
Range Masters "Fun" Shoot Results for April 2, 2008

Place Div.
String

1 PD
String

1 PD
String

1
String

2 PD

1 Majors, Steve O 69.89 7 31.17 30.17 2 17.36 14.86 5 21.36 11.55 9.81 0

2 Olson, Landon NO 69.95 12 35.11 31.61 7 15.69 13.19 5 19.15 9.00 10.15 0

3 Kemp, Tony O 79.72 16 29.72 23.72 12 28.77 26.77 4 21.23 7.95 13.28 0

4 Gustaveson, Michael O 88.23 2 45.11 44.61 1 17.54 17.04 1 25.58 13.80 11.78 0

5 Orndorff, Chris NO 91.91 17 41.46 38.96 5 26.16 20.16 12 24.29 11.77 12.52 0

6 Limb, Brandon NO 93.83 14 42.53 39.03 7 27.09 23.59 7 24.21 10.53 13.68 0

7 Stockwell, Pete NO 100.91 33 46.25 40.75 11 29.12 18.12 22 25.54 12.63 12.91 0

8 DeLeeuw, Dave NO 101.59 42 47.72 42.22 11 31.16 15.66 31 22.71 11.71 11.00 0

9 Spensko, Shane NO 101.93 24 45.40 41.40 8 29.62 21.62 16 26.91 13.79 13.12 0

10 Jensen, Chris NO 108.52 10 39.05 37.55 3 33.68 30.18 7 35.79 14.94 20.85 0

11 Mathis, David NO 110.60 71 45.23 31.23 28 38.13 16.63 43 27.24 11.28 15.96 0

12 Moffat, Joel NO 110.63 34 40.11 37.11 6 35.60 21.60 28 34.92 21.08 13.84 0

13 Huff, Blake O 110.82 31 46.07 36.07 20 33.32 27.82 11 31.43 13.26 18.17 0

14 Gustaveson, Michael NO 115.32 19 55.15 47.15 16 27.18 25.68 3 32.99 15.63 17.36 0

15 Hubbard, Corey NO 118.94 24 58.94 52.94 12 34.48 28.48 12 25.52 11.60 13.92 0

16 Scott, Michael Sr. NO 122.58 44 41.16 34.66 13 37.66 22.16 31 43.76 25.38 18.38 0

17 Chappell, Randy NO 125.93 29 40.90 39.90 2 43.39 29.89 27 41.64 22.02 19.62 0

18 Spensko, Chance NO 127.40 88 41.93 20.43 43 41.43 18.93 45 44.04 22.64 21.40 0

19 Everson, Bret NO 130.62 25 61.02 57.02 8 38.73 30.23 17 30.87 16.67 14.20 0

20 Clark, David NO 132.41 39 44.79 42.79 4 45.97 28.47 35 41.65 12.64 29.01 0

21 Peterson, Scott NO 133.00 42 61.72 59.22 5 39.85 24.35 31 31.43 13.98 14.45 6

22 Ursulich, Ryan NO 141.87 60 62.04 54.54 15 47.14 24.64 45 32.69 16.75 15.94 0

23 Stewart, Cory NO 142.82 41 51.37 48.37 6 48.62 31.12 35 42.83 12.32 30.51 0

24 Waldo, Ralph NO 147.56 36 50.48 42.48 16 48.39 38.39 20 48.69 35.25 13.44 0

25 DeWitt, Derel NO 147.70 52 55.19 51.69 7 43.85 24.35 39 48.66 14.43 31.23 6

26 Majors, Steve Jr. O 150.36 22 63.58 56.08 15 45.73 42.23 7 41.05 20.99 20.06 0

27 Stewart, Justin NO 159.14 47 52.44 43.44 18 43.79 29.29 29 62.91 26.84 36.07 0

28 Jones, Clark NO 164.01 87 47.48 37.98 19 68.41 40.41 56 48.12 20.74 21.38 12

29 Stewart, Dennis NO 169.97 93 64.38 49.88 29 66.46 37.46 58 39.13 15.94 20.19 6

30 Phillips, RDan NO 172.30 60 91.22 67.72 47 37.13 30.63 13 43.95 26.93 17.02 0

31 Phillips, Mitchell NO 181.78 41 62.77 53.77 18 42.04 30.54 23 76.97 35.98 40.99 0

32 Young, Bruce NO 183.06 50 65.94 54.94 22 64.62 50.62 28 52.50 25.02 27.48 0

33 Cooper, Jeff NO 187.49 27 76.75 72.25 9 45.45 36.45 18 65.29 27.07 38.22 0

34 Millett, Davin NO 202.58 67 91.86 78.36 27 45.68 31.68 28 65.04 39.21 19.83 12

35 Griffith, John NO 222.69 118 57.29 44.79 25 67.90 26.40 83 97.50 43.55 48.95 10

36 Cooper, Cameron NO 224.45 41 64.15 53.65 21 61.34 51.34 20 98.96 57.96 41.00 0

37 Steadman, Daniel NO 229.28 46 65.77 57.27 17 46.28 31.78 29 117.23 37.11 80.12 0

38 VanHorn, Guy NO 235.41 35 65.09 62.59 5 55.72 43.72 24 114.60 50.50 61.10 6

39 Olsen, Jaren NO 239.83 34 74.20 67.70 13 57.61 47.11 21 108.02 28.60 79.42 0

40 Colvin, Trent NO 247.72 41 102.71 91.21 23 55.84 46.84 18 89.17 38.06 51.11 0

41 Price, Mike NO 271.05 64 125.03 114.03 22 76.66 55.66 42 69.36 44.25 25.11 0

42 Chism, Tom NO 310.68 68 77.30 60.80 33 60.37 42.87 35 173.01 80.24 92.77 0

43 Stewart, Debra NO 349.38 86 103.82 89.32 29 70.19 51.69 37 175.37 114.41 50.96 20

44 Adair, Adam NO 395.68 141 112.58 77.08 71 74.58 44.58 60 208.52 129.54 73.98 10

PD
Div.

 (Rev)  = Revolver

XX

DNF  = Did Not Finish
NS  = No Score

Indicates that the Points Down value includes some kind of penalty 
(Procedural Error, Hits on Non-Threat, Misses on Steel, etc.)

 = Division:  O = Optic; NO = Non-Optic

Stage
2

Stage
3

 = Points Down = .5 seconds x Points Down
Notes:  

  Name   (Note)
Shoot 
Total

Total 
Points 
Down

Stage
1



Round Count:
 String 1 = 16 minimum

Vickers Count
 (Can make up shots)

Range Masters “Fun” Shoot
Stage 1 - “Run For The Gun”

P1

T7

T5

T8

T3

T4

T2

T6

String 1:    All targets get 2 rounds - Body or Head.
                   Engage Droppers untill they fall.

Place unloaded weapon on the table and one magazine with no
more than 6 rounds in it insided the zippered bag.

 Shooter starts at P1.
   -  At the sound of the buzzer, move as quickly as possible to the table, remove the
      magazine from the zippered bag and load weapon.
   -  While moving back to P1, engage targets T1 thru T9.

Notes:
  1.  The black area of target T9 is “Hard Cover”. if rounds are in that area, it counts
       as a miss.
  2.  Reload as nessassary. 
  3.  Engage targets only down range.  DO NOT SHOOT THE WALLS!

COF Designed by Shane Spensko

  T9            

Dropper

Dropper
T1

Round Count:
 String 1 = 16 minimum

Vickers Count
 (Can make up shots)

Range Masters “Fun” Shoot
Stage 1 - “Run For The Gun”

P1

T7

T5

T8

T3

T4

T2

T6

String 1:    All targets get 2 rounds - Body or Head.
                   Engage Droppers untill they fall.

Place unloaded weapon on the table and one magazine with no
more than 6 rounds in it insided the zippered bag.

 Shooter starts at P1.
   -  At the sound of the buzzer, move as quickly as possible to the table, remove the
      magazine from the zippered bag and load weapon.
   -  While moving back to P1, engage targets T1 thru T9.

Notes:
  1.  The black area of target T9 is “Hard Cover”. if rounds are in that area, it counts
       as a miss.
  2.  Reload as nessassary. 
  3.  Engage targets only down range.  DO NOT SHOOT THE WALLS!

COF Designed by Shane Spensko

  T9            

Dropper

Dropper
T1

Round Count:
 String 1 = 16 minimum

Vickers Count
 (Can make up shots)

Range Masters “Fun” Shoot
Stage 1 - “Run For The Gun”

P1

T7

T5

T8

T3

T4

T2

T6

String 1:    All targets get 2 rounds - Body or Head.
                   Engage Droppers untill they fall.

Place unloaded weapon on the table and one magazine with no
more than 6 rounds in it insided the zippered bag.

 Shooter starts at P1.
   -  At the sound of the buzzer, move as quickly as possible to the table, remove the
      magazine from the zippered bag and load weapon.
   -  While moving back to P1, engage targets T1 thru T9.

Notes:
  1.  The black area of target T9 is “Hard Cover”. if rounds are in that area, it counts
       as a miss.
  2.  Reload as nessassary. 
  3.  Engage targets only down range.  DO NOT SHOOT THE WALLS!

COF Designed by Shane Spensko

  T9            

Dropper

Dropper
T1



T1

T4

T2

T5

T3

P1

Range Masters “Fun” Shoot
Stage 2 - “Swingin’ Good Time”

Round Count:
 String 1 = 15 minimum
 (15 rounds for the stage)

Vickers Count
 (Can make up shots.)

String 1:
 Shooter starts at P1 with weapon fully loaded.
  -  At the buzzer, draw and engage T1 - T5 with 3 rounds
     each (2 Torso and 1 Head).
  -  Reload as necessary.
  
Note:
  1. Swinger (T1) will be activated at the buzzer.

COF Designed by Michael Scott

Swinger
T1

T4

T2

T5

T3

P1

Range Masters “Fun” Shoot
Stage 2 - “Swingin’ Good Time”

Round Count:
 String 1 = 15 minimum
 (15 rounds for the stage)

Vickers Count
 (Can make up shots.)

String 1:
 Shooter starts at P1 with weapon fully loaded.
  -  At the buzzer, draw and engage T1 - T5 with 3 rounds
     each (2 Torso and 1 Head).
  -  Reload as necessary.
  
Note:
  1. Swinger (T1) will be activated at the buzzer.

COF Designed by Michael Scott

Swinger
T1

T4

T2

T5

T3

P1

Range Masters “Fun” Shoot
Stage 2 - “Swingin’ Good Time”

Round Count:
 String 1 = 15 minimum
 (15 rounds for the stage)

Vickers Count
 (Can make up shots.)

String 1:
 Shooter starts at P1 with weapon fully loaded.
  -  At the buzzer, draw and engage T1 - T5 with 3 rounds
     each (2 Torso and 1 Head).
  -  Reload as necessary.
  
Note:
  1. Swinger (T1) will be activated at the buzzer.

COF Designed by Michael Scott

Swinger



Range Masters “Fun” Shoot
Stage 3 - “Hide and Seek”

S6

S3 S4

S5

S1 S2

P1

String 1 -
 Shooter starts fully loaded at P1.
  -  At the sound of the buzzer, draw and engage S1, S3 and S5 (in any order)
     from the Left Side of the barricade.
  -  Then engage S2, S4 and S6 (in any order) from the Right Side of the
     barricade.

String 2 -
 Shooter starts the same as in Stage 1.
  -  At the sound of the buzzer, draw and engage S1, S3 and S6 (in any order)
     from the Right Side of the barricade.
  -  Then engage S2, S4 and S5 (in any order) from the Left Side of the
     barricade.

Notes:
 1.  A solid hit on any of the plates will count as a hit.
 2.  Any missed plate will count as a 5-second Misses-On-Steel penalty.
 3.  Shooter’s feet may not leave the box at any time.

COF Designed by Landon Olson

Round Count:
 String 1 =   6 minimum
 String 2 =   6 minimum
(12 rounds for the Stage.) 

Vickers Count
 (Can make up shots)

Range Masters “Fun” Shoot
Stage 3 - “Hide and Seek”

S6

S3 S4

S5

S1 S2

P1

String 1 -
 Shooter starts fully loaded at P1.
  -  At the sound of the buzzer, draw and engage S1, S3 and S5 (in any order)
     from the Left Side of the barricade.
  -  Then engage S2, S4 and S6 (in any order) from the Right Side of the
     barricade.

String 2 -
 Shooter starts the same as in Stage 1.
  -  At the sound of the buzzer, draw and engage S1, S3 and S6 (in any order)
     from the Right Side of the barricade.
  -  Then engage S2, S4 and S5 (in any order) from the Left Side of the
     barricade.

Notes:
 1.  A solid hit on any of the plates will count as a hit.
 2.  Any missed plate will count as a 5-second Misses-On-Steel penalty.
 3.  Shooter’s feet may not leave the box at any time.

COF Designed by Landon Olson

Round Count:
 String 1 =   6 minimum
 String 2 =   6 minimum
(12 rounds for the Stage.) 

Vickers Count
 (Can make up shots)

Range Masters “Fun” Shoot
Stage 3 - “Hide and Seek”

S6

S3 S4

S5

S1 S2

P1

String 1 -
 Shooter starts fully loaded at P1.
  -  At the sound of the buzzer, draw and engage S1, S3 and S5 (in any order)
     from the Left Side of the barricade.
  -  Then engage S2, S4 and S6 (in any order) from the Right Side of the
     barricade.

String 2 -
 Shooter starts the same as in Stage 1.
  -  At the sound of the buzzer, draw and engage S1, S3 and S6 (in any order)
     from the Right Side of the barricade.
  -  Then engage S2, S4 and S5 (in any order) from the Left Side of the
     barricade.

Notes:
 1.  A solid hit on any of the plates will count as a hit.
 2.  Any missed plate will count as a 5-second Misses-On-Steel penalty.
 3.  Shooter’s feet may not leave the box at any time.

COF Designed by Landon Olson

Round Count:
 String 1 =   6 minimum
 String 2 =   6 minimum
(12 rounds for the Stage.) 

Vickers Count
 (Can make up shots)


