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 MATCH RULES AND PROCEDURES 

 

 All firearms to be handled ONLY in these designated areas:  

 Marked Safety Area. 

 Load/Unload tables.  

 Firing line with RO present. 

 If you need to work on an EMPTY gun, please do it at a designated  
Safety Area.  NOT the load/unload tables. 

 

 All SASS safety rules will apply. It is YOUR responsibility to know them. 
Current  rulebook is available for viewing in The Telegraph Office. 

 All long guns should be carried muzzles up. This is not a hunting camp. 
You are in a crowded civilian range. Please pay careful attention to your 
gun handling OFF the firing line, as well as on. It may get a little   
crowded in here, so please exercise a little extra caution.. 

 Dry firing at the load/unload tables is prohibited.  

 Dropped rounds and shells are “dead”. Leave them where they fell, even 
if you have completed the stage. Someone will retrieve them for you. 
It's a muzzle control issue. 

 A round over the berm is a Match DQ.  

 Using any part of a wall or prop as a shooting rest is a Procedural      
penalty. 

 The shooter is responsible for staging/re-staging their firearms. A   
precariously staged gun that falls is not a prop failure. It is considered a 
dropped gun and a  penalty will be applied as per SASS rulebook. 

 WAIT FOR THE BEEP! Do not try to anticipate it. Repeat offenders will 
earn a Spirit Of The Game penalty (:30 seconds).  This is cheating by 
trying to get a head start and RO's will be on the lookout for it. 



 Shotgun knockdowns must fall to score. Keep shootin'!  

 SG make-up shots must be taken immediately. (Before moving on to next 
target). 

 Loading the rifle from the body is allowed, but ONLY to make up for an 
ejected round.  

 Do not chamber rifle rounds until the gun is pointed downrange. This is 
now a 10 second Minor Safety Violation. 

 Once a pistol clears leather & gets cocked, it HAS to be fired.           
(No de-cocking.) 

I taut I 
saw a miss 

Dat’s a great shot doc! 



What’s the connection between these cartoons & Cowboy Action 
Shooting? 

Well, sometimes there were guns. 

And Yosemite Sam appeared Western sometimes. Bugs too! 

And there ain’t no protocol says we can’t. 

We’re hoping to stir some memories from these characters.  

It’s all about having a little fun & putting smiles on your faces. 

 

Enjoy the day! 

Stranger 

 

 

 

 

Mel Blanc did 99.9 % of the voices. 
Blanc began smoking cigarettes when 
he was 9 years old. He continued his 
pack-a-day habit until he was diagnosed 
with emphysema, which pushed him to 
quit at age 77.  He died of  advanced 
coronary artery disease at the age of 
81. Blanc's will stated his desire to 
have the inscription on his gravestone 
read, "THAT'S ALL FOLKS". 



Eddie Selzer, animation producer—and Chuck Jones' bitterest 
foe—at Warners, once profanely commented that no one would 
laugh at the Pepe Le Pew cartoons. However, this did not keep 
Selzer from accepting an award for one of Pepé's shorts several 
years later. 

I think I found 
the RO’s timer! 

Pepe will show you 
ze cowboy action 
my darling.  



STAGE ONE 

10 Pistol, 4 Shotgun, 9 Rifle  

Rifle staged on the right table, shotgun staged on the left table. 

 

 

 

 

 

 

 

 

 

 

START LINE:   " ¡Ándale!  ¡Ándale!  ¡Arriba! "  

START POSITION:  Standing at the X, hands on pistols.  

PROCEDURE: Atb, turn over a card. The color tells you where to start 
with 1st pistol. If it’s black, Nevada Sweep from the left. If it’s red, 
Nevada Sweep from the right. Repeat whole process with 2nd pistol. 
After both guns are holstered, move left to shotgun. Load & alternate 
the 2 SG targets for a total of four, starting on either. Leave open 
empty SG on table. Move right to rifle. Turn over another card & Neva-
da Sweep starting on whatever color you turned over. 
(R1,2,3,4,5,4,3,2,1  or  R5,4,3,2,1,2,3,4,5).   

Take all guns to the unload table & clear.  

(P,move,SG,move,R)  



STAGE ONE 
Speedy Gonzales 

…  is an animated caricature of a mouse in the Warner Brothers Looney Tunes and    
Merrie Melodies series of cartoons. He is portrayed as "The Fastest Mouse in all     
Mexico" with his major traits being the ability to run extremely fast and speaking with 
an  exaggerated Mexican accent. He usually wears an oversized yellow sombrero, white 
shirt and trousers (which is a common traditional outfit worn by men and boys of rural 
Mexican villages), and a red kerchief, similar to that of a reveler in a festival. To date 
there have been 46 cartoons made, either starring or featuring this character. A few 
shows pair the mouse with his cousin, Slowpoke Rodriguez, the "slowest Mouse in all 
Mexico, but he pack a gun!” Feeling that the character presented an offensive Mexican 
stereotype, Cartoon Network shelved Speedy's films when it gained exclusive rights to 
broadcast them in 1999. Despite such controversy, Speedy Gonzales remains an         
immensely popular character in Latin America. A Hispanic-American rights organization 
called Speedy a "cultural icon".  Fan campaigns to put Speedy back on the air resulted in 
the return of the animated shorts to Cartoon Network in 2002. 

S S 

R1 R2 R3 R4 R5 

P1 P2 P3 



STAGE TWO 

10 Pistol, 9+1 Rifle, 4 Shotgun  

Rifle & shotgun staged on the hay-bale. 

 

 

 

 

 

 

 

 

 

 

START LINE:   " Where's the kaboom? There was supposed to 
    be an earth-shattering kaboom! "  

START POSITION:  Standing at the X, arms folded across chest.  

PROCEDURE: Atb, pull 1st pistol & engage the 3 targets AT LEAST ONCE 
EACH. Repeat with 2nd pistol. Move right to hay-bale. Grab up the rifle & 
engage clockwise from top left until you run out of ammo (9 shots). Now 
load one from your person & engage the gong. If you miss, load another. 
The gong MUST be hit. Switch open empty rifle for scattergun. Load & 
alternate for 4 shots, starting on either.  

Take all guns to unload table & clear.  

(P,move,R,SG )  



STAGE TWO 
Marvin the Martian 

Unlike the other villains, Marvin can be evil and not just daft. Marvin is the quietest of 
the Warner Bros villains, and the most soft-spoken. And unlike most of the other vil-
lains, he is very clever and competent in general. Marvin's design was based on a concep-
tion of the Roman god Mars. "That was the uniform that Mars wore — that helmet and 
skirt. We thought putting it on this ant-like creature might be funny. But since he had 
no mouth, we had to convey that he was speaking totally through his movements. It de-
manded a kind of expressive body mechanics."  In nearly all of his appearances, Marvin 
is shown using a small pistol that fires either bubbles of pliable plastic or energy beams. 
He is also apparently immortal or long-lived, since he mentions doing over two thousand 
years of research to create the Illudium Q-36 Space Modulator. 

S S 

R1 R2 

R4 R3 

GONG 

P1 P2 P3 



STAGE THREE 

6 Shotgun, 10 Rifle, 10 Pistol,   

Rifle staged in a vertical rack. 

 

 

 

 

 

 

 

 

 

 

 

 

START LINE:      " Shhh. Be vewy vewy quiet, I'm hunting  wabbits. "  

START POSITION:  Standing at the X, shotgun at Port Arms.  

PROCEDURE: Atb, Load & engage: S1,2,3,4,2,3. Place open empty shotgun 
in a rack. Go for the rifle now & engage in a Nevada Mirror Sweep        
(R/P1,4,2,5,3,6,2,5,1,4). Return open, mt rifle to rack. Draw 1st pistol & 
engage P1,2,3,2,1 (Nevada). Repeat with 2nd pistol.   

Take all guns to unload table & clear.  

(SG,R,P)  



STAGE THREE 
Elmer Fudd 

The best known Elmer Fudd cartoons include Chuck Jones' masterpiece What's Opera, 
Doc? (one of the few times Fudd bested Bugs, though he felt bad about it) and the   
Rossini parody Rabbit of Seville. Elmer was NOT originally voiced by Mel Blanc. 

S2 S1 

4 5 6 

1 2 3 S4 S3 



STAGE FOUR 

6 Shotgun, 10 Rifle, 10 Pistol  

Rifle staged on the right table, shotgun on the left table. 

 

 

 

 

 

 

 

 

START LINE:   " Pay attention son! "  

START POSITION:  Standing at the X, thumbs hooked into front of 
    your gunbelt.  

PROCEDURE: Atb, snatch up shotgun, load & ALTERNATE                    
the 2 SG targets for 6 shots total, starting on either. Put 
open mt shotgun back where you found it. Move right to 
rifle & sweep the 5 R targets twice from right OR left  
(eg: from left- R1,2,3,4,5,1,2,3,4,5). Dump open empty rifle 
back on table. Pull 1st pistol & sweep the P targets from  
either end:P1,2,3,1,2 or P3,2,1,3,2. Repeat same with 2nd 
pistol. (Whatever you do with 1st pistol, repeat with 2nd).  

                               Take all guns to unload table & clear.  

                      (SG,move,R,P)  



STAGE FOUR 
Foghorn Leghorn 

Foghorn Leghorn is a large, white adult Leghorn rooster with a stereotypically Southern 
accent, a "good ol' boy" speaking style, and a penchant for mischief. The first half of 
his name is a joke about him being loud and obnoxious, while the second half refers to 
his breed. The character  was  inspired by a popular radio show character of Senator 
Claghorn, a blustering Southern politician. The rooster adopted many of Claghorn's 
catch phrases, such as "That's a joke, ah say, that's a joke, son." The radio show had 
based the character of Claghorn upon a Texas rancher who was fond of saying this. 

R1 R2 R3 R4 R5 

P1 P2 P3 S S 



STAGE FIVE 

10 Pistol, 10 Rifle, 4 Shotgun  

Rifle & shotgun staged in the vertical racks. 

 

 

 

 

 

 

 

 

 

START LINE:   " Whoa camel!  Whoa! "  

START POSITION:  Standing at the X, pistol(s) in hand, pointed     
downrange, NOT COCKED. (2 guns out of leather ONLY if shooting     
Gunfighter). Spare hand relaxed at side if shooting one-handed.  

PROCEDURE: Atb, engage P2,2,1,2,3. Repeat with 2nd pistol. When both 
guns safely tucked back into leather, pick up rifle & engage R2,2,1,2,3. 
Repeat. Return open mt rifle to a vertical rack. Grab up shotgun now. 
Load & engage the 4 targets any order.   

Take all guns to unload table & clear.  

(P,R,SG)  

The RO will ask you to draw a pistol when he/she is ready for you.  
Please wait for their instructions.  



STAGE FIVE 
Yosemite Sam 

Chuck Jones (Director) says that a great-uncle who occasionally visited his family was a 
retired Texas Ranger who was short, had red hair, a large mustache, and a hair-trigger 
temper (but no beard). Yosemite Sam was introduced in 1945. In his autobiography, 
Blanc said he had a difficult time coming up with the voice. He tried giving Sam a small 
voice, but didn't feel that it worked. One day, he decided to simply yell at the top of his 
voice, which was inspired by a fit of road rage he had that day. It fit perfectly with the 
blustery character, but also took a toll on Mel. He always made it a point to record 
Sam's lines at the end of a recording session so he wouldn't have to play other charac-
ters with a hoarse voice. In his final years, it was simply too much, and he passed along 
the role of Sam to Joe Alaskey in Who Framed Roger Rabbit, while Blanc did most of 
the other Looney Tunes roles in the movie. Blanc used a voice similar to Yosemite Sam's 
for Mr. Spacely on The Jetsons. 

S S 

R1 R2 R3 

P1 P2 P3 S S 

Some more utterances from      
 Yosemite Sam 

“Say yer prayers, ya long 
eared galoot!”  

“I’m a-givin’ ya one second to 
draw a gun”  

“Aha!  There ya are, ya    
buck-toothed barnacle … say 
yer prayers”  

“I smells carrots a-cookin’ … 
and where there’s carrots, 
there’s rabbits”  

“What’s up?  Why you ornery, 
fur-bearin’ critter … this 
here’s one of them there 
train robbery hold ups”  

“The first one is trys to get 
outta here to warn that   
rabbit … gets his hide blown 
off!”  



Match concept & stage design by The Stranger 

Artwork & Booklet by Tumbleweed Tom 


