AMBOY PISTOL LEAGUE 2021/2022
MATCH RULES

All matches will consist of:

 Slow Fire ( 2 five shot strings in 10 minutes )
Timed Fire ( 2 five shot strings of 20 seconds each )

Rapid Fire ( 2 five shot strings of 10 seconds each )


 Procedure in Case of Defective Cartridge, Disabled Pistol in slow fire- If a cartridge fails to fire or a pistol fails to function in slow fire the competitor may replace the unfired cartridge or clear the jam and continue firing.  Additional time may be allowed any competitor, equal to the time lost because of the defective cartridge, disabled pistol or malfunction, if the Range Officer has been notified at the time of the malfunction. It is not required that the Range Officer attempt to fire a cartridge before it is declared defective. In case of malfunction where a pistol or revolver is disabled and must be replaced requiring a refire, the competitor will call the Range Officer.

 Procedure In Case of Defective Cartridge, Disabled Pistol or Malfunction in Timed and Rapid Fire- In the event of a defective cartridge, disable pistol, or malfunction, before a string is completed in timed or rapid fire, the competitor shall be privileged to fire another five shot string, provided he assumes the “Ready” position and calls the Range Office by holding up the non-shooting hand at the end of the time period.  The Range Officer will inspect the pistol, and may even ask that the pistol be fired, if satisfied that there is a disabled pistol, defective cartridge, malfunction; or optical sight failure, will determine the number of unfired cartridges remaining in the pistol or bullets that have failed to leave the barrel. The competitor will then fire another complete fire shot string on the same target.

When scoring after 10 shots, the competitor will be charged with firing 15 shots minus whatever number of cartridges were found unfired or bullets that failed  to leave the barrel in the original string and will be scored the 10 shots of lowest value.


Unfired shots in the refire string will be scored as misses. Failure of the competitor to notify the Range Officer of the malfunction, or the opening or clearing or attempting to clear the pistol by the competitor before the Range Officer has inspected the pistol forfeits the right of the competitor to refire.

Example- In timed or rapid fire a competitor has a misfire on the fourth shot. The Ready Position will be assumed and at the end of the time limit calls the Range Officer. The Range Officer inspects the gun, finds conditions as claimed, and finds 2 unfired  cartridges in the gun. The competitor is then given orders to “LOAD 5 ROUNDS” and fires another 5 shot string on the same target.

When scoring is after 10 shots - the score is the value of the lowest 10 of the 13 shots fired.

Completion of Fire-In the event of a malfunction the competitor may complete the string by manually cocking the pistol, operating the slide or loading additional rounds, provided that the pistol is handled safely and remains pointed  downrange at all times.

Range Officer: Will have full charge of the range and will conduct the matches on the approved schedule and is responsible for range safety, and for enforcing the rules.

Scoring and Marking: All targets are scored after the match. A shot hole, the leading edge of which comes in contact with the outside of the bulls eye or scoring rings of a target, is given the higher value, see picture below. A scoring gauge will be used to determine the value of the closer shots. The higher value will be allowed in those cases where the flange on the gauge touches the scoring ring. 
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The shot on the left bulls eye counts nine, the one on the right count ten.


Misses: Hits outside the scoring rings are scores as misses.

All Shots Count: All shots fired by the competitor after position has been taken at the firing point will be counted, even if the pistol is accidentally discharged.


Visible Hits and Close Groups: As a general rule, only those hits which are visible will be scored. An exception will be made in the case where the grouping of 3 or more shots is so close that it is possible for a required shot or shots to have gone through the enlarged hole without leaving a mark and there has been no evidence that a shot or shots have gone elsewhere than through the assigned target. In such case, the shooters will be given the benefit of the doubt and scored hits for the nonvisible shots, on the assumption they passed through the enlarged hole. If such an assumption could place a non-visible hit in either of 2 scoring rings, it shall be scored in the higher-valued ring.


Match Ties: Ties in team matches will be ranked in the order below:

(a) By considering the team scores as though it were a single score fired by an individual. 

(b)  By the highest individual score

(c) By the second highest individual score, etc.


League Ties: In league type competitions in which the standing of teams is determined by the number of matches won and lost, ties will be decided by a shoot-off over the same course of fire as used during the league season.

New shooters will have to shoot two times before they will have an average and the previous year shooters will start with their end of season average.


All shooters will be given a new average half way thru the season and all scores throughout the season will be used for end of season average.

A shooter must shoot 15 out of 20 matches to qualify for an award or trophy.


Six Teams: Three highest scores from different or same shooter, then total score of the three highest scores wins the match against the other team. Handicap points will be the highest three, 10 points MAX.


Four Teams: Three highest scores from different or same shooter, then total score of the highest scores wins the match against the other team. Handicap points will be the highest three, 10 points MAX.
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