Ball &Dummy: Explaining and teaching 

Ball and Dummy accomplishes TWO things:  First, it DETECTS problems, and second, it CURES them.  The shooters should be paired up and given about 15 to 20 minutes each to fire 5 live rounds and as many dummies as needed. This is also a very important drill for the “coaches”, as they will be looking for flinches, bucks, jerks, blinks, etc, as well as positional errors. Coaches will shoot better because they will look for the same errors in themselves.  

Instructors will cover the definitions and effects on target for flinching, bucking, jerking, etc, so that the IIT’s have a good understanding of each:

     Flinching is usually a reaction to the rifle going off. It might be in reaction to the noise, or it could be that the shooter isn’t holding the rifle correctly, has taken a few hard knocks and now has begun to flinch just before the round goes off, tensing up or jerking the shoulder back to avoid the recoil.  (Results in shots high and right in Right handed shooters)

     Bucking is typically a thrusting the shoulder into the rifle just before it goes off in anticipation of the recoil. Again, if you are holding the rifle correctly, recoil is not a factor, so you may have two problems to solve.  (Results in shots low and left in Right handed shooters)

      Jerking is jerking the trigger, just as the sights come onto the target and before they can drift off again. Of course this will throw the shot. (Typically horizontal spread on target)

      Blinking could be caused from the concussion of rifles going off around you or your own rifles noise or recoil. If your eyes are closed when the shot is made I can promise you it won’t be a good shot, and besides, how can you call the shot with your eyes closed?  Typically also has a flinch, buck, jerk associated with it.

