TILMANSTONE WELFARE BOWLS CLUB
CLUB ETIQUETTE & RULES

Club Etiquette

Players should wear flat soled shoes on the green.
Players dress code is grey/black or white trousers
together with the Club’s polo shirt for matches or,
white shirt for roll ups.

Always shake hands with your direct opponent
before and after the game. It is usual to invite your
opposite number for a drink after the game at home
matches.

Players should be positioned behind the mat when
a player is about to deliver their bowl, and remain
still and quiet.

Players should refrain from throwing the jack or
their own bowls up in the air to prevent an accident
occurring to themselves or others or damaging the
green

Players should wait until the last player has
delivered his/her bowl and it has come to a stop,
before they begin to walk down to the other end.
Only those players (usually playing second) should
measure and decide who has won the end and how
many points have been scored. It can cause
aggravation if other players intrude upon the duties
of Second and Skip.

When entering the green players/visitors should
look to see if there is a match in progress and stand
still until the player has delivered their bowl, before
making their way to the pavilion, so as not to
distract players by moving around the perimeter.

Club Rules

At the beginning of the first end the mat is placed
lengthwise on the centre line of the rink, the back
edge to be 2 metres from the ditch.
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In all subsequent ends the back edge of the mat
shall be placed not less than 2 metres from the rear
ditch, and the front edge not less than 23 metres
from the front ditch, and on the centre line of the
rink.

If the mat is moved during play it shall be replaced,
as near as possible to its original position, and if
found out of alignment with the centre line of the
rink, it may be straightened.

The Skip in a team game shall toss to decide which
side shall play first but in all “singles” games the
opponent shall toss, the winner choosing to play
first or put their opponent into play. In all
subsequent ends the winner of the preceding
scoring end shall play first.

The player to play first throws the jack. If the jack
is thrown to a distance less than 2 metres from the
opposite ditch it shall be moved out that distance (2
metres) and centered.

If the jack is thrown into the ditch or outside the
boundary of the rink or, less than 23 metres in a
straight line of play from the front of the mat, the
jack is sent back and the opposing player may then
move the mat in line of play and throw the jack but
shall not play first.

Should the jack be improperly thrown for the
second time in any end, the jack is then placed 2
metres from the edge of the green, and the front
edge of the mat can be placed 2 metres from the
edge of the ditch or, be placed anywhere on the rink
as long as the mat is 23 metres from the jack.

Do not move any of the bowls from the head until
the outcome of the end has been agreed.
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Singles Game - Each player has 4 bowls and
plays them singly and alternatively. All bowls
nearer to the jack than an opponent's nearest
bowl at the conclusion of the end count as 1 point
each. The maximum score for an end is 4 points.
The end is completed when all the bowls have
been played in one direction, and the points have
been mutually agreed. A fresh end is then started
by playing back along the rink. The player first
reaching 21 points, or shots, wins the game. When
playing Singles matches with a “Marker” you can
only ask the Marker questions when standing on
the mat. The Marker’s decision is final.

Pairs Game - Each player has 4 bowls and plays
them singly and in turn. All bowls of one pair
nearer to the jack than any bowls of the two
opponents count as 1 point each. The maximum
score for an end is 8 points and the game is
concluded when 21 ends have been played. The
pair with the highest score being the winners.
Triples Game - Each player usually has 3 bowls
and plays them singly and in turn. All bowls of one
team nearer to the jack than any bowl of the 3
opponents count as 1 point each. The maximum
score for an end is 9 points. The triples game
usually concludes when 18 ends have been
played. The team with the highest score being the
winners.

Fours Game - Each side consists of 4 players,
each player having 2 bowls. All bowls of one team
nearer to the jack than any bowls of the 4
opponents, count as 1 point each. The maximum
score for an end is 8 points. The game concludes
when 21 ends have been played. The team with the
highest score being the winners.



TILMANSTONE WELFARE BOWLS CLUB
CLUB ETIQUETTE & RULES

Movement of Bowls
When a bowl has been properly delivered and comes to
rest it is either “Live” or Dead”.
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« A bowl which travels 15 metres or more from the
front of the mat and comes to rest within the
boundaries of the rink is called a “Live” bowl.

« A bowl which travels less than 15 metres from the
front of the mat; finishes in the ditch not having
touched the jack; comes to rest so the whole of the
bowl is outside the boundaries of the rink; has been
driven beyond the side boundaries of the rink by
another bowl; becomes a “Dead” bowl

A bowl must be removed from the rink and placed on
the bank immediately it is declared “Dead”

Touchers is a term referring to a bowl that touches
the jack
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» It remains “Live” even if it passes into the ditch

» If the jack should be driven into the ditch by a
“Toucher” and comes to rest there, no subsequent
bowl in the end being played can become a
“Toucher”.

« A “Toucher” should be clearly marked with chalk,
and if this is not done before the succeeding bowl
comes to rest it ceases to be a “Toucher”

« Before playing the succeeding end, ensure that the

“Toucher” marks have been removed
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A “Toucher” becomes “Dead” if:-
(i) it comes to rest so that the whole of the bowl is
outside the boundaries of the rink.
(ii) it has been driven beyond the side boundaries
of the rink by another bowl.

Movement of the Jack

7

« An end is started by the delivery of the jack along
the centre line of the rink and, if necessary, its
positioning so that it rests not less than 2 metres
from the ditch

% A jack which is driven partly over a boundary
thread but, not wholly beyond it, remains “Live” and
in play.

« If the jack is displaced from its position by a “non-
toucher” rebounding from the bank it should be
restored, as near as possible, to its original position
by a player of the opposing team

% If the jack is driven into the ditch and should be
displaced from its position in the ditch by a bowl
delivered later in the end, (by a “non-toucher”) it
must be restored to its marked position.

« If a later bowl drives a “Toucher” still lying on the
green into the ditch, displacing the jack lying in the
ditch, the jack is not restored to its former position.

+ The above rule also applies if the “Toucher” driven
into the ditch displaces another “Toucher” lying
there.

« If the jack has been displaced by a “non-toucher”
rebounding from the bank it should be restored, as
near as possible, to its original position

% If the jack is driven over the bank/over the side
boundary so that it rebounds to a distance of less
than 23 metres from the front of the mat, it
becomes “Dead”

% When the jack is “Dead” the end is declared dead

and must be played again in the same direction.

This rule applies even if all the bowls have been

delivered.
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Players Roles
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The Lead - it is his/her responsibility to place the
mat and deliver the jack as indicated by the Skip,
ensuring the jack is properly centered before
playing his/her first bowl. His/her object must be
to get his/her bowl nearer the jack than any bowls
delivered by his/her opponent. It is also their job to
collect in bowls at the end of the end when losing
that end.

The Second - If the Lead has placed a bowl nearest
to the jack, the Second should play his/her bowl
into a protecting position. If the Lead has lost the
shot, the Second must attempt to place his/her
bowls closest to the jack. The Second should
advise the Skip on the best approach. The Second
along with his/her opposing team member are at
the head when the game is played and they agree
on the score. If requested by their Skip, the Second
will keep a record of all shots scored for and
against his/her side comparing his/her record of
the game with that of the opposing team. At the end
of the game, he/she hands the score card to the
Skip

The Skip has sole charge of the rink. The Skip
normally keeps the score card but may delegate to
another member of their team. He/she decides with
the opposing Skip all disputed points, and their
agreed decision is final. The Skip plays last, and
while his/her players are delivering their bowls
he/she issues directions to them by hand
movements. It is the Skip who decides the tactics
and strategy of the game.



