
 
 
I. Safety 
 
1. Safety is everyone's responsibility. 
2. Eye and ear protection is mandatory for all competitors and spectators. 
3. Guns must remain unloaded with action open at all times, except when a 
 shooter is on-station, ready to call for targets.  
4. Break action shotguns may be closed while stored in a gun stand or rack, but 
 must be unloaded. When preparing to shoot, shotguns shall be loaded with 
 no more than two shot-shells at a time. 
5. While trappers at your station, or at adjacent stations are moving into 
 position, squad members shall maintain all guns open and unloaded. 
6. Any shooter displaying gross negligence of safety will immediately be 
 ejected from the competition. 
 

II. The Course 
 
1. Do not leave empty shells, shell boxes or other trash on the ground or in the 
 stations. Pick up all trash and dispose of it in the cans provided. 
2. The course consists of twelve shooting stations on the Ridge Course 
 numbered from Station 1 to Station 12 from which competitors will attempt 
 various targets.  
3. The number and characteristics of targets from each station (the course of 
 fire) will be determined by the trappers at Garland Mountain and will be the 
 same for all shooters.  
4. Targets will be propelled in a manner to approach the characteristics of a 
 game bird or animal typically taken by a sporting shotgun. 



 

III. Equipment 
 
1. Shotguns of 12 gauge through .410 bore may to be used in attempting all 
 targets.  
2. Shotguns fitted for multiple chokes are permitted. Shooters are allowed to 
 change chokes only between stations and prior to shooting at a station 
 commences. 
3. Shot size shall not exceed U.S. #7 1/2. 
 

IV. Conduct of the Shoot 
 
1. Teams of 4 competitors will proceed to the various stations. Only one 4-
 Person Team may shoot at a particular station at a time.   
2. Team members may be chosen prior to the match.  Those not part of a 
 preselected team will be squadded prior to the beginning of the event. No 
 team shall have less than 4 members, nor exceed 4 members. 
3. Members of the teams take turns at shooting, trapping, and acting as 
 scorekeepers and field judges. 
4. When all members of a team have completed shooting at a station, the team 
 rotates to the next numerically higher designated station. If rotating from 
 station 12, the next station shall be station 1. 
5. To be scored as "hit" or "dead," and designated on score cards as an "X," the 
 clay must separate into at least two clearly discernible pieces in the 
 judgement of the scorekeeper/field judge. Targets not struck and broken 
 shall be called "lost" or "missed" and designated by an "O" on score cards. 
6. A target which breaks on launch, but flies in a substantially similar trajectory 
 to unbroken clays thrown from that station, may be attempted by the shooter 
 and will count as a hit or miss. If the broken target flies in an obviously 
 different trajectory, it shall be declared a "no bird" and the shooter will be 
 provided with a new target. 
7. In the event of a "no bird" on any pair, no hits will count and the pair is 
 thrown again. This also applies to gun/ammo malfunctions while shooting 
 pairs.   



8. Shooters are limited to 4 gun/ammo malfunctions within the event. After the 
 2 gun/ammo malfunctions, future gun/ammo malfunctions will be counted 
 as misses or lost. Shooters may change guns or ammo during the match. 
9. At the start of shooting at a new station, the team may elect to throw one 
 target pair for viewing. After that, no more "view" targets may be called for, 
 by any member of the team at that station. 
10. Singles may be attempted with two shots, and will be scored as hit of dead if 
 broken on either shot. 
11. Pairs may be presented as report, following, or simultaneous pairs. A shooter 
 may attempt two shots at the same bird, or at different birds. Should the 
 shooter break both targets with one shot, then the result will be scored as two 
 hits or kills. 
12. The trapper may delay up to 2 seconds to release the trap after the shooter 
 has called for the bird. 
 

V. Scoring and Ties 
 
   1. All scores must be reported on the official scorecard provided to each  team.  
 All names, including the team name must be printed legibly on  the score 
 card.  Scores must be marked as an “X” for a hit or dead and “0” for a miss 
 or lost target.  
   2. It is the team members’ responsibility to add up all hits and misses on the 
 individual score cards.  Each team member must provide a total score for 
 each station and a total score for the entire match. 
   3. Ties will be decided by using a “tie breaker  station” randomly  selected by 
 the event coordinators. 
   4, Scores will be posted and announced to the participants at the end of  the 
 event.  Participants will have 15 minutes to review scores and challenge 
 mathematical or other errors.  After the close of the 15-minute review 
 period, all posted scores and corrected scores are final and permanent. 
 


