENGAGES THE

SHOTGUN TARGETS S1, S2, S3, S2, THE KNOCK DOWNS MUST GO DOWN AND
THE STATIONARY TARGET MUST BE CLEARLY HIT. MOVE TO UNLOADING TABLE.
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STAGE 7 - MAIN MATCH
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PisToLs — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.

RIFLE— 10 ROUNDS LOADED, HAMMER DOWN ON EMPTY CHAMBER,
AND STAGED INSIDE THE STAGE.

SHOTGUN — 4+ ROUNDS MORE OR LESS, EMPTY AND ACTION OPEN,
STAGED INSIDE THE STAGE.

SHOOTER STARTS SITTING IN THE STAGE HANDS ON KNEES.

SAY YOUR LINE: “l THINK IT’S A HOLD UP”

AT THE BUZZER SHOOTER MAY ENGAGE TARGETS STARTING WITH
WHICHEVER GUN THEY CHOOSE AND FROM ANY POSITION WITHIN
THE STAGE. PISTOL TARGETS ARE SHOT AS FOLLOWS: (1sT PISTOL)
P1,P1, P2, P2, P1, (2~0 PISTOL) P2, P2, P1, P1, P2.

SHOOTER THEN ENGAGES RIFLE TARGETS SAME AS THE PISTOL.
(R1,R1,R2,R2,R1,R2,R2,R1,R1, R2). REPLACE OPEN &
EMPTY RIFLE.

SHOOTER THEN ENGAGES SHOTGUN TARGETS S1 THRU S4 IN ANY
ORDER. MOVE TO THE UNLOADING TABLE.
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STAGE 8 - MAIN MATCH

JAIL
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SHOTGUN — 4+ ROUNDS, EMPTY AND ACTION OPEN, HELD PORT ARMS
AT RIGHT WINDOW.

RIFLE— 10 ROUNDS LOADED, HAMMER DOWN ON AN EMPTY CHAMBER
AND STAGED ON TABLE IN DOORWAY.

PisToLs — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.

SHOOTER STARTS STANDING AT THE RIGHT WINDOW, SHOTGUN
PORT ARMS.
SAY YOUR LINE: “HEY SHERIFF, LET ME OUT”

AT THE BUZZER SHOOTER THROUGH THE WINDOW BARS ENGAGES
SHOTGUN TARGETS S1 THRU S4 IN ANY ORDER, MUST GO DOWN.
MOVE TO THE DOORWAY TABLE AND PLACE OPEN & EMPTY
SHOTGUN ON THE TABLE. PICK UP THE RIFLE.

SHOOTER THEN FROM THE DOORWAY AND ENGAGES TARGETS
THROUGH THE DOORWAY WITH RIFLE (T1, T2, T3, T4, T5,T1, T2,
T3, T4, T5). REPLACE OPEN & EMPTY RIFLE ON TABLE INSIDE
DOOR ON THE RIGHT. SHOOTER THEN MOVES DOWNRANGE TO
CAMPFIRE AND ENGAGES TARGETS WITH PISTOLS, 15T PISTOL.:
T1,T2,T3,T4, TS, (2N PIsTOL) T1, T2, T3, T4, TS5. MOVE TO THE
UNLOADING TABLE.
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STAGE 9 - MAIN MATCH

BIRDS IN THE AIR/ CEMETERY
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RIFLE — 10 ROUNDS LOADED, HAMMER DOWN ON AN EMPTY CHAMBER
AND STAGED ON TABLE AT CEMETERY ENTRANCE.

PisToLs — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.

SHOTGUN — 2+ ROUNDS, EMPTY AND ACTION OPEN, STAGED ON TABLE
AT RIGHT SIDE FENCE.

SHOOTER STARTS STANDING AT THE RIGHT TABLE OR LEFT SIDE
FENCE, HANDS TOUCHING FENCE AT MARKED AREA, SHOOTERS
CHOICE.

SAY YOUR LINE: “SOMETHING STINKS”

AT THE BUZZER SHOOTER ENGAGES TARGETS OF CHOICE. PISTOL
TARGETS (15" PiIsTOL) P1, P1, P1, P2, P2, (2N pisTOL) P2, P2, P3,
P3, P3, HOLSTER.

ENGAGE THE RIFLE TARGETS SAME AS THE PISTOL.

ENGAGE THE SHOTGUN KNOCK DOWN AND BIRD, TO AVOID A MISS
THE ALTERNATE SHOTGUN TARGET MAY BE ENGAGED ONLY IF YOU
MISS THE CAN. MOVE TO THE UNLOADING TABLE.
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STAGE 10- MAIN MATCH

THE OUTHOUSE
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RIFLE— 10 ROUNDS LOADED, HAMMER DOWN ON AN EMPTY CHAMBER
AND STAGED ON TABLE OUTSIDE THE OUTHOUSE.

PIsToLs — 10 ROUNDS LOADED, 5 ROUNDS EACH, WITH HAMMERS
DOWN ON EMPTY CHAMBERS AND IN HOLSTERS.

SHOTGUN — 4+ ROUNDS, EMPTY AND ACTION OPEN, STAGED ON TABLE
OUTSIDE THE OUTHOUSE.

SHOOTER STARTS SITTING IN THE OUTHOUSE

SAY YOUR LINE: “WHAT’S THAT SMELL?”

AT THE BUZZER, SHOOTER EXITS THE OUTHOUSE, MOVES TO THE
TABLE AND ENGAGES THE RIFLE TARGETS INSIDE oUT: (R2, R1, R1,
R3,R3,R2,R1,R1, R3, R3). SAFELY SECURE OPEN & EMPTY
RIFLE.

SHOOTER THEN ENGAGES PISTOL TARGETS SAME AS RIFLE: (1sT
PisTOL) P2, P1, P1, P3, P3, 2N pisTOL) P2, P1, P1, P3, P3.

SHOOTER THEN ENGAGES THE 4 SHOTGUN TARGETS IN ANY ORDER.

MOVE TO THE UNLOADING TABLE

19



