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1. Games will start BY 5pm, 6pm, and 7pm, with the exception of holidays when they 

will start BY 1pm, 2pm and 3pm. Any team not having at least 3 team members or 2 

team members and a spare ready to play at the above times will forfeit the game. 

2. The referee will toss a coin. The winner chooses the colour of ball and order of play. 

3. A team has two chances to place the jack within the allowed area. If they are 

unsuccessful, the jack is given to the opposing team to toss. 

4. Each player must play two balls (minimum) each end. Players may not toss two balls 

consecutively. 

5. If a player mistakenly plays the wrong colour ball, that ball will be replaced by a ball 

of the correct colour. 

6. If a team plays out of turn, the ball will be removed from play.  

7. All balls must be played past the first line. 

8. Only two challenges for measurements will be allowed per game. Challenges must 

be made by the team captain only. The referee’s decision is final. In a situation 

where the referee’s call is overturned, it will not count as a challenge. Challenges will 

only be noted as such where the referee’s original decision stands. 

9. The first ball of the last end has to be thrown before the 50 minute mark. If there is 

an end in progress at the 50 minute mark, that end shall be completed. 

10. The first team to score 15 points prior to the time limit wins.  

11. Except for a player delivering a ball, or a team captain during a challenge, no player 

is allowed on the courts during play. 

12. If two balls from separate teams lie an equal distance from the jack, the referee will 

rule no points for the end. 
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13. The jack must be played where it lies, unless it falls outside the boundary lines. 

14. When a team has only three players, eight balls will still be thrown. The players will 

rotate in such a way that no one player throws consecutive balls. Rotation should be 

in abc abc ab, then cabc abca, then bcabcab, etc. 

15. A team must have at least two original players. Up to two spares may be used. 

16. In the event of a rain-out, it is the responsibility of the team captains to arrange dates 

for catch-up games and to arrange for a referee to be present (refer to #24 and #25). 

17. If a cancelled game can’t be rescheduled within a two week period then the team 

that caused the cancellation forfeits the 2 points. 

18. Our courts are not equipped with safety guards or fences. No “spara” (lobbing) of the 

ball is permitted. 

19. Balls are to remain on the playing area until counted by the referee and the captains.  

20. Garth Trails Bocce League is open to residents only. 

21. Once a team reaches 15 points no remaining balls need to be thrown. 

22. All players are to stay at the throwing end of the court during play. 

23. No spare can play on same team two weeks in a row. 

24. Rain BEFORE play starts: if it is a light rain then the entire team is expected to 

show up. If it is a heavy rain, then the captains show up and discuss whether to 

reschedule, and, if so, when, or whether to agree to a tie. 

25. Rain DURING play: If heavy rain starts before the 4th end is finished, the referee will 

call the game and the captains will decide to take a tie or replay the game at a later 

time. Any time after the 4th end is completed, and heavy rain starts, then the referee 

calls the game and the team leading in points is declared the winner, even if that 

particular end is not finished.  
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26. Tie breakers during playoffs: 

 The referee will place the jack in the centre of the court, halfway between the 

center red cone and back red cone. 

 The referee will toss a coin to decide which team will go first. [Note: winner of 

toss could decide to go second]. 

 All players will throw one ball, alternating teams. 

 Balls are not measured or picked up until all are thrown. 

 After all eight balls are thrown the closest ball determines the winning team. 

 In case of a tie, the two balls that are the closest and the same distance from the 

jack will be removed and the next closest ball will determine the winner. 


