


 

 

 

 

 

 

SASS® 

SINGLE ACTION SHOOTING SOCIETY® 

215 Cowboy Way 

Edgewood, New Mexico 87015 

(877) 411-SASS 

www.sassnet.com 



Hello cowboys and cowgirls. 

On behalf El Posse Grande and everyone that has worked to bring this match 

to you, WELCOME! 

When working to come up with a theme for a match it’s often hard to come 

up with a fresh idea.  Knowing that Hollywood is the leader in bringing re-

makes to us, we thought that we could bring you not just a fresh new theme, 

but one that we might also be able to show those folks out there in movie-land 

a way to bring a new twist to the old box office smashes.  Not only that, but 

there is a real shortage of good westerns being made these days.  By combin-

ing those two thoughts we came up with dozens of good scripts. 

We left lots of ideas on the cutting room floor and are pleased to bring to you 

only those destined for the Academy Awards.  It is our pleasure to present to 

you……. 

SHOULDA BEEN A WESTERN 

 

Cast of Characters   (sometimes referred to as match committee): 

Aravaipa Al  Doc Allan Wood  Morgan James  

Beaver Run Kid  Doc Garrett  Mustang Megs 

Black Hills Barb  Dodge Bill  Ruby Rose Longshot              

Copper Star   Double Shot Dot  Sergeant Hochbauer  

Critter T. Longshot Gutshot Dave  Sodbuster Ed 

Dallas Rose  Jerseytown Kid  Timberland Renegade 

Dances With Toe Shoes Lostrider Calhoun Shop Along Sassy  

 

 

Master of Ceremonies:     Major Spender 

 

Appeals Committee:      Pete Gabriel – Range Master, Hired Gun, Jingles 

Jerr, Timberland Renegade, Doc Allan Wood  

 



Posse System And Scoring Instructions 

The North Mountain Shoot Out will be shot using the split posse method, 

with two posses scheduled to shoot through a stage at a time. (Ex. Posse 

1A and 1B).  One posse will run the stage while the other posse shoots and 

vice versa.  Posse leaders will be responsible for reading the scenario to 

the posse and making sure that all posse members understand the stage 

and its nuances.  They will be responsible for timing the shooters and 

serving as safety officers, physically preventing the shooters from doing 

anything unsafe.   It is NOT the posse leaders' responsibility to count hits 

and misses.  Assignments will be made within the posse to do the scoring, 

supervise the loading and unloading tables, pick brass, and reset targets 

as necessary.  Three posse members will be assigned to count misses and 

look for procedural violations. 

 

Each posse will be given a scoring notebook that is to accompany that 

posse from stage to stage.  Each stage will have its own score sheet.  Each 

shooter will be responsible for verifying the correctness of his/her score 

at each stage.  Runners will be around throughout the shoot to pick up 

score sheets for stages already completed.  Once the scores have been 

submitted to the Match Scorekeeper for data entry, no challenges will be 

allowed.  Final standings will be posted after tabulations are completed 

and will be mailed to all shooters shortly after the event. 

 

There are special people who are authorized to “shoot through”.  When 

they have appropriately identified themselves, please allow them to inte-

grate near the front of your shooting order and complete their competition 

tasks.  There will be special score sheets for “shoot through” competitors.  

These score sheets are the responsibility of the “ shoot through” competi-

tors, not the posse leaders. 

 

Coaching is allowed (and encouraged).  Help your fellow pard shoot a 

clean, procedural free stage.  The schedule assumes there are three min-

utes for each shooter, including moving stage to stage, reading and un-

derstanding the scenario, getting shooters loaded, adjusting props, pick-

ing brass, etc.  Please don’t “Lolly Gag” or we will still be shooting when 

the sun goes down. 

 

 

 



Range Rules 
SASS rules are many.  It is the responsibility of each shooter to be familiar with 

the official SASS rules used by this club.   These rules are in addition to the 

official SASS rules. 

1.  Use common courtesy rule! 

2. Only registered shooters will be allowed to wear firearms or shoot. 

3. All competitors must wear their shooters badge during the shoot. 

4. No one will be allowed to shoot if, in the judgment of the Range Officer, he/

she is impaired. 

5. All shotgun targets are mandatory knockdowns.  They must fall to count as a 

hit.  Shooters may continue shooting until target falls or take the miss. Buckaroos 

and Buckarettes category shooters are exempt from this requirement. 

6. No shotgun may be loaded with more than two shells at a time unless speci   

fied. 

7. All shooters must conform to minimum dress requirements (cowboy boots, 

cowboy hat, jeans, and long sleeve western shirt) during shoot and all events after.   

8. Pistols must be holstered and actions must remain open on rifles and shot-

guns at all times, except when in the designated Safe Area or on the firing line. 

The Safe Area is down below stage 10.  Handguns may be un-holstered and rifle 

actions operated in that area, allowing for firearms to be repaired or shown to 

another shooter.  All firearms in the Safe Area are to be unloaded at all times, and 

no ammo of any kind is to be handled while in that area. 

9. All long guns will be carried with their muzzle skyward. 

10. 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 shoulder, and 

the long gun held in both hands.  

11. All rifles and shotguns will be staged according to the SASS Convention rules; 

that is , the rear of the trigger guard of the firearm will be even with the edge of 

the staging area. On animal type rests, only one firearm may be staged on either 

side.  When returning firearms to these rests, the actions must remain open; there 

is no scabbard rule in effect! 

12. All competitors and spectators must wear eye and ear protection when in the 

shooting area. 

13. All shooters must abide by the decision of the Range Officer. 

14. There is no penalty for holstering a pistol with the hammer down on a spent 

round or empty chamber.  Misses will be scored for rounds not fired. 

15. The primary responsibility for safety resides with YOU the shooter regardless 

of the number of Range Officers.  Shooters are expected to maintain control of 

their firearms at all times. 

16. Any prop shooter is required to ―move to‖ the shooter must be able to touch 

prop with body part (eg. Foot, hand etc.) 



Saturday 

Sunday 

Stage/

Time 
1 2 3 4 5 6 7 8 9 10 

9:00 1 2 3 4 5 6 7 8 9 10 

10:00 2 1 4 3 6 5 8 7 10 9 

11:00 OFF OFF 1 2 3 4 OFF OFF 7 8 

12:00 9 10 2 1 OFF OFF 5 6 8 7 

1:00 10 9 OFF OFF 4 3 6 5 OFF OFF 

2:00 7 8 9 10 1 2 3 4 5 6 

3:00 8 7 10 9 2 1 4 3 6 5 

Stage/

Time 
1 2 3 4 5 6 7 8 9 10 

8:30 5 6 7 8 9 10 1 2 3 4 

9:30 6 5 8 7 10 9 2 1 4 3 

10:30 3 4 5 6 7 8 9 10 1 2 

11:30 4 3 6 5 8 7 10 9 2 1 

SATURDAY IDLE POSSES/TIMES 

11:00 AM   5, 6, 9, 10   

12:00 AM   3, 4   

1:00 PM   1,2,7,8   



Scoring Standards 

Each miss    +5 seconds 

Each bonus   -5 seconds 

Spirit of the Game Penalty                            +30 seconds 

Procedural for: 

             -Not following stage directions          +10 seconds 

             -Minor safety infraction                      +10 seconds 

Did not finish                                                    +999.00 sec. as time for that stage 

Disqualified for stage                                      +999.00 sec. as time for that stage 

Disqualified for match                                     +999.99 sec. as time for that stage 

Appeals: 

Rules not covered here or not covered in the SASS rule book will be decided on a case 

by case basis.  The decision of the RO may be appealed; however, the appeal must be 

made in writing and accompanied by a $50.00 appeal bond.  An Appeal Form may be 

obtained from the RO.  This should be done immediately following the decision in 

question.  The Appeal Committee will discuss the issue and will let the shooter know 

of the outcome the same day that the appeal is made.  If the appeal is upheld, the 

bond will be refunded to the shooter. Please see the following for appeals: 

Hired Gun, Jingles Jerr, Pastor Hanson Steele, Pete Gabriel, or Sodbuster Burt. 

 

Questions/General Info/First Aid 
If you have questions or need general information, please see one of the El Posse 

Grande committee members. 

The general information desk is the bar inside the cowboy clubhouse. 

Ear and eye protection can be obtained there for a nominal fee. 

Lost and found will also be located there. 

 

First responders (ie doctors, nurses, EMTs, and other qualified in first aid) should 

make themselves known to the posse leader and/or match personnel.  These first 

responders will respond to immediate needs.  The ambulance will be call when neces-

sary. 



Schedule of Events 

(Exact Times Subject to Change) 

The following is a tentative schedule of the weekend events.  All 

times are approximate. 

Friday, May 22  

9:00 AM - 4:00 PM Shooters Packet/Door Prize Pickup (Cowboy club-
house) 

8:30 AM   RO 1 & 2 courses at Main Clubhouse 

10:00 AM—2:00 PM  Long Range Side Matches 

12:00 PM - 4:00 PM Side Events 

1:30 PM Wild Bunch Match safety meeting-mandatory for participants. 
Shooting begins at 2pm on Stage  8 

4:00 PM   All ranges close.  Firearms to be put away.  

5:30 - ???  Pot Luck/Dutch Oven dinner at main clubhouse  

Saturday, May 23 

7:00AM    RO walkthrough-ROs only 

7:00 AM - 8:30 AM Shooters Packet/Door Prize Pickup (Cowboy club-
house) 

 8:30 AM    Mandatory Safety Meeting (Stage 1) 

9:00 AM - 5:00 PM Main Stage Shooting (6 stages) 

5:30 PM   All ranges close.  Firearms to be put away. 

6:30 PM - 7:30 PM Banquet at Muncy Valley Fire Hall (buffet style). 

7:30 PM - 8:30 PM Side Match Awards and 50/50 drawing at banquet  

Sunday, May 24 

7:15-7:35 AM -  Cowboy Church located at range #2 under tarp 

8:30 AM - 12:30PM Main Stage Shooting (4 stages) 

1:00 PM - 2:30PM Special event to be announced 

2:30 PM - All ranges close.  Firearms to be put away. 

 3:00 PM - 4:00PM Awards presentation at cowboy clubhouse  



Friday 

10:00 AM to 4:00 PM 
Side Events: 
You may pay for side events one of two ways: 

$15 at the registration desk on Friday, which will allow you to shoot all side events as many 

times as you want. 

$2 per side event. Tickets for individual side events may be purchased at the registration desk. 

You may enter each side event as many times as you like and as time permits.  Your best score 

will count towards winning the event.  There will be men’s and women’s categories for each 

event.  Winners will be announced at the Saturday night banquet. 

At the main club house @ 5:30 PM:  It’s potluck 

 

 

Sunday 

1:00 PM to 2:30PM 

After completion of the main stages on Sunday, there will be a team even on Stage 1.  Further 

instructions will be available at the range.  

 

Scores 

Scoring will be done by the SASS preferred Rank Point System.  Scores will be posted at the end 

of the shoot at the Cowboy Club House on Sunday.  Scores will be emailed and sent via pony 

express to all registered shooters. 

 

Side Matches 

Speed Rifle 

Speed Pistol 

Speed Shotgun 

.22 Rifle 

Mini Match – 3 categories – duelist, traditional & gunfighter 

Wild Bunch Mini Match (all SASS rules apply) 

And other NEW events 



 

 

Main Match Sponsors: 

ENCK’S GUN BARN 

 

 

Enck's Gun Barn specializes in the cowboy action shooting.  As a result we 

carry firearms from Cimarron, EMF, Marlin, Navy, Ruger, Uberti, Taylor, 

Stoeger, Winchester, and Legacy, TTN and US Firearms.  Bob is an avid 

cowboy action shooter and knows the sport very well. His expertise in this 

area will help the new cowboy shooter get started in the sport and the experi-

enced cowboy shooter find what he is looking for. 

 

We carry a small selection of women's clothing for Cowboy Action Shooting. 

We carry Recollections. We will special order from Recollections for your spe-

cial look for any event.  

 

Other accessories include spring kits for all cowboy guns which we sell as kits 

or you can arrange to have them installed by Bob. We have a selection of 

cleaning tools and supplies to make cleanup easier. We have grips for 

Rugers, Colts and Ubertis. Our cowboy ammunition and reloading supplies 

are for all calibers. 



 

 

 
Rugged Gear was established in 1994 as a manufacturer of quality 
hunting and shooting products. Our patented  Rugged Gear Hook 
System securely holds your gear and is incorporated into many of 
our products. Check out our vast array of products that hold or stow 
your hunting/shooting equipment while on the go! Click the photos 
below to see our complete line of products.  In February of 2009 we 
started manufacturing Towtectors a quality brush style, splash 
guard system that protects boats, trailers or anything that you are 
towing from road debris.    

http://www.ruggedgear.com/index.cfm 

 

http://www.ruggedgear.com/index.cfm/page/ptype=results_w/mode=cat_directory/home.htm


 

Welcome to T Star Leather, operated by Brett & Wendy 

Smith.   We are a small business specializing in hand-crafted 

leather goods using the finest of materials.   We use Wickett & 

Craig tooling and bridle leather and other select tanneries for 

our chap, elk and deerskins.   We use solid brass, nickel brass 

and stainless steel hardware whenever possible..  All pieces 

are hand cut and finished, all decorations carved and tooled by 

hand.. We take pleasure in making fine goods that you will be 

proud to use and display for years. 

Guns of the Old West is for the tens of thousands of Americans involved in our fastest 

growing shooting sport, Cowboy Action Shooting, the Old West is alive today as it ever 

was, and especially so in any number of competition shooting matches East and 

West, North and South, where the dress, firearms, daily routine and the match scenar-

ios authentically recall the times of the 1800's with no uncertain affection. Articles 

focus on firearms, wardrobe, holsters, knives and a long list of products. 

Customer Service Number: (888) 226-6228 



 

 

 

 

 

 

 

 
 

 



The Perry County Regulators were started in 
1999 as a committee of the Ickesburg Sports-
men's Association. Our goal is to promote 
Cowboy Action Shooting and the philosophy 
that the sport promotes. We also promote 

safe and responsible firearm ownership and use. We are af-
filiated with the Single Action Shooting Society (SASS) and our 
shoots are conducted using the SASS guidelines and rules. 
We participate in the Perry County Youth Field Day. We man 
a stage where the youth can shoot single action .22 revolvers 
and .22 lever action rifles. What a day!!! Our matches are 
normally on the first Saturday of each month beginning in 
April and ending in November. Registration starts at 
9:00AM with the shooters' safety meeting at 9:45AM.  

http://www.perrycountyregulators.com/ 
 

 

 

Cowboy Match Registration starts at 8:30 AM 

Shooters Meeting starts at 9:30 AM 

Shoots the first Sunday of each month April thru November 

http://toptonfga.org/cowboy.html 

http://sassnet.com/


Desperado Cowboy Bullets, LLC 

2 Port Way 

PO Box 165 

Dayton, WA 99328 
 E-mail: sales@cowboybullets.com   or    
 tech@cowboybullets.com 

www.cowboybullets.com 

 

 Fredericks of deadwood 

Makers of crotchless pantaloons and other fine, frontier       

unmentionables and accessories. 

Dances With Toe Shoes - AKA Karen L. Unger - 

edith419@yahoo.com  

 

Phil Arcade Leather 

Phone:(201) 529-1263 

Email:philarcade@yahoo.com  

 
 

Americast Bullets 

Bullets & Shooters Supplies 
24 Sunny Lane 

Dillsburg, PA. 17019 
717-676-3198 

"Slowpoke John" 
SASS 45304                 

mailto:sales@cowboybullets.com
mailto:tech@cowboybullets.com
mailto:edith419@yahoo.com
mailto:philarcade@yahoo.com
mailto:americastbullet@yahoo.com


Stage 1  
The Cowboy Story   

Story:  The Wells-Fargo Freight Co. was the hub of 

activity in the small pa town. There was a constant 

hum of people coming and going, goods for the farm-

ers, miners, and store keepers. News, stories and gos-

sip was an item that everybody wanted for purchase 

but didn’t have to pay. As gossip goes the rumor got 

out that a “Major Award” was shipped in by a by 

teamster late in the day. The fright office was closed 

so the large create was left outside on the docks for 

the freight master to put in the warehouse in the morn-

ing. This was a “Major Award” and everybody wanted 

it. You are going to have to fight for it! 
 

Ammo: 10 Rifle  10 Pistol  4+ Shotgun 

 

RO/Staging Instructions: 
Rifle staged on either barrel 

Shotgun staged on opposite barrel 

Shooter starts standing at either left or right window 

(A) with both hands on lamp. 

 

Sequence:  When ready, say “This is my major 

award and you can’t have it!” ATB: Move through 

the door and engage the 8 rifle/pistol targets, 5 

rounds on 4 targets on right or left, in any order, no 

double taps; second 5 rounds on the opposite side. 

Make rifle safe. Move to Shotgun and engage all KD 

targets. Make shotgun safe. Move to the end of the 

wall (B) and engage pistol targets same as the rifle . 



Stage 1 
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Stage 2 
The Wizard of Spook Hollow 

Story: While moving your herd of cattle across Kan-

sas to the rail head at the Missouri border, a storm 

brewed up and you got yourself lost. When the storm 

subsided and you could see again you found yourself at 

the edge of a “small” town. Your herd is at the other 

end of town and you must get to them. You find out that 

the town is not as friendly as it appears and the only 

way through town is a yellow dirt road. There’s a little 

trouble behind every building so you have to fight from 

one end of town to the other. 
 

  

Ammo: 10 Rifle  10 Pistol  4+ Shotgun 

 

RO/Staging Instructions: 
Rifle in hands pointed safely down range . 

Shotgun on horse (B) 
 

Sequence:  Shooter starts in front of ice cream par-

lor (A). When ready, shooter says “I don’t think we’re 

in Kansas anymore!” ATB: engage the rifle targets in 

a continuous Nevada sweep from ether end double tap-

ping center target. Make rifle safe, move to horse (B) 

engage shotgun targets to your left. Move to horse (C) 

and engage SG targets on your right. Make SG safe, 

move down the road to horse (D) and engage pistol tar-

gets on your left same as rifle. 



Stage 2 
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Stage 3 
A Gunfight of Their Own 

Story: It’s the turn of the century and the 19 hun-

dreds will  be here soon.  The East is civilized but 

the West is still a little rough in some places but 

there’s a new game being played in the East called 

“Baseball”. It looks like fun so let’s try it in some of 

less civilized towns of the West. 

 

Ammo: 10 Rifle  10 Pistol  4+ Shotgun 

 

RO/Staging Instructions:  
Rifle staged in bat box on right or left side of ticket 

both (B) 

Shotgun staged on opposite side of ticket both in 

bat box (B) 
 

 

Sequence:  Shooter starts in front of door (A) of 

ticket booth in a batters stance with bat in both 

hands. When ready shooter says, “Are you cry-

ing? There’s no crying in a gunfight!” ATB: En-

gage shotgun targets; “Fly balls” must be engaged. 

Misses may be made up on static “Fly ball” targets. 

Make shotgun safe, move to rifle and engage Rifle 

targets shoot in a “homerun” pattern, starting on 

home plate engage targets around for 9 rounds, for 

the 10th round shoot the pitcher. Move to umpire 

(C) and engage pistol targets same as rifle. 



Stage 3 
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Stage 4  
The Barber and the Seven Soiled Doves 

 

Story: “There’s gold in them there hills” the man 

said, “just not enough to go around,” the barber from 

back East found out. The way to make money in a gold 

town is not to mine but get it from the men who dig for 

it. Sell those miners what they want and need “That’s 

how you make money in a mining boom town.” And 

what the miners needed was, Knotty, Sassy, Shoppie, 

Shoulda, Ruby, Spinning, and Dallas. All good things 

must end in time, when the mines played out the min-

ers had no gold to spend.  They may have been out of 

gold but they still wanted their entertainment. 
 

Ammo: 10+ Rifle  10 Pistol  6+ Shotgun 

 

RO/Staging Instructions: 
Rifle and shotgun staged on tub, firearms may be fired 

in any order, but rifle may not be shot last. 

 

 

 

Sequence: Shooter starts in front of window (A) 

holding hose out in front of them with both hands on 

hose. When ready shooter says, “Hi Hose” 

ATB: Move to bathtub and engage firearm of choice, 

Rifle and pistol 1,5,2,4,3 and repeat. Shotgun any     

order. 
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Stage 5 
A Saturday Matinee at the North Mountain Theater 

Story: What a great Saturday at the North Mountain 

Theater. Only ten cents for a double feature; what the 

theater proprietors had for our viewing is the best 

drama and comedy you could ask for and it only cost a 

thin dime. The marquee’ stated the star of the features is 

the one and only “Geriatric Kid”. We all know his great 

films like “The Jurassic Kid”, “Geriatric Gump” and the 

all too great “True Lies”. Who can forget his famous 

lines like, “Life is like a can of beans, you don’t know 

which bean has the fart in it” and “OK, so I lied.” You 

have to get there early there are only a few seats left. 

Don’t be surprised if you have to fight for one and re-

member, Sunday, that’s Sunday only, is a “triple feature” 

Ammo: 10+ Rifle  10 Pistol  4+ Shotgun 

 

RO/Staging Instructions: 
Rifle staged on candy counter 

Shotgun staged on opposite counter 

 

Sequence:  Shooter starts in front of ticket booth with 

ticket in both hands. When ready shooter says, “What 

do you mean you’re sold out?” ATB: Drop ticket and 

move to Rifle or Shotgun and engage: 

 Shotgun: 2 on the left, three on the right 

Rifle: 1,1,2,2,2,4,4,3,3,3 or 4,4,3,3,3,1,1,2,2,2 

Engage Pistols last, same as rifle 



Stage 5 
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Stage 6 
Pennsylvania Pete and the Gallows of Doom 

 

Story:  Poor old Pennsylvania Pete got himself in an-

other bind again. Scrounging around an old Indian bur-

ial ground along the river south of North Mountain for 

Indian artifacts, the local tribe had to explain that the 

remains will remain where he found them. When Penn-

sylvania finds something, he keeps it, and will fight to 

keep it. He found out the hard way when the local tribe 

attacked his river boat while attempting to making his 

escape. 

 

Why does it always have to be snakes? 
 

 

Ammo: 10 Rifle 10 Pistol  6+ Shotgun 

 

RO/Staging Instructions:  
Rifle and Shotgun staged right or left side; only one 

long gun per side.     
 

 

 

Sequence: Shooter starts at the back of the boat 

with hands on railing, when ready shooter says, “Why 

does it always have to be snakes?” ATB: Engage the 

pistol targets in a “Greene” sweep 1,5,2,5,3,5,4,5,5,5. 

Move to Shotgun and engage 2 SG targets, make Shot-

gun safe. Engage rifle targets same as Pistols, make ri-

fle safe and engage the remaining Shotgun targets  
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Stage 7 
Hoe Alone 

Story: A herd of cattle was driven into town early this 

morning. The cowboys from the drive are ready for 

some loving. The problem is, it was a day off for the girls 

at # 7 Muncy Valley Lane. Looking for the most bang for 

their buck the girls headed off to the Baseball game as it 

was rumored that the girls there needed a little help. 

The house is not open for business. The Cowboys did 

not want to hear this so it was up to you to defend it!  

 

Ammo: 10 Rifle  10 Pistol  4+ Shotgun 
 

RO/Staging Instructions:  
Rifle and shotgun staged on bar 

Reset bucket and cowboy  

 

Sequence:  Shooter starts at right or left of building 

with bucket in hands. When ready shooter says , “This 

is my Hoe House and I’m going to defend it!” ATB: 

Let go of bucket and  with rifle engage the “Intruder” 

Knock down target, then engage the 4 rifle KD targets all 

must go down. With any remanding rounds engage rifle 

target 5, Make rifle safe. Move to bed and engage the 4 

SG targets, make shotgun safe on bed move to right or 

left window. Engage pistol targets through the win-

dow:1,3,2,3,3  then move to other window and through 

that window engage pistol targets 6,4,5,4,4. 



Stage 7 

 

 

 

 

 

 

                                              

   

 

 
                                                

 

 

 

 
 

The Golden Poke 
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Stage 8  
 

Cattle slaughtered on the range 

Horses run off 

Family members missing 
Just when you thought the range was safe 

Armadillo 
A North Mountain Production  

 

 
Ammo: 10 Rifle 10 Pistol  4+ Shotgun  

1 Reload 

 

RO/Staging Instructions:  
Shotgun staged on right or left horse (A) 

Rifle staged on wagon (B) 

Bonus must be engaged  
 

Sequence: Shooter starts standing behind wagon 

(B) with hands on wagon. When ready shooter says, 

“We need a bigger wagon!” ATB: Move to shotgun 

and engage the 4 SG targets in any order. Make shot-

gun safe. Engage Rifle targets 1,2,3,4,5,5,4,3,2,1 or 

5,4,3,2,1,1,2,3,4,5  then move to (C) taking rifle with 

you. Make rifle safe and engage pistol targets same as 

rifle. 

Shooter may engage bonus target with ether pistol or 

rifle; bonus must be shot from said position. 

Reload may be shot at the beginning or end of firearm 

sequence.    



Stage 8 
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Stage 9  

Story: Today is the day it’s time to put an end to the 

tyranny that has oppressed the town of Spook Hollow. 

The invaders were held up in the train tunnel at the north 

end of town, which is the only way in and out of town 

with supplies. The one and only way to end the suppres-

sion of these tyrants is to take them on, “Head On.” 

Last night, with the help of other town people the tender 

car was loaded with all the explosives you could muster.  

The train is loaded and you need a conductor to drive 

that load right down their throats. You’ve been thru that 

tunnel before; you are the only person who knows 

where the guards are posted. You are the only one who 

escaped and lived to tell about it. It looks like it’s going 

to be you. Be sure to eliminate as many guards as you 

can to insure that your load is delivered. You might 

make out alive, LOL BTW U MIGHT HAVE 2 SHOOT 

THEM MOR THAN ONCE  THEY’RE TOUGH U NO! 

 

Ammo: 10 Rifle  10 Pistol  4+ Shotgun 

 

RO/Staging Instructions:  
Rifle and shotgun staged safely on train 

Shooter starts standing in train  
 

Sequence:  When ready shooter says, “Hello boys, 

I’m back.” ATB: Shoot the rifle and pistol targets in any 

combination and in any order, putting ONE round on R/P 

1, TWO rounds on R/P2, THREE rounds on R/P3, 4 

rounds on R/P4, Five rounds on R/P 5. With last 5 rounds 

sweep targets from either direction. Make rifle/pistols 

safe and engage SG targets in any order 
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Stage 10 
Acme Firearm 

Story: It was a long rough trip through some unset-

tled and unfriendly territory. Your pards are gone, lost, 

dead, or worse. Your rig is shot up and the greatest 

dangers remain ahead in the next couple of miles. The 

best way to go through this part of the ambush country 

is with your guns locked and cocked, and as fast as pos-

sible. Behind every rock, bush, tree and outhouse could 

be every vicious criminal and gunslinger in the west. 

There are rustlers, hustlers, cutthroats, murderers, 

bounty hunters, desperados, mugs, pugs, nitwits, half-

wits, dim-wits, vipers, snipers, con-men, Indian agents, 

Mexican bandits, muggers, buggers, bushwhackers, 

horse wagglers, horse thieves, bull dikes, train rob-

bers, ass kickers, shit kickers, The Fearsome Foursome, 

and of course, Methodists! 
 

Ammo: 10 Rifle  10 Pistol  6+ Shotgun 

 

RO/Staging Instructions:  
Rifle and shotgun staged on chariot 

 

 

Sequence: Shooter starts standing in chariot with 

reins in both hands. When ready Shooter says, “I feel 

the need for speed!” ATB: drop the reins and engage 

pistol targets 5 rounds on each target, any order. En-

gage rifle target for 10 rounds any order. Engage 6 

Shotgun targets any order.  
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