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Stand up Boccia  
 

1 – Eligibility of athletes 

Athletes participating in the Stand up Boccia Tournament have an 
intellectual disability or an ASD. 
 
 

2 – Field 
 
The outdoor field is rectangular, with a width of 3.66 meters and a 
length of 18.29 meters. 
 
The surface may be turf or artificial. 
 
3 – Specific rules for Défi sportif AlterGo  
 
Special Olympics rules are applied: 
http://www.olympiquesspeciauxquebec.ca/sn_uploads/Reglements_b
occia_FRANeAIS_Juin_2008.pdf 
 

4 – Teams 
 
 Maximum number of teams: 

- 6 teams at elementary level 
- 6 teams at high school level 

 As part of the Défi sportif AlterGo, Boccia teams in school sports 
must be composed of 4 athletes 

 Teams can be mixed. 
 

5 – Équipment 
 
The Stand up Boccia is played with eight balls and a goal or smaller 
target ball called jack (cap, jack, white ball, small, goal, etc.). Each 
team has four balls of a different color than the opponent's. The 
surface of the Boccia balls may have superficial lines to identify the 
balls of members of the same team. Athletes are allowed to use their 

http://www.olympiquesspeciauxquebec.ca/sn_uploads/Reglements_boccia_FRANeAIS_Juin_2008.pdf
http://www.olympiquesspeciauxquebec.ca/sn_uploads/Reglements_boccia_FRANeAIS_Juin_2008.pdf
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own game balls. The organization will provide balls to participants 
who do not have balls. 
 

6 – The game 
 
• Each athlete must throw 1 ball per round. 
• Cochonnet and colour - Before the start of the game, the referee 

makes a coin toss to determine which team will have the jack and 
who will choose the colour of theirballs. In the absence of a 
referee, the two team captains perform this draw. The flip-flop draw 
must take place in the field. 

• The 3 Trial Rule - The team in possession of the jack is allowed 
three attempts to place the jack between the 9.125 meter mark and 
the 3.05 meter mark on the opposite side of the field. If all three 
attempts fail, the opposing team has only one opportunity to place 
the jack. If the attempt fails, the referee places the jack in the 
center of the field on the 15.24 meter mark (play line on the 
opposite side). However, a team never loses the advantage of the 
acquired jack to throw the first ball. 

• How the game is played - The player who won the draw, rolls or 
throws the jack. This player must also throw the first colour ball. It 
is then the turn of the opposing team to throw its balls of Boccia 
until it marks a point or until the exhaustion of its four balls. This 
rule of the "nearest" ball governs the sequence of balls played. The 
team whose ball is closest to the jack is "inside" and the opposing 
team "outside". Whenever a team succeeds in throwing and ends 
up "inside", it must deviate and let the team "out" perform their 
throw. 

• Starting Point - It is always up to the team that has gained the 
advantage of the jack to score the starting point. For example: 
Team A throws the jack and its first ball. Team B chooses to move 
Team A's ball, and in doing so, the two balls, Team A's and Team 
B's, leave the field, leaving only the jack in place. It is then up to 
Team A to restore the starting point. 

• Throwing - A team has the choice of rolling, throwing, deflecting or 
ricocheting, etc., its ball on the court, provided that it does not go 
out of bounds or that the player does not ride or A player has the 
choice of "throwing a plane" or removing any ball in play by 
attempting to gain a point or reducing the number of points of the 
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opposing team. A player can hold the ball by placing his hand on 
the ball or below it as long as the ball is dropped from below. To 
throw under it is, by definition, to release the ball lower than the 
belt. 

• Number of balls played by Quartet players - each player is allowed 
only one ball. 

• It is forbidden to give advice and directions from the sidelines. This 
includes team coaches and spectators. 

• In foursome, any communication with the athlete is prohibited as 
soon as the athlete enters the field. 

• Points Calculation - At the end of each run or run (when both teams 
have finished throwing all their balls), points are calculated as 
follows: points are awarded to the team whose balls are the closer 
to the jack than those of the opposing team; these points can be 
determined by observation or mechanical measurement. A player 
may request a mechanical measurement. After a round, when the 
referee has determined the number of balls "inside" and 
announced the number of points, and the player agrees with the 
number of points awarded, the player or team picks up the balls to 
start the next round. The team that wins the round also gains the 
advantage of the jack for the next round. The referee is responsible 
for ensuring the validity of the points on the scoreboard and 
marking sheet. It is therefore the responsibility of the captain of 
each team to check if the points entered are accurate. 

• When two balls of different colours are at equal distance from the 
jack (tie), the team that throws the last one plays again until the tie 
is broken. Example: Team A rolls a ball to the jack and scores a 
point. Team B rolls a ball in turn towards the jack and the referee 
determines that the two balls are at equal distance from the jack. 
Team B must replay until its ball is closer to the jack than Team 
A's. If Team B scores and scores a point, and the team managed 
to get the ball out and to create another tie, Team A must play 
again until the tie is broken. 

• Equality at the end of a round - When two balls of different colours 
are at equal distance from the jack, no points are awarded. The 
jack is awarded to the team that kicked it last and play resumes at 
the end of the field where the last run was played. 
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7 – Designation of the players 
 
Each team must appoint a captain and inform the officials of their 
choice before the start of the game. No team may change captain 
during a game, but may do so during a tournament. Tournament 
officials, however, must be notified of any such change, if any, prior to 
any subsequent match. 
 
Player Rotation - Players on each team may choose to play their balls 
in any order, provided that the player who throws the jack also 
launches the first Special Olympics Boccia Ball. The order of players 
may vary from one race to another. However, during a round, no 
player is allowed to throw more than the number of balls to which he 
is entitled. 

 
8 – Draw 
 
The referee performs the draw and the winning team chooses to 
throw the red or blue balls. 
 

9 – Penalties 
 
1) Offenses at the line of play - Whether by shooting or pointing, no 
part of the athlete's foot shall extend beyond the front of the line of 
play where it is located, as well as any apparatus used (armchair 
crane, crutches, cane, etc.), after the ball has been released and 
before it comes into contact with any part of the court in front of that 
line of play. An umpire who finds such an infraction must report it. He 
will declare this dead ball (offside) as a penalty to the athlete (team) 
who committed the offense. The referee will wait until the thrown ball 
comes to a stop and then remove it from the field. If the ball comes 
into contact with other balls on the field or with the jack and these 
balls are moved, the referee will place them as close as possible to 
their original position and play will continue. 
 
2) The athlete throws more balls than the number allowed (in teams 
of two or four) - When the athlete throws one more ball during a 
round, this ball is declared dead. The referee will wait until the thrown 
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ball comes to a stop and then pull it off the court. If the ball comes 
into contact with other balls on the field or with the jack and these 
balls are moved, the referee will place them as close as possible to 
their original position and play will continue. It is also an offense when 
a player on a team of two throws three balls instead of two, or when a 
player on a team of four throws two balls instead of one. Team of two: 
the other member of the team will only have one ball to play. Team of 
four: The other team members who have not yet thrown their ball 
must decide who will throw the remaining balls. 
 
3) Illegal movement of a ball belonging to your team - If a player 
moves one or more balls of his team, the balls will be declared dead 
and will be removed from the field, then the game will continue. 
 
4) Illegal movement of a ball belonging to your opponent - If, after the 
launch of the eight balls, a player moves one or more balls of his 
opponent, the referee will award the opponent a point for each of his 
balls moved and the game will continue. If a player moves one or 
more balls of his opponent and there are still balls to play, the referee 
will place them as close as possible to their original position and the 
game will continue. 
 
5) Illegal player displacement of the jack - if a player moves the jack, 
the referee will award the opponent as many points as there are balls 
in play that may collect points in addition to the number of unkilled 
balls. If the opponent has no balls that can collect points or balls to 
play, the referee will end the game that will be taken from the same 
side. 
 
6) Accidental or premature displacement of a ball or jack during play 
(when there are only two balls remaining) - If, during the 
measurement or otherwise, a referee moves the jack or a scoring 
ball, the round will be canceled and will be resumed on the same 
side. 
 
7) Accidental or premature displacement of the balls or the jack by an 
umpire, and there are no balls left to play - When the umpire has no 
doubt as to the points or points to be awarded, he will grant them. If 
the referee has the slightest doubt, he does not award any points; in 
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addition, the round will be canceled and will be resumed on the same 
side. 
 
8) When a player obstructs a moving ball of his team, the referee who 
notices the infraction, must announce that the ball in question is 
dead. The dead ball is then removed from the field. After announcing 
the offense, the referee must attempt to stop the ball's progress on 
the court, so that it does not hit any other ball in play. If the referee 
fails to stop the ball's progress in the field, he will wait until it stops 
completely and remove it from the game. If the ball comes in contact 
with other balls on the field or with the jack and these balls are 
moved, the referee will also replace them. as close as possible to 
their original position and the game will continue. 
 
9) If a player obstructs an opponent's moving ball, the affectedteam 
has one of the following options: 
 a) restart the ball 
 b) cancel the round 
 c) reject the penalty, accept the position of the ball or balls affected 
and continue the game. 
 
10) If a spectator, an animal, or an object obstructs a moving ball and 
this ball does not come into contact with another ball already in play, 
the ball must be restarted by the same player. 
 
11) Moving balls - If a spectator, an animal, or an object obstructs a 
moving ball and this ball comes in contact with another ball already in 
play and likely to score, the round is canceled. 
 
12) If an action disrupts the position of the jack or ball of each team 
near the jack, the round is canceled. If balls other than those 
described above are moved, the two captains or the referee may 
place them as close as possible to their original position. The 
disturbing action can be caused by a dead ball from another field, 
debris, spectators, or animals that enter the field and move the balls 
in play. 
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10 – Games 

 
10.1 – Time of the games 

A regular meeting has three 6-minute rounds per team and should 
normally last a maximum of 20 minutes. 
 
10.2 - Points 
 
The points of a team in advance of more than 6 points between 2 
teams will not be accumulated until the opposing team succeeds in 
reducing the gap. 
 
10.3  – Points 

 

Game result Score 

Win 5 points 

Draw  3 points 

Loss 1 point 

 

 If a team is not present on the court at the beginning of the match, 
they will be considered defeated. In addition to a victory, the 
winning team will accumulate a score of 3-0 in case of a later need 
to break a tie in the final score. However, a team is allowed a 5-
minute delay at the beginning of the tournament. In the event of a 
late start, the team will play the remaining time in the match. 

 
10.4 – In case of a tie in the semi-final or the finals 
 
In case of a tie at the end of the match, 1 player from each team, who 
has been selected previously, will execute a throw each. If the two 
teams are still tied, the other players will run one by one. 
 
Note: All players on the team must have thrown once before a player 
can run a second time. 
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10.5 – Tie breaker at the end of the tournament 

 

 Points difference (i.e. points scored minus points conceded) will be 
considered 

 If a tie persists, the total of points ‘‘conceded’’ will be considered 

 If a tie persists, the results of the previous match between the two 
teams will be considered 

 If a tie still persists: 3 pre-selected players will each have one 
shootout. If it is still tied, the other players will shoot one by one.  

 
Note: All players on the team must have thrown once before a player 
can run a second time. 

 
11 – Referees 
 
 The officials are under the responsibility of the tournament’s 

organizers.  

 Only the captain and the team manager can interact with the 
referee. 

 All interactions with referees must be respectful and polite. 

 No protest will be accepted. The referee’s decision is final. 
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