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WELCOME TO END OF TRAIL 2022
SASS WORLD CHAMPIONSHIP OF COWBOY ACTION SHOOTING &

WILD BUNCH ACTION SHOOTING

The Arizona Territorial Company of Rough Riders was established during the fall of 1991 to promote the historical
significance of the old west cowboy lifestyle and traditions. We’re proud to have your participation in the 41t Annual
End of Trail. We try very hard to make this the best Shooting Event and Cowboy Encampment that you will ever

attend. We hope that you make new friends, have lots of fun and BE SAFE!
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End of Trail Service Animal / Pet Policy

End of Trail, as required by Ben Avery Shooting Facility, has a Service Animal and Pet policy
in place. All animals must be leashed and under control at all times, and must remain outside
the posse/stage area. Please visit our website for further information at “www.endoftrail.org”
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End of Trail 2022 Schedule of Events

11:00 AM TO 3:00 PM

Registration Open

4:00 PM

Wild Bunch Posse Marshal Walk Through-Meet on Stage 1

7:30 AM to 3:00 PM

Registration Open

7:30 AM

Wild Bunch Welcome & Mandatory Safety Meeting - Main Tent

8:15 AM

Wild Bunch Action Shooting Match, Day 1 Five Stages

12:00 PM -2:00 PM

Wild Bunch Costume Judging

2:00 PM to 4:00 PM

Wild Bunch Speed Matches, 3 Stages TBA

5:00 PM

Wild Bunch Ambassador & Instructor Meeting Parson’s Place

7:30 AM

Wild Bunch Action Shooting Match Day 2, Five Stages

8:00 AM to 3:00 PM

RO 1 Course - Berger Bullet Building 1000 Yard Range

8:00 AM to 3:00 PM

RO 2 Course - Bench-Rest Stat House, Opposite Long Range Stages

9:00 AM to 3:00 PM

Registration Open

2:30 PM to 5:00 PM

Doily Gang Shooting Clinic - Parson’s Place

5:00 PM

Wild Bunch Shooters’ Social & Main Match Awards-Main Tent

7:30 AM to 4:00 PM

Registration Open

7:30 AM

Mandatory Cowboy Safety Meeting - Main Tent

8:00 AM

Warm Up Stages - Wave 1, Bays 1-4, 9-12

8:00 AM to 11:00 AM

Wild Bunch Teddy Roosevelt & Doughboy -Stages 5 & 6, Registered Wild Bunch shooters only

8:30 AM to 11:30 AM

Cowboy Sporting Clays & Cowboy Trap and Skeet @ Clay Ranges

8:30 AM to 3:30 PM

Speed Events « Pocket Pistol * Derringer, Stages 7 & 8

8:30 AM to 4:00 PM

Long Range Events — Beyond Bay 14

11:00 AM

Warm Up Stages - Wave 2, Bays 1-4, 9-12

1:00 PM to 4:.00 PM

Plainsman Event, Stages 5 & 6

2:00 PM Warm Up Stages - Wave 3, Bays 1-4, 9-12

4:00 PM Posse Marshal Meeting - Stage 1

5:00 PM Range Closes / Rough Rider Saloon Opens, Main Tent - NO FIREARMS
5:00 PM War Birds Memorial Fly-by

5:15PM Opening Ceremony - Misty Moonshine-CEO SASS, Awards

6:00 PM Shooter/Sponsor/Vendor Appreciation Dinner - Main Tent

7:00 AM to 2:00 PM

Registration Open

7:30 AM Mandatory Safety Meeting - Main Tent - Posses [ -12
8:00 AM Cowboy Match Stages Start - Check Posse Schedule
10:30 AM Mandatory Safety Meeting - Main Tent - Posses 13 - 24

10:30 AM-2:30 PM

Shooting Costume Contest-Main Tent

1:30 PM

Mandatory Safety Meeting - Main Tent - Posses 25 - 36

5:00 PM

Range Closes

5:15PM

Territorial Governors Meeting - Parson’s Place, located on Vendors Row

5:30 PM to 8:00 PM

Swap Meet - Main Tent -Out of Respect for Our Vendors, Please Do Not Set-up Early

8:00 AM Cowboy Match Stages Start - Check Posse Schedule

5:00 PM Range Closes / Rough Rider Saloon Opens, Main Tent - NO FIREARMS
6:30 PM Side Match Awards in the Main Tent

7:00 PM Bingo in the Main Tent

8:00 AM Cowboy Match Stages Start - Check Posse Schedule
NOON to 4:00 PM Entertainment in the Main Tent
5:00 PM Range Closes / Rough Rider Saloon Opens, Main Tent - NO FIREARMS

5:00 PM to 7:00 PM

Evening Costume Contest - Judging will be At Parson’s Place

5:30 PM to 9:00 PM

Banquet & Entertainment in the Main Tent

7:00 PM

Cowgirl of Honor Award in the Main Tent

7:30 PM

Costume Awards and Promenade in the Main Tent

7:00 AM Cowboy Church - Parsons Place
8:00 AM Top 8 Wild Bunch Shoot-Off, Top 16 Cowboys & Cowgirls Shoot-Off Stages 7&8
11:00 AM Awards Ceremony in the Main Tent




Cowboy Match Posse Shooting Schedule

Find your posse number on the chart below. It would help if you marked each time your posse is scheduled to shoot. Refer to the time
on the left and the stage number on the top to determine where and when you are scheduled to shoot each stage. The stage has been
reserved for you during this 45 minute period. If you are late, you will not be able to shoot that particular stage.

THURSDAY SHOOTING SCHEDULE

STAGE NUMBER
Start Time 1 2 3 4 ) 6 7 8 10 11 12
8:00 AM 1 2 3 4 5 6 7 8 9 10 11 12
8:45 AM 4 1 2 3 8 5 6 7 12 9 10 11
9:30 AM 3 4 1 2 7 8 5 6 11 12 9 10
10:15 AM 2 3 4 1 6 7 8 5 10 11 12 9
11:00 AM 13 14 15 16 17 18 19 20 21 22 23 24
11:45 AM 16 13 14 15 20 17 18 19 24 21 22 23
12:30 PM 15 16 13 14 19 20 17 18 23 24 21 22
1:15 PM 14 15 16 13 18 19 20 17 22 23 24 21
2:00 PM 25 26 27 28 29 30 31 32 33 34 35 36
2:45 PM 28 25 26 27 32 29 30 31 36 33 34 35
3:30 PM 27 28 25 26 31 32 29 30 35 36 33 34
4:15 PM 26 27 28 25 30 31 32 29 34 35 36 33

FRIDAY SHOOTING SCHEDULE

STAGE NUMBER
Start Time 1 2 3 4 5 6 7 8 9 10 11 12
8:00 AM 21 22 23 24 13 14 15 16 17 18 19 20
8:45 AM 24 21 22 23 16 13 14 15 20 17 18 19
9:30 AM 23 24 21 22 15 16 13 14 19 20 17 18
10:15 AM 22 23 24 21 14 15 16 13 18 19 20 17
11:00 AM 33 34 35 36 25 26 27 28 29 30 31 32
11:45 AM 36 33 34 35 28 25 26 27 32 29 30 31
12:30 PM 35 36 33 34 27 28 25 26 31 32 29 30
1:15 PM 34 35 36 33 26 27 28 25 30 31 32 29
2:00 PM 9 10 11 12 1 2 3 4 5 6 7 8
2:45 PM 12 9 10 11 4 1 2 3 8 5 6 7
3:30 PM 11 12 9 10 3 4 1 2 7 8 5 6
4:15 PM 10 11 12 9 2 3 4 1 6 7 8 5

SATURDAY SHOOTING SCHEDULE

STAGE NUMBER
Start Time 1 2 3 4 5 6 7 8 9 10 11 12
8:00 AM 29 30 31 32 33 34 35 36 25 26 27 28
8:45 AM 32 29 30 31 36 33 34 35 28 25 26 27
9:30 AM 31 32 29 30 35 36 33 34 27 28 25 26
10:15 AM 30 31 32 29 34 35 36 33 26 27 28 25
11:00 AM 6 7 8 9 10 11 12 1 2 3 4
11:45 AM 5 12 9 10 11 4 1 2 3
12:30 PM 8 11 12 9 10 3
1:15 PM 6 7 8 5 10 11 12 9 2 3 4
2:00 PM 17 18 19 20 21 22 23 24 13 14 15 16
2:45 PM 20 17 18 19 24 21 22 23 16 13 14 15
3:30 PM 19 20 17 18 23 24 21 22 15 16 13 14
4:15PM 18 19 20 17 22 23 24 21 14 15 16 13




SIDE MATCHES

|_LONG RANGE EVENTS_|

Wednesday
8:30 AM TO 4:00 PM
eyl -4 Ere———

All of these events below are held beyond Bay 13

Single Action Revolver
10 rds, alternating on two targets at 60 - 75 yds.

Pistol Caliber Rifle
10 rds, alternating on two targets at 60 - 100 yds.

Lever Action Rifle — Rifle Caliber
10 rds, alternating on two targets at 250 - 275 yds.

Single Shot Rifle
Buffalo Single Shot Rifle

Single Shot Rifle - Optical Category
10 rds, alternating on two targets at 280 - 300 yds.

Bucky O’Neil Military Rifle 1865 - 1899
15 rds, on three targets at 100, 200 & 300 yds.

Annie Oakley Shoot (Ladies Only)
10 rds, on three targets at 65 - 110 yds.
Take No Prisoners
5 rds at 50 yrds. (pistol), 5 rds at 100 yrds., (PCR)
5 rds at 200 yrds., RCR, 1 rd at 300 yrds., SS

———-o- - G ——
The events below are held on the Rifle Silhouette Range
Quigley
Three rounds at the bucket at 385 meters
Bill Williams Bison Shoot
10 rds at 500 meters, 10 Minute Time Limit
Range finding devices and computer
“fire control” applications are NOT allowed

Speed Events are held on bays 7 & 8

Wednesday
8:30 AM TO 3:30 PM
Test your skills. Stages will be set up for Revolvers,
Rifles, Shotguns, Derringer & Pocket Pistol.
Awards for best Cowboy & Cowgirl

You can shoot as many times as you like!

Best score wins!

Wednesday
Ben Avery Clay Target Center

8:30 AM to 11:30 AM - Sporting Clays
8:30 AM to 12:00 PM - Trap & Skeet

Black Powder and Smokeless categories. Any SASS
legal Cowboy shotgun can be used in either category.

Trap ° 16 yards ° 25 birds
Skeet ¢ 25 birds
Sporting Clay ¢ 50 birds

25 straight tie breaker shoot off at 12:30 PM
Walk ups are welcome!

Wednesday
2:00 PM Stages 5 & 6
The Plainsman Event involves the use of black
powder cap and ball revolvers, side-by-side or
lever action shotguns and single shot rifles. The
only propellant allowed is black powder or its
substitutes.

Thursday  Friday  Saturday

7:30 AM to 3:00 PM
Do you need a place to warm up? A place to test
your firearms or ammo during the match? Then
Stage 13 is the place to go. You can shoot a warm
up stage (of your own design) or function fire your
firearms, including Long-Range Rifles.
(WHEN A RANGER IS PRESENT!)

Sunday ¢ 8:00 AM

On Saturday night, EOT will announce the Top 8
Wild Bunch shooters and the Top 16 Cowboys and
the Top 16 Cowgirls (plus 4 alternates each) from
the match to compete in the Top 16 Shoot-Off. On
Sunday morning, these shooters will be paired up
and go head to head until there is only one Cowboy
and one Cowgirl left standing.




Cowboy Warm-Up Posse Shooting Schedule

8:00 AM 101 102 103 104
8:45 AM 104 101 102 103
9:30 AM 103 104 101 102
10:15 AM 102 103 104 101
11:00 AM 201 202 203 204
11:45 AM 204 201 202 203
12:30 PM 203 204 201 202
1:15 PM 202 203 204 201
2:00 PM 301 302 303 304
2:45 PM 304 301 302 303
3:30 PM 303 304 301 302
4:15 PM 302 303 304 301
| StartTime _ Staged ___ Stgel0 __ Stgell __ Stgel2 |
8:00 AM 109 110 111 112
8:45 AM 112 109 110 111
9:30 AM 111 112 109 110
10:15 AM 110 111 112 109
11:00 AM 209 210 211 212
11:45 AM 212 209 210 211
12:30 PM 211 212 209 210
1:15PM 210 211 212 209
2:00 PM 309 310 311 312
2:45 PM 312 309 310 311
3:30 PM 311 312 309 310
4:15 PM 310 311 312 309




that has a designated time for each Stage. You will shoot
with this Posse throughout the entire match. Any shooter

not maintaining his/her Posse position at the required
shooting time intervals will be classified as a DNF (Did
Not Fire).

You have been assigned to a specific numbering system

The main match will be scored on total time.
Computerized scores will be available for contestants to
check against their scorecard. Each shooter is
responsible to report any errors to the scoring staff. As
of 9:00 am on Sunday, all computerized scores will be
considered correct and final. Scoring will be raw time
plus 5 seconds for each miss and 10 seconds for each
procedural.

Scoring will be in accordance with SASS Rules.
However, a shooter must complete all scored main match
stages to be eligible for a main match award. In the

unlikely event of severe, inclement weather or any other

This is to inform all End of Trail participants and
spectators that your picture may be used by End of
Trail or other publications. If you have objections to
this, come and tell us at Registration. Photos remain

conditions which may adversely affect the safety of the
match, the EOT Board, in conjunction with SASS
Officials, will determine the appropriate course of action.

the property of End of Trail with all publication release
rights. So you should remember to smile a lot while
you’re here!

Shooting Costume Contest
Judging will be on Monday from 12:30 - 3:00 PM in the Main Tent for Wild Bunch
Judging will be on Thursday from 10:30 AM - 3:00 PM in the Main Tent for Cowboy Action

Shooting Costume Categories

* Best Cowboy Action Lady ¢ Best Cowboy Action Man
* Best Cowboy Action Junior Girl ¢ Best Cowboy Action Junior Boy
* Best Wild Bunch Lady ¢ Best Wild Bunch Man

Evening Costume Contest
Contestants must be a registered shooter or conventioneer of End of Trail, a family member, or a participating vendor.
Judging will be Saturday evening between 5:00 and 7:00 PM in Parson’s Place

There will be a costume promenade on Saturday after dinner at approximately 7:30 PM followed by the awards presentation.

All contestants are urged to participate in the promenade.

Evening Costume Categories
* Best Dressed Lady ¢ Best Dressed Gentleman ¢ Best Dressed Couple
* Best Dressed Military * Best Dressed Junior Girl ¢ Best Dressed Junior Boy
Best Dressed Silver Screen Lady (B-Western/Steampunk/Movies/TV)
Best Dressed Silver Screen Male (B-Western/Steampunk/Movies/TV)
All categories will be judged on: 40% Authenticity, 20% Originality, 20% Detail, 20% Knowledge of Costume

Redshirtfridays.org

The
The mission of redshirtfridays.org is to show support for our Arizona Territorial Company of Rough
servicemen and women. They are not a political organization. Riders

They do not care whether or not one supports or does not
support the war. They care only about making our support of
our servicemen and women known to our fellow Americans
and the world.

We are a silent majority that does not wish to remain silent
anymore. We need to let our servicemen and women know we
support their sacrifice and we will not forget them and we will
do this by wearing red on every Friday.
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Over the past 14 years, the Arizona Territorial Company
of Rough Riders have contributed over $255,000 to
numerous charitable needs including the following: SASS
Scholarship Foundation, Happy Trails Children’s
Foundation, Paradise Valley Rotary Foundation,
Scottsdale Healthcare Foundations, Rocky Mountain Elk
Foundation, 100 Club of Arizona, Ronald McDonald
House Charities, Boy Scouts of America, Wounded
Warrior Project & American Cancer Society.




SHOWDOWN AT END OF TRAIL
COWBOY FAST DRAW SIDE MATCH

Hosted by The Association of Arizona Gunslingers

Registered End of Trail Competitors Only

Stop by the Cowboy Fast Draw Association Booth (Up-range of Stages 1-4) on Monday Feb 28th through Friday
noon March 4 try your hand at Cowboy Fast Draw. You can use you gun (chambered in .45) and holster or we can
provide them. We will supply the wax bullet ammunition. Just sign-in and we will work with you to get ready to go.
(Your first round will be free).. You will get 5 shots to warm-up and then take 5 shots that count. Your qualification
time will be determined by your best 3 shots out of a 5 shot round. You can buy additional tries to better your
qualification time for $5.00 (All these funds go to Happy Trails Foundation). There is no limit to how many times
you can attempt to qualify, but only your best one counts. You must have 3 hits per 5 shot round to receive a score,
and the score consists of the total of 3 timed shots. The fastest times will receive a nice braggin rights plaque or trophy.
The more you try, the more chances you have to win it.

COWBOY SWAP MEET
Thursday, March 3rd
5:30 PM to 8:00 PM

Main Tent




Wednesday - Saturday

In the Main Tent
NO FIREARMS'!

i 1 Food Vendors Will Stay Open :
I Until i
E 6 PM on Thursday & Friday i
e £ BB £ £ e e £ £ £ 1

SATURDAY NIGHT BANQUET
5:30 PM - 10:00 PM - Main Tent

By Broken Drift Productions
Steak or Chicken
House Salad, Garlic Mashed Potatoes, Vegetable Medley,
Fresh Baked Rolls & Butter « Assorted Cookies & Brownies
Fresh Brewed Coffee
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Mernickle Holsters Present Bingo Night 2022
Friday, March 4th 7:00 PM - 9:00 PM

Please join us for an evening of fun and great prizes!!




Daily Activities in the Main Tent

Entertainment

Friday Night 5:00 PM-9:00 PM Main Tent
Frosty McWilliams — Musical Exploits and Shenanigans!

Born in Nevada to a buckeroo and a ranch cook descended from Wyoming homesteaders and ranchers,
I have lived my life a true son of the American West. I have resided in almost every Western state
calling Utah home for the past few decades. As a musician and singer from an early age, performing
opportunities were relished and heartily pursued but not lucrative enough to support a family, so I
played when I could’ve and worked when I should’ve. Mostly. Almost sounds like a John Denver
favorite, huh? Well, “Thank God I'm A Country Boy!”

After retiring from 30 years in Public Safety, I decided to spend more time making music and started
to record and play more live venues. Even though challenges of the year 2020 brought heartache, it
also provided me the time to complete two albums and finish writing a few of my own songs.
Fast-forward through the decades and all of the common elements of joy, misery, exuberance and
melancholy that comes with the trials of life, MUSIC still reigns as the ultimate salve, elixir, antiseptic,
massage therapist, pressure bandage, hug-and-a-kiss, tourniquet and top-shelf-cocktail-at-the-end-of-
the-day for my heart and soul.

"MUSIC WASHES AWAY FROM THE SOUL THE DUST OF EVERYDAY

LIFE." - (Berthold Auerbach, 1812-1882.) ~As told to me by Rosemary Forster.

PAT JAMES

True Country Entertainment
Saturday 5:00 PM-9:00 PM Main Tent

Pat James took his first guitar lesson at the age of 9 and has remained true to his
version country music ever since. He has sung songs by Marty Robbins, Merle
Haggard and Hank Williams Jr. but his voice & style have also produced his own
music. Inspired by the spirit of true cowboys from the past & the country &
western way of life; country music is not fad or fashion to him but about respect
& knowing who you are. Pat will be singing Saturday night for your
listening & dancing pleasure.

MARK BROOKS

Announcer

Arizona veteran Western entertainer and Master of Ceremonies,
Mark Brooks has delighted audiences for over 20 years with
his music, humor, and knowledgeable repartee. Most recognized
for his rich baritone voice and accomplished acoustic guitar
style, Mark also writes and performs both contemporary and
classic cowboy poetry and stories in the troubadour tradition.

WAY OUT WEST
Saturday 11:00 AM-3:00 PM - Sutlers Row
A group of roaming musicians/balladeers will provide
the perfect background music for our Old West town

at End of Trail. When you see them, pause for a
minute, give a listen.

Lost & Found Is In The Registration Booth
Inside The Main Tent
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EVENT SPONSOR

GER

COWBOY MATCH SPONSOR

WILD BUNCH MATCH SPONSOR

AWARDS SPONSOR

BADGE SPONSOR

TMLGRS%OMPANY
SCORING COSTUME CONTEST
SPONSOR SPONSOR
MAIN TENT BANOUET  puoken Drift Productions
SPONSOR SPONSOR Lefty Law”

STAGE SPONSORS

WILD BUNCH
STAGE SPONSOR

ALTA MONT
COMFANY

Range Tactical Gear

Special End 0f Trail Support

{ % F.F.L. Reqmrements
Courtesy of

ANTIQUES TO MODERN GUNS! | & BN ARY GUNS
Phoenix, AZ
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Our THANKS To The Sponsors & Vendors Of
END OF TRAIL And Their Support Of

SASS WORLD CHAMPIONSHIP OF
COWBOY ACTION & WILD BUNCH SHOOTING

EVENT SPONSOR
Sturm, Ruger & Co., Inc.

COWBOY
MATCH SPONSOR
F.LLI Pietta

MAIN TENT
SPONSOR
Mernickle Holsters

WILD BUNCH
MATCH SPONSOR
Wild West Mercantile

BADGE SPONSOR
Cimarron Firearms

AWARD SPONSOR
Taylor’s & Co. Inc.

SCORING SPONSOR
Dillon Precision

JUNIOR SHOOTER

SPONSOR
Mernickle Holsters

BANQUET SPONSOR
Broken Drift Productions

BINGO SPONSOR
Mernickle Holsters

STAGE SPONSORS
Bullets by Scarlett
EMF Company Inc.

MERCHANDISE SPONSORS

Bang & Clang, LLC
Bronco Sue Custom Hats
Colorado Mountain Hat Co.
Eagle Grips
Klassic Laser Works
Happy Trails Childrens Foundation
Hodgdon Powder
Starline Brass
Traditional General Store
Uniquetek, Inc.

PLAINSMAN SPONSOR
SliXprings

RANGER SPONSOR
Long Hunter Shooting Supply

TIMER SPONSOR
Competition Electronics

YENDORS
Adventure Designs
AMCE Chuckbox
Aspen Filly’s
Bang & Clang, LLC
Boomstick Arms
Bronco Sue Custom Hats
Buckaroo Bobbins
Chey-Cast Bullets
Cloack Drummer Co.
Colorado Mountain Hat Co.
Cowboy Shooters Supply
Cowboys and Indian Store

Desperado Cowboy Bullets, LLC
Dixie Gun Works
Docsoldwest

Don Jose Mexican Food

VYENDORS. continued

Dodge City General Store

Eagle Grips

Earl's Emporium

Fantasy Funnel Cake

Gilty Treasures

Grill King BBQ

Happy Trails Children's Foundation
Hat Creek Leather

JJ Designs, LLC

Klassic Laser Works

Klickatat Bob Custom Leather
Laced

Laredo Bullets

Long Hunter's Gunsmithing & Parts
Mr. Quigley Photography

Oxford Trading Company

Palo Verde Gunworks, LLC
Protect Ur Ears, LLC

Reed's Blacksmith Shop
Richochet Roy's Old West

River Crossing Inc.

Runaway Dogs

Shotgun Boogie's Gun Works
SliXprings Products

Spolar Power Load, Inc.

Storm Gear for the Range

Texas Grips

The Grill King

The Gun Engraver — Jim Downing
Traditional General Store

Uncle Cletus Sodas

Uniquetek, Inc.

Victorian Designs by Lily
Victoria Designs

Waddie Wear

Whispering Meadows Jams & Jellies
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End of Trail 2022 Stage Conventions & Match Conduct

o B B B B B B B B B B B 8 B B B B B B o 8
End of Trail Shooters! We have a new "End of Trail Only" stage convention that is important for you to know
regarding shooter "stance". Our new stage language "At The Ready" means that the shooter may crouch, and be in
an athletic "ready" posture before beginning the stage. Other stance instructions will always apply (hands at low
surrender, touching revolvers, etc). For all stages whether indicated or not, the shooter may be "At The Ready"
(shooter does not have to stand erect with hands at their sides unless so indicated). This convention applies at End of
Trail Only and does not change SASS rules at other SASS sanctioned matches.

1. All SASS Rules apply unless otherwise indicated in the stage description. Basic End of Trail philosophy in stage descriptions — “if
the stage description doesn’t say to do things in certain way, then you can do as you wish, within the current SASS Rules.” SASS
Stage Conventions always apply, unless stated otherwise.

2. Order of Engagement: Targets may be engaged in any order, unless stage descriptions indicate a specific order. Round over the
berm = NO CALL

3. Comstock Shotgun Targets: All shotgun targets MAY be re-engaged — “Comstock Rules”. Shotgun targets may be re-engaged at
the end of the shotgun string or at the moment they have been missed, unless the stage description says otherwise. S.G. targets should be
re-engaged from where they are initially engaged.

4. Buckaroos and Buckarettes: need only HIT a knock-down target, including plate racks — they do not have to go down. Alternate
targets have been placed for all aerial targets that may be engaged at the shooters discretion. Misses will be awarded as per normal if
aerial targets are engaged and missed.

5. Make long guns safe: On downrange movement stages, long guns MUST be made safe vertically or pointing into the berm, as
stated. Failure to make long guns safe as indicated incurs a 10 second procedural penalty.

6. Long guns may be transported to the next shooting position unless stage description indicates otherwise.

7. Long guns empty: Long guns must be cleared (emptied) at the end of the shooting string. If you open and clear the long gun, then
place the long gun down and the lever closes, you need not return to open it provided that it is in fact empty.

8. Long guns may be staged in, near or at the positions indicated, vertically or horizontally, unless stage description indicates
otherwise. Long guns staged horizontally on bales, boxes or counter tops must have at least the rear of the trigger guard over the
horizontal surface. Revolvers must have the entire firearm over the horizontal surface. All stage conventions apply. Safe places to
stage and restage have been provided, and shall be used.

9. Round/Casing left on carrier and last firearm used on stage is a long gun: Once the shooter arrives at the unloading table and
releases control of their long guns, a live round, empty casing or shotgun hull left on the carrier or magazine will incur a minor safety
penalty.

10. Leaving the Loading Area with a cocked/loaded rifle: The shooter will be directed to point the rifle safely downrange, bring the
hammer to full cock (if it is at half-cock/safety position), then pull the trigger. If no round is fired, the shooter will be directed to finish
staging firearms in order to start the stage (NO CALL). If a round fires when the shooter pulls the trigger, the shooter will be assessed a
STAGE DQ and directed to proceed to the unloading table. Note: Once the shooter releases a cocked rifle during the staging process the
STADE DQ is earned, the rifle must be checked prior to its release on the stage.

11. Unloading / Loading on the move: Firearms may be loaded and unloaded on the move as per SASS rules regarding “safe for
movement”.

12. Loading and Unloading Officer: All unloading tables will have a loading and unloading officer designated to clear all firearms
before each shooter leaves the unloading table. This may be the previous shooter or a posse member as designated by the Posse Marshal.

13. Dry Firing: There will be no dry firing (the act of raising the firearm to a firing position, pointing, cocking and pulling the trigger,
so as to fire it) at the LOADING tables.

14. Transporting long guns: Long guns will be transported to and from the firing line, empty with actions open, muzzles vertical.
Long guns with soft cases or “socks” that are visible in guns carts must also have actions open.
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15. Re-Shoots: will only be given for timer malfunctions, RO interference or prop malfunctions, once the first round has left the
barrel. ALL reshoots for ANY reason must first be approved by the Match ROs.

16. Re-Starts: Bad or fumbled starts may be re-initiated provided no rounds have left the barrel. This may only be allowed if
the shooter can complete the re-start immediately keeping the delay to a minimum. Technical issues with firearms at the start
should be addressed at the unloading table so as not to cause delays on the firing line. Multiple re-starts for the same shooter
on multiple stages will not be entertained by the RO.

17. Saying lines: Shooters must make a good faith effort to say initiating line correctly, but no penalty will be incurred for
incorrect lines.

18. Revolvers: Revolvers shall start from, and be returned to, leather (holstered) at the beginning and end of the revolver string,
unless the stage description states otherwise.

19. “Down Range” procedures: are necessary only in shooting bays with more than one stage. If movement down range is
required, ‘Down Range’ will be called by the RO. When the shooter has finished the stage and moved to the unloading table, and
shooters at the unloading and loading tables have stepped back from the tables, the RO on that posse will raise the Orange Flag.
When all posses have raised their flags, down range movement may commence. No gun handling or activity at the tables shall be
conducted while Orange flags are up. When all movement down range has ceased, Orange flags may be lowered and shooting
continued. Down Ranges on single stage bays shall be conducted by the RO for that posse, flags are not required.

20. Cease Fires: If a cease fire is called, all engaging shooters must cease fire immediately and make firearms safe, move to the
unloading table, and ground all firearms.

21. Spotting: Spotters must position themselves so as to clearly see the targets being engaged, and move if necessary. Spotters

MUST SEE A MISS, and any doubt will be given to the shooter. To remind all shooters once again:
a. Ifyou THINK IT HIT, you must score a HIT

b. Ifyou THINK IT MISSED, you MUST score a HIT
c. Ifyousee it HIT, then you score a HIT
d. ONLY IF you clearly SEE IT MISS, then you call a MISS

Spotters are reminded that spotting is an extremely important job in operation of a posse, and that some targets do not “ring”
when hit as most do. Therefore, the absence of sound does not necessarily indicate the target has been missed. Spotters must
SEE A MISS; anything less than that, or if the spotter has any doubt in their mind, they must call a HIT.

22. Scoring and Awards: Scoring will be in accordance with SASS Rules. However, a shooter must complete all scored main
match stages to be eligible for a main match award. In the unlikely event of severe, inclement weather or any other conditions
which may adversely affect the safety of the match, the EOT Board, in conjunction with SASS Officials, will determine the
appropriate course of action. Errors in scoring must be brought to the attention of the scoring coordinators as soon as possible.
The deadline for addressing these errors is SUNDAY at 9:00 AM.

23. Disputes or appeals shall, whenever possible, be handled on the posse by the Posse Marshal. The chain of authority for
further disputes or protests shall be the “on duty” Match Range Officers. The next and final authority shall be the Range Master
/Match Director or his deputy. The RM/MD, may at his discretion, form a committee of 3 TGS and proceed per SASS rules.
Disputes or appeals must be registered with the Posse Marshal before the posse leaves the stage where the issue or incident
occurred. The dispute shall be heard and processed as soon as practically possible by match officials. Any disputes or protests
brought to the Posse Marshal or any match officials after this time will NOT be entertained.

24. Show courtesy to the posse ahead: Posse members should not crowd the posse ahead, and should not move into the stage
area until vacated by the previous posse.

25. Malfunctioning/Jammed Firearms: Firearms that cannot be cleared and made safe MUST remain on the bay/unloading
table. Loaded firearms are NOT to be transported away from the stage without direct, match official supervision. Failure to
observe this will result in a MDQ.

26. Interpersonal conflicts / rude or inappropriate behavior: Any other behavior than that of a true Cowboy/Cowgirl will
not, under any circumstances, be tolerated. In the unlikely event that any shooter or match official demonstrates such behavior
they will be ejected from the match immediately and without question.

27. Safety First..... BUT please do have fun!
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“How The West Was Won”
Movie Facts

“How the West Was Won” is a 1962 American Metrocolor epic Western film. The picture was
one of the last "old-fashioned" epic films made by Metro-Goldwyn-Mayer to enjoy great success.
The all-star cast includes Carroll Baker, Lee J. Cobb, Henry Fonda, Carolyn Jones, Karl
Malden, Gregory Peck, George Peppard, Robert Preston, Debbie Reynolds, James Stewart, Eli
Wallach, John Wayne, and Richard Widmark.

Set between 1839 and 1889, it follows four generations of a family (starting as the Prescotts) as
they move from western New York to the Pacific Ocean. The picture was one of only two dramatic
films made in the curved-screen three-projector Cinerama process, which added to its original
impact. The film is narrated by Spencer Tracy. The film also gained widespread critical acclaim.
In 1997, the film was selected for preservation in the National Film Registry of the Library of
Congress as being deemed "culturally, historically, or aesthetically significant".
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STAGE ONE COWBOY MATCH

R4 R4

E ‘// E

R2 // R2
0 g

O30, O30, O30, @ 020,

POS 1L POS 2L POS 2R POS 1R

10 REVOLVER 10 RIFLE 4+ SHOTGUN

START: At any position, at the ready, with hands on hat or head. Rifle loaded with
10 rds and open, empty shotgun both staged anywhere safely. Two revolvers loaded

with 5 rds each, holstered. Firearms may be used in any order, but rifle must not be
last.

ON SIGNAL: From POS 1L or 1R (either the left or right cargo box), with rifle engage
R1-R4 with a 2-1-1-1 sweep starting on either end, then repeat instruction from other
end. From POS 2L or 2R with revolvers engage P1-P4 as per the rifle instructions.
From any two positions with shotgun engage two “S” targets in front (four targets total).

NOTES: Stage may be engaged in any direction and started from any position. POS
2L is anywhere between the left outer and left inner posts, and POS 2R is anywhere
between the right outer and right inner posts.

R1
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The Journey

Setting off on a journey to the west in the 1830s, the Prescott family run into a man named
Linus (James Stewart), who helps them fight off a pack of thieves (Walter Brennan & Lee Van
Clief). Linus then marries daughter Eve Prescott (Carroll Baker), and 30 years later goes off
to fight in the Civil War with their son, with bloody results. Eve's sister, Lily (Debbie Reynolds),
heads further west and has adventures with a professional gambler (Gregory Peck), stretching
all the way to San Francisco and into the 1880s.
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STAGE TWO COWBOY MATCH

R1 R3 R3 R1

POS 1L POS 1R
START POS 2 START

10 REVOLVER 10 RIFLE 4+ SHOTGUN

START: At either POS 1L or 1R, at the ready, rifle loaded with 10 rds in hands. Open, empty
shotgun staged anywhere safely. Two revolvers loaded with 5 rds each, holstered. Stage may
be engaged from left to right, or right to left.

ON SIGNAL: From POS 1L or 1R with rifle engage R1-R3 with a continuous Double Tap
Nevada Sweep starting on either end. With shotgun engage the four "S" targets. Move to POS
2 and with revolvers engage P1-P3 as per the rifle instructions.

NOTE: While at POS 1L or 1R either the rifle or the shotgun may be used first.

NOTE: Downrange props are expendable.
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Production Statistics

A few production statistics, selected at random, give a general idea of the problems faced.

Bit players and extras appearing in the film totaled 12,617. There were 630 horses, 150 mules
and 50 head of oxen which were tended by 203 wranglers. From reservations in South Dakota,
Colorado and Utah, 350 Indians were recruited. There were 107 Conestoga and trail wagons.

Paradoxically, without modern transportation, it would have been impossible for the film
crew to follow the trail of the pioneers across America. No mass movement in the history of
filming on location comes close to matching “HOW THE WEST WAS WON”. The entire
company was literally placed on wheels. It was completely self-contained, from portable
dressing rooms for the stars to compact 7500 pound Leroi generators to furnish the millions
of candlepower needed to light the various sets and locations.

At the height of production, the pool of studio vehicles, continually on the move over
transcontinental highways for months on end, numbered 71, including 55 foot, 18 wheel
semi-trailer trucks with 60,000 pound capacity, 50 foot vans, two-ton vans, four wheel drive
equipment, caterpillars, buses, station wagons and passenger cars.

Twenty thousand pounds of hay and 1000 pounds of grain were needed daily to feed the 600
horses used in the production. Thousands more pounds of feed were needed for buffalo and
other stock used in the film.
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How The West Was Won

Near the end of the movie Stuntman Bob Morgan was seriously injured, and almost died,
while performing a stunt in this picture. Toward the end of the film, there is a gunfight
on a moving train between the sheriff and a gang of train robbers. Morgan was one of the
stuntmen playing a robber and was crouched next to a pile of logs on a flatcar. The chains
holding the logs together snapped, and Morgan was crushed by the falling logs. He was
so badly hurt it took him five years to recover to the point where he was able to move by
himself and walk unaided.




STAGE FOUR COWBOY MATCH

06
o8

POS 1 POS 2
START

10 REVOLVER 10 RIFLE 4+ SHOTGUN

START: At POS 1 at the ready, hands touching lantern. Rifle loaded with 10 rds, and open, empty
shotgun staged anywhere safely. Two revolvers loaded with 5 rds each, holstered. Shooter may
indicate ready by saying "We’re going East.....”

ON SIGNAL: From POS 1 with rifle engage R1-R4 alternating between any two targets for 5 rds.
Repeat the instruction using the other two targets for the next 5 rds. With shotgun engage two
“S” targets, then from POS 2 engage the other two “S” targets. Make shotgun safe on the box at
POS 2. With revolvers engage P1-P4 as per the rifle instructions.

Note: Duelists may hold the shotgun, and engage revolver targets, but the shotgun butt-stock must
be touching the box at POS 2.
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A Five-Part Story

The story is told in five parts—“The Rivers,” “The Plains,” “The Civil War,” “The Railroad,”
and “The Outlaws”—that follow several generations of the Prescott family as they face numerous
challenges in the untamed West. The saga opens with them heading west to lay claim for a
homestead. While attempting to navigate a river, they encounter treacherous rapids, and the
mother and the father (Agnes Moorhead and Karl Malden, respectively) are killed. Their teenage
daughters Eve (Carroll Baker) and Lilith (Debbie Reynolds), however, survive. Eve marries fur
trapper Linus Rawlings (James Stewart) and settles down to fulfill her parents’ quest to have a
farm. Lilith becomes a popular entertainer in saloons and on riverboats and eventually heads to
California. During the difficult journey, she falls in love with Cleve Van Valen (Gregory Peck),
a charismatic opportunist. They marry and move to San Francisco. The story then concentrates
on Eve’s son Zeb (George Peppard), who survives the Civil War only to learn that his mother
has passed away; his father had died earlier in the fighting. He leaves the farm to his younger
brother and joins the U.S. Cavalry. While protecting railroad-construction workers, he befriends
Jethro Stuart (Henry Fonda), a buffalo hunter. After a tragic confrontation with Native
Americans, Zeb leaves and becomes a marshal in Arizona. He later confronts an old nemesis,
outlaw Charlie Gant (Eli Wallach), and learns that he is planning to rob a train. In a shoot-out,
Zeb succeeds in foiling Gant, but not before the train crashes and is destroyed. Zeb and his
family are thus freed to resume their lives.
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