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Welcome to the final Ottawa Valley Marauders  

Cow-boy Action Shooting match for 2016. 

Please see the safety brief, as there are some new 

things in it. 

That was a heck of a season folks. Starting with 

wearing a Hawaiian Lei on a whaling ship in April, 

to a whole day of historically correct stages in 

May, through a day of flat-out silliness in June, 

back to the history books for Women at War in   

August and a spoof of Scarface in September. 

By now, some of us have shot close to 80 stages! 

Look good, shoot fast, hit the targets. 

Stranger 



MATCH RULES AND PROCEDURES 
 

 

 All firearms to be handled ONLY in designated areas:  

 1.  Case/Uncase table 

 2.  Load/unload tables  

 3. Firing line with RO present 

 If you need to work on an EMPTY gun, please do it at a designated Safety Area, like the case/uncase table. Not 
the load/Unload tables. NO AMMO ALLOWED! 

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

 It is universally accepted at SASS sanctioned matches, that moving with a gun out of leather is ok. So when the 
stage instructions say “Holster”, it doesn’t necessarily mean immediately. The word Holster is used to say that 
you can’t dump pistols on tables etc, in between strings. 

  So unless otherwise specified, holstering and drawing (but not cocking) pistols may be done while moving. 

 All long guns shall be carried muzzles up. Please pay careful attention to your gun-handling OFF the firing line, as 
well as on. There are people in 360 degrees around you, so please exercise a little extra caution today. 

 Dry firing at the load/unload tables is prohibited.  

 Rounds that hit the ground are “dead”. Leave them where they fell, even after you have completed the stage, 
and someone will retrieve them for you.  It's a muzzle control issue. Retrieving rounds off a table in front of you 
is acceptable. 

 Loading the rifle from your person is allowed ONLY to replace an accidentally ejected round. 

 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! The one & only place a rolling start is accepted is sailboat racing. Repeat offenders will earn 
a Spirit of the Game penalty (:30 seconds).   

 Knockdowns must fall to score. Keep shootin'. 

 Do not chamber rifle rounds until the gun is pointed downrange. Shoulder the rifle, THEN work the action. 

 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, 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 & hustling a little to keep the match moving along, so we can ALL get off the range 
together at a reasonable hour.  "Shoot & Scoot " is frowned upon. Please budget your day to allow for the       
put-away after the last stage. 



STAGE ONE 

 4 Shotgun, 10 Pistol, 10 Rifle 

Rifle and shotgun staged on table 

 

START LINE: "Tossin' your rope before buildin' a loop don't ketch the calf." 

START POSITION: Standing upright at X, a loop in one hand and the tail in the other.  

PROCEDURE: At the beep… 

Drop the rope, load and alternate S1 & S2 for 4 shots, starting on either. Pull 1st pistol and      

engage: P1,2,3,4,4. Holster*. Repeat with 2nd pistol. Holster*. Rifle now: R1,2,3,4,4. Repeat. 

 

Take all guns to unload table and clear. 

Now get back on your horse and go find that missing calf.   

*See safety brief. 



STAGE ONE 

P1 P2 P3 P4 

R1 R2 R3 R4 

S1 S2 

X 



STAGE TWO 

10 Rifle, 10 Pistol, 6 Shotgun 

Rifle and shotgun staged on table 

 

START LINE: "You won’t get away from me!" 

START POSITION: Standing at X, facing downrange, rope in hand. Say the line, build a loop and 

throw it at the “horse”. Return to SASS neutral and wait for beep. 

PROCEDURE: At the beep… 

Grab up nearest rifle. Engage R1,1,1,1,2. Repeat. Pull out a hogleg and engage P1,1,1,1,2.      

Holster. Repeat with 2nd pistol. Holster. Load and engage S1 & S2 any order. Move right with 

open empty shotgun and alternate S3 & S4 for 4 shots, starting on either. 

 

Take all guns to unload table and clear. 

(SASS Neutral is standing upright, hands relaxed at sides) 



STAGE TWO 

P1 P2 

R1 

R2 

S3 S4 

X 

S1 S2 

Y 



STAGE THREE 

 6 Shotgun, 10 Pistol, 10 Rifle 

Shotgun staged on hay-bale at X, rifle staged on right table 

 

START LINE: "Bean’s on, boys!" 

START POSITION: Standing at X flipping pancake in frypan using both hands. 

PROCEDURE: At the beep… 

Switch frypan for shotgun. Load and alternate S1 & S2 for 4 shots, starting on either. Move right 

to Y with open empty shotgun. Deposit on table for later use. Pull 1st pistol and perform a     

Nevada Sweep from the LEFT. Holster. Pull 2nd pistol and execute a Nevada Sweep from the 

RIGHT. Holster. Grab shotgun and move right to Z. Load and engage S3 & S4, any order. Dump 

SG on table and come back up with the rifle: R1,2,3,4,5. Repeat. 

 

Take all guns to unload table and clear. 



STAGE THREE 

S1 S2 

Z X 

R1 R2 

R3 R4 

R5 

S3 S4 

Y 

P1 P2 P3 



STAGE FOUR 

 10 Rifle, 4 Shotgun, 10 Pistol 

Rifle and shotgun staged on table 

 

START LINE: "Move 'em on, head 'em up, Head 'em up, move 'em out, Move 'em on, head 'em 

             out… Rawhide!" 

START POSITION: Standing at X, hands on hips. 

PROCEDURE: At the beep… 

Seize rifle and engage in a Coyote Sweep: R1,2,3,4,1,2,3,1,2,1. Switch rifle for shotgun and hit  

S1 & S2 once each, any order. 1st pistol now: alternate P1 & P2 for 5, starting on either. Holster. 

Pull 2nd pistol and alternate P3 & P4 for 5, starting on either. 2 more shotgun now, any order. 

  

Take all guns to unload table and clear, then head for the line shack. 



STAGE FOUR 

P1 P2 P3 P4 

R1 R2 R3 R4 

S1 S2 

X 



STAGE FIVE 

 10 Rifle, 6 Shotgun, 10 Pistol 

Rifle and shotgun staged on right table 

 

START LINE: * "Rollin', rollin', rollin', Though the streams are swollen.          

   Keep them dogies rollin' … Rawhide!" 

START POSITION: Standing at X, facing downrange in SASS neutral. 

PROCEDURE: At the beep… 

Spin 360 degrees, grab up rifle and engage: R1,1,5,2,2,3,3,5,4,4. Switch open empty rifle for 

shotgun. Load and engage S3 & S4 any order. Move left to Y. Bring SG with you and dump on 

table. Pull 1st pistol and engage P1,1,2,3,3. Repeat with 2nd pistol. Holster. Move left to Z with 

shotgun. Load and alternate S1 & S2 for 4 shots, starting on either. 

 

Take all guns to unload table and clear. Get back to the branding fire pronto. 

(*Singing is encouraged, whatever your level of training) 



STAGE FIVE 

X Z 

R1 R2 

R3 R4 

R5 

S3 S4 

Y 

P1 P2 P3 

S1 S2 





 

Match & Stage Design by The Stranger 

Booklet by Tumbleweed Tom 



This will conclude yet another dynamic season of Cow-boy Action 

Shooting with The Ottawa Valley Marauders! We are done for 

2016. Thanks for coming out regularly and thanks especially to 

the set-up folks, without whom there would be no matches.  

Setup Crew 

Red Storm    Ruff Justice    Josephat    The Cold Lake Kid   

Rooster Corrigan    Marshal McPhee    Northern Ranger    

Irish Dame    The Stranger  


