BARNACK BOWLS CLUB
INTERMEDIATE & GOOD PLAYERS PRACTICE 
JACK CASTING CATERPILLAR 
EACH PLAYER HAS 6 JACKS. THEY BOWL THE FIRST ONE AND WHEREVER IT FINISHES EVERY NEXT JACK HAS TO BE WITHIN 1 FOOT OF THE LAST JACK. IF IT ISN’T IT IS RETURNED TO THE BOWLER AND THEY CONTINUE UNTIL THEY HAVE 6 SUCCESSFUL CASTS. COUNT THE NUMBER OF ATTEMPTS THE PLAYER MAKES TO SEE HOW SUCCESSFUL THEY ARE – THE BEST SCORE IS 6. 
Repeat above but using bowls. 
CATERPILLAR 
DELIVER FIRST BOWL – WHEREVER IT FINISHES TRY TO GET THE NEXT ONE TOUCHING IT AND THE NEXT ONE AND THE NEXT ONE. 
JACK LAST GAME 
A NORMAL GAME IS PLAYED BUT WITH NO JACK SET,
THE PERSON CONTROLLING THE JACK SENDS IT WHEN ALL THE BOWLS HAVE BEEN PLAYED AND THE SCORE IS DECIDED IN THE CONVENTIONAL WAY 
This is a useful game to promote tactics and covering opponent’s bowls as well as accurate sending of the jack 
OFF CENTRE JACK 
• THE JACK IS SENT LEFT-HANDED (i.e., weak hand) 
• CONTROL OF JACK AS NORMAL WITH OPPONENT TAKING CONTROL IF IT GOES OFF BUT IT IS NOT CENTRED 
• IF BOTH PLAYERS AGREE IT IS TOO DIFFICULT TO PLAY OPPONENT MAY RE SEND IT (THIS SHOULD RARELY HAPPEN AS THE WHOLE POINT OF THE GAME IS TO PLAY DIFFICULT JACK POSITIONS) • WHERE IT STOPS IT STAYS, EVEN IN THE DITCH 
• PLAYERS THEN PLAY A NORMAL GAME 
This is obviously a good game or individual practice for playing an off-centre jack

IT’S A KNOCK OUT 
• PLAYERS BOWL 2 BOWLS IN SUCCESSION (MORE IF WEAK) 
• MUST GET A BOWL ON A BED SHEET TO STAY IN GAME
• BED SHEET IS HALVED EACH ROUND UNTIL THERE IS A WINNER 
BEST LAST LONG 
• FIRST PLAYERS SENDS THEIR BOWL TO CROSS MINIMUM DISTANCE • EACH PLAYER BOWLS IN TURN AIMING TO HAVE THE BOWLS NEAREST THE DITCH 
• A BOWL IN THE DITCH AUTOMATICALLY LOSES 
• LINE IS IRRELEVANT 
• BOWLS MAY BE HIT AND PROMOTED OR REMOVED FROM THE RINK • BOWL NEAREST THE DITCH WINS 
This is a weight game of skill and tactics ideally to leave little space between your winning bowl and the ditch for the opponents to become the winning bowl.  When beginners are playing it is best to send the first just over the minimum distance to give a large playing area.  
Good players may choose to get close to the ditch with their first bowl but this does run the risk of going in the ditch or being subsequently being knocked into the ditch. This will encourage practicing weighted shots more frequently than they would in a  game 
BEST LAST SHORT 
AS WITH LONG GAME BUT SHORTEST LEGAL BOWL WINS SELF DEFEAT (SOLO GAME) 
• THE JACK IS SET HOW AND WHERE THE PLAYER DECIDES • HE THEN BOWLS TWO FOREHAND & TWO BACKHAND 
• THE NEAREST BOWLS TO THE JACK SCORE IN THE CONVENTIONAL WAY 
• THE SCOREBOARD WILL SHOW BACKHAND POINTS SCORED AND FOREHAND POINTS SCORED 
This is a good game to, 
• Improve their weak hand  
• Concentrate their mind (only two bowls on each hand)  
• Show which hand they need to practice more

NOUGHTS & CROSSES 
PLACE A GRID ON WHATEVER LENGTH YOU DETERMINE WITH 9, 1 METRE SQUARES – PLAY A GAME OF NOUGHTS AND CROSSES BY  LANDING THE BOWL IN THE SQUARE ETC 
BOWLS GOLF 
IF YOU HAVE THE WHOLE GREEN – PUT A SEVERAL JACKS OUT IN ALL DIFFERENT DIRECTIONS AND DIFFERENT LENGTHS – CREATE A “GREEN”  AROUND THE JACK 1 METRE CIRCLE. PLAY A GAME OF “BOWLS GOLF”  BY FOLLOWING A SET ROUTE AROUND EACH GREEN. EACH PLAYER HAS  4 BOWLS TO GET ONTO THE GREEN. EVERY GREEN IS A PAR 4. IF THEY GET THEIR BOWL ON WITH THEIR FIRST BOWL IT IS AN ALBATROSS  WORTH 1 POINT. 2 BOWLS TO GET ON – AN EAGLE WORTH 2 POINTS, 3 BOWLS ON A BIRDIE WORTH 2 POINTS 4 BOWLS TO GET ON = PAR  WORTH FOUR POINTS. THE PLAYER WITH THE LOWEST SCORE HAVING COMPETED THE WHOLE CIRCUIT WINS. PLAYERS CAN START AT DIFFERENT PLACES ON THE CIRCUIT SO THAT EVERYONE IS INVOLVED  FROM THE WORD GO. 
BEAT 4 DOWN 
PLAYER SENDS 4 BOWLS TO BEAT THE SET UP 
PLAYER CAN ELECT TO USE PLAYING WITH CONTROLLED WEIGHT TO REMOVE OR REST ON BOWLS OR TRAIL THE JACK THEN DRAW TO JACK FOR ADDITIONAL SCORE IF THEY HAVE BOWLS STILL TO PLAY EACH PLAYER HAS 4 BOWLS AT A FRESH SET UP THEY THEN COMPARE  THEIR SCORE WITH ANY NUMBER OF OPPONENTS TO SEE WHO WINS REPEAT FOR TIME DECIDED BY GROUP 
LILY PADS 
· CIRCLE TARGETS SET OUT RANDOMLY  
· AIM IS TO TOUCH EACH PAD IN ORDER OF SHORTEST TO LONGEST
· ONE BOWLS EACH IN TURN  
· WINNER IS FIRST TO TOUCH ALL

BEAT THE DIAMOND 
PLAYER SENDS 4 BOWLS TO BEAT THE SET UP 
PLAYER CAN ELECT TO PLAY WITH CONTROLLED WEIGHT TO  
• REMOVE BOWLS  
• REST ON BOWLS  
• TRAIL THE JACK THEN DRAW TO JACK FOR ADDITIONAL SCORE IF  THEY HAVE BOWLS STILL TO PLAY 

In this game players may decide to try to deflect off an adjacent wood EACH PLAYER COMPARES THEIR SCORE WITH ANY NUMBER OF OPPONENTS TO SEE WHO WINS 
REPEAT FOR TIME DECIDED BY GROUP

BEAT THE SQUARE 
PLAYER SENDS 4 BOWLS TO BEAT THE SET UP 
PLAYER CAN ELECT TO PLAY WITH CONTROLLED WEIGHT TO  
• REMOVE BOWLS  
• REST ON BOWLS  
• TRAIL THE JACK THEN DRAW TO JACK FOR ADDITIONAL SCORE IF THEY HAVE BOWLS STILL TO PLAY 

In this game players may decide to try to deflect off an adjacent wood EACH PLAYER COMPARES THEIR SCORE WITH ANY NUMBER OF OPPONENTS TO SEE WHO WINS 
REPEAT FOR TIME DECIDED BY GROUP

CONTROLLED WEIGHT 
Place 4 bowls approximately 2 feet from the edge of the ditch in a row with a slight gap between each.  
Place the jack in the middle between the bowls and the edge of the ditch. Mat place up to the 23 m marker and then gradually work backwards towards the T. 
None of the bowls are touchers. Play with enough weight to push through the bowls and end up as shot or reduce the count. All 4 on the forehand then the backhand. 
Best score after 4 bowls each wins 

