Skirmisher Ladder – How it works
The game starts with everyone in a random position on the ladder.

Players may challenge anyone up to two positions above them on the ladder. Challenges may only be made against people who are physically present on the range, must be shot in the same session in which they are issued, and the player issuing the challenge must pay 50p into the pot.

The course of fire is one 60-second skirmisher card each. All diagrams must be hit at least once before a second hit on any will be counted.

If the challenger wins, they move to the position on the ladder immediately above the person they challenged, and everyone below that position moves down one. If the challenger loses, or the match is a draw, all positions stay the same.
If the player at the top of the table fails to turn up for two consecutive sessions, they will be demoted by two places at the end of the second session – in other words, if you’re at the top of the table, you need to turn up to either the Sunday or the Tuesday session every week to avoid being demoted. (The idea with this is to avoid someone winning by simply never turning up to be challenged.) 

Anyone wanting to join the game enters at the bottom of the table – it is then entirely up to them whether they want to start challenging people immediately or wait for the end of the month and the start of the next game. 

At the end of the last Tuesday night session of the month, the game ends, the person at the top of the ladder gets the pot (beers on him, then ::o), and a fresh game starts with a new set of random positions.
So, for example, let’s say we have a group of six regular shooters, who start in random positions on the ladder:

	1
	Fred

	2
	Dan

	3
	Andy

	4
	Chris

	5
	Bill

	6
	Eddie

	Pot
	£0


In the first session, Eddie challenges Chris and wins.
	1
	Fred

	2
	Dan

	3
	Andy

	4
	Eddie

	5
	Chris

	6
	Bill

	Pot
	£0.50


In the second session, Bill challenges Eddie and wins. Bill then challenges Andy but loses. Since Fred is at the top and hasn’t turned up for two sessions, he gets demoted two places at the end of the session.
	1
	Dan

	2
	Andy

	3
	Fred

	4
	Bill

	5
	Eddie

	6
	Chris

	Pot
	£1.50


Third session: Chris challenges Eddie but the match is a draw – no-one moves, but the pot goes up to £2.
Fourth session: Bill challenges Andy and wins.

	1
	Dan

	2
	Bill

	3
	Andy

	4
	Fred

	5
	Eddie

	6
	Chris

	Pot
	£2.50


Andy then challenges Dan and wins.

	1
	Andy

	2
	Dan

	3
	Bill

	4
	Fred

	5
	Eddie

	6
	Chris

	Pot
	£3.00


Fifth session:
Chris challenges Eddie and wins.

	1
	Andy

	2
	Dan

	3
	Bill

	4
	Fred

	5
	Chris

	6
	Eddie

	Pot
	£3.50


Sixth session:

Chris challenges Bill and wins, then challenges Dan and loses. Bill also challenges Dan and loses:

	1
	Andy

	2
	Dan

	3
	Chris

	4
	Bill

	5
	Fred

	6
	Eddie

	Pot
	£5.00


Seventh session: Fred finally deigns to turn up (can you tell he isn’t all that bothered? ::o), and promptly loses to Eddie.
	1
	Andy

	2
	Dan

	3
	Chris

	4
	Bill

	5
	Eddie

	6
	Fred

	Pot
	£5.50


Eighth (and final) session: Everyone turns up (except, predictably, Fred), chaos breaks out!

Eddie challenges Chris, but loses. Dan challenges Andy, but loses. Chris then challenges Andy and wins.

	1
	Chris

	2
	Andy

	3
	Dan

	4
	Bill

	5
	Eddie

	6
	Fred

	Pot
	£7.00


Bill challenges Dan and wins:

	1
	Chris

	2
	Andy

	3
	Bill

	4
	Dan

	5
	Eddie

	6
	Fred

	Pot
	£7.50


Bill then challenges Chris but loses. Eddie challenges Bill and wins:

	1
	Chris

	2
	Andy

	3
	Eddie

	4
	Bill

	5
	Dan

	6
	Fred

	Pot
	£8.50


Finally, Eddie challenges Chris and loses, leaving Chris the winner and clutching £9 in small change in his grubby little paws. 

