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	Stage 1 – So many thugs, so little time

	Designed by: TP 

	SCENARIO: Upon entering the amusement park you encounter thugs hiding among citizens.

START POSITION: Firearm loaded to division capacity and ammo carriers stowed on body facing downrange at P1.

PROCEDURE: On the buzzer, from P1 engage targets T1 – T9, 2 shots each in tactical sequence.

SO/SETUP NOTES: Spread targets out except T1 & T2 as shown, leaving >2 yards between targets with targets as far as 25 yards.
	SCORING: Vickers count, 18 rounds min.
TARGETS:	 9 IDPA     
SCORED HITS:	 Best 2 on paper
START-STOP:	 Audible – Last shot
	PENALTIES:  Per IDPA rules 
CONCEALMENT: Required
RELOADS:  Per IDPA rules
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	Stage 2 - SHTF

	Designed by: Rob Lacroix 

	SCENARIO: You just finished cleaning your carry gun, but before you get a chance to load and holster you firearm the sh%t hits the fan.
START POSITION: Start with firearm unloaded placed in box on table, one ammo carrier on table, the rest on belt.  Start seated fingers interlocked behind head, any part of back touching back of chair.
PROCEDURE: On the buzzer, load with ammo carrier from the table and engage T1-T5 while seated. May stand to perform a reload. Once at P2 engage T6-T9 slicing the pie.
SO/SETUP NOTES: T5 has activator plate for swinging non-threat.
	SCORING: Vickers count, 18 rounds min.
TARGETS:	 9 IDPA     
SCORED HITS:	 Best 2 on paper
START-STOP:	 Audible – Last shot
	PENALTIES:  Per IDPA rules 
CONCEALMENT:  NOT Required
RELOADS:  Per IDPA rules
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	Stage 3 – Amusement Park I

	Designed by: TP

	START POSITION: Standing facing up range, hands at surrender.   Firearm loaded to division capacity, holstered.  Ammunition carriers stowed on body.

SCENARIO: At amusement park with family, getting refreshments, defend from getting attacked by thugs.

PROCEDURE: Engage targets T1-T3 while retreating to P2, using barrel as cover, engage T4 – T7. S1 must fall, activates drop-turner T6.

SO/SETUP NOTES: If there aren’t enough walls, first wall marks start, barrier continues from barrel to berm.
	SCORING: Vickers count, 14 rounds min
TARGETS:	 7 IDPA  1 Steel 2 NT      
SCORED HITS:	 Best 2 on paper, Steel must fall
START-STOP:	 Audible – Last shot
	PENALTIES:  Per IDPA rules 
CONCEALMENT: Required
RELOADS:  Per IDPA rules
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	Stage 4 - Down the alley

	Designed by: Aaron Haines, aaronh@metrowesttactical.com

	SCENARIO: You end up in the wrong side of the neighborhood. 

START POSITION: At P1, firearm loaded to division capacity, holstered, ammunition carriers on body.  Hands relaxed at sides.

PROCEDURE:  Engage T1-T12. At P2 engage T13-18

SO/SETUP NOTES: T1-T12 can be engaged static or on the move. P2 is the only position of cover.
	SCORING: Vickers count, 18 rounds minimum
TARGETS:	 18 IDPA     
SCORED HITS:	 Best 1 on paper
START-STOP:	 Audible – Last shot
	PENALTIES:  Per IDPA rules 
CONCEALMENT:  Required
RELOADS:  Per IDPA rules
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	Stage 5 – Amusement Park part II

	Designed by: TP

	SCENARIO: Your ride is almost done, yet you hear screaming getting louder as you approach the loading platform. Only to realize that you have no way to escape.
START POSITION: Standing on platform, shoulders touching the bars, looking forward between bars. Loaded to div. capacity, ammo stowed in carriers on body.
PROCEDURE: At P1 with shoulders pinned to the bars, engage targets in tactical priority. S1 activates drop turner - steel must fall. All shots to be taken looking between ‘safety bars’.
SO/SETUP NOTES: Near targets are to be positioned such that one hand shots must be taken. 
	SCORING: Vickers count, 12 rounds min
TARGETS:	 6 IDPA  1 Steel 1 NT      
SCORED HITS:	 Best 2 on paper, Scoring Steel
START-STOP:	 Audible – Last shot
	PENALTIES:  Per IDPA rules 
CONCEALMENT: Not Required
RELOADS:  Per IDPA rules
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	Stage 6 – 6 to one, half dozen to the another

	Designed by: TP 

	SCENARIO: After trading Massachusetts required FA10 forms, you unfortunately get to try your new acquisition right away.

START POSITION: Start with firearm unloaded placed on the barrel, ammo carriers on barrel at P1.

PROCEDURE: On the buzzer, load and engage T1-T6 in tactical priority 2 body 1 head from P1 – P3 any target may be engaged from any position.

SO/SETUP NOTES: T5 and T6 at 20-ish yards from wall. Wall and barrels visual barriers. T4 is not visible from P1.
	SCORING: Vickers count, 18 rounds min.
TARGETS:	 6 IDPA     
SCORED HITS:	 Best 3 on paper
START-STOP:	 Audible – Last shot
	PENALTIES:  Per IDPA rules 
CONCEALMENT:  Required
RELOADS:  Per IDPA rules
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