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SCORING: 
 

1. All targets will be the same size. The only exception is on Stage 10 which is a KYL stage. These 
targets will be in decreasing size. 

2. Teams will have 3.5 hours to finish the entire course or be disqualified. 
3. All targets, unless otherwise noted by the RO, must be engaged twice. 
4. All hits are worth two points, or a total of 4 points per target. 
5. All misses are worth -2 points, or a total of   -4 points per target. 
6. All targets must be engaged. 
7. In the event that a shooter misses both shots at any one target, that target is now out of play and 

the shooter must move on to the next target, losing 4 points for the missed target. 
8. For every legit 30 seconds (not 29 seconds) that a team finishes a stage after cleaning said stage, 

the team will earn an additional 4 points added to their score. 
9. The RO will record all scores on both his/her copy and the team’s copy of the scorecard. All team 

scorecards will be verified against the RO cards at the end of each day. 
10. In the case of a malfunction, stage times will not be stopped. The shooter(s) must work to clear the 

malfunction and re-engage the target. Failure to clear the malfunction before the end of the stage 
time will result in lost points for each target not engaged/hit. 

11. In the event that a malfunction results in a stoppage not correctable in the field, the team may 
choose to continue on without the one gun or choose to stop in place, return to the lodge and 
request to start again the next day. The MD will have the sole discretion of allowing a restart 
from the last stage the shooter’s attempted. 

12. The bonus stage will be scored similarly to an ELR competition.  There will be 5 chances to hit 
the target. The first shot is worth the most, then the 4th, the 3rd, and so on. Failure to hit the target 
in 5 shots will result in no points earned and no points lost. 

	


