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LINCOLN & DISTRICT INDOOR BOWLING 
CLUB DOMESTIC LEAGUE RULES 

 
These Rules are designed to encourage members to 
play bowls as often as they would like and not overly 

restrict them from doing so. 
  

1. Only full (playing) members of the Club are eligible to participate in League 
matches.  

 
2. Players may not play for more than one team in each Division (subject to 

rule 24 – Floaters)  
 
3. Players may be allowed to transfer from one team to another at the 

discretion of the League Committee, but not after 31st December during 
the season in progress.  

 
4. There will be an entry fee for each participating team.  

 

5. DURATION OF LEAGUE MATCHES 
5a All Fours Leagues and Teatime Aussie Pairs League games will consist of 
18 ends or 1 hour 55 minutes finishing on the bell.                                                                                                     
5b. Sunday am Triples League games will be 16 ends or 1 hour 55 minutes 
finishing on the bell. 
5c. Evening Set Triples Leagues will consist of 3 sets of 5 ends played in full. 
5d. Friday late Australian Pairs that will be 16 ends played in full. 
5e. Ladies Wed Afternoon Set Fours which shall be 2 sets of 7 ends each or 
1 hour 55 minutes, finishing on the bell.        

              
6. A bell will signal the end of each session. Providing that the mat has been 

correctly placed and the jack cast by the lead standing on the mat, the end 
shall be completed. In the event of a miscast, the jack shall be recast by the 
opposing lead. In the event of a further miscast, the jack shall be placed on 
the 2m ‘T’ and the lead originally casting shall place the mat where he/she 
requires within the laws of the game. In the event of a dead end, the end 
will not be replayed, and the match shall be regarded as finished.  



 
7. In the event of a game being delayed, due for instance to a competition 

running over time because of an extra end, an individual clock may be set to 
1 hour 55 minutes, and play will begin as soon as the rink is free.  

 

8. No trial ends are permitted in any league.  
 
9. Any team fielding an ineligible player shall forfeit the match to the 

opposition.  
 
10. It is not permitted to play 3s up at the head. To avoid time wasting and to 

complete the fullest number of ends, skips may only visit the head once per 
end (and remaining at the head constitutes the visit).  

 
11. Two points will be awarded to the winning team with one point to each for 

a draw.  
 
12. In the event of two or more teams being level on points at the completion 

of the League programme, the winner will be decided on shot difference. If 
shot difference is also equal, the team with the most shots will be the 
winner. 

  
13. At the end of the season the top two teams in each Division will be 

promoted to the next division and the bottom two teams will be relegated 
to the next division. This rule is subject to review each season as it may be 
necessary to even up divisional team numbers. The League/Fixture 
Secretary shall, where necessary, balance the size of the League divisions on 
a seasonal basis for the benefit of the Club. Captains can appeal to retain 
their divisional status if playing days cause undue problems for the squad 
and the Committee shall have the final say in such matters.  

 
14. The losing skip will sign the scorecard, and the winning skip shall be 

responsible for delivering the scorecard to the bar at the end of play.  
 
15. Any team failing to arrive shall pay or be charged the total rink fees for the 

match in question, but this shall be split between the players due to have 
played on the day in question will NOT be wholly attributable to the team 
captain. The team attending MUST submit a scorecard indicating that their 
opponents have failed to attend, and they will then be awarded 5 shots to 
nil win. However, if BOTH teams agree to rearrange the match, the total 



rink fees will then be paid by the team causing the game to be rearranged 
(unless the teams mutually agree to share the cost as though it were the 
original game). The match will then be rearranged in accordance with rule 
25. 

 
16.  If rearrangement is agreed and the rink is used by any of the players that 

attended for the original fixture, then normal rink fees will apply to those 
using it.  

 
17. Any team arriving more than 10 minutes late shall be deemed to have failed 

to arrive subject to an appeal to the League & Competition Committee. 
Should the rink be used by other members the fees collected will be paid to 
the club. A team forfeiting a fixture will pay FULL green fees and be deemed 
to have lost the game by 5 shots to nil.  

 
18. Any team one player short must start without that player, in which case no 

bowls will be delivered in opposition to the opposing team’s number 2. A 
player arriving late may enter the game at number 2 only, providing that 
the 10th end has not started.  

 
19. Should a situation arise where a shot count cannot be agreed on a measure, 

a neutral member shall be asked to measure, and their decision accepted as 
final.  

 
20. Should the string need to be used to determine whether a jack or bowl is 

‘off rink’, then the string shall be placed on the centre line of the rink edge 
marker tape (not the extreme edge).  

 
21. EIBA rules shall apply in all situations not covered by these League Rules.  
 
22. In the event of any dispute, the League & Competition Committee’s 

decision will be final.  
 
23. League matches shall not be moved from the designated rinks for the 

playing of competitions except to accommodate National Competitions or 
Club Finals only.  

 
24. Teams must register at least six players for Rinks Leagues, five Players for 

Triples Leagues, and four for Australian Pairs.  
 



 
25. FLOATERS  

25.1 If a floater plays more than 2 games for one team, the player is 
deemed to become a member of that squad and cannot play for any 
other team in that division.  

 
24.2 A Floater may NOT play as a skip.  

 
24.3 When a Floater is used this should be shown on the scorecard.  

 
24.4 In addition to the use of a Floater, teams may also utilise players from 
any division of the same league but in accordance with 24.5  

 
24.5 Players who have represented the club in the premier EIBA National 
Team events (ie. Top Club, Egham Trophy, Denny Cup and Yetton Trophy) in 
the past two seasons may NOT float below Division TWO.  

 
25.The basic League Programme will be published on Bowlr accessible via the 
Club Website and sheets will be available for Captains at the start of the 
season. Matches cannot be rearranged except by special agreement from the 
League Committee who will require such requests in writing, including both 
captains’ agreement and the reason for moving the fixture. The Committee will 
meet as required and will announce their decision within two weeks of receipt 
of the written request.  
 
26. The club reserves the right to move fixtures and restrict match 

duration/finishing times as from time to time may be necessary and 
Captains will be notified by the League Secretary in the event of any 
postponements.  

 
27. Dress for league matches shall be any bowls manufactured bowls shirts in 

any colour, or predominately white above the waist with grey or black 
tailored or bowls manufacturer trousers/shorts or skirts. Tracksuit/jogging 
bottoms, cargo trousers and denim shall NOT be worn. All versions of the 
club shirt can be worn if so desired. Shoes must be proper bowls shoes only 
– NOT training shoes or plimsoles. 
Members failing to adhere to the dress code risk being asked to leave the 
green.  
 
 



28.BOWLS STICKERS 
 
28a FOURS – Red, White & Blue stickers shall be used by the ‘Home’ team on 
the fixture list with the ‘Away’ team using any other coloured stickers or no 
stickers at all.  

 
28b. TRIPLES – Red, White & Blue stickers shall be used ON ALL BOWLS by the 
‘Home’ team on the fixture list. The ‘Away’ team must use any other colour or 
no stickers at all.  
 
NB It is strongly recommended that a spare set of Red White & Blue stickers are 
stuck inside members locker doors for swapping in triples fixtures. This will 
completely alleviate any problems that may occur.  
 
To facilitate this rule, free stickers can be obtained from the bar upon request 
 
29. In all league matches the ‘Home’ team shall cast the jack on the first end  
 
30. Re-spots will be used in the Leagues. Anytime the jack leaves the confines 

of the rink, it shall be replaced on the spot adjacent to the 2M ‘T’ on the 
appropriate side and play will continue until the end is concluded (with the 
exception of Australian Pairs). 

 

31.  Any team failing to settle rink fees arising from penalties incurred at Rule 
15 and/or 16, shall be deducted 10 points. If these ‘fines’ are not settled by 
the end of the season, the penalty will be carried over to the following 
season, and the team shall start on -10 points. Any deduction will be 
revoked as soon as payment is received 

 
32.  AUSTRALIAN PAIRS LEAGUE RULES 

•   Each player to play 4 bowls. 
On odd ends, leads play 2 bowls alternately, Skips play 4 bowls 
alternately, then Leads play their remaining two bowls. 

• On even ends, Skips play 2 bowls alternately, leads play 4 bowls 
alternately, then the Skips play their remaining 2 bowls. 

• If an end is killed, the offending team is penalised 4 shots and the end 
is deemed a "played end". 

• Re-spot Rules do NOT apply to Australian Pairs 
 
 



33.  EVENING TRIPLES LEAGUES (SETS FORMAT) RULES 

• Format to be 3 bowl triples to EIBA rules, but players can change 
positions whenever they wish during the game. Re-spot rule applies. 

• Three sets of 5 ends will be played out (even if the set cannot be 
won). 
Shot difference will count in the event of tied points to decide League 
positions. 

• Each match carries 8 possible points: 

• Two points for each set (1pt each if drawn) 

• Two points for the overall match sets score (1pt each if drawn) 

• Both Skips should ensure the three participating player's names in 
each team are on the reverse of the scorecard - losing skip to sign. 

• Winning Skips to ensure cards are passed to the bar at the close of 
play 

 
 


