“Turkeys and More!” Stage 4
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Story: After the gunfight, things quiet down again and yoove on to a more secluded part of the North
Woods. You think you hear some turkeys comingthethair stands up on your neck, so you expecémor
trouble. You pick up your rifle, just in case...sfias you thought! When you cut loose with a tyrsal, a
pack of wolves charge in! As you open up on théves the turkeys take flight and you try to gedrthas
well. As you go to check on the turkeys, the welugake a second charge, good thing your pistolbaded!

You will need: Two pistols loaded with 5 rounds each and handoe/n on empty chambers in your holsters.
A rifle loaded with 10 rounds in your hands at Cowl®ort Arms (CPA). A shotgun on the rest witheaist 4
rounds on your person.

Directions: Start with the rifle in your hands at CPA, wheady “call a turkey” (Try something different this
time, if you can).

At the Signal: Engage the 5 targets with 10 rounds, no dowgs.t Set down the rifle pointed safely toward
the berm and...

Pick up your shotgun and knock down the cowboyginotarget and then engage the aerial bird. Bnegatkie
bird in the air is a bonus, no penalty for misgimg bird and if it breaks on launch, the shootes ¢&e bonus,
but it must be engaged. Then knock down the dthershotgun targets. Set the shotgun on the mestqul
safely toward the berm, and move to position “Bdan

Using your two pistols, per your shooting stylegage the 5 targets with 10 rounds, no double taps.



