
GAMES

By THE END OF THIS CHAPTER
YOU WILL BE ABLE T0

• know lots of games to make your

practise sessions enjoyable.

• use games to reinforce skill learning.





Presentedin this chapterareeliminationgames.Use
themin a moderatefashion,becausethoseeliminated
mostoftenarethesamearchers,and theycouldget
boredordemotivated,andnotshowup to practise.Used
moderately,eliminationgamesmakepractisesessions
exciting,reinforcessidils learned,andareFUN!
Whateverthegamebeingplayed,makesurethearchers
keepfocusedon skills learnedin thepractisesession.

Shrinking

• Equipment:butts,bows,arrows,40 cm targetfacesor
sheetsof paperof equivalentsize.

• Gameobjective:keeparrowsto theveryend.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:threearrows for eacharcher,the

numberof endsdependson availabletime.
• Rules:eacharchershootsthreearrows.After eachend

eliminate thearrowsnot hitting thetarget.Thenfold
the sheetin two, repeatedly,until theonly thing
remainingis a smallsquare,or all arrowshavebeen
eliminated.Thearcherwith an arrowleft wins.

• Skill emphasized:overallattentionandaccuracy.

Hopscotch

• Equipment:butts,bows,arrows,hopscotchdrawings.
• Gameobjective:align threearrows in diagonal,hori-

zontal,or vertical lines.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.

• Numberof arrows:threearrowsfor eacharcher,the
numberof endsdependson availabletime.

• Rules:different typesof hopscotchalignments.
• Skill emphasized:counteraim.

Bowls

zone2

—zone 1

• Equipment: butts,bows,arrows,targetfacewith
bowls drawing,or an 80cm targetface.

• Gameobjective:score15 pointsbeforeopposingteam.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals,teamsof two or three.
• Numberof arrows: individuals,six arrows;teamsof

two, threearrowseach; teamsof three,two arrowseach.
• Rules:thefirst archertries to hit thetargetcentre.The

opponentthen hastwo options:
- improve,i.e. placeanarrowcloserto the centre
thantheopposingteam;and
- nullify, i.e. eliminate theopponent’sarrowby hit-
ting oneof the four smalltargets.

If thearrow is in zonetwo, thearrow closestto the
centreisremoved.If thearrow is in zoneone,it is a
bullseyeandtheopponent’sarrowclosestto thecentre
is removed.At theendof eachend,pointsarecount-
ed,asin bowls.

• Skill emphasized:improve accuracy,to selfevaluate
accuracylimits, and to counteraim.

Pigeon shoot

• Equipment: butts,bows,arrows,targetfacewith bird
or figurines.
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• Gameobjective:hit birdor figurinebeforetheothers.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
•Numberof arrows:variable.
• Rules:archerslined up,shootingsimultaneously.

During eachendthefirstarrow is shotfrom left to
right. Thesecondarrowis shotfrom right to left. The
third arrowis shotfrom left to right, etc.until thebird
or thefigurine is hit.

• Skill emphasized:looking formaximalaccuracy,and
to counteraim.

Golf

1 2

• Equipment:butts,bows,arrows,golfing targetface.
• Gameobjective:completearoundon thegolf target

faceor, in succession,shootanarrowin each“hole”
numberedfrom oneto 12.

• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals,teamsof two, or

teamsof three.
• Numberof arrows:individuals,threearrows;teamsof

two, threearrowseach;teamsof three,threearrowseach.
• Rules: scoringis basedon theimpacL rough,fairway,

bunker.Scoring is: Hole #1 is thefirst target,first shot
equals100points,secondshotequals50 points,third
shotequals10 points.Eacharcher,or eachteam,can
only shootthreearrowsatthe samehole,andmustgo
on to thenextholeif thetargethasnot beenhit. If the
targetis hit with thefirst arrow,theothertwo arrows
arenot shot.

• Skill emphasized:looking for maximalaccuracy,and
to Counteraim.

Balloons

• Equipment: butts,bows,arrows,targetfacewith
drawingof balloonsof differentcolorsandsizes.

• Gameobjective:hit theballoonsthatareworth more
pointsdependingoncolorandsize.

• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:threearrowsfor eacharcher.The

numberof endsdependson thefree time available.
• Rules:yellow balloonequalstenpoints,redballoon

equalseightpoints,blue balloonequalssix points,
greenballoonequalsfourpoints,purple balloon
equalstwo points.

• Skill emphasized:looking for themaximalaccuracy,
to selfevaluateaccuracylimits, andto counteraim.

• Equipmentneeded:atargetdrawn like adartboard.
• Gameobjective:The teamwhoreaches501points

first, wins thematch.
• Shootingdistance:variabledependson archerability.
• Numberof archers:two teamsof threearcherseach.
• Numberof arrows:two for eacharcher.
• Rules:shootingorderis determinedby oneshotfrom

each memberof eachteam.Thearrowclosestto cen-
tredeterminesthe teamshootingfirst. Eacharcher
from thestarting teamshootsan endof two arrows.
To startscoring,is to hit the “double” zone.Only
whenan arrowhashit the “double” zonewithout
touchingthe line, cana teamstart scoringpoints.If all

Darts / 501
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archersona team,fail to hit a“double” zone.The
otherteamtries,andopen theirscoring.As soonasa
teamhasscoreda “ double,”it tries,with eachend
shot to accumulateas manypointspossibleandbe the
first to reach501 points,while respectingthefollow-
ing restrictions:

- onlythearrowsthat do not touchanyline in azone
score,otherwisetheyaresaid to be “burnt” and
do not score;

- thewinning scoreof 501 pointsmustbereached
exactlywithoutoverscoring,andtheteamsmust
foreseethat a“double” mustbe hit to finish the
game.In consequence,ateamwith ascoreof 500
pointscannotpossiblywin thegamebecausethe
onepointneededto finish, cannotbescoreon a
“double” zone.Theyarethereforeobligatedto
startbackatzero;

• scoringis tabulatedatthefinish of eachendfor
eachteam.Eachteamrecordsthescore,sothey
canbettermanagethefinish of thegame;and

- if 501 is reachedwithout the obligatory“double,”
or if it is exceeded,thatteam’sendis canceledand
the otherteamcantaketheir turnatshooting.

• Skill emphasized:accuracymanagement,counteraim-
ing andattentionto theoverall shoot.

Mickey

• Equipment:butts,bows,arrows,anddart target.
• Targetdescription:The targetfaceis divided into sec-

tors eachhavinganumberfrom oneto 20:
- zone1: doubleszone
- zone2: singleszone
- zone3: tripleszone
- zone4: centre(25 points)
- zone5: doublecentre(50points)

• Gameobjective:eachteammustshootthreearrowsin
eachof thefollowing zones:20, 19, 18, 17, 16, 15,
doubles,triples, anddoublecentre.

• Shootingdistance:variable,dependson archerability
• Numberof archers:individuals, teamsof two, or

teamsof three.
•Numberof arrows:individuals,six arrows;teamof two,

threearrowseach;teamof three,two arrowseach.

• Rules:pointsarescoredin anyparticularorder.The
teamor individual thatfinishesfirst wins.

• Skill emphasized:looking for themaximalaccuracy,
to selfevaluateaccuracylimits, andtocounteraim.

Soccer
•Equipmentbutts,bows,arrows,and80cmtargetface.
• Gameobjective:startbeforetheopponentandscoreas

manypointsaspossible.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:threearrowseach,six ends.
• Rules:scorepointsafterhavingshotarrowsin the

bullseye,thiscountsas agoalAgoalequals10 points.
Thearchercontinuesto scoreduringthenextround
by stayingin control of theball. Controlis lostonce
theopponentplacesan arrowin thebullseye.Placean
arrowin thebullseyepreventingtheopponentfrom
scoring,andto scorepoints.Thewinnerhasthehigh-
estpoint total.

• Skill emphasized:look for the maximalaccuracy.

Elimination
• Equipment:butts,bows,arrows,and80 cm targetface.
• Gameobjective:keeparrowsaslong aspossible.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:threearrowseach,five ends.
• Rules:Examplefor 10 archers:

- during the first endtheeightworstpositioned
arrowsaretakenout;

- duringthesecondendthesevenworstpositioned
arrowsaretakenout;

- duringthethird endthesix worstpositioned
arrowsare takenout;

- duringthefourthendthe five worstpositioned
arrowsaretakenout; and

- during the fifth endthethreeworstpositioned
arrowsaretakenout.

The remainingarrowwins.
• Skill emphasized:looking for, andmanageaccuracy.

Naval war
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•Equipmentbutts,bows,arrows,and80 cm targetface.
• Gameobjective:sinkall theopponent’sships.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals,andteamsof two.
•Numberof arrows:individuals, threearrows;teamsof

two, threearrowseach.
• Rules:eacharchershootsat “ enemy”boats(deter-

minedby color). Therearethreezoneson eachboat,
oneredzoneandtwo blackzones.The red zoneshot
equals“ sunk.”Oneblackzoneshotequals“a hit.”
Two blackzonesshotsequals”sunk.”The onewho
sinksthemostboatswins.

• Skill emphasized:looking formaximal accuracy,to
selfevaluateaccuracylimits, andto counteraim.

Word

• Equipment:butts,bows,arrows,andtargetfacewith
big lettersdrawnon it.

• Gameobjective: reconstructtheworddrawnrandomly
beforethegame.

• Shootingdistance:variable,dependson archerability.
• Numberof archers:teamsof threeor four.
• Numberof arrows:teamsof three,four arrowseach;

teamsof four, two arrowseach.
• Rules:eacharcheris free to shootatanygivenletter

providingit can befoundin thedrawnword.The first
teamto hit all thelettersin the wordwins.

• Skill emphasized:looking for the maximalaccuracy,
andtocounteraim.

Up, up and away
• Equipmentbutts,bows,arrows,60or80 cm targetface.
• Gameobjective:shootan arrow in eachoneof the 10

zonesin sequence.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals, teamsof two, and

teamsof three.
• Numberof arrows:individuals,threearrows;teamsof

two, threearrowseach;teamsof three,two arrowseach.
• Rules:eacharcherstartsby shootingatzone#1.They

cannot proceedto thenext zoneuntil theyhavehit
theprior oneandsoon until zone#10is reached.The
onewhogetsto the#10zonefirst, wins.

• Skill emphasized:looking for maximalaccuracy,and
to counteraim.

Best arrow

“if,,,’
• Equipment:butts,bows,arrows,targetfacecentreand

squaredpaper.
• Gameobjective:shootthearrowas closeto thebulls-

eyeaspossible.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:threearrowseach,four ends.
• Rules:Eacharcheraimsatthebullseye.After each

arrow is shot, theimpactlocationis markedwith the
archer’sinitials, thewinning arrowis theonethat is
closestto thecentreafter four ends.

• Skill emphasized:looking for maximal accuracy.

Line race

4~7~1Of3fr21

1 11 2 q ~ ‘p

• Equipment:butts,bows,arrows,andtargetface with
numbersdrawnon it.

* Gameobjective:bethefirst oneto go throughtherow
of numbers.

• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals,or teamsof two.
• Numberof arrows:individuals,threearrows;teamsof

two, threearrowseach.
• Rules:eacharchergoesthroughtherow from smallest

to highestnumber,not shootingatthenextnumber
until theprecedingoneis hit. If anoccupiedsectionis
hit, the archerstartsagain.
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• Skill emphasized:looking for themaximalaccuracy,
andto counteraim. Also, developthetechnicalcom-
ponentsthatmaintainaconstantshootingheight
(anchors,well-balancedeffortsatfull draw,dynamism
of therelease,bow armbearing, ...)

421

* Equipment:butts,bows,arrows,andtargetface with
drawingof threedice.

•Gameobjective:get421points,or asmanyaspossible.
• Shootingdistance:variable,dependson archerability.
* Numberof archers:individuals.
• Numberof arrows:threearrows.
• Scoring:421equals10 points,threeof akindequals

eight points,andthreenumbersin sequenceequalssix
points.During eachend,only thewinnercountspoints.

• Skill emphasized:looking for themaximal accuracy
andto counteraim. Also, developall the technical
componentsto maintaina constantshootingheight.

Snail

• Equipment:butts,bows,arrows,facewith drawings.
* Gameobjective:bethefirst to makeit thecentreof

the shell(13).
* Shootingdistance:variable,dependson archerability.
* Numberof archers:individuals,or teamsof two.
* Numberof arrows:individuals,threearrows;teamsof

two, threearrowseach.
• Rules: hit thenumbersin increasingorder.After each

end,thearrowsthatarenot in orderareeliminated.
• Skill emphasized:Manageaccuracy,andcounteraim.

Knots and crosses

• Equipment:butts,bows,arrows,face with drawings.
• Gameobjective:align threearrowseitherhorizontally,

vertically,or diagonally,andpreventtheopponent
from doing thesame.

• Shootingdistance:variable,dependson archerability
• Numberof archers:individuals,teamsof two or three.
• Numberof arrows: individuals,six arrows;teamsof

two, threearrowseach;teamsof three,two arrowseach.
• Rules:aftereachend,four resultsarepossible:

- two alignmentsof threearrows 100points;
- onealignmentof threearrows 50 points;
- onealignmentof two arrows 10 points;and
- no alignment - 50 points.

• Skill emphasized:looking for maximalaccuracy,and
to counteraim.

“You are the bacon”

* Equipment:butts,bows,arrows,face with drawing.
• Gameobjective:getasmanypointsaspossible,or hit

eachpartof thepig.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals,or teamsof two.
• Numberof arrows:individuals,threearrowseach;

teamsof two, threearrowseach,six ends.
• Scoring:

Tail 12 points;
11 points;Nose
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Groin 10 points;
Forelegs 9 and8points;
Hindlegs 7 and6 points;
Ears 5 points;
Head 4 points;
Shoulder 3 points;
Thigh 2 points;and
Body 1 points.

If all bodypartsarehit, 25 eAtrapointsareawarded.
• Skill emphasized:looking formaximalaccuracy,to

selfevaluateaccuracylimits, andto counteraim.

Closestone

• Equipment:butts,bows,arrows,facewith drawings.
• Gameobjective:shootascloseaspossibletothecentre.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:threearrows,asmanyendsasnec-

essaryto determineawinner.
• Rules:eacharcherstartsby hitting ablacksquare

(locatedon theassignedside).Eacharchershoots
threearrows,but only theblacksquarescount.All
arrowshitting white squaresareeliminated.To
advancealongthecheckerboard,onemustmovelike
apawnin checkers.Thewinneris theoneableto hit,
orgetclosestto, thecentre.

• Skill emphasized:looking for maximalaccuracy,and
to counteraim.

Poker

* Equipment:butts,bows,arrows,andtargetfacewith
drawings.

• Gameobjective:havethebestpossiblehand.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:five arrowseach,sevenends.
• Scoring:

No hand -50points;
Onepair ÷2 points;
Two pairs +3 points;
Threeof akind +5 points;
Straight +10 points;
Full House +20points;
Fourof akind +30points;
Flush +50 points;and
StraightFlush ÷100points.

Only thearcherwith thebesthandcan scorepoints.
Thecentreis ajokeror wild card.

• Skill emphasized:looking for maximalaccuracy,and
to counteraim.

Slowpokerace
Equipment:butts,bows,arrows,60 to 80 cm target

facesor asheetwith an aimingspot, string,and
scotchtape(1 color foreachteamor for eacharcher).

• Gameobjective:getthebestgrouping.
• Shootingdistance:variable,dependson archerability.
•Numberof archers:individuals,teamsof two, or three.
• Numberof arrows:threearrowsfor eacharcher,num-

berof endsdependson thefree time available.
• Rules:archers,or teamsshoottheir arrowsatthetar-

get. Circle thearrowswith thestring.Mark thestring
lengthcorrespondingto thearrowgroupingstarting
from thegroundatthefoot of thetarget.Placeacol-
oredmarkerthat is movedaftereachend.The first
team,or archer,whosestring reachestheshootingline
losesthegame.The winneris theonewhosestringis
the furthestaway from theshootingline.

• Skill emphasized:developconstantaccuracyand
shootingrepetition.

Black and white

• Equipment:butts,bows,arrows,and80 or 122 cm tar-
get faces.

• Gameobjective:hit theblankareas.
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• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:threearrowseach,four ends.
• Rules:eacharchertriesto hit theblankareas.A single

zoneis worth triple the points.A doublezoneis worth
doublethepoints.Theothershotsarecountedthe
usualway. Theonewho hasthemostpointswins.

• Skill emphasized:looking for maximalaccuracy,to
selfevaluateaccuracylimits, andto counteraim.

Land
* Equipmentan 80 cm facedivided in asmanyequal

sizesectionsastherearearchers.
• Gameobjective:matchingactualshootingscores,with

self-madepredictions.
• Shootingdistance:variabledependson archer‘s level.
• Numberof archers:minimum of two.
• Numberof arrows:threefor eachend.
• Rules:assignasection toeacharcher.Beforeeachend

the archerwrites their predictedpoint total on ascor-
ing sheet.Scoring:

- all arrowsembeddedin thearcher‘s section,
evenif theyhappento beopponents’arrows,
countfor theowner;
- if thearcher’spoint total is lower thanthe pre-
diction, no pointsaregiven;and
- if archer’spoint total is equalor higherthan
predicted,thepredictedpoint total is awarded.

After eachendaskfor newpointpredictions.
• Skill emphasized:counteraiming,andattentionto the

overallshoot.

Dice
• Equipment:butts,bows,arrows,80 cm targetface,

andonedie.
• Gameobjective:scoretheexactnumberof pointsas

shownon thedice.
• Shootingdistance:variable,dependson archerability.
•Numberof archers:individuals.
• Numberof arrows:onearroweach,10 ends.
• Rules: throw thedie. On thebasisof the outcome,

shoottheprescribedscore: 1-2-3-4-5.If a six is rolled,
roll again.Eachtargetcolor is worth:

yellow 5 points;
red 4 points;
blue 3 points;
black 2 points;and
white 1 point.

Eachtime theresultconformsto the roll of thedie,
onepoint is awarded.

• Skill emphasized:attentionto theoverall shot.

Two out of three
• Equipment:butts,bows,arrows,80 cm targetface.
• Gameobjective:scoreasmanypointsaspossible.
• Shootingdistance:variable,dependson archerability.

• Numberof archers:individuals.
• Numberof arrows:threearrowseach,10 ends.
• Rules:eacharchershootsthreearrowsatatarget,that

variesin sizedependingon theability of eachpartici-
pant.After eachend,countthe pointsin thefollowing
manner:

- end#1: thearchercountstwo bestarrows;and
- end#2: thearcherdisregardsthebestarrow and

countstheothertwo.
Thescoringsystemalternatesaftereachtwo ends.

• Skill emphasized:self-evaluation.

Up, up and awaywith penalty
• Equipment:butts,bows,arrows,60 or 80 cm faces.
• Gameobjective:keeparrowsaslongaspossibleby

reducingthegroupingzone.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals, teamsof 2, or 3.
• Numberof arrows:individuals, fourarrowseach;

teamsof two, fourarrowseach;teamsof three,three
arrowseach.

• Rules:aftereachend,thetargetfaceshrinksby a
zone.All arrowsmissingthetargetfaceareeliminat-
ed.The first team,or archer,to reach10 or holdon to
thearrowsthelongestwins.

• Skill emphasized:overall shoot,andself-evaluation.

Evenanduneven
• Equipment:butts,bows,arrows,and80 cm faces.
• Gameobjective:scoreasmanypointsaspossible.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
* Numberof arrows:threearrowseach,six ends.
• Rules:eacharchershootsthreearrowsatthetarget,

knowingthat:
- eacharrowembeddedin anevenzoneis counted

twice (i.e. eightequals16 points);and
- eacharrow embeddedin anunevenzoneis

countedonce(i.e. nineequalsninepoints).
Themaximum scoreis 60points.

• Skill emphasized:accuracy,andcounteraiming.

Opencontract
* Equipment:butts,bows,arrows,and80 cm target

faces.
• Gameobjective:matchthescorepredictedprior to

eachend.
• Shootingdistance:variable,dependson archerability.
* Numberof archers:individuals.
• Numberof arrows:threearrowseach,six ends.
• Rules:eacharchershootsthreearrow ends.Before

eachend,the archerpredictsthescoreout loud.
• Scoring:

- anarcherwhogetsalower scorethantheone
announcedgetsno points;

- an archerwho equalstheannouncedscoregets
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twice theamountof points;and
- thearcherwhosurpassestheannouncedscore

only getstheamountof pointspredicted.
• Skill emphasized:self-evaluation.

Always more
•Equipment:butts,bows,arrows,80 cm targetfaces.
• Gameobjective: improveon theprecedingscore.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals,or teamsof two.
• Numberof arrows:individuals,four arrowseach;

teamsof two, four arrowseach,six ends.
• Rules:eacharcher,or team,shootsthreearrowsatthe

targetandthencountsthepoint total. During thefol-
lowing endabetterscoremustbeobtained,andsoon
until thesixth end.Eachsuccessfulendis rewarded
with onepoint.

* Skill emphasized:accuracy,andself-evaluation.

No trespassing
• Equipment: butts,bows,arrows,80 cm targetfaces.
* Gameobjective:keeparrowsuntil endof game.
* Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
•Numberof arrows:four arrowseach.
• Rules:eacharchershootsfour arrowsatan80 cm tar-

getface.Theshootingzoneshrinksaftereachend:
end#1 zoneequalswhole targetface;
end#2 zoneequalsfrom threeto 10 ring;
end#3 zoneequalsfrom five to 10 ring;
end#4 zoneequalsfrom sevento 10 ring; and
end#5 zoneequalsnineand10 ring.

After eachendthebordercolor is eliminated(white,
black,etc.) Thearcherwithoutarrowsis eliminated.If
manyarchersmakeit to thelastzone(yellow), the
worsepositionedarrowmustbeeliminatedateach
endto determinea winner.

• Skill emphasized:accuracy,andself-evaluation.

String cutting

• Equipment:butts,bows,arrows,80 cm targetfacesor
spots,andstringof identical length.

• Gameobjective:getthe bestgrouping.

• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals, teamsof 2, or 3.
• Numberof arrows:individuals,threearrowseach;

teamsof two, threearrowseach;teamsof three,three
arrowseach,variablenumberof ends.

• Rules:eacharchershootsthreearrowsatthetarget,or
at thespots.After eachend,usethestring to circle the
arrowgroupingof eacharcherandthencut thestring
atthepointwherethecircle is complete.The team,or
archer,no longercapableofcircling the arrowsis
eliminated.Finishby rankingthearchers basedon
string length(thewinnerhavingthe longeststring.)

• Skill emphasized:accuracy,andself-evaluation.

Compass

• Equipment:butts,bows,arrows,targetwith drawings.
* Gameobjective:afterhavingchosenadirection,shoot

thearrowsin thedesignatedstarbranch.
• Shootingdistance:variable,dependson archerability.
* Numberof archers:individual, or teamsof two.
• Numberof arrows:individuals,six arrowseach; teams

of two, threearrowseach,variablenumberof ends.
• Rules:eacharchershootsarrowsbasedon theinitial

choice.eachshot marksthepointsin thechosenzone.
Any archerhitting thecentresquareis awardedan
extraarrow. Arrowsoutsidethechosenzonedo not
count.Themaximumpoint total for eachendis 60
points,(i.e. threetimes10 doubled).Thecentresquare
is worth 10 points.

* Skill emphasized:accuracymanagement,counteraim-
ing andself-evaluation.
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Balloon bursting American pool

• Equipment:butts,bows,arrows,targetface,colored
andnumberedballoons.

• Gameobjective:bursttheballoonsin numericalorder.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals,or teamsof two.
• Numberof arrows:individuals,threearrowseach;

teamsoftwo, two arrowseach.
• Rules:shoottheballoonstodoublepoints.Variation,

no pointsunlesstheballoonsareshotin sequence.In
teamplay, whenan archermissesa balloon theteam-
matecontinues.

• Skill emphasized:accuracy,andself-evaluation.

• Equipment:butts,bows,arrows,targetwith drawings.
• Gameobjective:hit the randomlychosennumbers.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals, teamsof two, or three.
• Numberof arrows:individuals,six arrowseach;teamsof

two, threearrowseach;teamsof three,twoarrowseach.
• Rules: thenumbersarerandomlychosen(asmany

arrowsasnumbers).An archerwho missesthesame
numbertwicein a row losesaturn. Scoringby total
numbershit.

* Skill emphasized:accuracy,andcounteraiming.

* Equipment:butts,bows,arrows,targetfacewith
drawings,andnumberedballs.

• Gameobjective:hit theballs,gettingtheir facevalue.
Themorepoints thebetter.

* Shootingdistance:variable,dependson archerability.
* Numberofarchers:individuals.
•Numberofarrows: threearrowseach,five ends.
• Rules: maximizepoint total by hitting theballswith

thehighestfacevalue.Hitting thesameball several
timesis allowed.Variation:,afterhitting aball, double
thescoreby hitting oneof thepockets(black dot)
with the nextarrow.

• Skill emphasized:accuracy,andself-evaluation.

Hit the birdie

‘ABLD
~iQQQQ

-0000
30000
~OOQQ000

• Equipment:butts,bows,arrows,targetwith drawings.
• Gameobjective:Shootfive arrowsin thedesiredcol-

umn: A, B, C, or D.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals,or teamsof two.
• Numberof arrows:individuals, 10 arrowseach;teams
of two, five arrowseach.

• Rules:Eacharcherchoosesacolumn:A, B, C or D.
Shootanarrowin thecircles (from smallestto largest
or vice-versa).Any arrowshitting anopponent’scir-
cle,countsfor theopponent.

• Skill emphasized:attentionto theoverall shoot.

Lottery

FCA COACHING MANUAL - LEVEL 1 9 - 9



Pyramid 14

• Equipment:butts,bows,flu flu arrows,blunts,table,
andtin cans.

•Gameobjective:destroypyramidasquickly aspossible.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals, teamsof two or three.
• Numberof arrows:individuals,six arrowseach;teams

of two, threearrowseach;andteamsof three,two
arrowseach.

• Rules:placeoneor moresix tin can pyramidson a
table.All archerstaketurnsshootingtheprescribed
numberof arrows.The first oneto makethepyramid
fall down wins.

• Skill emphasized:attentionto theoverallshoot.

Parcheesi

* Equipment:butts,bows,arrows,targetwith drawings.
• Gameobjective:embedan arrow into thesquaresin

sequenceto reachthecentralzonefirst.
* Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:threearrowseach.
• Rules: tostarttherace,eacharchermusthit their

given startingzonewith threearrows.Arrowsmust
thenbeembeddedinto thedottedsquaresin sequence
(clockwise), to finish in thecentralzoneafterpassing
through thedesignatedarrival corridor.Theonefirst
to embedthreearrowsin thecentralzonewins.

• Skill emphasized:attentionof theoverallshootand
counteraiming.

• Equipment:butts,bows,arrows,targetwith drawings.
• Gameobjective:hit thelowestinteriorpartof the”V”.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals,or teamsof two.
• Numberof arrows:threearrowseachfor individuals,

or teammembers.
• Rules:eacharchershootssix arrowsin the “V”; only

thethreearrowsclosestto the“V” tip count.One
point is givenfor everyarrow. At theendof thesix
ends,addup thescoresanddeterminethe winner,or
winning team.

• Skill emphasized:attentionof theoverallshoot,self-
evaluation,andcounteraiming

Spot shooting

• Equipment:butts,bows,arrows,targetwith drawings.
* Gameobjective:hit thespotsaccordingto the speci-

fied requirementsforeachend.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:teamsof three.
• Numberof arrows:threearrowseach,sevenends.
* Rules: thearchersaim atthe spots.The requirements

changeaftereachend:
-end#1
- end#2
- end#3
- end#4
- end#5
- end#6
- end#7

threespots;
four spots;
five spots;
six spots;
sevenspots;
eightspots;and
ninespots.
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Eachteamstartsoff with twojokersandis eliminated
oncethe twojokersareusedup andtherequirements
havenotbeenmet.

Rectangle

• Equipment:butts,bows,arrows,targetwith drawings.
• Gameobjective:embedthreearrowsin sequencein

eachrectangle.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows:threearrowseach.
• Rules: adrawdetermineswhich archerstartsandin

which rectangle.Eacharchermustembedthree
arrowsin rectangle#1 andcannot shootatthenext
rectanglebeforehavingaccomplishedthis feat. The
onewhogetsto rectangle#7 first wins.

* Skill emphasized:attentionto theoverall shoot,self-
evaluation,andcounteraiming.

Long distance shooting

• Equipment: butts, bows,arrows,flag, flu flus, blunt.
* Gameobjective:shootasfaraspossible,usingthe

flag shootingprinciple.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:individuals.
• Numberof arrows: six arrows,variablenumberof ends.
• Rules:an openfield, approximately50 m wide andat

least300 m in length, is required.Eacharchershoots
six arrows,only theonetravelingthe furthestdistance
counts.Eachbestarrow is worth five points.

Variation:, it is possibleto shootin astadiumif the
arrowsareequippedwith flu-flus andblunts.

• Skill emphasized:attentionto body position, follow-
through,andrelease.

Mine field
• Equipmentneeded:aFITA scorecard,andballoons.
• Gameobjective:scoreasmanypointswithoutbusting

theballoons.
• Shootingdistance:variabledependson archer ‘s level.
• Numberof archers:minimumof two.
* Numberof arrows:threearrowseachend,10 ends.
•Rules:eacharchershootsthreearrowsfor eachend,

trying to scoreasmanypointsaspossible.Scoringis
tabulatedon thePITA scoringsystem.If an archer
bustsa balloon,steppingon afield mine,losesall
accumulatedpointsandstartsagain.The winneris the
onewith themostpointsatthefinish of the10th end.

• Skill emphasized:accuracymanagement,attentionto
theoverallshootandcounter-aiming.

Battleof tratalgar
• Equipmentneeded:a reversedPITA scorecard,mark-

er, andballoons.
• Gameobjective:sink shipswithoutbustingballoons.
* Shootingdistance:variabledependson archer‘s level.
* Numberof archers:minimum of two.
* Numberof arrows:threeper archer,eachend,10 ends.
* Rules: drawseveralshipsof differentvalueson the

backof thescorecardsandplacea few balloonsas
“mines.” Eacharchershootstheir arrowsandtriesto
scoreadirecthit on the ships.Thescoreis tabulated
accordingly.If anarcherbustsaballoon,in effect
steppingon a mine,losesall pointsandstartsagain.

• Skill emphasized:accuracymanagement,andattention
to the overallshoot.

Honolulu fishing
• Equipmentneeded:two reversedFITA scorecards,or

two white sheetsof papereacharcher,onemarker,
anddifferent colouredballoons.

* Gameobjective:shootas many fish aspossible.
• Shootingdistance:variabledependson archer‘s level.
• Numberof archers:minimumof two teamsof two

archerseach.
• Numberof arrows:threearrowsfor eacharcherof

eachteamfor eachend, 10 ends.
• Rules:drawthe fish on thebackof eachFITA card

andpin two balloonsof differentcolour.Eachteam
shootson their owntargetandtriesto hit as manyfish
aspossible.For eachfish hit, a scoreof 10 pointsis
addedto that team’stotal. If duringanenda redbal-
loon is hit, a scoreof 30 pointsis addedto the team’s
total. If during anend,ablueballoon is hit, represent-
ing a sharkattack,thatteam’sscoreis broughtdown
to zeroandtheystartover.Thewinning teamshallbe
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theonewith thehighestscoreatthefinish of the 10th
end.NOTE: Bustedballoonsarereplacedonly after
eachend.

• Skill emphasized:accuracymanagement,andattention
to theoverallshoot.

Tennis
• Equipmentneeded:onePITA scorecard.
• Gameobjective:sameas in tennis.
• Shootingdistance:variabledependson thearcher’s

level. However,it is preferableto keepashorterdis-
tanceforanimprovedplayareaview.

• Numberof archers:two
• Numberof arrows:onefor eacharcher.
• Rules:to playthisgameit is necessaryto know the

rules andscoringin tennis.A matchis wonin two or
threewinning sets.A set is won whenanarcherwins
six games.In caseof one6/6tie,atie-breakeris
playedandis wonwith sevenpoints(with atleasta
two pointdifference).A gameis scoredasfollows:
15/30/40/60equalsonegame.The first serveisgrant-
edby luck of thedraw,thenthe servingalternates
with eachgameplayed.ArcherA who wonthe serve
plays first throughoutthe game.He/sheshootsand
triesto hit centretarget.ArcherB shootsin turn and
tries to betterthescore.If he/shesucceeds,he/she
scoresas0/15points.If he/shefails, archerA scores
(15/0).ArcherA shootsagain,thenarcherB, and
againthosetwo arrowsarevaluedtodeterminethe
onehighestandto whomit belongsso thescorecan
be updated.Thegameis playedin this fashion,just
like tennis. In thefollowing gameit is archerB who
servesfirst.

• Skill emphasized:accuracymanagement,andattention
to theoverallshoot.

Australianarchery
• Equipment: 80 cm targetface.
• Gameobjective:qualify for thefollowing end,avoid-

ing elimination.
• Shootingdistance:variabledependson archer‘s level.
• Numberof archers:smallgroupsof archers.
• Numberof arrows:onefor eacharcher.
• Rules:eacharcherhasonearrow only. After each

shot, the archerhavingshotthearrow furthestfrom
thecentreiseliminated.

• Skill emphasized:accuracymanagement,andattention
to theoverall shoot.

Endelimination
* Equipment:80 cm targetface.
• Gameobjective:qualify for the following round,

avoidelimination.
• Shootingdistance:variabledependson archer‘s level.
• Numberof archers:smallgroupsof archers.
• Numberof arrows:threeforeacharcher.

• Rules:aftereachend,thearcherwith thelowestscore
is eliminated.

• Skill emphasized:developsresistanceto stressandthe
powerof concentration.

Fixed goal
• Equipment:80 cm targetface.
• Gameobjective:equalor tie thepre-deteiminedgoal.

Thegoalcouldbefor eachend,or forcumulatedscore.
• Shootingdistance:variabledependson archer‘s level.
* Numberof archers:smallgroupsof archers.
• Numberof arrows:threearrowsforeacharcher.
• Rules:beforethefirst endapointgoalis set.The

archersunableto obtainor surpassthisscoreareelim-
inated.After eachend,thepointgoalis increaseduntil
onlyonearcherremains.If duringan endnoarcher
equalsor ties thepointgoal,thearcherwith thehigh-
estpoint total duringthatparticularendwins.A few
extraendsmay haveto beplayedto resolveties.

• Skill emphasized:accuracymanagement,stressman-
agementandattentionto theoverall shoot.

Bowling
• Equipment:butts,80 cm targetfaces.
• Gameobjective:simulateabowling game.
• Shootingdistance:variable,dependson archerability.
• Numberof archers:oneto several individuals.
• Numberof arrows:amaximumof two for eachend.
• Numberof ends:asmanyasarenecessaryto fill areal

bowling scoresheet.
* Rules: thearchershootsan arrow. If thearchergetsa

ten,astrikeis scored,andno otherarrowneedsto be
shot. If thearchergetssomethingotherthanten,then
asecondarrowis shotto geta spare.If the scorestill
doesnot total ten thenthehigherscoreof eitherarrow
is written down.

• Skill emphasized:accuracymanagement,stressman-
agementandattentionto theoverall shot.

Goose
• Equipment:aGoosegame,apegfor eachplayer,one
reversedPITA scorecard,andonemarker.

• Gameobjective:to reachasfastaspossiblesquare63.
• Shootingdistance:variabledependingon beginner

archer‘s level.
• Numberof archers:minimumof two archers.
* Numberof arrows:two for eacharcher.
* Rules:draw adie’s six faceson thebackof thePITA

card.Eachplayer,with two arrows,musthit, in turn,
thedie’s facesandaddthescoresobtained.At each
turn, thearcheradvancesthepegon thegoose’sgame
boardby the numberof pointsscored.Rulesregarding
thedifferentsquares(thewell, the skull etc...)mustbe
followed.Thefirst archerto reachsquare63 is
declaredthewinner. NOTE: This gameis very popu-
lar amongschoolchildren andcampgroupsof chil-
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thenagedten to 14 yearsof age.
• Skill emphasized:accuracymanagement,andattention

to theoverallshot.

Ponies
• Equipment:onegameof DADA (one pony for each

archer),onereversedPITA scorecard,andonemarker.
* Gameobjective:to bring thepony to the stableasfast

aspossible.
• Shootingdistance:variabledependson archer’slevel.
• Numberof archers:minimumof two.
• Numberof arrows:onearroweach.
• Rules:drawadie’s six faceson thebackof thePITA
card.Eacharchershootsanarrow onthedie’s faceand
advancesthepegon theDADA’s gameboardby the
numberof pointsscored.The traditionalrulesfor this
gamemustbefollowed.NOTE: This gamedemands
anincreasinglevel of precisiontowardstheend.

• Skill emphasized:accuracymanagement,andattention
to theoverall shot.

Yam
* Equipment:onereversedPITA scorecard,onemarker,

anda Yam scoresheet.
• Gameobjective:scoreasmanypointsaspossible

while shootingfor aspecificgoal.
* Shootingdistance:variabledependson archer’slevel.
• Numberof archers:minimumof two.
• Numberof arrows:five for eacharcher.
• Rules:draw on thebackof thePITA cardfive

columns.In eachcolumndraw thesix facesof adie.
Preparesomescoresheets:

- one numberof one’shit x 1 point;
- two numberof two’shit x 2points;
- three numberof three’shit x 3 points;
- four numberof four’s hit x 4 points;
- five numberof five’s hit x 5 points;and
- six numberof six’s hit x 6points.

Bonuspoints:
- 30 pointsif thetotal is greaterthan60 points;
- 20 pointsfor a full house(threeof akind, plus

two of akind);
- 40pointsfor four of akind;
-45 pointsforastraight(one,two, three,four, five);
- 35 pointsfor a shortstraight (two, three,four,

five, six); and
- 50 points for a Yam (fiveof akind)

In eachend,thearchershootsanarrow percolumn in
thedice’s face. If a secondarrow hits thesamecol-
umn, it will not score.Shouldan archerfail to realize
theobjective, for example,failing to hit aFull House,
the scorefor thatobjectiveis zero.Thearcherwith
the highestscorewins.NOTE: Many variablesof the
gamecouldbeplayed:play the gamefrom top to bot-
tom orbottom to top, play thegamein amixedfash-
ion agreeduponattheobjectivesshouldscore.

• Skill emphasized:lateralaccuracy.

Bowling II
• Equipment:onereversedPITA card,onemarker,and

sparescoringsheets.
• Gameobjective:to overturnbowling pinsandscoreas

manypointsaspossible.
• Shootingdistance:variabledependson archer’slevel.
* Numberof archers:oneto four.
* Numberof arrows:six for eacharcher.
* Rules:drawon thebackof thePITA cardsix bowling

pins. Eachplayerhastwo attemptsto hit all thepins
(two endsof six arrows).The first archershootssix
arrows,trying to hit six differentpins.Many scenarios
existfor thesecondturn.On the first attemptthe
archersucceededin hittingall thepins: thiswouldbe
called a“strike”. Thescorewould besix points,plus
the totalof pinshit in thenexttwo attempts.On the
first attempt,thearcher hit onlyafew pins, thentry to
hit therestof themon thesecondattempt.Twopossi-
ble scenarioscouldarise:

- thearchersucceedsin hitting all the pins scoring
a“spare”, six pointsplus the numberof pins hit
on thefirstattempt.

- thearcherhits afew pins,but not all. The score
would bethetotal of pinshit on bothtries.

A matchcouldbeplayedwith five or 10 ends.Thewin-
ner is theonewith themostpoints.NOTE: To make
thegamemorerealistic, thearchersdraw 10 pinson
thebackof thecardandfor eachtry the archerwould
shoot10 arrows.In thiscase,a“strike” anda“spare”
areworth 10points,andsix points,respectively.

• Skill emphasized:Accuracymanagement,andatten-
tion to theoverall shot.

Sectionandcontract
• Equipment:butts,bows,arrows,80 cm targetface.
* Gameobjective:scoreasmanypointsaspossible.
• Shootingdistance:variabledependson archerability.
• Numberof archers::individuals or teamsof four.
* Numberof arrows:individuals,threearrowseach;

teams,fourarrowsfor eachteam;numberof ends,six.
* Rules:divide thetargetfaceinto four lands.Eachplay-
eror teammustshootin their assignedlands.The
pointsare tabulatedin classicfashion(from 10 to one).
If anarrow is embeddedin an opponent’sland, it is
addedto theopponent’spoint total. Variation; points
maybesubtractedif arrowsareembeddedin an oppo-
nent’sland.

• Skill emphasized:selfevaluatetheaccuracy,securethe
shot, andcounteraim.
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Developyourowngamesandsendacopy to theFCA
office for otherarcherycoachesto use,andto publish
in thenextrevisionof thismanual.

Nameof thegame:

• Equipment:

• Gameobjective:

* Shootingdistance:

• Numberof archers:

• Numberof arrows:

• Rules:

• Skill emphasized:
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