
1 
 

Bowling Pin Shoot 

Bowling Pin Shooting  
Welcome to the Holbrook Sportsmen’s Club Bowling pin shooting program. Bowling pin 

shooting offers a unique opportunity to engage in precision speed shooting while under 

the stress and noise of a head-to-head competition.   Bowling pin shooting combines 

many of the skills used in action shooting competitions. 

Our first goal is to provide a safe experience for everyone.  Our second goal is to 

provide a fun and challenging shooting experience. This brief manual is not intended 

to be an exhaustive documentation of rules and regulations, but rather, a guideline 

that may need to be adapted for each competition.   

Program Chairman: Joe Bruno 

Safety 
The Holbrook Sportsmen’s Club Bowling Pin Shoot is operated as a cold range which 

means that all firearms must remain unloaded until the “Load and make ready” command is given by 

the Safety Officer.  This includes all carry guns, holstered match firearms and those brought to the firing 

line in bags / cases. 

Eye and ear protection must be worn at all times during active competition.  A group warning / reminder 

will be provided prior to commencing shooting. 

 

Safe Table Rules 
Firearms may be handled when under the direct supervision / command of the safety officer and at the 

safe table.  This includes bagging, chamber flagging, holstering, dry fire practice, maintenance and 

repairs.  If a live round malfunction occurs, the firearm may be handled in the presence of a safety 

officer. 

During indoor matches, the rimfire range (Range 2) will serve as the safe table area.  Outdoor safe tables 

are in designated areas.   

Ammunition is not allowed at the safe table area.  Bringing ammunition to the safe table will result in 

disqualification from the match. 

 

Disqualification Rules 
Although we never want to disqualify participants from matches, breaches in safety protocols may result 

in a disqualification.  There are no refunds if a participant is disqualified.  Participants are welcome to 

remain for the remainder of the match and are welcome to participate in future matches.  Following are 

some examples of disqualifying events: 
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• Unsafe firearms handling 

• Sweeping oneself or others with a loaded or unloaded firearm 

• Handling firearms outside of the command of a safety officer other than at the safe table 

• Shooting the wall, ceiling or floor of the indoor range 

• Breaking the 180 rule 

• Bringing ammunition to the safe table/ area 

• Negligent discharge 

• Being disrespectful or argumentative with a safety officer 

• Participants who store firearms in a bag must be aware of the direction in which the muzzle is 

facing in the bag.  If the bag is opened on the firing line and the muzzle is pointed up range, the 

participant will be disqualified. 

 

Equipment Requirements and Geer Preparation  
Holster (optional) - an OWB (Outside waist band), strong side holster.  Inside waist band, or other 

carrying rigs are prohibited.   

Storage bag -  Firearms may be stored and brought to the line in a transportation bag. 

Magazines / speed loaders - At least 3 magazines.  Having a magazine loading assistant is beneficial 

when multiple strings are being shot.  

Ammunition – Round counts will be specified for each course of fire.   

Magazine Carriers -  Belt mounted magazine carriers may be used, but are not required. 

 

Range Commands 
The following range commands are adapted from the IDPA Rulebook. 

Range is hot, eyes and ears - This is the first command given to each competitor starting the action of 

shooting a stage. This command signifies the start of the course of fire. The competitor will confirm that 

eye and hearing protection is in place. It is also notification to anyone in the shooting bay to check that 

their own eye and hearing protection is properly in place. 

Load and make ready - When the competitor has proper eye and hearing protection in place, the SO 

will issue the Load and Make Ready command. The competitor will prepare the firearm and magazines 

to match the start position for the stage.  For competitors holstering a firearm, the firearm shall be 

loaded and holstered.  For competitors who are starting from the low ready, the firearm should be 

loaded and pointed at the starting cone.   

Are you ready?  After “Load and Make Ready,” the SO will ask the competitor “Are You Ready?” If ready, 

the competitor may respond verbally, or by obvious nodding of the head, but may also choose to stand 

ready. If there is no response from the competitor in approximately 3 seconds, the competitor is 
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assumed to be ready. If the competitor is not ready when this question is asked the competitor must 

respond “Not Ready”. If the competitor continues to not be ready, the competitor must take a step out 

of the starting position. When ready, the competitor will assume the starting position and the “Are You 

Ready” question will be asked again. The competitor is expected to be ready to proceed approximately 

15 seconds after the “Load And Make Ready” command. If the competitor is ill prepared and needs 

more than fifteen seconds to get ready, the competitor will be advised that he/she is being given 

approximately 15 seconds more to prepare.  

Stand by - This command is given after the competitor is ready. This command will be followed by the 

start signal within 1-4 seconds. The competitor may not move or change positions between the 

“Standby” command and the start signal, unless required to do so by the CoF. 

If you are finished, unload and show clear - This command will be issued when the competitor has 

apparently finished shooting the stage. If the competitor is finished, all ammunition will be removed 

from the firearm and a clear chamber/cylinder will be shown to the SO. If the competitor is not finished, 

the competitor should finish the stage and the command will be repeated. 

If clear, slide forward (or cylinder closed) - Once the SO has inspected the chamber/cylinder and found 

it to be clear, this command will be issued and the competitor will comply. 

Pull the trigger (for semi-automatic firearms) - The competitor will point the firearm at a safe berm 

and pull the trigger to further verify that the chamber is clear. If the firearm fires, the competitor will be 

disqualified from the match. This requirement also applies to firearms with a de-cocker or magazine 

disconnect. For firearms with a magazine disconnect, an empty magazine, or dummy magazine must be 

inserted before the trigger is pulled, and then removed again. This command is not needed for 

revolvers. 

Holster or Flag and Bag - The competitor will safely holster the firearm.  If the firearm was brought to 

the firing line in a bag, a chamber flag will be inserted and the gun placed in a carrying bag.  The range 

will not be announced as clear until all firearms are either holstered or secured in a closed bag. 

Range is clear - This command indicates to everyone within the stage boundaries that the range is clear. 

This command ends the course of fire and begins the scoring and resetting of the stage. 

Stop or Cease Fire - This command is given when something unsafe has happened or is about to happen 

during a stage, or when something in the stage is not correct. The competitor must immediately stop all 

movement, place the trigger finger obviously and visibly outside the trigger guard, and await further 

instruction. Failure to immediately stop and remove the trigger finger from within the trigger guard will 

result in disqualification from the match. 

Finger - This command is given when the competitor’s finger is not obviously and visibly outside the 

trigger guard when it should be. 

Muzzle - This command is given when the muzzle of the competitor’s firearm is pointed near a muzzle 

safe point. The competitor must correct the errant muzzle and continue with the stage.  
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Starting Position for Courses of Fire: 
Magazines may be placed either (1) on top of the table, or (2) in belt mounted magazine carriers. 

Firearms may be brought to the firing line in a bag or holstered.  The muzzle of bagged firearms must be 

pointing down range when the bag is opened.  A chamber flag must be in place.   

The standard starting position is with the firearm loaded, decocked, thumb safety off, held at the low-

ready and pointing at the cone with the trigger finger visibly outside of the trigger guard. 

Competitors are welcome to draw from the holster but are not provided a time offset to do so.   

Single action pistols will have all safety systems engaged when holstered. 

DA/SA pistols will start in the decocked / hammer down position when holstered. 

Striker fire firearms will have all safety systems engaged when holstered. 

 

Courses of Fire 
There are no rules that govern the types of courses of fire used during bowling pin shooting 

competitions, which enables HSC to host several different formats.  Although the most common format 

is double elimination, we offer other formats to accommodate groups of various sizes.  Following are 

some examples of competitions at The Holbrook Sportsmen’s Club. 

Double Elimination 

The routine Bowling Pin Shoot is a double elimination competition.  Competitors are assigned to 

each bracket randomly through drawn numbers. 

Advancing in each bracket is best 2 out of 3 strings.  The loser of each bracket is assigned to the 

second chance bracket and will compete against a randomly selected competitor through drawn 

numbers. 

Start Position: Firearms that are brought to the firing line in a bag – On the command, load 6 

rounds and point the muzzle at the start cone. 

Firearms brought to the firing line holstered – On the command, load 6 rounds and holster.  

Arms relaxed at the sides. 

Firearm Condition: Loaded with one round chambered.  Ammo carriers may be placed on 

the table, or on a belt mounted carrier. 

Round Count: Each head-to-head relay will require a minimum of (5) rounds.  The best 2 out of 

three head-to-head relays will advance the competitor to the next bracket. (In order to win 2 

out of 3 relays, a minimum of 10 rounds will be fired.)  A maximum of 18 rounds (1 magazine 
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with 6 loaded rounds and 2 additional magazines with 6 rounds each) is allowed per string of 

fire. 

Procedure: At the signal, shoot assigned bowling pins until they are knocked off the table. 

The first relay is shot from 7 yards.  The second relay is shot from 10 yards and the third relay is 

shot from 15 yards. 

Scoring:   The first competitor to knock all pins off the table wins the string.  If all pins are 

not knocked off the table, penalties apply. 

Start Signal: Audible timer beep 

Finish Signal: Last audible shot 

Penalties: 

 Standing pin – 10-point penalty 

Knocked over, not off – 5-point penalty 

Winner:  The competitor with the fewest points wins the string.  To advance to the next 

bracket, a competitor must win 2 of three strings. 

Par time 

The Par Time course of fire is a single string, single shooter relay.  The competitor shoots and 

clears as many pins as possible within a set par time (e.g., 15 seconds). 

Table Set-up: Two tables with 5 pins each 

Start Position: Firearms that are brought to the firing line in a bag – On the command, load up 

to 11 rounds and point the muzzle at the start cone. 

Firearms brought to the firing line holstered – On the command, load up to 11 rounds and 

holster.  Arms relaxed at the sides. 

Firearm Condition: Loaded with up to 11 rounds for the first magazine and 10 rounds for 

each additional magazine 

Ammo carriers may be placed on the table, or on a belt mounted carrier. 

Round Count:  There is no round count maximum per string of fire.  Competitors may shoot as 

many rounds needed within the par time. 

Procedure: At the signal, shoot assigned bowling pins until they are knocked off the table. 

Scoring:   Time plus points down 

Start Signal: Audible timer beep 
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Finish Signal: Audible timer beep 

Penalties 

 Standing pin – 10-second penalty 

Knocked over, not off – 5-second penalty 

Winner:  The competitor with the lowest score wins. 

Run and Gun 

The Run and Gun course of fire requires participants to engage 2 or more table(s) of pins from 

more than one shooting position.  After one table is completed, the competitor will advance to 

the next shooting position and engage the second table of pins.  This course of fire may include 

“No Shoot” targets, which will incur penalty points if shot.  Shooting positions may be standing, 

seated, from behind barricades, or other creative positions. 

Start Position: Firearms that are brought to the firing line in a bag - on the command, load up 

to 11 rounds and point the muzzle at the start cone.  Magazines may be staged on tables per the 

competitor shooting plan, stowed in a magazine carrier or carried in the pocket.     

Firearms brought to the firing line holstered – On the command, load up to 11 rounds and 

holster.  Ammo carriers may be placed on the table, or on a belt mounted carrier.  Arms should 

be relaxed at the sides. 

Firearm Condition: Loaded with up to 11 rounds for the first magazine and 10 rounds for 

each additional magazine 

Round Count:  There is no round count maximum per string of fire.  Competitors may shoot as 

many rounds needed. 

Procedure: At the signal, shoot assigned bowling pins until they are knocked off the table 

from the first shooting position.  Advance to the next shooting position and engage the 

remaining pins. 

Scoring:   Time plus points down 

Start Signal: Audible timer beep 

Finish Signal: Last audible shot 

Penalties 

 Standing pin – 10-second penalty 

Knocked over, not off – 5-second penalty 

Hit on a no shoot target – 5 second penalty 



7 
 

Bowling Pin Shoot 

Winner:  The competitor with the lowest score wins. 

 

Round Robin 

The Round Robin course of fire may be used when there is a low number of participants.  Each 

competitor will compete head-to-head against every other competitor.   

Start Position: Firearms that are brought to the firing line in a bag – On the command, load up 

to 11 rounds and point the muzzle at the start cone. 

Firearms brought to the firing line holstered – On the command, load up to 11 rounds and 

holster.  Arms relaxed at the sides. 

Firearm Condition: Loaded with up to 11 rounds for the first magazine and 10 rounds for 

each additional magazine 

Ammo carriers may be placed on the table, or on a belt mounted carrier. 

Round Count:  There is no round count maximum per string of fire.  Competitors may shoot as 

many rounds needed. 

Procedure: At the signal, shooters engage their respective bowling pins until their table is 

cleared, or their ammunition is depleted. 

Scoring:   Time plus points down 

Start Signal: Audible timer beep 

Finish Signal: Last audible shot 

Penalties 

 Standing pin – 10-second penalty 

Knocked over, not off – 5-second penalty 

Hit on a no shoot target – 5 second penalty 

Other penalties may apply 

Winner:  The competitor with the lowest score wins. 

Low Light 

The Low Light course of fire may include any of the above shooting formats, but are completed 

with the lights out.  Competitors may use a handheld flashlight to views the pins.   
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Start Position: Firearms that are brought to the firing line in a bag – On the command, load 11 

rounds and point the muzzle at the start cone. 

Firearms brought to the firing line holstered – On the command, load 11 rounds and holster.  

Arms relaxed at the sides. 

The flashlight is held in either hand and will remain in the off position until the signal. 

Firearm Condition: Loaded with up to 11 rounds for the first magazine and 10 rounds for 

each additional magazine. 

Ammo carriers may be placed on the table, or on a belt mounted carrier. 

Round Count:  There is no round count maximum per string of fire.  Competitors may shoot as 

many rounds needed within the par time. 

Procedure: At the signal, shoot assigned bowling pins until they are knocked off the table. 

Scoring:   Time plus points down 

Start Signal: Audible timer beep 

Finish Signal: Last audible shot 

Penalties 

 Standing pin – 10-second penalty 

Knocked over, not off – 5-second penalty 

Winner: The competitor with the lowest score wins. 

 

Team Shoot: 

After each competitor posts a personal time for clearing a single table, teams are created by pairing the 

fastest and slowest competitors together.  Next, the second fasted and second slowest competitors are 

paired.  This continues until all participants are teamed together. 

After teams are formed, each team will shoot two tables of pins and compete for the fastest team time.   

Start Position: Firearms that are brought to the firing line in a bag – On the command, load 10 

rounds and point the muzzle at the start cone. 

Firearms brought to the firing line holstered – On the command, load 10 rounds and holster.  

Arms relaxed at the sides. 
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Firearm Condition: Loaded with up to 10 rounds for the first magazine and 10 rounds for 

each additional magazine. 

Ammo carriers may be placed on the table, or on a belt mounted carrier. 

Round Count: Competitors may shoot a maximum of 10 rounds. 

Procedure: At the signal, shoot assigned bowling pins until they are knocked off the table.  

Competitors may engage their teammates pins when their table is cleared. 

Scoring:   Time plus points down 

Start Signal: Audible timer beep 

Finish Signal: Last audible shot 

Penalties 

 Standing pin – 10-second penalty 

Knocked over, not off – 5-second penalty 

Winner: The team with the lowest score wins. 

 

Pistol Classifications 
Major:  Semiautomatic centerfire handguns chambered in .40 (10mm) and higher compete in this 

classification. Magnum calibers are prohibited, as they cause too much damage to the pins. 

Minor:  Semiautomatic centerfire handguns chambered in .40 (40 S&W) and lower compete in this 

classification.  

Revolver:  All revolvers compete in this classification. Semi-autos are not allowed for this class. 

Revolver competitors are only allowed one gun and may use speed loaders. Revolver competitors may 

elect to cock the hammer before shooting the first round in double action mode. 

Open:  All centerfire firearms with red-dot sights fall into this category (both revolver and 

semiautomatic). There is no caliber restriction for Open.  

.22 rimfire: Pistols may have iron or optical sights 
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Registration: Practiscore.com and posted on the Holbrook Sportsmen’s Club calendar  
 
Fee: $5.00  

Prizes: Winner’s name is posted on the bulletin board and the entrance fee for the next match is 

waived. 

 

* Table 

The standard table is constructed of a 4’ x 8’ sheet of plywood that stands 40” from the ground. 

Table Set-up:   

Major:  5 pins set 3 feet from the rear edge of the table.  

Minor:  5 pins set 2 feet from the rear edge of the table. 

Revolver: 5 pins set 2 feet from the rear edge of the table.  

Open:  5 pins set 3 feet from the rear edge of the table. 

.22 rimfire: 5 pins set 1 foot from the rear edge of the table. 

 


