


Please keep your safety hat on at all times. It’s easy to 
lose sight of the fact that we are playing with live guns 
here.  

 

I hope you all look good, shoot fast and hit the targets.  

 

Here’s some good advice from a couple of old-timers:  

"Shoot first and never miss." - Bat Masterson  

"Whenever you get into a row be sure and not shoot too 

quick. Take time. I’ve known many a feller slip up for shootin' 

in a hurry.  - Wild Bill Hickok.  

 

                             Stranger 



One frontiersman, threatened with a .22 derringer, 

slapped it out of his assailant’s hand and said,     

“If anyone ever shot me with a twenty two… and I 

found out about it, I’d skin him alive!”  



      MATCH RULES AND PROCEDURES 

 

All firearms to be handled ONLY in these designated areas:  

 Marked Safety Area. 

 Load/Unload tables.  

 Firing line with RO present. 

If you need to work on an EMPTY gun, please do it at a designated 

Safety Area. NOT the load/unload tables. 

All SASS safety rules will apply. It is YOUR responsibility to know 

them. Current  rulebook is available for viewing in The Telegraph  

Office. 

All long guns should be carried muzzles up. This is not a hunting 

camp. You are in a crowded civilian range. Please pay careful       

attention to your gun handling OFF the firing line, as well as on. It 

may get a little crowded in here, so please exercise a little extra   

caution. 

Dry firing at the load/unload tables is prohibited.  

Dropped rounds and shells are “dead”. Leave them where they fell, 

even if you have completed the stage. Someone will retrieve them for 

you. It's a muzzle control issue. 

A round over the berm is a Match DQ.  

The shooter is responsible for staging/re-staging their firearms. A 

precariously staged gun that falls is not a prop failure. It is            

considered a dropped gun and a penalty will be applied as per SASS 

rulebook. 

WAIT FOR THE BEEP! Do not try to anticipate it. Repeat offenders 

will earn a Spirit Of The Game penalty (:30 seconds). This is     

cheating by trying to get a head start and RO's will be on the lookout 

for it. 



Shotgun knockdowns must fall to score. Keep shootin'!  

Shotgun make-up shots must be taken immediately. (Before moving 

on to next target). 

Loading the rifle from the body is allowed, but ONLY to make up for an 

ejected round.  

Do not chamber rifle rounds until the gun is pointed downrange. This is 

now a 10 second Minor Safety Violation. 

Once a pistol clears leather & gets cocked, it HAS to be fired.          

(No de-cocking.) 

This is a “No Alibi” match. Once you have hollered the start line or 

made a move for a gun, you are committed and there is no stopping 

until you have completed the stage.  

Several of us put a lot of hours into these matches for YOUR            

entertainment. Please show your appreciation by helping out where 

possible and hustling a little to keep the match moving along, so we 

can all get off the range together at a reasonable hour. There is no 

such thing as "shoot & scoot " in CAS. 



Stage 1- “Prepare to fight on foot”  

10 PISTOL, 10 RIFLE, 5 SHOTGUN 

Rifle and shotgun staged at the loading table  

This oft heard command required 3 out of 4 troopers to leap from their saddles and 

take up a defensive position on the ground, where by more deliberate aim and being 

freed from the management of their horses, a more effective resistance could be put 

up against any rapidly approaching warriors. The 4th trooper remained mounted,  

holding the reins of his comrades. 

 

Starting Position: Standing at the Loading Table holding long guns vertical, butts on 

table, facing the side-berm. 

Start Line:  “Prepare to fight on foot”  

Procedure: At the beep, move to the table at the shooting line, stow the shotgun and 

rifle on table (pointing downrange), pull a pistol and engage: P1,2,2,3,3. Holster it. Pull 

the 2nd pistol and engage: P3,2,2,1,1. Holster it. Grab up yer rifle and engage the R  

targets in a Progressive Sweep from either direction. Return the open and empty rifle 

to the table, come back up with the shotgun and alternate S1 andS2 for 4 shots 

(starting on either one), then engage S3 with one shot. Targets must fall to score.  

Take all guns to unload table and clear. 

 

 

Prepare to 
fight on foot! 
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Stage 2 - Brothers of blood  

10 RIFLE, 4 SHOTGUN, 10 SHOTGUN 

Shotgun staged on the hay-bale  

Ed and Lon Maxwell were getting into gunfights with the law in Wisconsin, Illinois, 

Missouri & Minnesota, leaving several dead lawmen in their dust. The brothers were 

finally run to ground in Nebraska and dragged back to Durand, Wisconsin, where 

they were soon lynched. Prior to the surprise string-party, Ed said: “I believe in     

religion – believe in it hard. But I’d rather have my Winchester.” They went into the 

history books as being the only men wanted for killing 3 lawmen. 

Start Position: Standing at the hay-bale, rifle shouldered and pointing downrange. 

Start line:  “I believe in religion – believe in it hard. But I’d rather have my Winchester”  

Procedure: At the beep, engage R1,2,3,1,2,3,1,2,3,1. Exchange your rifle for the  

shotgun and alternate S1 and S2 for 4 shots, starting on either one. Now for the       

pistols. 1st pistol: P1,2,3,4,4 and then the 2nd pistol: P4,3,2,1,1. Holster ‘em.  

Take all guns to unload table and clear. 
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Stage 3 - Hoodoo Brown 

10 PISTOL, 6 SHOTGUN, 10 RIFLE 

Rifle and shotgun staged in the vertical racks 

On March 2, 1880, Hyman Neill (aka Hoodoo Brown, notorious gangster and local    

Justice of the Peace, Mayor and Coroner) learned that a freighter by the name of 

Mike Kelliher was carrying about $1,000 on his person.  The Las Vegas, New Mexico 

Daily Optic reported… “About four o'clock this morning, Michael Kelliher, in         

company with William Brickley and another man, entered Goodlet & Roberts'       

Saloon and called for drinks. Michael Kelliher appeared to be the leader of the party 

and he, in violation of the law, had a pistol on his person. This was noticed by the 

officers, who came through a rear door, and they requested that Kelliher lay aside 

his revolver. But he refused to do so, remarking,….. "I won't be disarmed, everything 

goes."….. immediately placing his hand on his pistol, no doubt intending to shoot. 

But officer Webb was too quick for him. The man was shot before he had time to use 

his weapon. He was shot three times – once in each breast and once in the head.   

Kelliher had $1,090 on his person when killed.” (Which wound up in Hoodoo’s   

pocket) - Ed. 

Start Position: Standing at the fence, hands on hat brim. 

Start Line:  “I won’t be disarmed – everything goes!" 

Procedure: At the beep, pull pistols as necessary to dump 6 on P1 and 4 on P2. When 

all hoglegs are empty and secured in leather, reach for the scattergun, load and       

engage the 4 shotgun targets once each from left 

to right. Now re-engage S1 and S4 with one shot 

each. Return open and empty shotgun to a rack, 

grab the nearest repeating rifle and engage: 

R1,1,2,2,3 and repeat. (That’s why it’s called a       

repeating rifle!) 

Take all guns to unload table and clear. 
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- Load officers please watch out for a newbie or gamer loading 6 into a pistol -  



Stage 4 - Ed Kelly 

 10 RIFLE, 10 PISTOL, 5 SHOTGUN 

Rifle and shotgun staged on the table  

Remember Robert Ford? He was the one who shot Jesse James (in the back) for  

money. James was living under the name Mr. Howard at the time. Eleven years later 

Ford was telling folks in Creede, Colorado that well known hard-case Ed Kelly had 

stolen a   diamond ring from him. So Ed marches into Ford’s own saloon in Creede 

and hits him in the abdomen with two blasts from a 12 gauge. Kelly was convicted of 

murder, served some time, got released and 4 years later got into a desperate brawl 

with a policeman in Oklahoma City. The policeman managed to get a pistol out and 

killed Kelly right there in the street.  

Start position: Standing at the table, facing UPRANGE, hands on pistols. 

Start Line:  “You’re still the dirty coward who shot Mr. Howard!" 

Procedure: At the beep, turn and grab the rifle from the table. Engage in a               

Diminishing Sweep: R1,2,3,4,1,2,3,1,2,1. Deposit the open and empty rifle on table. Pull 

your 1st pistol and engage: P1,2,3,1,2. Pull the 2nd pistol and repeat. Shotgun now: 

Alternate S1 and S2 for 4 shots, starting on either end. Then, for an OPTIONAL 15     

second bonus… move right with open shotgun, load and engage S3 from the hip. Only 

two shots may be used. Loading on the run is ok. Both 

boots must be in rope box before closing the action. 

Take all guns to unload table and clear.  

"Charity covereth a multitude of sins."  

The Creede, Colorado preacher who    

presided over Bob Ford's funeral, unable 

to think of anything good to say about 

him.  
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Bonus 

Attempt 

- RO’s and spotters, watch out for people shouldering the gun for the bonus -  



Stage 5 - Battle of Big Dry Wash 

10 PISTOL, 9 RIFLE, 4 SHOTGUN 

Shotgun and rifle staged in the vertical racks 

“No. Don’t you do it, Lieutenant! Don’t you do it! There’s lots of Indians over there, and 

they’ll get you, sure.” —-  Young Second Lieutenant Thomas Cruse, lying prone beside the 

famous scout, stopped reloading his Marlin carbine. “Why, Al,” he replied, “You’ve killed 

every one of them.” He had just witnessed scout Al Sieber single- handedly account for no 

less than a dozen hostile Apache warriors with his 1876 Winchester, chambered for the 

powerful .45-75 cartridge. Lt. Cruse had not seen another Indian for several minutes. He was 

certain the entire war party had been wiped out and he was eager to get into the hostiles’ 

camp.  Cruse ordered his ten veteran Sixth Cavalry troopers to charge. Rising from their 

prone position, they charged at the run, covered by heavy fire from Sieber and the other 

troopers, and plunged over the Apaches’ breastworks. Sieber was right! There were lots of 

Apaches still in camp and the troopers were suddenly very busy. Eventually the remaining 

Sixth Cavalry joined them, overrunning the camp and wiping out the Apaches to the last 

man. This hot little skirmish was part of the mission of the Third and Sixth Cavalry in July, 

1882 to capture or kill Na-ti-o-tish, a renegade Apache warrior. Though the hardened Indian 

fighters of the U.S. Cavalry   despised the treatment inflicted on the Apache by Washington 

bureaucrats and the BIA agents, they were bound by orders to follow, apprehend, and    

punish those who had rebelled from the humiliation and deprivation of the reservations.  As 

significant and violent as the Battle of Big Dry Wash was, it was but one of many in the bitter 

conflict between the wild and fierce Apache and the white settlers who were determined to 

have the land the Apache had called home for countless generations. It was the last major 

conflict between the Army and the Apache, though the story of Geronimo had yet to be 

written and the conflict would continue another four years before coming to an end. 

Start Position: Standing at the fence, both hands on pistols. 

Start Line:  “Don’t do it Lieutenant!"  

Procedure: At the beep, draw pistols as necessary to alternate P1 an P2 for 10 shots, 

starting on either end. Next, grab a rifle and engage R1,1,2,2,3,3,1,2,3. Switch the 

open and empty rifle for the shotgun. Load and hit the 4 shotgun targets in any order. 

Take all guns to unload table and clear. 
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Match & Stage Design by The Stranger 

Booklet by Tumbleweed Tom 

Thanks to our Sponsors 
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The Ottawa Valley Marauders are timed by RU Ready Timers  
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