
Stage 1 Camping trip
Scenario: You are enjoying a camping trip on the rim with your family.  Some ruffians arrive and begin to hassle you 
and your family.  They become more aggressive and present weapons.  Engage the threats and save your family.  

Course of Fire:   Start in box holding the ice chest.  Move to cover behind tree.  
Engage T1 with two body and one head shot.  Targets T2 through T4 represent 
the same threat advancing towards you.  Engage far to near with three rounds 
each.  
12 rounds minimum.  
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Detailed scenario and COF courtesy of Steve Spearman

Two hombres drive up, almost into your camp, and get out, 
asking if you know where they can buy some beer.  They are 
squirrely looking characters.  The hair on the back of your 
neck is tingling. You reply, the closest place is probably 
the store at Woods Canyon Lake.  They don’t look very smart, 
but no doubt realize the store will be closed long before 
they get there.
You position yourself between them and family, and motion for 
family to get behind you and leave.  Suddenly, one displays a 
fixed blade Kabar type knife.  He asks:  “Where is everyone 
going?  Do you have any beer?”  
You point at the ice chest, say right there, and exit stage 
left (toward family).  Moving fast and covering ground, you 
put eyes on family members, and note the knife guy is 
closing.  Knife guy’s partner has a pistol in hand.  
You take cover behind pine tree, wave family to take cover, 
and engage closest threat, the knife guy, at 10 yards, with 
two to the body one to the head.  Partner at 20 yards, has 
opened fire. Engage with three rounds.  Now at 15 yards, 
partner is moving and shooting.  Engage again, three rounds. 
Threat moves to 10 yards engage with three more rounds.  
Threats are down, move toward family to ensure their safety.



Stage 2  Target Transitions
Scenario:  Skill development stage target transitions, targets represent threats that are moving rather than stationary.

Course of Fire:  Start facing up range  At the signal turn, draw, load and engage star target with two rounds; engage 
farthest target to the left with two rounds; re-engage star target with two rounds ; engage farthest target to the right with 
two rounds; reengage star target with two rounds; engage final target with two rounds.
Star target on TA 
*NOTE  Limited Vickers count 6 rounds on Star target, two rounds on each of the other targets..

12 Rounds total   
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Stage 3 Shoot No Shoot

Scenario:  While clearing the house you see threats and non threats.  Identify the threats and avoid non-threats.  

Course of Fire:  Start facing up range in a start box.  At the signal turn, draw and  engage the threats with three rounds 
each moving as needed.  *NOTE the target with the flag is a non threat.  Move to the next box engage threats as they 
appear with three rounds each moving as needed.
Non-threats will be changed by the previous shooter, one on each side of the imaginary line
12 rounds minimum.
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Stage 4 *NOTE Shooting from retention will give you a 2 second bonus.  Shooters uncomfortable with 
retention will have the wall laid down, this becomes the shoot position with no bonus. 
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