
 

Mercia Triples League – 2020 

To qualify to play in the Mercia Triples League all players must be full members of their club and 

are available for Mercia representation, affiliation and registration. 

League Format 

1. Each team will play every other team in the league. 

 

2. All teams to register on a match night at 7.15pm for a 7.30pm start. 

 

3. Each team must send a squad of 3 or 4 players to each match night. 

 

4. Each team will play two timed games on a match night. 

 

5. Each game will be played to a winning conclusion with the winning team being awarded one match point. 

 

6. Each team can only field 3 players at one time, if a team has a substitute player (4 th member), then they can be introduced at the 

completion of an end. Please note: A substitute can only be used once in a game and your opponents must be advised that you are 

introducing a substitute. 

 

7.  Each team captain is responsible for agreeing the game score at the completion of each end and at the end of the game. 

 

8.  The team winning the toss gets to choose the piste and starts the match. 

 

9.  All games will be played to Mercia Triples League rules. 

10. All games are to be 50 minutes duration. Once 50 minute has elapsed the match organiser/umpire will signal to all players that they 

must finish the end they are on and then play one (1) further end. (All matches must be played to a winning conclusion, if teams are 

tied after the final end then one (1) extra end will be played). 

 

The next end is deemed to have started when the last boule of the current end has been played – and to clarify what ‘played’ means it 

is when the boule has stopped. 

 

Tied score - Extra End (In order to obtain a final result)  

 

If an additional end is required to decide the score the jack cannot be hit out. Therefore mark the jack. If it is hit out it is replaced on 

the marked position. If not marked the umpire will decide its position. 

 

a) If the jack is shot or moved out of the playing area while one team have boules in hand, the team with boules in hand will 

score one (1) point for winning the end and be the winner.  

b) If the jack is shot out of the playing area and both teams have boules in hand, the jack is replaced to its previous position 

to allow play to continue.  

c) If the jack is shot or moved outside of the playing area and both teams are out of boules the jack will be replaced to its 

previous position to allow measuring in order to obtain a winner.  

d) Once all boule are played the winning team will be awarded one (1) point for winning the end. 



 

Start of game  

 

There will be a starting bell or whistle for each game and a final bell or whistle at the completion of the time set for each game. 

 

Article 32 

a) All matches will be played on the agreed date and time by the opposing clubs after which time penalties will apply as 

follows:-  

Teams absent at the terrain after 5 minutes of the start time will be penalised by one point and by a point every 5 minutes 

from then on. - The non-offending team therefore scores one game point for each 5 minutes of absence of the opposing team. 
b) If a team has less than three players present at the start of a game, the opposing team can start play even though the other 

team is incomplete. In this case the remaining players in that team can still only play with 2 boules each. Late arriving 

players may join their teams after an end has been completed. 

 

c) If a player wishes to be excused: All players must play all of their boules of the end in progress before permission will be 

granted (by consent of your opponents) to leave the terrain (toilet break etc). If an absent player does not return when 

he/she has to play his/her boules, the boules are forfeited at one per minute time lapse until the player is ready to play 

again. 

 

Article 21 

 

Time allowed to play a boule is strictly one (1) minute from the moment the jack is thrown. This one (1) minute period starts from the 

moment when the previous boule or jack stops or, if it is necessary to measure a point, from the moment the latter has been effected. 

The same requirements apply to the throwing of the jack. 

 

Players not complying will be issued a warning (yellow card) with the same warning applying to his/her partners as per Article 35. 

(Subject to an Umpire being present). 

 

Measuring 

 

Each team must carry a measuring tape. Team captains are asked to monitor measuring to ensure fairness. As these are timed games, 

please measure as quick as is possible to ensure that you don’t slow the game down. 

 

Pre-fabricated Throwing Circles 

 

The position of the circle must be marked. 

 

Players must stand with both feet within the prefabricated circle and not stand on any part of the circle (exception for disable players 

Article 6 of FIPJP Rules) 

 After the first end the jack is thrown from a circle drawn or placed around the point where 

 it finished at the previous end, except in the following cases: 

 - The circle would be less than 1 metre from an obstacle. 

- The throwing of the jack could not be made to all regulation distances. 

 -In the first case the player draws or places the circle at the regulation distance from the obstacle. 

 -In the second case, the player may step back, in line with the previous end's play, without 

 exceeding the maximum distance authorised for the throwing of the jack. This opportunity is 

offered only if the jack cannot be thrown to the maximum distance in any other direction. 

 



 

The Jack 

 

The jack must be marked at all times. 

 

Players 

 

11. Once a player has played for one team he/she will be tied to that team for the remainder of the season and may not play for another 

team during that season.  

 

12. A team’s squad can be as large as the team wishes but that team can only use 4 of those players on any match night. 

 

Match Arrangements 

 

13. Prior to the start of the Mercia Triples League, a fixture list will be drawn up and circulated to all competing clubs. Each team will play 

against every other team in a round robin format. 

 

14. All fixtures will be played at the venues designated and on the date advised. Please note: Matches cannot be rearranged. 

15. If due to exceptionally inclement weather a match day has to be postponed then the Fixtures Secretary will advise of a new date after 

consulting with all teams.  

 

 

Results 

 

16. The team captains will be responsible for agreeing the game scores and the final match result. 

 

17. The team captains must give the match result sheet to the match organiser once the matches are completed. 

 

Table Positions 

 

18. One point will be awarded for each game won. 

 

19. Table positions will be decided by game points won. If two or more teams have equal points it may be necessary to separate them using 

the following formula to determine the final positions. 

 

 The Number of Game Points and if two or more teams are tied. 

 Game Points between the tied teams. 

 Points Difference between the tied teams. 

Unfulfilled Fixtures/Penalty Sanctions 

 

20. If a team is found to have fielded an ineligible player then the scores for the offending team will be recorded as a 13-7 loss and a 13-7 

win awarded to their opponents. The non-offending team will either be given the winning score as stated (13-7) or the match result 

allowed to stand whichever is the better score for that team. 

 

21. If a team withdraws from the Mercia Triples League during the season - all their matches will be considered void.  

 

22. If there is a dispute which the team captains cannot resolve, it will be the responsibility of both team captains to report the matter to 

the match organiser. The match organiser will then reach a decision on the dispute and notify both teams of his/her decision. The 

decision of the match organiser is final. 

 

 


