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Match Standards and Principles 
 
1. Safety is the first and highest priority before, during, and after all competitions, and is everyone’s 
responsibility. Anyone observing an unsafe act shall call a cease fire at any point during the course of an 
event. Stages and props shall be designed to be safe for participants. 
 
2. These competitions are designed to test a shooter’s ability to shoot accurately, correct for 
environmental factors effectively, and solve problems quickly. Stages shall be designed to primarily 
challenge shooting ability, not physical strength or endurance. 
 
3. Each stage or course of fire will be practical in nature and relative to time-sensitive short-to-long-
range rifle application. Each match should have a mix of elements; precision, speed, and positional. 
Diversity in tasks reflect on the practical roots of these competitions, and is essential in maintaining the 
unique appeal of these events. 
 
4. A high level of professionalism and sportsmanship is expected. All participants, to include Match 
Directors, Range Officers, shooters, and spectators will be treated with the utmost respect at all times. 
 
5. Cheating of any kind will not be tolerated and will result in an immediate match disqualification. Any 
disqualified participant will have their scores for all stages of the match listed as “DQ”. 
 
6. The courses of fire (COF) are individual events designed to test a shooter’s individual skill and ability, 
therefore coaching a shooter while they are conducting a stage is prohibited. Assistance before and 
after a stage is authorized and encouraged, especially for new shooters.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



SAFETY BRIEF 
To be read to all participants prior to match commencement. 

 
General Safety Rules 

 
- Keep muzzles pointed in a safe direction at all times regardless of the status of the firearm. 

Do not point any firearm at anything that is not a safe backstop. Failure to adhere to this 
principle is considered “flagging” and will not be tolerated. 

 
- Negligent/Accidental Discharges (AD/ND’s) are taken very seriously. An AD/ND is defined as 

any round unintentionally discharged from a firearm. A competitor who causes an 
accidental discharge must be stopped by a Range Officer as soon as possible. An accidental 
discharge is defined in detail in the full rules narrative. 
 

- Keep fingers outside of the trigger guard until on target and ready to shoot. 
 

- This is a COLD RANGE event. A cold range is defined as keeping all firearms unloaded (no 
magazine or source of ammunition inserted, no round in chamber or in the feed-way) until it 
is the competitor’s turn to shoot. 

 
- Safety SOP for the Conduct of the Match -The following rules apply to all participants of this 

event while not actively shooting a COF: 
 

o While conducting any movement with a firearm, the participants will ensure that 
muzzles are pointed in a safe direction at all times. 

 
o All participants will ensure all of their firearms are cleared with the magazine out at 

all times. 
 

o Chamber flags or other Empty Chamber Indicator will be utilized. 
 

o No person shall consume or be under the influence of alcohol or faculty-altering 
substances, to include prescription narcotics, during the match. Any person found to 
be impaired or unsafe for any reason may be removed from the event at the 
discretion of the Match Director. 

 
 
 
 
 
 
 
 
 
 
 
 
 



Chapter 1-Safety 
The following rules are designed to provide a safe shooting environment for all involved in a match and 
are not subject to discussion or debate. It is everyone’s individual responsibility to read and fully 
understand the Match Safety Standards; ignorance is not an excuse for a safety violation. Safety 
violators will be removed from the match. 
 
1.1 General Safety Rules 

1.1.1 Keep muzzles pointed in a safe direction at all times regardless of the status of the firearm. 
Do not point any firearm at anything that is not a safe backstop. Failure to adhere to this 
principle is considered “flagging” and will not be tolerated. 
1.1.2 Keep fingers outside of the trigger guard until on target and ready to shoot. 
1.1.3 This is a COLD RANGE event. A cold range is defined as keeping all firearms unloaded (no 
magazine or source of ammunition inserted, no round in chamber or in the feed-way) until it is 
the competitor’s turn to shoot. 

1.2 Safety SOP for the Conduct of the Match -The following rules apply to all participants of the event. 
They do not apply to a shooter who is actively shooting a COF. 

1.2.1 While conducting any movement with a firearm, the participants will ensure that muzzles 
are pointed in a safe direction at all times. 
1.2.2 All participants will ensure all of their firearms are cleared with the magazine out at all 
times. 
1.2.3 Chamber flags or other Empty Chamber Indicator will be utilized. 
1.2.4 No person shall consume or be under the influence of alcohol or faculty-altering 
substances, to include prescription narcotics, during the match. Any person found to be 
impaired or unsafe for any reason may be removed from the event at the discretion of the 
Match Director. 

1.3 Safety SOP for the Conduct of a COF 
The following rules apply to shooters who are actively participating in a COF. 

1.3.1 ECI’s will remain in the rifle until the RO gives the command to assume the starting 
position/condition. 
1.3.2 If there is no movement involved to the first firing point, upon MD’s stage design and 
discretion, rifles may be in a “Hot” status meaning a round in the chamber, magazine inserted, 
bolt closed, and firearm on “Safe”. It is the shooter’s and RO’s responsibility to fully understand 
the COF and how to prepare their rifle prior to starting. 
1.3.3 All transitions and movements during a course of fire must be made with the firearm on 
safe; NO EXCEPTIONS. If the shooter is not in the aiming process, the safety should be engaged. 
This rule also applies to transitions and movements with pistols, if equipped with an external 
safety mechanism (or de-cocker).  
1.3.4 Safe downrange muzzle direction will be maintained by shooters at all times. The proximity 
of other stages during these types of events will likely require that participants maintain muzzle 
orientation well inside the “usual” 180 degree range fan. Shooters must keep their muzzle 
direction well away from other participants prior to unloading and showing clear. Each shooter 
is responsible for maintaining muzzle awareness during the COF. Allowing a firearm to point at 
another shooter prior to unloading and showing clear is grounds for immediate match 
disqualification without warning. 
1.3.5 Negligent/Accidental Discharges (ND/AD’s) are taken very seriously. ND/AD’s are defined 
as any round unintentionally discharged from a firearm or that is not sufficiently controlled by 
the competitor to place the projectile safely within the designated impact area. A competitor 



who causes an accidental discharge must be stopped by a Range Officer as soon as possible. An 
accidental discharge is defined as follows: 

1.3.5.1 A shot, which travels over a designated backstop, a berm or in any other 
direction outside the range span, specified in the written stage briefing or match 
rules as determined by the match director. 

Note that a competitor who legitimately fires a shot at the wrong target or with 
incorrect data, but remains within the established range span, will not be 
disqualified. 

1.3.5.2 A shot which occurs while loading, reloading or unloading a firearm. 
1.3.5.3 A shot which occurs during corrective action in the case of a malfunction. 
1.3.5.4 A shot which occurs during movement/transition, except while actively shooting 
at targets. 
1.3.5.5 A shot which occurs when the shooter clearly does not have an established sight 
picture. 
1.3.5.6 A shot which occurs clearly before intending to shoot, regardless of whether or 
not the shot remains in the range span. 
1.3.5.7 A shot which occurs during a cease fire period. 

1.3.6 If it can be established that the cause of the discharge is due to a broken or defective part 
of the firearm, and the competitor has not committed any safety infraction in this Section, a 
disqualification will not be invoked, but the competitor's score for the stage will be listed as 
DNF. The shooter may replace the defective part or firearm completely (at the Match Director’s 
discretion, ensuring that changing the system does not give the competitor an unfair advantage 
or change the competitor’s division) in order to finish the match, but a repeated discharge will 
result in a Match DQ regardless of mechanical fault. 

1.4 Penalties for Safety Infractions. The penalties listed below should be followed as closely as possible. 
However, MD’s may, when the situation warrants, issue a more severe punishment than what is called 
for in the rule book. 

1.4.1 Failure to safely control the muzzle will result in a match DQ. It is the competitor’s 
responsibility to ensure that their muzzles are pointing in a safe direction during position 
changes or movement, and the stage RO will provide guidance on safe muzzle direction on 
request. Stages will not be setup with the intent to cause a participant to inadvertently break 
safe muzzle direction.  
1.4.2 Anyone found violating the Cold Range rule will result in an immediate Match DQ. 
1.4.4 Any shooter deemed to be unsafe to participate in a shooting event, for any reason, will 
receive an immediate Match DQ. The determination is left to the judgement of the Match 
Director.  
1.4.5 Movement or transition during a COF with a firearm not “on safe” will result in a warning 
call of “SAFETY!” by the RO. The shooter shall respond with “SAFE” or “ON SAFE” and 
simultaneously ensure that the safety is engaged. A third offense will result in a stage DQ.    
1.4.6 Breaking safe muzzle direction: If the RO notices that the muzzle is likely to move toward 
an unsafe direction, the RO shall alert the participant by calling “MUZZLE”, however, it is entirely 
the shooter’s responsibility to maintain safe muzzle orientation during the conduct of a stage, 
and a failure of the RO to notify the shooter that they are in peril of breaking safe muzzle 
orientation shall not be grounds for protest.  Allowing the muzzle to move into an unsafe 
direction before showing clear is an immediate match DQ, regardless of whether a verbal 
“MUZZLE” was called or not. 
1.4.7 A Negligent Discharge will result in an immediate Match DQ per clarifications in 1.3.5 and 
1.3.6. 



Chapter 2-Divisions 
This match is divided into three Divisions: Open, Practical Precision, and General Purpose. All 
shooters must declare the Division in which they will be competing prior to firing the first round 
of the match. All divisions shoot the same course of fire on the same targets. Match Officials 
may request at any point during a match that a competitor fire their rifle through chronograph. 
If the projectile exceeds the Open Division 3,232 f/s speed limit (+32 f/s for environmental 
factors and equipment discrepancies), the shooter will receive an automatic match DQ. 
 

The following details govern each of the three divisions and categories: 
 
2.1 Open Division. This division is intended to provide a competitive atmosphere for rifle systems that 
are purpose-built for mid-to-long range competitive events.  

2.1.1 Barrels in excess of 20.5 inches, as measured from the face of the closed bolt to the face of 
the muzzle will automatically classify as “Open Division”. Suppressors, flash hiders, and brakes 
DO NOT count toward the overall barrel length. There is no minimum barrel length requirement. 
2.1.2 No limit to magazine capacity 
2.1.3 May not exceed a caliber of .30 inches or a velocity of 3,200 ft/s. Violation of the caliber or 
velocity limits will result in a match DQ. 

2.2 Practical Precision Division. This division is intended to provide a competitive atmosphere for mid-
to-long range rifles that are appropriate for real-world use, specifically service and department issued 
rifle systems (and similar). Failing to meet the constraints of the division will result in the competitor 
being moved to “Open Division”. 

2.2.1 Barrels must be less than 20.5 inches, as measured from the face of the closed bolt to the 
face of the muzzle. Suppressors, flash hiders, and brakes DO NOT count toward the overall 
barrel length. 
2.2.2 Magazine capacity is limited to 20 rounds. 
2.2.3 Will not exceed a caliber of .30 inches or a velocity of 3,000 ft/s. 

2.3 General Purpose Division. This division is intended to encompass practical rifles and carbines with 
general purpose optics that are not purpose-built for a competitive edge in mid-to-long range 
application. Failing to meet the constraints of the division will result in the competitor being moved to 
“Practical Precision” or “Open” divisions, as applicable. 

2.3.1 Barrels must be less than 18.5 inches, as measured from the face of the closed bolt to the 
face of the muzzle. Suppressors, flash hiders, and brakes DO NOT count toward the overall 
barrel length. 
2.3.2 Available maximum magnification of 8.5x, per verified optical performance, or 
manufacturer marking on optic, verified by manufacturer specification per model, whichever is 
higher. Variable power optics with higher than 8.5x may be used with the provision that the 
lowest power available is 1.5x or below. The addition of a secondary optic does not qualify as 
meeting the 1.5x or below criteria. 
2.3.2 No limit to magazine capacity. 

 2.3.3 Will not exceed a caliber of .30 inches or a velocity of 2,900 ft/s. 
 
 
 
 
 
 
 



Chapter-3 Match Conduct 
The following chapter describes the conduct of the match. Some items are rules which must be followed 
to ensure match standards are met and others are guidelines which should be followed but may not be 
possible due to extenuating circumstances. 
3.1 Match Director’s Responsibilities 

3.1.1 The MD is overall in charge of the event. 
3.1.2 MD’s must provide stage descriptions which accurately describes each COF. 
3.1.3 MD’s are responsible for obtaining quality RO’s to run every stage. Whenever possible, 
there should be a minimum of three personnel running a stage; the head RO with the shooter 
and two assistant RO’s observing targets. 
3.1.4 MD’s must use the approved scoring system. 
3.1.5 MD’s will ensure targets are in good working order. Any target past 600 yards must be 
reactive and have two spotters observing the target whenever possible. 
3.1.6 MD’s will use a primary and secondary method of scoring. Shooters shall have an 
opportunity to verify the score they received on all stages prior to departing the stage. 
3.1.7 MD’s are responsible for “proofing” all stages, and ensuring that target distances are 
accurately conveyed (no greater than 2% error) to the participants and match staff. 
3.1.8 MD’s are responsible for ensuring that targets are identifiable from the shooting and 
spotting positions, and that each target has a unique visual identifier. Identifiers must be 
adequate to enable the shooter to confirm that they are firing at the correct target and to 
simplify communication between the shooter and spotter.  

3.2 Range Officer’s Responsibilities 
3.2.1 RO’s are responsible for all aspects of the COF they are running. They must have a 
complete understanding of exactly how the stage is to be executed. Any questions regarding the 
rules of the stage must be addressed with the MD prior to the start of the first shooter. 
3.2.2 RO’s must have a full understanding of the official match rules and range SOP’s. 
3.2.3 RO’s must ensure that the rules are applied identically for every shooter. 
3.2.4 A Stage Brief will be conducted prior to the start of each squad and all questions must be 
asked and answered prior to the start of the first shooter from each squad. RO’s will point out 
each target to the shooters except on “blind” stages in which case no shooter will be told the 
location of any target. 
3.2.5 RO’s will provide the squad with time to conduct a walk-through of the stage which is not 
to exceed one minute per shooter (minimum of 5 minutes if there are less than 5 shooters per 
squad) unless the stage is to be a “blind” stage. It is up to the RO/MD as to whether or not 
inspecting a firing position is permitted during the walk through. 
3.2.6 RO’s will use the following dialog to safely prepare each shooter for the stage: 

“Shooter do you understand the course of fire?” If not, explain the point of confusion or 
needed clarification. 
Once there are no questions, the RO will give direction to remove the empty chamber 
indicator and assume the starting condition of the stage. Examples: 
 “Load and make ready”  

“Load with bolt locked to the rear” 
“Bolt forward, magazine inserted” 
“Bolt forward, magazine removed” 
“Bolt locked to the rear, magazine removed” 
-If the rifle is to be staged separately, the location and condition will be stated. If 
appropriate, the rifle may be placed in the location and position prescribed prior 
to the initiation of the RO/Shooter dialog, per direction of the RO.  



-If stage description requires specific conditions of gear at start, such as “bipod 
retracted and folded”, “tripod collapsed”, or similar, it will be stated at this 
point. 

Shooter adopts the prescribed starting position. 
“Shooter READY?!”  
If the shooter is ready, they may respond with “YES”, “READY”, a visual nod of the head, 
or nothing at all. 
If the shooter is NOT ready, they must respond with an immediate “NO”. There is no 
requirement that the shooter provides an audible or visual que to indicate that they are 
ready, only that they respond appropriately if they are NOT ready. 
“Standby” At some point within the next 1-3 seconds, the RO will start the shooter with 
the beep of a reliable shot-timer. 

3.2.7 If at any point during the COF the RO observes an unsafe act, a cease-fire must be 
immediately called. 
3.2.8 It is up to the RO/MD’s discretion as to how procedural faults will be handled but must be 
the same for every shooter. 
3.2.9 ROs who are spotting during a COF shall call “HIT” as the verbal indication of a successful 
strike. 

3.2.9.1 The word “HIT” shall be used due to the time sensitive nature of these 
competitions, as the word is short, and intuitively used. Confusion with other spotter 
input is not a concern, as those inputs are extremely limited in nature, and otherwise 
avoided. 
3.2.9.2 The spotter calling “HIT” signifies to the shooter that the correct target in the 
correct order has be struck by the participant’s fired shot, and that the spotter is now 
watching the next target in the array. 
3.2.9.3 The benefit of the doubt shall be given to the shooter with regard to observed 
impact. Suspicion of impact based on audible input does not override observation, as 
impact to target stands, target bases, and incorrect targets can sound identical to 
impact on the correct target. As feasible, hit indicators and reactive targets will be 
utilized to reduce these potential errors. 
3.2.9.4 The shooter does not need to wait for the spotter to call “HIT” before moving to 
the next target, but if no “HIT” is called before the next shot is taken, the shooter will 
not receive an indication of successful impact on the last target, and waives their 
opportunity to protest by taking the next shot prior to verbal confirmation. The spotter 
SHALL NOT give a “HIT” indication for a previous target if a sequential round is fired at 
any other target. 

NOTE: This rule is intended to avoid confusion on target sequence progression 
in the event of a rapid hit and quick shift to the following target with a rapid 
miss. It is not intended to imply that achieving hits faster than the RO can 
verbalize them will be held to the detriment of the shooter.  

3.2.9.5 Only one hit per target will be called by the spotter unless the stage specifically 
requires subsequent impacts on the same target. 
3.2.9.6 At any time, the shooter can ask the spotter what target they are observing for 
the next impact. The spotter shall reply with the target indicator only, as clearly and 
loudly as possible. 

3.2.10 ROs are not permitted to indicate in any way to any shooter where their rounds are 
impacting during the COF. Once the stage is complete, the RO or spotter may inform the shooter 
of their observations during the conduct of the stage, if asked by the competitor. 



3.2.10.1 At no time will any RO or spotter call “MISS” for any reason. This may be 
confused with “HIT” and is unneeded and unhelpful for the conduct of a stage. 
3.2.10.2 “REENGAGE LAST TARGET”, or “REENGAGE TARGET (insert number or 
identifier)” may be called by the spotter or RO to indicate that the shooter is not yet 
finished with the last target or target array fired on, if asked by the shooter. 
3.2.10.3 If observed fall of shot is grievously incorrect for multiple attempts (more than 
3), the Spotter or RO may call “Check Data” or “Check Target”, without being considered 
coaching. 

3.2.11 The RO shall make every effort to ensure the shot timer registers the shooter’s final shot 
by ensuring that the shot timer is in appropriate proximity to the firearm to pick up the shot, 
and optimally will observe the screen of the timer as the last shot is fired to ensure that it is 
recorded. If the final shot is not recorded, the shooter must re-shoot the stage for score. 
3.2.12 ROs must show each shooter their raw time and penalties for the stage, prior to the 
squad departing the stage, on request of any competitor. Every attempt shall be made for the 
shooter to initial next to their time and penalties on stage completion. When using electronic 
scoring, the shooter hitting the “approve” button is considered signing a score sheet. After the 
shooter approves their score, it cannot be arbitrated. Only the actual shooter may approve the 
score. 
3.2.13 Any and all issues that affect safe and smooth match conduct or competitor placement 
must immediately be brought to the attention of the MD. 

3.3 Shooter’s Responsibilities. 
3.3.1 The shooter is solely responsible for determining and indicating which division they will be 
competing in prior to firing the first shot of the match. 
3.3.2 The shooter is solely responsible for ensuring their individual comprehension of the match 
rules and the COF prior to starting the stage. 
3.3.3 Shooters are completely and solely responsible for their equipment, firearms, and 
ammunition. 
3.3.4 Shooters are solely responsible for their score. This applies to asking the RO for a reshoot if 
the shooter believes one is warranted as well as ensuring the proper score was recorded for the 
stage.  

3.3.4.1 Before departing the stage, immediately after firing, the shooter must review 
their recorded score, and either accept or protest the time and penalties. Accepting the 
stage score waives all protest. 

3.4 General Match Rules 
3.4.1 Scoring is “Time Plus Penalties”. The final time will be the shooter’s raw time plus the time 
penalty for each missed target, hit no-shoots, and procedural violation penalties. The lower the 
final time, the better the shooter’s placement will be. 

NOTE: Combined division scores shall be used for no purpose other than for data 
accumulation and comparison. 

3.4.2 Targets may be no smaller than 1.5 MOA for any stage that influences ranking. Bonus 
stages/targets have no limitation on target size. 
3.4.3 Maximum shot distance shall not exceed 875 yards (800 meters) for more than 1 target on 
any stage that influences ranking. Bonus stages/targets have no limitation on maximum 
distance. 
3.4.4 It is encouraged to have at least one round limited stage per day. 
3.4.5 Pistol stages in a match are not required. Pistol points/penalties shall not exceed 20% of 
the total match score. 



3.4.6 Match staff may shoot the match for score, not more than two days prior to the event, but 
will be ineligible for any performance-based prizes resulting from their placement. 

3.5 Scoring 
3.5.1 Scoring is time based. All times will be kept on a reliable shot timer. The shooter’s time will 
start with an audible beep from the shot timer and will stop once the last round is fired for the 
COF or the par time has been reached. Penalty time will be assessed and added to the overall 
stage time. Overall fastest times, including penalties, will determine the finishing order. 

3.5.1.1 The stated “Par Time” is the hard time limit for the stage, and any shot fired 
after the stated par time (per the shot timer’s last shot time) shall not count as a 
successful engagement. 
3.5.1.2 Every effort shall be made to utilize a timer that emits an audible indicator of 
reaching the par time. When the par time is reached, the RO will loudly announce, 
“TIME!” to ensure that the competitor understands that their time on the stage has 
reached an end. 
3.5.1.3 A competitor may elect to bypass a target by calling “BYPASS TARGET (insert 
identifier)”, whether or not a shot is fired at the target, however, that competitor’s raw 
stage time will automatically be recorded as the stage par time, and the “passed” target 
will be counted as not successfully engaged. The spotter shall respond with “NEXT 
TARGET”. 

3.5.2 Penalties will be assessed for the following: 
3.5.2.1 Rifle target not hit will incur a 30 second penalty per target. 
3.5.2.2 Pistol target not hit will incur a 15 second penalty per target. 
3.5.2.3 Hitting a “No Shoot” target will incur a 30 second penalty per target. “No Shoot” 
Targets will be a different color than all other “Threat” targets and will be clearly 
articulated by the Match Staff. 
3.5.2.4 Procedural violations will incur a 30 second penalty if associated with a “HIT” 
indication, and stage raw time recorded as par time. Procedural violations are intended 
to cover failure to follow stage rules that grant a competitor an unfair advantage in the 
case that the spotter is not aware and inadvertently provides indication of successful 
impact. Match Directors and RO’s shall make every effort to ensure any potential 
procedural error is known to the shooters during the stage brief. 
3.5.2.5 Failure to successfully hit at least one (1) target on a stage will result in par time 
recorded as the shooter’s stage time. 

3.6 Reshoots 
3.6.1 Reshoots shall only be permitted in the event of an interruption of the stage that was 
outside the control of the shooter. This may include broken targets, called cease fires for any 
reason not caused by the shooter, a broken prop or shooting support, timer failure, or any other 
deemed reasonable by the RO. Reshoots will not be permitted for equipment malfunctions 
unless the firearm was provided as a “house gun”, nor shall they be granted for failing to 
comprehend COF instructions. 
3.6.2 The RO will give a shooter the option for a reshoot without having been asked by the 
shooter if the RO observes an incident which hindered the shooter. 
3.6.3 The shooter can request a reshoot if he/she believes one is warranted. The shooter will 
have a period of two minutes to explain his grievance to an RO. The RO has the option to make 
the decision on his own but the shooter can appeal to the Match Director if he/she receives an 
unfavorable ruling. If the shooter loses the appeal, he/she will not have the option of a second 
appeal during the rest of the match. 
3.6.4 A shooter must reshoot the entire stage as briefed. 



3.6.5 Once a shooter reshoots a stage, they must accept the reshoot score unless a reshoot 
condition occurs. 

3.7 Tie Breakers 
3.7.1 In the event of a tie, the shooter with the highest amount of impacts (least penalties) will 
take the higher position. 
3.7.2 If both shooters also have them same amount of penalties, the best combined time(s) of 
the classifier stage(s) will determine which of the tied shooters receive the higher placing. 
3.7.3 If both shooters have the same classifier stage time, and the same number of missed 
targets, a head-to-head shoot-off will be held with overlapping falling targets as the final target. 

 
Chapter 4-Code of Conduct and Sportsmanship 
4.1 Code of Conduct and Sportsmanship 

4.1.1 Unsportsmanlike conduct by any participant will not be tolerated. 
4.1.2 Penalties for Unsportsmanlike infractions are left to the discretion of the MD. The general 
guidelines for MD’s are first time offenders are given a warning and their second offense will 
result in a Match DQ and they will be asked to leave the premises. If, however, the MD 
determines the infraction to be of a serious nature, he/she may have the offender removed 
immediately. 

4.2 Cheating Definitions and Penalties 
4.2.1 Cheating is defined as deliberating attempting to gain an unfair advantage over other 
competitors in an unscrupulous manner. 
4.2.2 Examples of cheating include but are not limited to: exceeding the velocity or caliber rule, 
changing anything on a fellow competitor’s equipment, altering or falsifying score sheets or data 
in electronic scoring devices or deliberately altering targets or props prior to the target being 
scored or engaged to gain advantage. 
4.2.3 Any person discovered cheating will receive an immediate disqualification and may be 
banned from future events.  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



ADDENDUM: SKILLS STAGES 
 
These matches utilize the well-known PRS Skills Stages as a method of gauging overall performance and 
to provide a standardized method of tie-breaking. Any of the following standards may be included in the 
match. The purpose of these stages is well articulated by PRS: 

 
“PRS Skills Stages 
PRS Skills Stages are intended to serve several purposes. The first purpose is to provide a 
standardized way in which to deal with ties. If two shooters are tied for the same position, the 
sum of the two scores will be used to determine the winner. If the shooters have the same 
combined score, the shooter with the fastest combined time will receive the higher (better) 
placement. 
The stages are also meant to serve as a training tool for shooters.  

 
“The Skills Stages are meant to serve as a barometer for shooters. All the scores for the Skills 
Stages will be kept and posted on the PRS website. This will provide the shooters with solid 
metrics by which they can judge themselves against other shooters they would not have 
otherwise had an opportunity to compete against. It will also allow them to see how they stack-
up against the best shooters in the world.” 

 
PRS Skills Stage 1 
PRS Skills Stage 1 consists of three targets, 12” x 12” placed at a distance of 400 yards and will have a 
spacing of 25 yards between targets 1 and 2 and 50 yards of spacing between targets 2 and 3.  
Start position is 10 yards behind the shooter’s box on level terrain with the rifle staged on the firing line. 
At the sound of the beep the shooter will move to the shooter’s box, assume a prone position and 
engage the targets from left to right and may only advance to the next target once the previous target 
has been hit. Once the shooter has successfully engaged all three targets from left to right, they will 
then reengage in the same fashion from right to left starting with the far right target.  
Par time is 90 seconds and round count is unlimited. 

 
 
PRS Skills Stage 2 
PRS Skills Stage 2 consists of one target, 10” in diameter placed at a distance of 400 yards. Start position 
is 10 yards behind the firing position, which is a barricade, marked with 4 firing points. At the sound of 
the beep the shooter will move to the barricade to a firing point of his/her choice and engage the target 
with 2 rounds only. Shooter will then move to the remaining firing positions in any order and engage the 
target with two rounds from each position. Par time is 90 seconds and round count is 8. 

Barricade Dimensions 
• Positions 1 and 2 are 48”-50” tall x 48” wide x 4”-5” thick. 
• Positions 3 and 4 are 28”-30” tall x 72” wide x 4”-5” thick. 
 

PRS Skills Stage 3 
PRS Skills Stage 3 will consist of 2 targets at 300 or 400 yards (2MOA target left and 3MOA target right) 
and 2 targets at 500 yards or 600 yards (2MOA target left and 3MOA target right). Start position-rifle in 
hand, mag in, bolt back. (Target distances must be either 300 and 500 yards or 400 and 600 yards and is 
up to the Match Director). 
On the sound of the buzzer; shooter assumes a prone position and engages the near left target and the 
far left target with one round each. Shooter then conducts a mandatory mag change and reengages far 



left and near left targets in that order. Shooter then moves to a prop 18” x 18” x 6” box (18” tall x 6” 
wide) and engages near right and far right targets with one round each. Mandatory mag change and 
then reengage far right and near right with one round each. 
Round count of 12 total rounds (8 rounds total if shot clean). 
3 magazines required (2 minimum if start mag is reused for second mag change). 
Par time 90 seconds. 
 
PRS Skills Stage 4 
PRS Skills Stage 4 will consist of 1.5 moa targets at 400, 500, and 600 yards. Start position 10 yards 
behind firing line, mag in, bolt back. On the sound of the buzzer, the shooter moves to the firing line, 
assumes a prone position and engages all 3 targets with one round each from near to far without 
making any adjustment to point of impact following the start signal. After the 500 yard target is 
successfully engaged the shooter must drop their magazine, move back to the start point to retrieve 
their second magazine and return to the firing line. Shooter will then reengage all targets from near to 
far shooting from the prone support side position. 
Round count unlimited 
2 magazine minimum 
Par time 90 seconds 
 
 
See the PRS rule book at https://www.precisionrifleseries.com/static/media/uploads/prs_rules.pdf for 
illustrations of the Skills Stages setups and most recent versions. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



ADDENDUM: OPEN LETTER TO RO’s 
From a friend of the match format, excellent shooter, and even better RO:  
-Edited- 
 
First off, thank you all for donating your time to make this match possible. This is my favorite match of 
the year, and it wouldn’t be possible without you guys. I’ve shot it twice and this will be my second time 
RO’ing it. I have not yet seen the match book so I’ll keep my comments general/universal/applicable to 
everyone. I don’t know everyone’s experience level so don’t take any of this the wrong way please. If 
you haven’t already read the rule book, get with the Match Director (MD).  
 
General stuff: 
 
Be customer service oriented. The customer is not always right, and you are 100% in charge of the stage, 
but we are there to help facilitate a good event for them. Be polite, respectful, and have a good time 
with them. 
 
Be clear and concise with your stage brief, and try to be as consistent as possible between squads. DO 
NOT GIVE SQUADS ANY HINTS BASED ON WHAT YOU HAVE SEEN FROM PREVIOUS SQUADS. That is a 
sure-fire way to get a stage thrown out if people complain about it.  
 
Tell the shooters what they CAN’T do, but don’t tell them what they can do. Unless there are actions 
prohibited in the stage brief, let the guys be as creative as they want when it comes to attacking the 
stage. On that note though, be cognizant of the intent of the stage. If you have questions about how the 
stage should be shot, get with the MD before we go live. If you allow one shooter to do something on a 
stage, you must allow every shooter to do that same thing, so keep that in mind.  
 
Give the shooters ample time to ask questions. I know it’s frustrating to hear the same question from 6 
different shooters even though the answer to the question was just given to them, by you, 20 seconds 
prior in the stage brief. The shooters have lots of stuff going on mentally, answer all their dumb 
repetitive questions and then move on.  
 
Stay on top of the “coaching”. This is an individual match, when those shooters are on the clock they 
should not be receiving help from anyone of any kind. This includes not only wind corrections, but also 
squad mates talking the shooter onto the correct target. Target acquisition/ID is a thing, and part of the 
required skill set for a competitor.  
 
Timer stuff: 
 
For those of you running a stage by yourself, if you aren’t able to run the timer and spot at the same 
time, hand the timer off to a shooter while you stay on the glass. Running the timer is simple and 
relatively fool-proof, spotting is not.  
 
If you have shooters that are running suppressed, and I’m guessing there will be quite a few of them, 
ensure that the timer is recording the shots. Most shooters will know if their gun will not register on a 
timer unless the timer is close. If you have one of those guns on your stage, the best spot for the timer is 
usually above or below the ejection port, not up near the muzzle. Avoid putting it in the flightpath of 
ejected brass. If neither you or the shooter is sure that the timer will pick up the shots, have them send 
a round down range prior to the start of the stage to check. I try to avoid adjusting timer sensitivity 



unless it’s absolutely necessary, and if you do have to do that, make sure you are watching the display 
on the timer when the shooter is launching those last few rounds. Timers get wonky when the sensitivity 
is high and they will record all sorts of noises as shots, so keep an eye on it to watch for ghost shots after 
the shooter is finished.  
 
If a timer goes down get on the horn immediately with the MD. Don’t try to time people off your phone 
or your watch. Sounds dumb but I’ve seen it happen.  
 
Spotting stuff: 
 
This is the hardest job for ROs. We had wanted to get everyone together Friday to get some time on the 
glass looking at targets and observing the different indicators for target impacts, but that just wasn’t in 
the cards for this match.  
 
Be quick with your “hit” calls. There are going to be legit world-class shooters here and they are going to 
be shooting FAST. Be prepared for that, and be ready to call out multiple hits in a short time. On the flip 
side, if a shooter needs to re-engage a target, call that out with authority. Don’t argue with a shooter 
during the stage, correct them and finish the stage out. If there is a discrepancy or disagreement sort it 
out after the stage is done.  
 
When you’re on the glass, you are looking for hits, not looking for misses. What I mean is, just because 
you don’t see a miss into the berm that does not mean that the target was hit. If a shot hits the edge of 
the plate, part of the projectile may still hit the berm, even though the shot was a hit. Ranges can 
swallow-up misses like it’s going out of style. Look for indications on the plate that it was impacted. If 
the target is swinging and then suddenly shakes, that’s probably an impact. Same thing for if it is 
swinging and then suddenly freezes. Guys will be shooting everything from slow .223 to wicked fast 
6mm. The visual flash on the targets will be different depending on calibers, so keep that in mind.  
 
A lot of these targets will have MagnetoSpeed flashers on them. Don’t rely on the flasher, just use it as 
confirmation of what you saw on the plate. Sometimes the flashers malfunction, batteries die, flashers 
fall off, I’ve even seen one explode and start a brush fire on the range. If a MagnetoSpeed hit indicator 
flashed yellow, that is a close miss, not a hit. You may experience times when the target is hit but the 
flasher doesn’t flash, those are still hits, and treated as such. 
 
Know the target engagement sequence like the back of your hand!!! If you get lost in the targets the 
shooter will have to reshoot that stage, which is frustrating for everyone.  
 
For stages with multiple targets that have a significant angle transition between them, try to position 
your glass so that when the shooter is on the most difficult target for YOU to observe/call impacts, you 
are directly behind the shooter looking past him/her to the target. If you can catch the trace off the 
bullet while it’s in flight that will make it easier for you to spot impacts. If you’re not directly behind the 
shooter it can be hard to catch that trace, so try to catch it on the hardest target.  
 
Scoring stuff: 
 
Let the squads tell you what order they are shooting in. PractiScore can be less than intuitive 
sometimes, and it’s frustrating as a shooter to have a different shooting order each time you move to a 



new stage. If the shooters figure out their order, roll with what they are relaying to you. If the squad 
doesn’t have an order established, go down the list as you have it. 
 
Always have the shooter approve their score. Don’t just tell them their time and penalties and then 
approve the score yourself. Let them review it. It’s a good idea to take a photo of the entire squad’s 
scores after everyone has shot the stage just in case there is an iPad/android pad failure.  
 
Stay on top of the battery in the score pad. If you see it dropping get it on a portable charger. Keep the 
pad out of the sun if possible.  
 
That’s all I can think of right now.  


