
50 ROUND PISTOL COF (COURSE OF FIRE) ASSESSMENT

Compressed ready, standing in front of left target - 2 rounds head box.

Holstered - standing in front of middle target - 2 rounds head box.

Holstered - standing in front of right target - 2 rounds head box, one-handed.

1 round center target, 2 rounds left target, 3 rounds right target, 4 rounds center target.

180 degree turn, 3 rounds left target - Slide-lock reload - 3 rounds right target.

2 rounds left target - Move to 20 meter position - 2 rounds right target.

From left/right position, 2 rounds on each target - Move to next position while reloading - 2 rounds on each.

Move towards 5 meter line - 4 rounds on each target, any order.

50 ROUNDS TOTAL - 250 POINTS POSSIBLE - NO MAKE UP SHOTS ALLOWED TOTAL TIME:

LEFT TARGET:

CENTER TARGET:

RIGHT TARGET:

TOTAL POINTS:

HIT FACTOR:

A  C  D  M  A  C  D  M

Hit Factor is scored by dividing the points 
earned through marksmanship, by the 
total time of all strings of fire combined.

HITS NEEDED:

FIRST RUN: SECOND RUN:

LEFT

2 HEAD
15 TORSO

CENTER

2 HEAD
13 TORSO

RIGHT

2 HEAD
16 TORSO

5

5

5

10

10

10>20

20>20

20>5

For products & additional training resources visit TREX-ARMS.COM

Distance
Meters

A zone = 5 points

C zone = 3 points

D zone = 1 point

Mike = -10 points

10m

20m20m STICKSTICK

5m

5m

5m

5m5m

20m

For products & additional training resources visit T.REX-ARMS.COM

Distance
Meters

25 4 rounds left target - 4 rounds right target. 

Static position, fire 1 rifle shot from the 25-yard line - 
Sprint to the 15-yard line - Engage both the left and right targets with 3 rounds. 

Static position, fire 1 rifle shot from the 15-yard line - 
Engage both the left and right targets with 3 rounds each while advancing towards the 5-yard line.

Strong arm only, left target, 2 rounds torso, 1 round head box - 
Support arm only, right target, 2 rounds torso, 1 round head box.

Rifle slung, pistol at compressed ready - 6 rounds left target - Slide-lock reload - 6 rounds right target

Rifle slung, pistol at compressed ready - 2 rounds left head box - 2 rounds right head box

Fire 1 rifle shot from the center 10-yard line - Move to next position - 
Engage left/right target with 3 rounds - Move to next position while reloading - Engage left/right target with 3 rounds.

25>15

15>5

10<>10

10

7

7

FIRST RUN SECOND RUN

HIT FACTOR is scored by dividing the POINTS
earned through marksmanship by the TOTAL
TIME of all strings of fire combined.

DUTY PISTOL ASSESSMENT

LEFT CENTER RIGHT

POINT VALUES

2 HEAD
23 TORSO 5 TORSO

2 HEAD
23 TORSO

- 3 TARGETS REQUIRED
▪ CENTER - REVERSE USPSA FOLDED IN HALF

- MAX DISTANCE: 25 METERS
- AMMO COUNT

▪ 50 ROUNDS PISTOL
▪ 5 ROUNDS RIFLE

- HIT-FACTOR SCORING

*RIFLE ONLY

TOTAL TIME

LEFT TARGET
CENTER TARGET

RIGHT TARGET
TOTAL POINTS

HIT FACTOR

A C D M A C D MA-ZONE: 5
3
1

-10

C-ZONE:
D-ZONE:

MISS:

7m

5m5m

10m

15m

25m

For products & additional training resources visit T.REX-ARMS.COM

Distance
Meters

25 4 rounds left target - 4 rounds right target 

Fire 2 rifle shots from the 25-yard line - 
Sprint to the 15-yard line - Engage both the left and right targets with 3 rounds with handgun 

Fire 2 rifle shot from the 15-yard line - 
Engage both the left and right targets with 3 rounds each while advancing towards the 5-yard line

Perform a Failure To Stop drill (2 rounds Torso - 1 round headbox) on left target - 
reload - perform a failure to stop on right target 

Rifle slung, pistol at compressed ready - 6 rounds left target - Slide-lock reload - 6 rounds right target

Rifle slung, pistol at compressed ready - 2 rounds left head box - 2 rounds right head box

Fire 2 rifle shot from the center 10-yard line - Move to next position - 
Engage left/right target with 3 rounds - Move to next position - Engage left/right target with 3 rounds

25>15

15>5

10<>10

10

7

7

FIRST RUN SECOND RUN

HIT FACTOR is scored by dividing the POINTS
earned through marksmanship by the TOTAL

TIME of all strings of fire combined.

DUTY PISTOL ASSESSMENT
LEFT RIGHT

POINT VALUES DAY STANDARDS
MINUTEMAN: 6.0+ HF

MILITIAMAN: 4.0-5.9 HF
PREPARED CITIZEN: 2.5-3.9 HF

NIGHT STANDARDS
MINUTEMAN: 5.0+ HF

MILITIAMAN: 3.5-4.9 HF
PREPARED CITIZEN: 2.0-3.4 HF

3 HEAD
22 TORSO

3 HEAD
22 TORSO

- 3 TARGETS REQUIRED
▪ CENTER - REVERSE USPSA FOLDED IN HALF

- MAX DISTANCE: 25 METERS
- AMMO COUNT

▪ 50 ROUNDS PISTOL
▪ 10 ROUNDS RIFLE

- HIT-FACTOR SCORING

TOTAL TIME

LEFT TARGET
CENTER TARGET

RIGHT TARGET
TOTAL POINTS

HIT FACTOR

A C D M A C D MA-ZONE: 5
3
1

-10

C-ZONE:
D-ZONE:

MISS:

5m

10m

15m

25m
HARD MODE: Add 2 No-Shoot targets on center target that
occludes left and right-side C and D-Zone. Add 1 No-Shoot
on either left or right target that covers half of the center
A-Zone.

For products & additional training resources visit T.REX-ARMS.COM

Distance
Yards

5 6 rounds on each target

3 rounds to right target headbox - Strong arm only, fire 3 rounds in to left target. 

3 rounds left target headbox - Support arm only, fire 3 rounds in to right target.

Starting on left stick, fire 3 rounds in to left target - Move to rightmost position - 
Fire 3 rounds in to right target

4 rounds to each target - Retreat to 25y line - 2 rounds to each target

Rifle slung, pistol at compressed ready - 2 rounds left head box - 2 rounds right head box

Facing up range, perform a 180-degree turn - Fire 3 rounds at in to left target - 
Perform a slide-lock reload - 3 rounds in to right target

7

7

10

15<>15

15>25

25>5

FIRST RUN SECOND RUN

HIT FACTOR is scored by dividing the POINTS
earned through marksmanship by the TOTAL

TIME of all strings of fire combined.

HARD MODE: Add 1 No-shoot target on each target. 
One that covers 1/3 of the center A-zone and one 
that covers 1/2 of either the left or right target’s C-zone.

EASY MODE: Replace all headshots with regular torso
hits and replace all single-hand shooting with standard
full grip shooting.

CARRY PISTOL ASSESSMENT
LEFT RIGHT

POINT VALUES

4 HEAD
26 TORSO

4 HEAD
26 TORSO

- 2 TARGETS REQUIRED
- MAX DISTANCE: 25 YARDS
- AMMO COUNT

▪ 60 ROUNDS PISTOL
- HIT-FACTOR SCORING
- ALL POSITIONS START HOLSTERED

TOTAL TIME

LEFT TARGET
CENTER TARGET

RIGHT TARGET
TOTAL POINTS

HIT FACTOR

A C D M A C D MA-ZONE: 5
3
1

-10

C-ZONE:
D-ZONE:

MISS:

7y

5y

10y

15y

25y

DAY STANDARDS
MINUTEMAN: 6.0+ HF
MILITIAMAN: 4.0-5.9 HF
PREPARED CITIZEN: 2.5-3.9 HF

NIGHT STANDARDS
MINUTEMAN: 5.0+ HF
MILITIAMAN: 3.5-4.9 HF
PREPARED CITIZEN: 2.0-3.4 HF

For products & additional training resources visit T.REX-ARMS.COM

Distance
Yards

25 With rifle at high or low ready - fire 2 rounds at center target - transition to handgun - 4 rounds at left
target - 4 rounds at right target

With rifle at high or low ready - fire 2 rounds at center target - sprint to 15y line and transition to handgun -
engage left and right targets with 3 rounds each 

With rifle at high or low ready - fire 2 rounds at center target - begin advancing to 5y line and transition to handgun -
engage left and right targets with 3 rounds while advancing

With rifle at high or low ready - fire 2 rounds at center target - transition to handgun - perform a
failure to stop drill (2 rounds torso, 1 headbox) on left target - perform a failure to stop drill on right target

Rifle slung, handgun at compressed ready - engage left target with 6 rounds - perform a slide lock reload - 
engage right target with 6 rounds

Rifle slung, handgun at compressed ready - engage left headbox with 2 rounds - engage right headbox with 2 rounds

With rifle at high or low ready at 10y center line - fire 2 rounds at center target - transition to handgun and 
move to left position - engage left target with 3 rounds - move to right position - engage right target with 3 rounds 

7

7

10

15<>15

15>25

25>5

FIRST RUN SECOND RUN

HIT FACTOR is scored by dividing the POINTS
earned through marksmanship by the TOTAL

TIME of all strings of fire combined.

HARD MODE: Add 2 No-shoot targets on the center target that
occludes the left and right sides of the C and D-Zones. Add 1 No-shoot
on either the left or right target that covers 1/2 of the center A-Zone.

EASY MODE: Replace TUXEDO target with standard USPSA 
target. Replace all headbox shots with torso.

DUTY PISTOL ASSESSMENT
LEFT RIGHT

*RIFLE ONLY

POINT VALUES

4 HEAD
26 TORSO

10 TORSO

4 HEAD
26 TORSO

- 3 TARGETS REQUIRED
▪ CENTER TARGET IS A USPSA “TUXEDO”

- MAX DISTANCE: 25 YARDS
- AMMO COUNT

▪ 50 ROUNDS PISTOL
▪ 10 ROUNDS RIFLE

- HIT-FACTOR SCORING

TOTAL TIME

LEFT TARGET
CENTER TARGET

RIGHT TARGET
TOTAL POINTS

HIT FACTOR

A C D M A C D MA-ZONE: 5
3
1

-10

C-ZONE:
D-ZONE:

MISS:

DAY STANDARDS
MINUTEMAN: 6.0+ HF
MILITIAMAN: 4.0-5.9 HF
PREPARED CITIZEN: 2.5-3.9 HF

NIGHT STANDARDS
MINUTEMAN: 5.0+ HF
MILITIAMAN: 3.5-4.9 HF
PREPARED CITIZEN: 2.0-3.4 HF

7y

4y4y

10y

15y

25y

For products & additional training resources visit T.REX-ARMS.COM

Distance
Yards

From high ready - 2 shots to torso and 1 to headbox on center left -
2 shots to torso and 1 headbox on center right 

GO STOP - Starting on center stick at low ready - fire 2 rounds to center left headbox - move to left position - 
2 rounds to far left torso - move to right position - 2 rounds to right target torso - move back to center position - 
2 rounds to right center headbox 

From left most position at low ready - 2 rounds far left headbox - begin moving to right position while engaging both
center targets with 2 rounds each - 2 rounds far right headbox from right position

From low ready - 2 rounds to far left and far right torsos - drop to prone - 2 rounds to center target headboxes - 
sprint to 25y line - 2 rounds to far left and far right torsos - drop to kneeling - 2 rounds to center target headboxes 

From high ready - Advance toward 10y line while engaging far left and far right torsos with 5 rounds each

From high ready facing uprange - turn 180 degrees - fire 3 rounds center left target - 3 rounds center right target - 
bolt-lock reload - 3 rounds far left target - 3 rounds far right target

7

10<>10

15

25<>25

50>25

25>10

FIRST RUN SECOND RUN

HIT FACTOR is scored by dividing the POINTS
earned through marksmanship by the TOTAL

TIME of all strings of fire combined.

HARD MODE: Add 1 No-shoot target on either the left
or right center targets that covers 1/3 of the center A-Zone,
and 1 No-shoot on either the far left or far right targets that covers
1/2 of the target’s C-Zone. 

EASY MODE: Replace all headshots with regular torso
hits.

CQB RIFLE ASSESSMENT
CENTER

LEFT
CENTER
RIGHT

POINT VALUES

7 HEAD
7 TORSO

FAR RIGHT

2 HEAD
14 TORSO

7 HEAD
7 TORSO

FAR LEFT

2 HEAD
14 TORSO

- 4 TARGETS REQUIRED
- MAX DISTANCE: 50 YARDS
- AMMO COUNT

▪ 60 ROUNDS RIFLE
- HIT-FACTOR SCORING

TOTAL TIME

LEFT TARGET
CENTER TARGET

RIGHT TARGET
TOTAL POINTS

HIT FACTOR

A C D M A C D MA-ZONE: 5
3
1

-10

C-ZONE:
D-ZONE:

MISS:

7y

10y

10y

15y

25y

50y

DAY STANDARDS
MINUTEMAN: 5.0+ HF
MILITIAMAN: 3.0-4.9 HF
PREPARED CITIZEN: 1.5-2.9 HF

NIGHT STANDARDS
MINUTEMAN: 4.0+ HF
MILITIAMAN: 2.5-3.9 HF
PREPARED CITIZEN: 1.0-2.4 HF

HARD MODE: Make the 4x USPSA STANDARD targets 4x REDACTED D-ZONE
targets. Hits in the D-Zone will be considered “hard cover” and result as a
miss. 

*ALL SHOOTING DONE FROM FIRING LINE OR BARRICADE. 

EASY MODE: Replace all headshot standards with regular
torso hits. Perform the 300y drills on the 200y target.

INTERMEDIATE CARBINE ASSESSMENT
- 4x USPSA TARGETS REQUIRED
- TARGETS ARRANGED CLOSEST TO FARTHEST
- MAX DISTANCE: 300 YARDS
- AMMO COUNT:

▪ 40 ROUNDS RIFLE
▪ 2 MAGS OF 10, 1 MAG OF 8 AND 12

- HIT-FACTOR SCORING
- BARRICADE REQUIRED AT FIRING LINE

FIRING LINE

5y START

300y

200y

100y

50y

For products & additional training resources visit T.REX-ARMS.COM

Target Distance
Yards

50 Begin at firing line from high or low ready - perform a bill drill to 50y target from standing position

Begin at firing line from high or low ready - fire 4 rounds to 100y target from kneeling - reload and drop to
prone - 2 rounds into 100y headbox 

Begin at 5y Start position - Sprint to firing line - perform a bill drill to 200y target from prone position

Begin at 5y Start position - Move to firing line next to barricade - 4 rounds to 300y torso from prone - move to
barricade - 2 rounds to 300y torso from supported standing position - 2 rounds to 300y torso from supported
kneeling position - 2 rounds to 300y torso from supported low kneeling position

Begin at 5y Start position - Move to barricade - perform an accelerator drill from supported kneeling position
(2 rounds to 50y torso, 2 rounds 100y torso, 4 rounds to 200y torso, 2 rounds to 100y torso, 2 rounds to 50y torso) 

100

200

50-200

300

FIRST RUN SECOND RUN

HIT FACTOR is scored by dividing the POINTS
earned through marksmanship by the TOTAL

TIME of all strings of fire combined.

POINT VALUES
A-ZONE: 10

6
2

-10

C-ZONE:
D-ZONE:

MISS:

DAY STANDARDS
MINUTEMAN: 4.0+ HF
MILITIAMAN: 2.5-3.9 HF
PREPARED CITIZEN: 1.0-2.4 HF

NIGHT STANDARDS
MINUTEMAN: 3.5+ HF
MILITIAMAN: 2.0-3.4 HF
PREPARED CITIZEN: 1.0-1.9 HF

TOTAL TIME

50 YARD TARGET

300 YARD TARGET

100 YARD TARGET
200 YARD TARGET

TOTAL POINTS

HIT FACTOR

A C D M A C D M

10 TORSO
2 HEAD

8 TORSO

50 YD 100 YD 200 YD 300 YD

10 TORSO 10 TORSO


