











36 LYIN'RYAN #1022 T 7819 36 6233 36 5928 34 7013 37 DQ 39 4210 26 1312.02 208
37 RED #**015 WM 69.90 34 5248 34 8942 39 5531 32 11662 36 9429 38 478.02 213
38 CLIFF SLOWHAND #**030 S 166.56 39 6421 37 56.87 30 11343 39 12325 37 82,77 37 607.08 219
39 JUNEBUG MCCAFFREY #51549 w 86.60 37 66.16 38 7679 37 8436 38 19760 38 7153 34 583.04 222

MOVING WITH “LOADED” SHOTGUN OK?

In the December 2004 edition of The Cowboy Chronicle, Quick Cal, SASS Life #2707, Chairman of the SASS Range Officer Committee, makes the following
determination regarding “loaded” shotguns:

“As long as you have the action open, you can change location on a stage, regardless of any shells or hulls on the carrier or in the

chamber of a side-by-side. It's only when you close the action and have a cocked and loaded firearm that the movement rule is

applied.”

The article prompted the following e-mail exchange between Sheriff Ramrod and Territorial Governor Snakebite:

From Sheriff Ramrod:

Howdy and seasons greetings. Hey, Doug, did you get a chance to read that article by Quick Cal regarding SASS rules? Is his interpretation of the "when to load
and unload the shotgun" rules accurate? If so, should we allow this at our range? Wayne

Response from TG Snakebite:

Hi, Wayne. | did read Cal's article, he spoke some on it at the summit and he is correct. | have long been aware of this. When | put on a match | try not to build in
procedural minefields. It is true that what takes place on the range can, for the most part, be controlled by how and what the scenario says. We could in essence
remove a large part of the rule book by writing lengthy scenarios....in fact a short story that spelled out everything that must take place and how it must happen -
for instance:

"Wearing your longsleeved shirt, cowboy looking leather footwear, with a traditional hat, and shooting your 36 cal or larger handguns and 25 cal or
larger handgun call rifle, and your 20 ga or larger SXS or hammered pump shotgun etc,etc,etc until everything in the rulebook and everything we
want to happen plus all local rules are covered."

This, of course, would have the shooters confused and put them to sleep. | have long since favored writing scenarios in a very simple and direct manner which
allows as much choice and as few specific instructions as needed to make the scenario clear. Of course, the opposite side of the scenario example is:
"Shoot all targets"

Now....| know that | have skirted your original question and taken you off on a trip around the barn, but here is my point. Some stages by their nature and layout
lend themselves to being more friendly to one thing or another. Moving down range to shoot a shotgun (bay 6) is less likely to produce a safety hazard than
moving across the stage on a board walk (bay 1). This does not mean that it should not be allowed on bay 1, it just means that the potential for error is greater on
bay 1 and must be monitored closely. This example can be carried out for any number of situations - drawing a handgun in tight quarters, etc, etc and such. The
designer of the stage must look at the overall setup to determine if there are any procedural minefields built in. We would not want to oversimplify the stage
directions or to clutter them with unnecessary items. We should not try to eliminate every possible safety situation - we can't. The shooters are charged with the
responsibility for being safe, and knowing the rules. It should not be necessary to repeat everything in the write-up. If it doesn't say you can't, it is SASS legal, and
within the Spirit of the Game, then it can be done. It IS necessary to tell the shooter what MUST be done, such as where to start, and shooting order...if the
scenario has them. It is also necessary to let the shooter know if there are exceptions to SASS rules.

Finally:
Your question: "Should we allow this on our range?"

My answer: Yes.
Snakebite



