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SPRING PARK SHIRLEY BOWLING CLUB

THE PYRAMID CHALLENGE
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Making a challenge & arranging a match
1. Players may only challenge other players in the row immediately above their own current position, in order to rise up the pyramid.

2. Make a challenge with an offer of 2 preferred dates/times within the next 7 days. If inconvenient, the challenged player must offer an alternative date and time for play within 10 days of the first challenge date or forfeit the tie.
Leeway may be extended if the challenged player is away on holiday - the challenger could challenge someone else.

3. When the challenge is accepted. Place a coloured indicator (colour is irrelevant) over both names on the Pyramid Board. No other player may challenge either player until the match is resolved.

4. Make a note in the Competitions Diary with the relevant details.

5. A marker to help score the match is not required (as 2 jacks can be used, see below), but players can have one if they choose.

6. If required, the challenger must arrange to borrow the keys to the clubhouse and ensure their safe return. They are also responsible for setting out the rink and returning all items (pushers, mats, jack etc) to their designated places and securely locking the premises.

7. A Pyramid box is provided for scorecards. It is the winner’s responsibility to ensure the completed card is returned to the pyramid box.

8. If the challenge is successful, the players’ names will swap places on the Pyramid Board. If unsuccessful they will remain where they were. The club competition members will update the pyramid board regularly.

9. The loser is not permitted to challenge the winner immediately. They must play at least one further opponent before a re-match.
Match Format
1. Each Pyramid match will consist of 2 sets of 7 ends and a single end tie break, if required. 
2. Players will use 3 bowls.
3. Toss a coin to determine who controls the mat for the first end of the first set. A player may not “give the mat away”. The other player starts the second set, regardless of who won the last end. It might be worth noting who won the coin toss at the beginning of the match.
4. Winning shots should be counted for each end as normal. 
5. The highest score after 7 ends wins the set. Equal scores after 7 ends will count as a drawn set.
6. There is no winning margin (i.e. first to 21), just the set won, drawn or lost.
If no marker is available a second jack can be used.

Second Jack procedure
1. To start the match the first jack is set at the far end 2 metres from the ditch.
2. The winner of the toss and thereafter the winner of end has control of the mat. It is the mat that can be moved up or down.
3. After all woods are bowled, the second jack is placed by the assumed winner of the end, as close to the centre line as possible and where preferred, before both players walk to the head.
4. The jack placed at the last end of the first set remains in position and the loser of the initial coin toss has control of the mat to begin the second set.
5. For the tie break, the jack remains where it was placed at the end of the second set and a coin is tossed to decide who has control of the mat and subsequently bowls first – the winner of the coin toss may not give the mat away. 
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