Clout Archery

Clout archery consists of shooting at a target laid out on the ground at long distance and a clout round is 6 ends of arrows, (6 x 6 arrow ends = 36 arrows total.)

A clout target is 15 metres in diameter. It has a triangular clout flag, usually gold in color, to mark the centre of the target.  At every 1.5 metres each side of the clout flag, there are smaller flags used to mark scoring zone divisions.  Yellow flags mark the edge of the 9 zone, red flags the 7 zone, blue flags the 5 zone, black flags the 3 zone and white flags mark the outer edge of the 1 zone.

A clout cord is attached to the peg holding the clout flag, so it can be rotated around the scoring zones.  The clout cord is marked off with the scoring zones, so the value of each arrow lodged in the ground can be judged.  Where the arrow shaft enters the ground is the position taken for the scoring value.  Archers are assigned to pick up arrows inside the scoring zones, while others may be assigned to move the clout cord around, scoring and verifying scores.  Each archer will be called to collect their arrows, calling out their scoring value, as they move outwards from the centre of the target.

The distances shot for clout are:
	Distance in metres

	180
	165
	145
	125
	100

	men's
u/18 boys
compound
	women's
u/18 girls
u/16 boys
compound
	u/16 girls
u/14 girls
u/14 boys
compound
	u/12 girls
u/12 boys
compound
	 

	 
	men's
u/18 boys
recurve
	women's
u/18 girls
u/16 boys
recurve
	u/16 girls
u/14 girls
u/14 boys
recurve
	u/12 girls
u/12 boys
recurve


(For a full list of bow divisions for each distance, refer to the Archery Australia Rule Book.)
Special clout sights are allowed to be fitted to the bows.  The most common used are 'mirror sights' that act much like a periscope.  This type of sight allows the archer to aim directly at the clout flag while still holding the bow at an elevated angle so the arrow will travel the required distance.  Spotting scopes are necessary to check where the arrow landed, so sight adjustments can be made.  It is generally difficult to spot whether the arrows are in front or behind the centre of the target.  Because of the long distances shot, wind can have a great effect on the arrow.  You can only be sure after walking up to the target to score.
Flight Archery
Flight archery is all about shooting an arrow the longest distance, so the range for a flight event will need to be very long.  A rifle range may be suitable, if long enough, otherwise the ground beside an airport may be required.  Each archer is allowed to shoot 6 arrows. Each arrow must be marked with the archers name and be numbered.

Recurve, Compound and Freestyle bows can be used. Mechanical release aids are not allowed to be used.  Instead, a flipper or strap or thumb ring or hook may be used.  In Freestyle division, any type of bow may be used, such as a foot bow, so long as the archer does not receive outside assistance to shoot.

There are draw weight divisions in each age group:-
Men's & u/18 boys - unlimited, 40 kg , 33 kg and 25 kg.
Women's & u/18 girls - unlimited, 25 kg and 18 kg.
u/16 boys & girls - 25 kg and 18 kg.
The flight shoot will usually be held as early as possible in the morning to avoid windy conditions.  After all archers have shot, then everyone will walk forward to find the arrows.  Each archer will tag their longest shot arrow so that it can be measured, usually by a qualified person using electronic surveying equipment. (Laser Theodolite)

For recurve and compound bows, the distances shot may exceed 600 metres.
For freestyle bows, the distances shot may exceed 1000 metres.
I think the current World Record is in excess of 1800 metres !
(I will have to check what the current record is.)
Ski Archery
Ski Archery is a combination of Nordic freestyle skiing and archery.  The competition is held over a 12km course for men and a 8km course for women.  During the course 12 arrows have to be shot at a distance of 18 metres. The target has only one scoring zone, so only hits count. For each miss, the athlete has to ski a penalty lap of 300 metres at the finish.
Novelty Rounds
Dartchery
As the name implies, it is darts played using archery equipment.  The 'dartboard' is a specific target face 122cm in diameter laid out with scoring zones exactly the same as for a dartboard.  Three arrows are shot from a distance of 10 metres. Normal dart rules and games will be used for competition, eg. - two pairs of archers will compete on each target, one archer from each pair will shoot their 3 arrows to score points. After scoring the arrows, the second archer from each pair will shoot. The usual dart game played is to start with a score of 301 and shoot a score to finish on zero. The last scoring arrow must be shot in a double point’s zone.

The number of dart games played will usually depend on the time taken to complete.  Individual and team events can be played.


Wand Archery
A Wand target consists of a slat of soft wood or other material suitable to lodge arrows into, 5cm wide and 2 metres high above the ground.  A wand shoot is 6 ends of arrows (36 arrows total) and is scored by the number of hits.  The archers scoring the most hits in their age & bow division wins.  The distances shot are:-
Men's & u/18 boys - 90 metres
Women's & u/18 girls - 70 metres
U/16 girls & boys - 60 metres
U/14 & u/12 girls & boys - 50 metres.

Archery Golf
Archery Golf is conducted on a standard 18 hole golf course or twice round a 9 hole course.  The 'hole' is a tennis ball resting on a wire hoop 10cm above the ground and is placed level with the hole on the right side of the green, away from the putting surface.  Archers will shoot in groups of 4 ( 3 to 5 may be allowed).

Each archer will shoot their first arrow from the 'tee' position. Their next arrow will be shot from where the first arrow landed, and subsequent arrow from where it lands.  'Dog-legs' must be followed on the golf course.
No archer is allowed to 'tee off' until the preceding group is on the next 'tee'.  The archer furthest from the hole will shoot first, unless the angle of the shot dictates that it be taken for safety reasons.  The winner of the previous hole shall shoot first at the next tee.  To complete each hole, the tennis ball must be dislodged or hit.  
The par for each hole is the number of arrows shot plus any penalties.  
An arrow landing in a bunker or within 1 metre of the tennis ball incurs 1 penalty stroke.
A lost arrow incurs 2 penalty strokes.

No bow sights of any type are allowed on the bow.  Aiming will have to be instinctive or use point of arrow method, so practice prior to the event is highly recommended.  Any type of arrow may be used, except broadheads, and the maximum diameter allowed is 10mm.  A typical set of arrows used would closely follow what the clubs a golfer would use. For example, to 'tee off' a carbon arrow would be used for maximum distance, an aluminium arrow with a field point would be used for shorter fairway shots to get to the green, an arrow fitted with a 'judo point' would be used to get close to the hole to stop the arrow skipping past and an arrow fitted with a 'blunt point' would be used to hit the tennis ball. Special 'Flu-Flu' arrows can also be used for short distance shots. These arrows have over-large feathers wrapped around the shaft and will slow to a stop within a short distance due to wind drag.

Shooting of arrows into the putting surface must be avoided.  If an arrow does land in the putting surface, then it should be carefully withdrawn, so as not to lift the turf.  The winner of the competition is the person with the lowest number of 'strokes'.  In case of ties, then the last hole will be played again to decide the winner.  In past archery golf competitions, especially when competing against a team of golfers, it has been proven that to even up the scoring, that each archer competing in the team event starts with  + 18 'strokes'.
Caution

The maximum range of many bows will exceed the length of many of the holes on the golf course. Extreme caution must be taken regarding elevation of shots, especially from the 'tee'. Archers must be aware of the capability of their bows when elevating shots and take careful regard for the safety of other persons who may be within range if an arrow overshoots. Arrows may also skip off the turf, especially if the shot is at a low angle.
If unsure of the safety of a shot, it is better to use a 'judo point' or 'flu-flu' arrow to ensure it does not skip past further than the back of the green.

Archery Cricket

(Unofficial Round)

(The rules for this game were first put together by Mr. Steve Dartell, a past member of the Grange Company of Target Archers Club.)
An archery game played by two teams, each shooting at their own target.

One team is the 'Batters', the other team is the 'Bowlers'.
1.   Two top shooters to be Team Captains.
2.   Team Captains to select team members.
3.   'Bowlers' team to shoot a distance of 20 metres at an 80cm diameter target face.
      
'Batters' team to shoot a distance of 20 metres at an 122cm diameter target face.
4.   Wickets are taken by the 'Bowlers' shooting an arrow into each scoring zone on the target face, starting with 
the 1 zone, then 2 zone, then 3 zone and so on until an arrow is shot into the 10 zone. Each zone must be 
shot consecutively. Each archer will shoot their 6 arrows to complete an 'over'. Then the next archer will 
take their turn.  A 'runner' may be used to collect the arrows at the end of each 'over'.  When an arrow 
hits the 10 zone, then the 'Batters' must stop shooting immediately.
5.   Runs are scored by the 'Batters' shooting only in the 1 to 6 zone on the target face.  Each archer will shoot 
their 6 arrows to complete an 'over'. Then the next archer will take their turn. A 'runner' may be used to 
collect the arrows at the end of each 'over'.
6.   A 'Batter' will be dismissed if their arrow :- Misses the target face = stumped.  Hits the red zone on the 
target face = l.b.w. (leg before wicket)  Hits the gold zone on the target face = caught.
7.   One 'Bowler' to watch 'Batters' target and record fall of wickets.
8.   One 'Batter' to watch 'Bowlers' target to ensure correct order of wickets.
9.   The two teams will shoot at the same time.  'Batting' will stop immediately at the fall of the last wicket.
10.   Arrows to be collected at the end of each 'over' or when a 'Batter' is dismissed under Rule No. 6.
11.   Team members are to remain in their allotted order to ensure everyone gets a turn.
12.   At the fall of the last wicket, the 'Batting' team will add their scores to make up the number of 'runs' for the 
'innings'. The teams will then swap targets for the 'second innings'.  The 'Batting' and 'Bowling' teams 
swap over. The 'Batting' team will take their turn as 'Bowlers', and the 'Bowling' team will take their turn 
at 'Batting'.

The completion of the 'second innings' completes one game of cricket.  The team with the highest score, most 'runs', wins.  Archery Cricket games can be more than two 'innings' long.  Four 'innings' is more usual.  Speed and accuracy is a factor for both teams. The 'Batting' team is trying to score 'runs' as quickly as possible, while the 'Bowling' team is trying to get wickets just as quick.
