
 

Skeet use of the Longrange cards 

1) Insert card into the slot marked on the Skeet field that is being shot. The readout will show 

how many targets remain on the card. 

2) Press the Yellow Button. 25 Targets will be removed from the card. The counter will read 

more than this as extra targets are built into the system. 

(YOUR CARD WILL ONLY HAVE 25 TARGETS REMOVED FROM IT 

NO MATTER WHAT THE DISPLAY READS!!) 
3) Remove the card from the slot. 

4) If another round is needed from the same card, the card will have to be removed and 

reinserted and the Yellow button pressed again. This is done to prevent more than one round 

being taken off of the card at a time. 

 

The counter will zero off all remaining targets after 15 minutes of inactivity. This is after the 

last time a target is thrown, not from the start of the round. 

If the squad has a gun malfunction that cannot be fixed quickly, the remaining members 

should continue the round as the targets will zero off as stated above. 

No targets will be refunded because of a gun malfunction. 

If the field breaks down or starts to throw excessive broken targets please go to another field. 

Refunding of rounds due to machine problems will be done on a case by case basis. (Example: 

Broken spring found on field 1, 1 round per shooter that is shooting at the time will be 

refunded, no more than 5 rounds total, so please keep squads to 5 shooters maximum.)  

If no problems are found on the field NO ROUNDS WILL BE REFUNDED. 
  



 

Trap use of the Longrange cards 

1) Insert card into the slot marked on the Trap field that is being shot. The readout will show 

how many targets remain on the card. 

2) Press the Yellow Button. 25 Targets will be removed from the card. The counter will read 

more than this as extra targets are built into the system. 

(YOUR CARD WILL ONLY HAVE 25 TARGETS REMOVED FROM IT 

NO MATTER WHAT THE DISPLAY READS!!) 
3) Remove the card from the slot. 

4) If another round is needed from the same card, the card will have to be removed and 

reinserted and the Yellow button pressed again. This is done to prevent more than one round 

being taken off of the card at a time. 

5) Field 2 will be set for Singles. You cannot change it to Doubles so please do not try. 

6) Field 1 will be set for Doubles. You cannot change it back to singles so please do not try. The 

display will have DBLS in the lower right hand corner. Your card if used in this Field will have 

 50 targets, instead of 25 removed from it when the Yellow button is pressed. 

(YOUR CARD WILL ONLY HAVE 50 TARGETS REMOVED FROM IT 

NO MATTER WHAT THE DISPLAY READS!!) 
 
The counter will zero off all remaining targets after 15 minutes of inactivity. This is after the 

last time a target is thrown, not from the start of the round. 

If the squad has a gun malfunction that cannot be fixed quickly, the remaining members 

should continue the round as the targets will zero off as stated above. 

No targets will be refunded because of a gun malfunction. 

If the field breaks down or starts to throw excessive broken targets please go to another field. 

Refunding of rounds due to machine problems will be done on a case by case basis. (Example: 

Broken spring found on field 1, 1 round per shooter that is shooting at the time will be 

refunded, no more than 5 rounds total, so please keep squads to 5 shooters maximum.)  

If no problems are found on the field NO ROUNDS WILL BE REFUNDED. 
 


