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SEPTEMBER 

2011 AA GGAA RRIITTAA   GGAA ZZEETTTTEE  
A Chronicle of the Plum Creek Shooting Society 

  

Agarita Ranch  Lockhart, Texas 
  

Marshals  
Range Marshal - Delta Raider 

Territorial Governor - Jake Paladin 

Safety Marshal - Elroy Rogers 

Protest Marshal ɬ Schuetzum Phast 

Stage Marshal - Boon Doggle 

Long-Range Marshal - Wild Hog 

Administrative Marshal ɬ Long Juan 

Medical Marshal - Jake Paladin 

Raffle Marshal ɬ True Blue Cachoo 

Costume Marshal - Lorelei Longshot 

Entertainment Marshal - Old Bill Dick 

Special Events Marshal - Belle Fire 

Side Match Marshal - Texas Sarge 

Editor, Agarita Gazette ɬ Long Juan 

BBBaaattt ttt lll eee   ooofff    PPPlll uuummm   CCCrrreeeeeekkk    RRReeesssccchhheeeddduuulll eeeddd   
The big match will NOT be the first weekend in October.  It has 

been rescheduled for the third weekend (October 14 -16) to avoid 

conflicting with Defend Old Fort Parker 2011.   
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Long Juan Here!! 
Prayers up for everyone affected by the fires 

in Central Texas.    

I am back to writing my own feature article this 

month.  We had a great run with Joe Darter, 

Pine Tree and Lefty Leo  all contributing great 

articles.  I hope they will contribute again 

and/or that others will contribute.  I also want 

to thank Boon Doggle  for the photos he has 

been sending me after each match.  I encourage 

others to do the same.  It will help me if you 

will identify people in the photos you send, so I 

can be sure to identify them correctly in the 

Gazette.  You can email articles and photos to 

me or you can give me a hard copy when you 

see me at a monthly match.  Thanks in advance.   

jsoule@scottdoug.com 
 

Artiman  

Shootin g GAF Repeater 
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What is a Stage Scenario?  ȱȱȭȭɯÉàɯ+ÖÕÎɯ)ÜÈÕ 

My daughter, Sterling Sage , suggested that 

I write a n article targeting new shooters.  She 

told me it would be helpful to her (and she 

thinks to oth ers just getting started in cowboy 

action shooting).  She asked me to describe and 

explain a typical monthly match at Agarita 

Ranch (and at other clubs, as well).  So, here we 

go ɬ  

A match at Agarita Ranch begins before the 

day of shooting.  One or more club members 

write  the stage scenarios and get the stages 

ready to shootȭɯɯ6ÏÈÛɀÚɯÈɯÚÛÈÎÌɯÈÕËɯÞÏÈÛɯÐÚɯ

required for it to be ready to shoot?  A typical 

match involves shooting five or six stages a day.  

At Agarita Ranch, except for special events, we 

shoot only one day each month ɬ the first 

Saturday.  In cooler weather, we shoot six 

stages.  In warmer weather, we shoot only five 

stages in order to be finished before it gets too 

hot.  Each stage includes a loading table, 

shooting positions, an unloading table , targets 

and usually a variety of props.  Set-up before 

the match includes painting the targets (so hits 

will show better), placing the targets in the 

right locations, identifying shooting positions 

and ensuring any necessary props are ready.   

What are the targets?  Virtually all targets 

are made of steel.  It does not matter where the 

shooter hits the target, just that the target is hit.  

Target shapes are most often round or square, 

È××ÙÖßÐÔÈÛÌÓàɯ ƕƚɂɯ ÐÕɯ ÚÐáÌȭɯ ɯ 3ÈÙÎÌÛÚɯ ÊÈÕɯ

sometimes be in the shape of buffalos, cowboys 

or other shapes associated with the Old West.  

Rifle and pistol targets are usually steel plates 

on a stand, although occasionally they are 

knock-down style targets, i.e., a plate that must 

be knocked down, not just hit to count as a 

ɁÏÐÛȭɂ  Some targets can be in motion.  Most 

shotgun targets are knock-down targets.  Target 

distances vary from as little as 7 yards for 

pistols and as much as 50 yards for the rifle.  

More typical distances are 7-10 yards for pistol, 

8-15 yards for shotgun and 10-20 or 25 yards for 

rifle.   
 

 
Agarita Ranch Stage 10 ɬ Belt Buckle Stage 

 

When the posse (group of shooters assigned 

to shoot together for the match) arrives at a 

stage, the posse leader reads the stage scenario.  

The scenario provides detailed instru ctions for 

shooting the Stage, including firearm and 

ammunition requirements , the placement 

(staging) of the firearms, the order in which the 

firearms will be used and the sequence in which 

targets are to be engaged.  The scenario 

description may also include a story that 

provides the fantasy for shooting the scenario.  

For example, there might be a jail break and the 

shooter is after the escaping prisoners. 
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The following is a simplified example of a stage layout and scenario.   

 

R1 R2 R3 R4

P1 P3 P4 P5P2

S1 S2 S3 S4

Shooting Position 1  Shooting Position 2  Shooting Position 3  

Loading Table Unloading Table

STAGE LAYOUT EXAMPLE

 
 

Ammo:  10 Pistol ɬ 10 Rifle ɬ 4+ Shotgun 

2 pistols holstered loaded with 5 rounds, hammer down on empty chamber  

10 rounds in rifle, hammer down on empty chamber.   

4+ shotshells on body.  Shotgun staged on table at Shooting Position 3.   

Four desperados have escaped from the local jail.  You are on the posse hunting the escapees.  You 

encounter them in mesquite thicket, dismount and give chase, taking with you both your rifle and 

shotgun. 

Starting position: Standing by the fence at Shooting Position 1, rifle at port arms.   

2ÏÖÖÛÌÙɀÚɯÓÐÕÌȭɯɯɁ'ÈÓÛɯÈÕËɯÛÏÙÖÞɯËÖÞÕɯàÖÜÙɯÎÜÕÚɯÖÙɯ(ɀÓÓɯÚÏÖÖÛȵɂ 

Ɂ23 -#!8ɂɯɯ!$$/ɯÖÙɯ!499$1ɯÚÖÜÕËÚ 

From Shooting Position 1, at the beep, with the rifle, engage 4 rifle targets (escaping desperados) in a 

ÊÖÕÛÐÕÜÖÜÚɯɁ-ÌÝÈËÈɯ2ÞÌÌ×ɂȮ starting at either end.  R1, R2, R3, R4, R3, R2, R1, R2, R3, R4  OR  R4, R3, R2, 

R1, R2, R3, R4, R3, R2, R1.   

Make the rifle safe (stage on table, action open, muzzle pointed down range).  Move to Shooting Position 2.  

With pistols, engage 5 pistol targets; double-tap (2 shots) each target starting from the left.  P1, P1, P2, P2, 

P3 (holster first pistol, draw second pistol), P3, P4, P4, P5, P5 (holster second pistol).  Note: the sequence for 

rifle and pistol is different to provide an example of different sequences.  Often the sequences for rifle and pistol are 

the same or similar to make it easier for the shooter (and the timer operator and spotters) to remember. 

Move to Shooting Position 3.  With shotgun, engage 4 shotgun targets in any order.  Knock-down targets 

must go down to count as hit.  Shotgun misses may be made up.  Make shotgun safe (action open, 

chamber(s) empty).   
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After the posse marshal reads the stage 

scenario and answers any questions, shooters 

go to the loading table and load their pi stols 

and rifles according to the stage instructions.  

Muzzles must be pointed safely down range at 

all times.  Hammers must be down on empty 

chambers when loading is complete.  Shotgun 

action remains open.  New shooters (really all 

shooters) should have someone check when 

finished loading to be sure pistols and rifle are 

all hammer down on empty  chambers.  

Occasionally a member of the posse will be 

assigned this duty at the loading table.  All 

firearms, including pistols should remain on 

the loading table until the shooter is on -deck 

(next to shoot).  Some clubs allow pistols to be 

holstered at the loading table after they are 

loaded and before reaching the on-deck 

position.  Keep in mind if you shoot at a club 

that allows holstering of loaded pistols before 

the on-deck position, if you move away from 

the loading table with loaded pistols in your 

holsters, other than when called to the 

shooting line, you will incur a penalty.  Best 

practice: leave your pistols on the loading table 

even if not required.   

When the first shooter and the timer 

operator are ready, the timer operator will call, 

Ɂ2ÏÖÖÛÌÙɯ4×ȭɂɯɯ3ÏÌɯÚÏÖÖÛÌÙɯÛÈÒÌÚɯÏÐÚɤÏÌÙɯÙÐÍÓÌɯ

and shotgun and stages them appropriately.  

In the example above, that means the shotgun 

would be on the table at Shooting Position 3, 

action open, muzzle pointed safely 

downrange.  The pistols would be holstered 

and the rifle would be held at port arms by the 

shooter at Shooting Position 1.   

The timer operator will then say to the 

ÚÏÖÖÛÌÙȮɯɁ.ÕɯàÖÜÙɯÓÐÕÌɂɯÖÙɯÞÖÙËÚɯÛÖɯÛÏÈÛɯÌÍÍÌÊt.  

3ÏÌɯÚÏÖÖÛÌÙɯÚÈàÚɯÛÏÌɯÓÐÕÌɯȹÐÕɯÖÜÙɯÌßÈÔ×ÓÌȮɯɁ'ÈÓÛɯ

ÈÕËɯÛÏÙÖÞɯËÖÞÕɯàÖÜÙɯÎÜÕÚɯÖÙɯ(ɀÓÓɯÚÏÖÖÛɂȺɯÈÕËɯ

ÛÏÌɯÛÐÔÌÙɯÖ×ÌÙÈÛÖÙɯÞÐÓÓɯÚÈàȮɯɁ2ÛÈÕËÉàȭɂɯɯ2ÏÖÙÛÓàɯ

thereafter, the shooter will hear a beep or buzz 

indicating the timer has started, which is the 

signal for th e shooter to start shooting.  For new 

shooters, the timer operator will help if the 

shooter gets confused about what target or gun 

is next.  At all times, the timer operator is 

responsible for safety, although safety is the 

responsibility of everyone, not just the timer 

Ö×ÌÙÈÛÖÙȭɯɯ(ÍɯÛÏÌɯÛÐÔÌÙɯÖ×ÌÙÈÛÖÙɯÚÈàÚȮɯɁ23./ɂɯÈÛɯ

anytime, the shooter should stop shooting 

immediately with his/her firearm pointed safely 

down range.  Wait for instructions on how to 

proceed.  An example of why the timer operator 

might say, Ɂ23./ɂɯÞÖÜÓËɯÉÌɯÈɯ×ÌÙÚÖÕɯÖÙɯÈÕÐÔÈÓɯ

down range and therefore potentially in the 

line-of-fire.   

While the shooter is shooting, other 

members of the posse have posse duty.  Three 

people (spotters) count misses and watch for 

Ɂ/ɀÚɂɯȹËÐÚÊÜÚÚÌËɯÉÌÓÖÞȺȭɯɯ2ÖÔÌÖÕÌ else picks up 

brass.  Another writes down the scores.  

Someone is usually stationed at the unloading 

table to confirm all guns are unloaded before a 

shooter leaves the unloading table.  As noted 

above, someone is occasionally assigned to the 

loading table, usually only in bigger matches, to 

confirm that all loading has been done properly 

and that firearms are being handled safely, 

especially after loading.  All posse members, 

including new shooters, share in these duties 

when not shooting , something experienced 

shooters need to remember also.   

After a shooter has finished shooting and 

goes to the unloading table, the spotters tell the 

timer operator the number of misses and any 

×ÙÖÊÌËÜÙÈÓɯ ÔÐÚÛÈÒÌÚɯ ȹɁ/ɀÚɂȺ -- most often 

shooting the targets out of order.  The timer 

operator then tells the scorekeeper the 

ÚÏÖÖÛÌÙɀÚɯ ÙÈÞɯ ÛÐÔÌɯ ȹÉÌÍÖÙÌɯ ÈÕàɯ ×ÌÕÈÓÛÐÌÚȺȮɯ

number of misses and whether there was a 

Ɂ/ɂȭɯɯ3ÏÌÙÌɯÊÈÕɯÉÌɯÖÕÓàɯÖÕÌɯɁ/ɂɯÈÞÈÙËÌËɯ×ÌÙɯ

stage.  Typically, a miss is a 5-second penalty 

and ÈɯɁ/ɂɯÐÚɯÈɯƕƔ-second penalty.  There are 
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other penalties, but they are beyond the scope 

of this article.  At the end of the match (all 

stages shot), the grand score for each shooter is 

determined by adding the stage times plus any 

penalties ɬ ÔÐÚÚÌÚȮɯɁ/ɀÚɂȮɯÌÛÊȭɯɯ2ÏÖÖÛÌÙÚɯÚÏÖÖÛɯÐÕɯ

various categories and compete only against 

other shooters in their category.  See article 

about shooting categories elsewhere in this 

issue.   

When the shooter goes to the unloading 

table, all guns are unloaded and cleared to 

ensure that each firearm is unloaded before the 

shooter leaves the unloading table.  Empty 

brass that has been picked up is returned to the 

shooter at the unloading table.  After the 

shooter has gone to the unloading table, the 

timer operator checks to be sure that the firing 

line is safe and ready for the next shooter.  The 

ÛÐÔÌÙɯÖ×ÌÙÈÛÖÙɯÞÐÓÓɯÛÏÌÕɯÊÈÓÓɯɁ2ÏÖÖÛÌÙɯ4×ɂɯÈÕËɯ

the process begins again and continues until all 

members of the posse have shot the stage.    

After everyone has shot the stage, the posse 

moves to the next stage and continues to each 

stage until all stages for the day have been shot.  

If a shooter has questions about the stage 

scenario or anything about what is going on, the 

shooter should ask the posse marshal, the timer 

operator or any other experienced member of of 

the posse.   

Some clubs will schedule a posse solely for 

new shooters with experienced shooters 

available to assist.  Other clubs schedule a new-

shooters orientation or match at a time other 

than the regularly scheduled match.  Either 

option provides new sh ooters with an 

opportunity to shoot a few stages and learn 

before participating in their first real match.  If 

ÖÕÌɯÖÍɯÛÏÌÚÌɯÖ×ÛÐÖÕÚɯÐÚɯÈÝÈÐÓÈÉÓÌȮɯÐÛɀÚɯÈɯÎÙÌÈÛɯÞÈàɯ

to get started.  If you are the only new shooter 

on a posse and are shooting in a regular match, 

think of it as a great opportunity to learn from a 

great bunch of experienced shooters.  Be safe, 

take your time and ask questions.  Soon you 

will be an experienced shooter teaching another 

new shooters how to enjoy our great sport.   

For additional in formation, visit the SASS 

website and download copies of the Shooters 

Handbook  and the Range Officer 1 (RO1) 

Course Handbook.   
http://sassnet.com/Shooters-Handbook -001A.php.   

In closing, I wan t to thank Boon Doggle , 

Grouchy Spike , Buck Bradley  and Jake Jones 

for their constructive criticism during the 

writing  of this article.   

 

                                  

True Blue Cachoo  

(left) 

 

 

      Woolie Chaps  

                 (right) 

http://sassnet.com/Shooters-Handbook-001A.php
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What does it mean?  Chaps        

 

LÌÛɀÚɯÚÛÈÙÛɯÞÐÛÏɯÞÏÈÛɀÚɯÐÔ×ÖÙÛÈÕÛȭɯɯ3ÏÌɯ

correct pronunciation is shaps.  Chaps 

are leather leg coverings that protect a 

ÙÐËÌÙɀÚɯÓÌÎÚɯÍÙÖÔɯÉÙÜÚÏɯÈÕËɯÊÈÊÛÜÚȭɯɯ(Õɯ

Spain and Mexico, the earliest form of 

protective leather garment used by mounted 

riders who herded cattle we re called armas, 

ÞÏÐÊÏɯÔÌÈÕÛɯɁÚÏÐÌÓËÚȭɂɯɯ 

Shotgun chaps ȹÚÖÔÌÛÐÔÌÚɯÊÈÓÓÌËɯɁÚÛÖÝÌ×Ð×ÌÚɂȺɯ

get their name from their straight design, 

similar to a shotgun barrel .  They are the 

original style of chap s worn by working 

cowboys.  Shotgun chaps run the full le ngth of 

the leg and are typically closed around the leg 

from top to botto m, requiring the rider to step 

into them like a pair of ordinary trousers .  

Shotgun chaps reflect a synthesis of Spanish 

chaps (or chaparejos) and the leggings worn by 

mountain men, w ho had copied their leggings 

from leggings worn by 

the Indians.  Shotgun 

chaps do not flap 

around the way a 

batwing design can.  

Because they trap 

heat, shotgun chaps 

were popular in the 

northern plains states.  

Ɂ6ÖÖÓÐÌÚɂɯ ÈÙÌɯ Èɯ

variation of shotgun 

chaps made with fleece or hair-on cowhide, 

making them the warmest of all chaps.   

Batwing or Texas-winged chaps came along 

after shotgun chaps.  They also run the full 

length of the leg, but are typically only closed 

around the leg from the top of t he chap to just 

above the knee and are cut wide with a flare at 

the bottom.  The wide Ɂwingsɂɯ ÖÍɯ ÉÈÛÞÐÕÎɯ

chaps make them easier to pull on and off when 

the wearer is booted and spurred.  Because they 

have only two or three fasteners around the 

thigh, they allow 

for greater 

freedom and 

movement of the 

lower leg, which 

helps when 

mounting and 

riding a horse.  

The design 

allows more air 

circulation, making them cooler to wear and 

more popular than shotgun chaps in Texas.   

Chinks  (derived from chinkaderos) are half-

length chaps, typically hitting the rider below 

the knee but above the ankle.  They are fastened 

ÈÙÖÜÕËɯÛÏÌɯÙÐËÌÙɀÚɯÓÌÎÚȮɯÉÜÛɯÛÏÌɯÍÈÚÛÌÕÌÙÚɯÚÛÖ×ɯ

above the back of the knee, allowing the chinks 

to move more freely from 

that point downward.  The 

fringe on chinks is also 

usually longer and more 

prominent than fringe found 

on chaps.  The leg shape is cut somewhere 

between batwings and shotguns.  They are 

cooler to wear and are thus popular in warmer 

ÊÓÐÔÈÛÌÚȭɯɯ"ÏÐÕÒÚɯÈÙÌɯÖÊÊÈÚÐÖÕÈÓÓàɯÊÈÓÓÌËɯɁÏÈÓÍ-

ÊÏÈ×ÚɂȮɯÉÜÛɯÚÏÖÜÓËɯÕÖÛɯÉÌɯÊÖÕÍÜÚÌËɯÞÐÛÏɯÎÈÐÛÌÙ-

style half-chaps, which extend up from the 

ankle to just below the knee and are not 

traditional cowboy gear.   

Chaps of any type are one of the costuming 

options for Classic Cowboy and B-Western 

SASS costume-based shooting categories 

discussed elsewhere in this issue. 

 

 

Shotgun Chaps 

Batwing Chaps 

http://rover.ebay.com/rover/1/711-53200-19255-0/1?type=3&campid=5335820083&toolid=10001&customid=CBWArticleWhatAreChinks&ext=chinks&satitle=chinks
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September Shoot We had another great shoot in September, even if it was HOT  again.  We 

had 32 shooters shoot in 20 categories.  Complete results are on page 13 of this issue.  Winners in 

competitive categories were Phantom  - Cowboy,  Kicksho t ɬ Forty-Niner, Chisos ɬ Senior, Lucky 

Nickel  ɬ Silver Senior, Farr Ranger ɬ Senior Duelist, Gold Dog  ɬ Cody-Dixon Lever, Boon Doggle  ɬ 

Cody-Dixon Single, Scooter ɬ GAF Repeater and Elroy Rogers ɬ Wild Bunch Traditional.  Little 

Mama and Chisos had the only clean matches.  Phantom  was fastest overall, followed by Dragon 

Hill Dave .  Artiman  was most photogenic.  Congratulations to all!  After the shoot, many of us 

stayed for pizza with Kitchen Kate.  Remember next month is Battle of Plum Creek on the third 

weekend and that we will not be shooting the first weekend in Octobe r.  Apologies and correction:   

ɁRogersɂ in Elroy Rogers ÐÚɯÏÐÚɯÞÐÍÌɀÚɯmaiden name, not his brother-in-ÓÈÞɀÚɯÚÜÙÕÈÔÌȭɯɯ ÕËȮɯ

Crystal Creek is on SH21 just outside Bastrop, not between Bastrop and San Marcos.  Sorry Mack! 
 

                 
 Boon Doggle & Anna Longshot     Wild Hog  

 

                    
  Bisbee Jackson              Artiman  


