THE NORTH ALABAMA REGULATORS




AMBUSH AT THE CAVERNS
SCHEDULE |

FRIDAY, OCTOBER 3

3:00 PM — 8:00 PM Packet Pickup

3:00 PM — 6:00 PM Vendors Open

6:00 PM — Campfire (Hawk Spivey's wash
pot stew, pickin' and grinnin’,
bring your beverage.)

SATURDAY, OCTOBER 4

7:00 AM — 8:00 AM Packet Pickup

8:00 AM Mandatory Shooter’s Meeting

8:30 AM — 11:30 AM First Four Main Stages

8:30 AM —6:00 PM Vendors Open

1:00 PM — 5:00 PM Side Matches and Posse Match

7:00 PM Dinner, Town Costume Contest
and Programs

SUNDAY, OCTOBER 5

200 AM — Vendors Open
9:00 AM — 12:00 Second Four Main Stages
1:30 AM — 2:30 PM Awards




BASIC RANGE RULES

I'he 1997 SASS Shooter’'s Handbook shall be followed at all dmes.

~NO wrist or butt stock shotgun bandoleers allowed.

Dropped ammo is "dead" ammo. Put extra ammo on your body for
cach stage. If ammo is droppcd, lcave it and rctrieve a new round from
your supply. The live round can be retrieved from the ground after the

shooter has shot the stage.

A dropped gun is a "dead” gun, and may only be retrived by the range
officer. Any dropped gun will result in automatic disqualificadon for

that stage. Empty long guns propped against a barricade that
uldmately slip and fall will no result in a penalty.

All long guns shall be broken open when they leave the shooter’'s
hands, unless instructed otherwise, all pistols will be returned to

leather when empty.

Shotguns are always staged empty. When allowed, they may be loaded
»on the line" and securely held at port arms until brought into action.

Cap and ball pistols may only be loaded with five rounds. Itis
permissable to initially charge the sixth chamber and then cap under
the clock when the stage demands a “one round” reload.

Note: All loading (charging the chambers) must be accomplished at a
designated loading or unloading table on the range. Please be sensitive
to muzzle direction even while loading. No one likes to have any gun
pointed at them, loaded or unloaded.

All range commands, including "CEASE FIRE" are to be followed
instandy.

Ambush At The Caverns is a "no alibi* match. Once the first round

is sent down range, the shooter is committed to the stage. This means
once you start, it is up to you to finish the stage the best way you can.
Jams, faulty ammo, misfires, a round in the barrel, not understanding
the stage, ect., are not grounds for a “re-shoot.” Failure of the range
equipment, including failure to properly measure the shooting time,
broken targets, ect., are grounds for a re-shoot at the discreton of the
posse leader. When allowed a re-shoot, the score will be based upon the
new shooting time adjusted by cither the number of targets missed on
the first run or the second run, whichever is greater. In other words, the
shooter cannot have fewer misses on the second run, but he or she can

have more.




BASIC RANGE RULES
(Condnued)

10. Verify the correctness of your scores prior to their being submitted
to score keeping.

11. Eye protection and hearing protection is mandatory.

12. Everyone is a safety officer, if you see someone doing something
unsafe, politely, but firmly, inform the guilty party of the infractdon.
Other shooters, posse leaders, and the range officer can be counted on
for support and action, as approprlate.

13. Ifyou see someone who is in violadon of SASS rules/ guidelines, please
inform the offending individual. If more action is required to ensure
compliance, please contact your posse leader or the range officer.

14. Muzzle Control: Please be very consclous of your muzzle direction at
all imes, including moving your firearms between your gun cart and
the loading and unloading tables. Also, please remember to manage
the muzzle direction of your long guns when moving to the unloading
table after Anishing your shooting sequence on each stage. The first
fallure may result in a twenty second precedure penalty being added
to your score for that stage. The second violaton will resultin
disqualificadon from the match.

15. Cross-draw holsters may not be drawn while the shooter is seated or
while he or she is seated on a horse. Anyone doing so will be
disqualified from the stage. Also, not turning your body before
drawing a gun in a cross-draw holster will be cause for
disqualification.




GUN WORKS, INC.

City State Zip
Chetk Enclosed Ship C.0.D. ($8.50) _

FAX: 901-885-0440 DIXE GUN WORKS, DIFL.  P.O. BOX £0. UNGON CITY. TH. 28281

SAFETY--FIRST, LAST and ALWAYS
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NEW % UNPFIWED » UNPLATED

HANDGUN BRASS
CALIBER 500 PAK 1000 PAK
38 SPECIAL $ 35.00 65.00
38 SHORT COLT 39.00 70.00
38 LONG COLT 41.00 74.00
357 MAG 38.00 70.00
44 MAG 48.00 90.00
44 SPECIAL 48.00 91.00
41 MAGNUM 48.00 91.00
45 COLT 50.00 93.00
45 S&W SCHOFIELD 56.00 96.00
44 RUSSIAN 56.00 $ 96.00
38/40 65.00  $118.00
454 CASULL 98.00 $184.00
44/40 60.00  $108.00
32/20 60.00 $112.00
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Prices includeshippingand handling

within the United States except Alasla

and Hawaii. Prices effective June 15,

1997 and subject to change without

notice. TERMS: Payment must
accompany order. VISA, MasterCard,

Discover, cashiers check, money

order, personal checks accepted.

Missouri residents add 7.1% for state.
and local sales tax. Orders subject

to check clearance.




SCORING PROCEDURES

Each Miss 5 Seconds

Not Following Procedure 10 Seconds (limit to one per stage)

Disqualified For Stage 500 Seconds as Time for That Stage.

Did Not Finish 5 Seconds Per Target Not Engaged

Disqualification occurs when a shooter displays unsafe gun handling. This
can be cocking a pistol with the barrel pointed in an unsafe direcdon
(straight up or down), firing a round in an unsafe direction such as into
the ground at a distance that the Range Officer deems too close, or not
turning to draw cross-draw guns.

“Did Not Finish” means that the shooter fired at least one round and for
some reason did not complete the course of fire. This may be either from a
firearm malfunction or a physical inability.

No reshoots will be awarded unless a firearm malfunctions prior to the
first shot of the stage:or there is a malfunction of imer or targets.
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Fast shootin

cowhoys like CHINA CAMP

use Pocket Pro Timers

“The Pocket Pro br helps me achieve the necessary levels of consistency raqulred to
mechanically work all the cowboy action firearms successfully.”

s time World Cowboy Action Shooting Champion
3 time National Cowbay Action Shooting Champion

Check out the Rip Roarin’ features of the POCKET PRO.

A MADE IX THEE USR by Cowboys (Rlp Roarn SASS #5142)

XL LOW EVERYDAY PRICE of $129.55.

X CROONOMIC DESIGN - Start button on side so right or left hand doesn’t cover microphone or buzzer.
£ SAVES BATTERIES with automatic power down after 18 minutes of non use.

X XON CONTUSING LARGE DISPLAY with .4 no's. Displays tme to 199.99 for long Cowboy Action stages.
A CLOTEES PIN TYPE BELT CLIP for easy on/easy off.

A NOW WITE ADJUSTABLE SENSITIVITY fcr light Cowboy Action loads.

X REVIEW. SPLIT TIME AND PAR TIME standard.

X SWTTCE SELECTABLE instant/random delayed start

X OFFICIAL TIMER for 1857 Winter Range and End of Trail Cowboy.

X CEI-2800 $129.95 ‘Buy 4 get | FREE!')

Competidion Electronices, Inc.

3469 Precision Drive
Rocktord. IL 61108
‘815} 6748001 FAX 6748181




STAGE |

Designed By Hawk Spivey

I'M IN THE JAILHOUSE NOW

You've done did it again, waking up in jail with a
hangover, a knot on your noggin and in
shackles! As your head starts to clear, you
remember getting caught in a "compromizm
position”, with a purty gal. How wuz you
supposed to know she wuz the judge's daughter!
Lying on your bunk, you and the sheriff are jaw
Jjackin when in comes that same purty gal with a
covered tray, but afore you kin git up, in busts
her 9 big brothers with a hangin rope. When the
old sheriff trys to run them boys off they just up
and shoot him down like a dog! That purty gal
hollers and hands you the tray through the bars.
God bless purty women, cause in that tray is a
trusty six shooter! After you blaze away at them
big old boys, you grab up the sheriff’s pistol.
Seems as he fell against your cell when he wuz
plugged. If it wuzn't fer bad luck you'de have no
luck at all, cuz that hawg leg is plum empty. You
load it up right quick like usin bullets from the
sheriff's gun belt and shoot like "hell". Grabbin
up the sheriff's shotgun that fell on the floor, rite
by the bars, you pluck shells out of the sheriff's
vest and shoot the last of them pesky brothers.




STAGE 1

2 Pistois~10 Cartridges, Shotgun—4 Shelis

A\

Shooter loads 1 pistol and places it in the tray. The other pistol is
staged empty in the sheriff's holster. At least flve pistol rounds are
placed in the sheriff's belt loops. At least four shotgun shells are
placed in a pocket of the sheriff's vest. Shotgun is staged, acdon open
and empty pointing down range, leaning on the sheriff’s body.

At the beep shooter takes the tray from the tdmer, picks up the
loaded pistol and yells “She ain't that purty”, and shoots the pistol
targets left to right. Holster the empty pistol and pick up the empty
pistol from the sheriff's holster. Load this pistol from the sheriff's gun
belt and shoot the pistol targets again, left to right. Pick up the
shotgun, load from the sheriff's vest and shoot each shotgun target
twice.

NOTE: Not saying the line is a 10 second penalty. Shooter shoots
entire stage in irons.

Sponsored By

The Woodville Gang




STAGE 2

Designed By Shotgun Hanna

PRUNELLA AIN'T NO PUSHOVER

One fine fall day, Prunella Puddingtang
was tendin her chores, as she did
everyday, from sunup till sundown.
Cookin, washin, milkin, feedin, raisin
younguns and protectin the
homestead, whilest all the men folk are
drivin the herd to the railhead. While
hangin out her wash, Prunella ketches
site of an Injun movin about out in the
woods. As she moves towards her rifle,
which she always keeps close at hand,
she spots a bunch more of the ornary
hostiles a movin in. After blazin away
she grabs up her baby, yells a warnin to
the other younguns and from inside the
cabin, defends her family and home
against an Injun attack.

Sponsored By

Poplar Ridge
Homemaker's Club




STAGE 2

I Pistol- 5 Rounds, Rifle~ 8 Rounds, Shotgun— 6 Shells
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Shooter puts on apron and bonnet. Load pistol and holster it.
Rifle is loaded and staged leaning on hay bale pointing down range.
Shotgun is staged, action open, leaning in corner of cabin. Three
shotgun shells are placed in left apron pocket and three in right
apron pocket. At the beep, shooter picks up garment in wash tub
and uses three clothes pins out of apron pocket to hang the
garment on the clothes Hine. Shooter then yells, “Injuns!! You
younguns git in the house”. Shooter picks up rifle, kneels down
behind the hay bale and engages rifle targets, double tapping each
target. Acdon open, place rifle on hay bale. Pick up the baby from
the pallet and move into the cabin and place baby in the crib.
Shooter moves to the window, draws his pistol and through the
window, engages the five pistol targets. Shooter holsters pistol and
yells, “A women's work is never done”, picks up the shotgun,
loading from apron pocket only, engages the left shotgun target,
then the right target and continues to alternate targets until six
rounds are fired.

NOTE: 10 second penalty each for not saying lines.

Pistol and shotgun barrel must be protruding through window.
A dropped shotgun shell is scored as a miss.

Not moving the baby is a 10 second penalty.




STAGE 3

Designed By Hawk Spivey

A REAL CLOSE SHAVE

You've just got settled in the barber chair, face
all lathered up for a real good shave, when in
walks "Stamp Leg Joe" and his gang of
no-accounts. Thinking they got you
cold-turkey, old Joe pulls iron and starts to
flap his jaws. Seems as though old Joe is still
carrying a grudge around, cause you shot his
leg off, with a Greener, a few years back when
you was a lawman out in the Natons. After
listening to about all you can stand, you up
and shoot old Joe with the sixgun you had
drawn all the while, under the barber cloth.
Things get right lively in the barber shop for a
time! When the dust settles and the smoke
clears old Joe and his gang won't be bothering
you or anybody else, cause you've done shot
them all grave yard dead.

Sponsored By

Meridian Mini-Storage




STAGE 3

I Pistol-5 Cartridges, Rifle-8 Cartridges, Shotgun—4 Shells
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Shooter loads 1 pistol. Rifle is staged loaded on the table.
Shotgun is staged acton open on the table. Both are pointed down
range. Shooter sits in barber chair, with one pistol in hand under
the barber cloth. Shooter’s face is lathered with shaving cream.

At the beep, shooter yells "You ain‘t never going to learn, Joe" and
shoots the pistol targets, shootdng the center target first. Each
remaining target is then shot in any order. Shooting with the pistol
is done while seated in the barber chair. The shooter then stands
up, holsters the empty pistol and moves to the table. Each rifle
target must be engaged twice and each shotgun target must be
engaged twice. The shotgun is loaded with shells firom the shooters
person. After shoodng rifle and shotgun, weapons must be placed
on the table, action open and pointing down range
NOTE: Letting your barber cloth touch the ground will result in a 10
second penalty.

Not saying the line is a 10 second penalty.
Not shooting the center pistol target first is a 10 second penalty.




STAGE 4

Designed By Cool Waters

DAMN THAT BRANDING IRON IS HOT
GIVE THAT INDIAN A SIGN

Gus Leghorn and you are about to start fall
branding. The air is cool, and the leaves
have begun to change. Down at the corral
you notice the talley has come up short.
You and the neighboring ranchers haven't
been bothered by the local tribe, because
you've always spared them a few head
every so often, to keep them pacified.

When you tell Gus about the short count,
he tells you that the old chief'has passed on
to the happy hunting ground, and that the
new chief, Painted Rock, has put on war
paint and wants to run all the white eyes
out of the country. Chief Painted Rock is
out for your scalp. INDIAN ATTACKI!!

Sponsored By

3-D Ammunition
and Bullets




STAGE 4

| Pistol-5 Cartridges, Rifle-9 Cartridges, Shotgun—4 Shells

Shooter loads and holsters pistol. Shotgun is staged lying across
Gus's chest, action open, pointing down range. Four shells are placed
in Gus's vest pocket. Rifle is loaded and placed in the scabbard on
Splinters. Shooter stands by fire, branding iron in hand, dp in fire. At
the beep, shooter pulls calf tall, releasing the indian. Shooter
engages the indian with the branding iron, popping the balloon,
then returns the branding iron to the fire. Shooter then engages the
pistol targets, left to right, then re-holsters. Shooter moves over to
Gus, picks up shotgun and engages the four shotgun targets, loading
from Gus's vest only and firing from a kneeling positon. Shotgun is
placed back on Gus, action open and pointing down range. Shooter
then moves to Splinters and mounts. Rifle is drawn from the
scabbard and rifle targets are engaged closest to farthest then
farthest to closest. The ninth round is fired at the red target.

NOTE:
Not popping balloon is a 10 second penalty.
Firing at rifle targets out of order is a 10 second penalty.




STAGE 5

Designed By Cool Waters

SALLY AIN'T NO TURKEY

It is the fall 0f 1868 and you are the wagon
master of a wagon train headed up the
Bozeman Trail. The wagon train is three
weeks out of Fort Laramie and the meat
supply has played out. A small band of
friendly indians pass by and tell you of a
herd of buffalo just north of the Big Horn
River. You figure it will take 8 buffalo to
provide enough meat to make it on in to
Virginia City. You harness up "Old Sally”,
your pack mule, and head out. Easing up
over a ridge you spot the herd grazing so
you tie Old Sally to a tree and hunker down
behind a log, taking up a real good
shooting position. Just as you've shot your
last buffalo, you spot a turkey thats been
flushed out by all the rifle fire. You let out a
gobble, the turkey stops and you plug him.
Now your troubles have just begun because
up rides 10 hungry Crow Indians and they
are intent on taking your buffalo, turkey
and SCALP!!!



STAGE 5

2 Pistols— 1 0 Cartridges, Rifle-9 Cartridges

Shooter loads and holsters both pistols. Rifle is loaded and
placed in the scabbard on mule. Shooter stands with mule’s reins in
one hand. At the beep shooter says “Lets go Sally”, and pulls mule
over to the tree and tes her up. Shooter then removes rifle from
scabbard and kneels down behind the log. After shoodng the
buffalo 8 dmes, shooter stands, gobbles at the turkey and engages
the turkey target. Action open, shooter leans rifle on log, pointing
down range. Shooter then picks up the turkey, staged beside the
log, and moves back to Sally, placing the turkey on Sally. Shooter
then draws one or both pistols and engages the 5 pistol targets.
Each target must be engaged twice.

NOTE:

Failure to gobble is a 10 second penalty.

Failure to tde turkey to Sally is a 10 second penalty.

Failure to engage turkey is a miss and is a 5 second penalty and a
10 second procedure penalty.

Failure to say line is a 10 second penalty.

Sponsored By

B & B Guns
and Banjo

Shop




STAGE ©

Designed By Brazos Bill

DUCK DUKE

You are a "Deputy” town marshal in El
Paso, Texas. It's a lazy summer night and
you're standing in the doorway of the jail,
waiting for the marshal to return from
taking a turn around town. Just as the
marshal is crossing the street, you spot a
whole passel of hombres, fixing to ambush

"Duke". You holler for Duke to get down,
as you blaze away with your trusty six-gun
and shotgun, saving the life of Marshal
Duke, and become the town Hero.

Sponsored By

Mapies Industries




STAGE ©

2 Pistois~10 Cartridges, Shotgun-8 Shells
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Shooter loads and holsters both pistols. Shotgun is staged leaning
against door frame, action open. Eight shells are placed in a box on
the table. At the beep, shooter yells "Duck Duke” and pulis the rope,
causing Duke to duck. Shooter then engages the five pistol targets,
left to right, with first pistol. Re-holster and then engage the targets
again with the second pistol, right to left. Re-holster and pick up
the shotgun, loading firom the box on the table only, and engage the
left shotgun target, top to bottom, then the right shotgun target,
top to bottom, and repeat this sequence until eight rounds are
fired.

NOTE:

Not saying the line is a 10 second penalty.

Not causing Duke to duck is a 10 second penalty.

If a shotgun shell is dropped to the ground it is scored as a miss.




STAGE 7

Designed By Bushwacker Johnston

AMBURSH AT THE CAVERNS

Captain Kennamer and his company of
Home Guards and Scouts have just returned
bhome, in Kennamer’'s Cove. The horses have
been fed and put up. The picketts have
taken up their posts, and all is quiet. With
your trusty shotgun by the door, you sit
down at the table to enjoy some of Mama's
home cooking. Just as you start to eat you
hear a pickett yell "Halt", followed by a shot.
Suddenly all hell breaks loose and hot lead is
flying, bullets striking the cabin like hail
from hell's own thunderstorm. Caught by
surprise, your men scramble to their
stacked weapons. Bushwacker Johnston's
Lads of Gray have mounted a calvary charge
and you and your men must re-group,
return fire and repel the attack.

Sponsored By

Automatic Yend X




STAGE 7

| Pistol-5 Cartridges, Rifle—8 Cartridges, Shotgun—6 Shelis
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Shotgun is staged, action open, leaning in corner of cabin. Rifle
is loaded and staged in the rifle rack. Pistol is loaded and
holstered. Four shotgun shells are placed in the saddle bags on the
fence. Shooter takes a seat at the table, with knife and fork in hand
and napkin tucked in shirt collar. At the beep, shooter drops
utensils, moves to the left cabin window, and engages five pistol
targets, left to right. Prior to firing shooter must shout, "Bush
Wackers". Shooter re-holsters pistol, picks up shotgun and engages
two shotgun targets through the right window. Shooter returns
shotgun to corner, action open, exits cabin through door. Shooter
moves to rifle rack, picks up the rifle and engages the four rifle
targets, sweeping left to right then left to right again. Shooter
returns rifle to rack, action open. Shooter picks up saddle bags,
moves back into the cabin and picks up the shotgun. L.oading from
the saddle bags shooter engages the shotgun targets through the
right window, alternating targets shootng each target twice.
NOTE:

Not saying line is a 10 second penalty.

This stage is a fictional re-creation of events that took place near our shooting range during the
War Between the States.




STAGE 8

Designed By Hawk Spivey

CAUGHT WITH YOUR PANTS DOWN

Your work as "Cook" for the Ketch
Ranch, Oklahoma Territory, seems never
to be done. The whole outfit is out
branding young stock and you have just
come in from hunting praire chicken.
Just as you get settled on the "Throne" in
the outhouse, a band of roving hostiles

attack the ranch headquarters. Alone,
outnumbered and with your britches
down, you must defend the ranch with
your trusty six-guns, rifle and shotgun.

Sponsored By

Automadtic Vend X




STAGE 8

2 Pistols—10 Cartridges, Rifle-8 Cartridges, Shotgun—4 Shells

D EEEE

Shooter loads and holsters both pistols. Shotgun is staged, action
open and empty, on kitchen table. 4 shotgun shells are placed into sack
on table. Rifle is loaded and staged, leaning against corner, inside the
outhouse. Shooter must be seated on the throne, catalog in both hands,
outhouse door closed and latched.

At the beep shooter opens door and yells "Can't a cowboy read in
peace”, draws a pistol and engages the pistol targets, left to right.
Holsters the empty pistol, draws the second pistol and engages the
targets again, left to right. After holstering the pistol the shooter stands
up, picks up the rifle and from the doorway, engages the rifle targets.
Each target must be engaged twice. Action open, return the rifle to the
corner. Shooter moves to the kitchen table, dumps out the contents of
the bag onto the table, locates 4 shotgun shells and engages each
shotgun target twice.

NOTE: If you have a pistol in a cross-draw holster, it must be staged
on the "throne” next to you and returned to this posidon after firing. If
a live shotgun shell rolls off the table, it is considered a "Dead Round”.
All pistol targets must be engaged from the sitting positon. The line
"Can't a cowboy read in peace”, or words to that effect, must be recited
prior to engaging pistol targets, or a 10 second penalty will be
imposed.




