Revised 06/15/09

Wild Bunch Match Rules
 

The “official rules” were published in the January 2008 Cowboy Chronicle, pages 40 and 41.  They can also be found on the internet here:  
http://www.sassnet.com/EoT/wildbunchmatch.php
 We have adopted the SASS version with a few exceptions.  The major exception is that we will allow more firearms in the competition.  Basically, anything that was in existence in 1913 (the year the movie was set in), more or less, can be used as appropriate.  We may get to the point where we have some that want to prepare for a major match like EOT while others want to shoot for the fun of it.  I realize that strict compliance to the rules is important for real competition.  If we have that case, we can have two categories.  The Wild Bunch that complies with all the SASS rules and the Fun Bunch that doesn’t.

 Most of us have shot SASS enough to develop safe habits such as always carrying our long guns with the muzzle up. Wild Bunch style of shooting is a little different.  The operation of a semi-auto pistol is different and the stages are set up with that in mind.  Go slow until we all develop safe habits.

 Hand Gun:  1911 preferred as per SASS.  P-07 Luger would be acceptable, as would a broom handle Mauser.  The course of fire is set up for semi-auto pistols, but if you have a double action revolver (with one or more reload on the clock), you are still welcome.  Each magazine will be loaded with no more than five (5) rounds each.  A typical course of fire will be at least ten (10) rounds so you will need magazines for reloads.  You will also need a holster; period style preferred.

 Rifle:  Any SASS main match rifle.  Other rifles in a pistol caliber are also welcome, e.g. a Broom Handle Mauser with a shoulder stock.  A club in Colorado also allows semi-auto Model 1921 Thompson’s and BAR’s.  If someone would like to shoot a rifle caliber (e.g., .30-’06 or .30-30) we can set the stage up “Cody Dixon” style (let us know in advance), but you still have to shoot LEAD BULLETS ONLY!
 Shotgun:  ’97 preferred as per SASS.  Most any pump or lever is acceptable, e.g. a Remington 870.  The course of fire is set up for shotguns with a magazine, but if you would like to use a SxS you are welcome, but it won’t be competitive.

 NO FULL METAL JACKETS in any firearm.  NOTHING OVER 1,000 FPS for Pistols and 1,400 for rifles.  That is, all ammunition has to meet standard SASS requirements.  
Notes on the rules:
The differences between regular Main Match and Wild Bunch rules are noted for emphasis.  Please also see the “official” version noted above.

At the Loading Table:  
Rifle loaded as per usual SASS rules, i.e. loaded with the correct number of rounds for the stage; hammer down on an empty chamber.  

Shotgun (this is different!) magazine loaded at the loading table in the same manner as the rifle, i.e. correct number of shells, hammer down, and chamber empty.  

Pistol (this is different!) shown clear at the loading table:  Check to see that there is no magazine in the pistol. With the muzzle down range, show chamber clear, let slide forward, and pull trigger to prove empty.  Do not insert a magazine into the pistol.  Re-holster pistol.  Load (or check if previously loaded) each magazine as directed with a maximum of five (5) rounds each. Return to magazine pouch or pocket.  DO NOT insert a magazine into the pistol (yes, I did say it twice).  Revolver can be loaded as per usual SASS conventions 

At the Firing line prior to the buzzer:
Stage the shotgun and rifle as per directions.  (This is different!) At the direction of the RO, draw your pistol and insert a magazine.  DO NOT chamber a round.  Re-holster or stage your pistol. 

During the firing sequence:
(This is different) When called for, charge and fire your pistol as required.  Re-load as required.  You may move with the pistol in your hand IF the slide is open and locked back AND your finger is off the trigger.  If you are shooting a revolver, you can move if the hammer is down on an empty chamber and you finger is off of the trigger.  The stage will be set up so that five rounds will have been fired and there is no live cartridge left in the revolver.  In either case, watch the 170 degree rule!   

Upon completion of the pistol sequence, (This is different!) the pistol will be left with the slide locked back.  It may have an un-loaded magazine in it or no magazine (but in no case with a cartridge in the pistol).   It will be re-holstered but WITH THE SLIDE LOCKED BACK. 

If (this is a clarification that is not in the SASS rules) you have a pistol malfunction, you have the option of clearing the malfunction and continuing or handing the pistol off and taking the misses. 

End of firing sequence. 
(This is different!)   Shooter will show the RO that the chamber is empty, move the slide forward, and prove the pistol is unloaded by pulling the trigger.  Re-holster the pistol. 
Unloading table.
Prove the rifle and shotgun unloaded as per SASS rules.  (This is different) The pistol has been proven clear at the firing line so does not have to be proved again.  Magazines with remaining rounds do not have to be unloaded. 

The final rules:
Keep the muzzles pointed down range and have fun.  This is a game so take it easy and enjoy the different style of shooting!

 

