Target Archery Tournaments 

Archery is descended from the use of the bow and arrow for military and hunting. It is known to be at least 5000 years old and possibly much older. Organised archery competitions date from no later than 1583 in England, not long before bows were superseded by firearms in war. The first book on archery was written in 1545, and first archery club was founded in Bruxells in 1381.  The first known organised competition in archery was held at Finsbury, England in 1583 and included 3,000 participants!  Henry VIII of England gained considerable renown as a bowman; organised competitions in archery for sport began during his reign.  He helped found the first english archery "club", the Fraternity of St George, in 1537.
There are several standard archery tournaments practiced in the SCA. You certainly do not need to limit yourself to these few. As always in the SCA, these rules can be modified at the whim of the autocrat within the limits of safe archery practice for local events. As more period archery competitions are researched and documented, they will be included. 

 The Royal Round

Developed by Sir Jon Fitz-Rauf for the SCA, the Royal Round is shot on a field using distances from the firing line to the target of 40 yards, 30 yards, and 20 yards. The target used is the standard five color, 24 inch (60 cm) FITA target. 

It is composed for four ends. The first three regular ends of six arrows at your leisure are shot at each of 40, 30, and 20 yards. The fourth is a 30 second speed end at 20 yards. 

Traditionally, the archers shoot at 40 yards, move to 30 yards, then finish up at 20 yards. A practice round of 6 arrows at each distance is allowed before/between the scoring ends. 

IKAC or Inter-Kingdom Archery Competition -- (IKAC) 

The IKAC is an SCA-wide Inter Kingdom Archery Competition, devised by Sir Jon Fitz-Rauf. The exact rules and season for this Archery Competition can change from year to year. The three top scorers in each of the three Divisions (PERIOD, OPEN, and CROSSBOW) from each kingdom are published throughout the season. 

The IKAC is shot on the same field and target as the Royal Round. It is composed of 12 ends; 4 ends each at 40, 30, and 20 yards. The 4 ends at each distance are two 6 arrow ends shot at your leisure, and two 30 second speed ends, usually in that order. 

It is customarily throughout the Known World to have a practice end of 6 arrows at each distance before the scoring ends. 

Outlands participation in the IKAC is encouraged, but you must be a registered national member to submit scores. Your local Captain if Archers (COA) should have the necessary scoring information. This information is also usually published in the Kingdom newsletter, the Outlandish Herald, each spring. 

 Flight Shoot

This period competition is a contest to see who can shoot an arrow the farthest from the archery line. It is seldom shot in the SCA because of the difficulty of getting a large enough archery range. Distances of 400 yards are commonly shot with normal archery tackle. (With special equipment, hand held bows have been shot over 1000 yards.) A usual flight end is six arrows with the arrow going the farthest winning the end. 

 Willow Wand Shoot

The wand shoot is a period archery competition in which the object is to hit a two inch wide, six foot long soft wood wand. The usual form of the competition is to allow the archers one to six shots at each distance. Those that hit the wand within the prescribed number of arrows stay in the competition and move back to the next farther distance. Those that miss at a given distance are out. The archers keep moving to father distances until only one is able to hit the wand. If all archers fail at a distance, then they shoot in a sudden death elimination. 

In the SCA, the wand is often a strip of duct tape on a cardboard backing or a piece of wooden lath. The usual starting distance is 10 or 20 yeards. The archers move back 10 more yards for each new end. Usually an end is 2 or 3 arrows. This is actually a period pastime. The target is a wand about the size of a broomstick set into the ground in front of an arrow stopping device. You might also use thin boards instead of sticks, which will shatter very satisfyingly when you hit them.

 William Tell Shoot

Object is to shoot an apple off the boy's head. Either drawn or something 3 dimensional (a balloon or paper plate on a piece of cardboard with a half apple fastened above it) makes this a popular shoot. Any number of archers can compete, usually with only one or two shots per end. Those hitting the boy are eliminated and the remaining try again until the apple is hit. If more than one hits the apple, the distance can be increased or a tie breaker shot. 

 Clout Shoot

Clout Shooting requires a very large area and safety zones, but is great fun to do. Most SCA clouts range from 100-200 yards with a clout pole with brightly colored pennon at each end (like horseshoes) making the center of the clout area. Scoring rings can be marked with chalk lines, or the arrows can be scored by using a rope tied to the clout pole and the rope marked with the scoring ring boundaries. Most SCA clout shoots use the 5, 4, 3, 2, 1 scoring system, with each ring one or two yards on the rope. 

For this field arrangement, spectators are kept to one side of the field half way between the targets and 50 yards away from the side of the field. It is very important to allow very large safety zones beyond the targets. With a powerful bow an inexperienced archer could shoot well beyond the target. A good distance that gentles with 30 pound bows can reach is approximately 135 yards. 

In this discipline the target is far away, so that the arrows must be dropped onto it, rather than shot directly. Clouts require a very large area in which to shoot. Distances are anywhere between 80 yards and the traditional range of 150 yards. The latter requires that the field is free of obstacles for at least 200 yards long and 100 yards wide. The traditional clout is a large piece of fabric staked to the ground. A clout pole, a long stick with a flag, marks the center of the clout. The objective is to put your arrows as close to the pole as possible.

 Popinjay Shoot

A three dimensional "popinjay" bird target (a stuffed bag with feathers will do, too) is stuck to the top of a 25 foot tall pole(usually 8 meters) (traditionally this was much higher). Archers shoot 3 to 6 blunt tipped flu-flu arrows from a distance of 30 to 40 yards. Score for hitting the bird. A flat target may be used if secured to keep from turning. 

 Field of Honor Shoot

Targets are cardboard devices or coats of arms of the same size for each archer, which can be placed on standard target butts. Two teams are determined, and targets from each team are placed on each butt. All archers shoot an arrow, and "kills" are determined and removed from the butts. Surviving archers stay in for the next round, etc., until one team is eliminated. 

 Castle Wall Shoot

Construct a castle wall of cardboard, hay bales, wood, etc., and have a 4 to 6 inch wide vertical (a 10 to 15 cm wide arrow slit) slit in the wall. Place a target of an archer or guard behind the slit, so that archers must shoot into the castle to hit the target. As an alternative, archers may stand close to the slit as if they were in the castle and shoot out through the slit at targets/silhouettes. 

 Archers Duel

Requires two butts, a marshal, and two combatants. Marshal picks a number (or rolls a dice [20 sides works well]) to determine at what point he will say "draw". Archers start at a predetermined range (greater for more experienced archers) and walk forward with the marshal between them. When the marshal reaches the number of paces that match his number or dice roll he shouts "draw", causing the archers to draw an arrow and fire at the target or silhouette representing the other archer. First to hit the other, or "first blood" wins. An alternative is to have double kills when both arrows find their mark. The process is then repeated until there is a clear winner. 

 Pattern Shoot

Each archer shoots six arrows. When finished the four arrows closest are measured for perimeter. The smallest group is the winner. This shoot may be shot in multiple rounds using total or average to determine the victor. 

 Checkerboard Shoot

Using an 18" square divided into a checkerboard with 3" squares, place two 1" squares at 6" in from two opposite corners of the board. The three inch squares are one point for hitting your own color, and the one inch squares (bonus squares) are worth three points. Archers shoot six arrows for each round -- number of rounds to be determined in advance. 

 Robin Hood Shoot

One archer shoots an arrow into the backstop, and other archers shoot at the arrow. Scoring is 5 points for hitting the arrow, three for closet (if not hit), and one point for next closest. Only one arrow per round is shot, then scored. 

 Timed Shoot

This simulates a surprise attack. The archer (or team of archers) is given the command to loose. The object is to hit a specified target or group of targets. The fastest time for most hits wins. 

 Tic Tac Toe Shoot

Conducted as a list style tournament (single or double elimination, or round robin) on a 60cm square target with each square 20cm on a side (3"). The lines between squares should be wider than a normal arrow thickness. Conducted at a distance of twenty yards, a coin toss determines who shall shoot first. First arrow to hit a square claims that square, until one archer has three in a row. Draws count as a loss for both. 

 Receding Distance Shoot

Archers begin with one arrow at 20 yards. Those that hit the scoring rings move back to the next distance (5 or 10 yards further) and add one arrow for each distance until there is only one archer left. If no archers hit at a distance those archers reshoot sudden death at the same distance. 

 Running Boar Shoot

End poles must be erected and a traverse cable strung down a gentle slope. A safe zone of fire must be identified clearly. A pinnate is painted like a boar and is fixed with rollers to ride the traverse cable. It is advisable for a dry run to allow archers an idea of speed of the target. A predetermined number of points are awarded to each arrow that hits and remains in the boar until the end of its run.

Shooting at the mark.
This is a short-range round based on precision, having more in common with hunting than with military archery. The target is a piece of paper 21 X 21 cm (8¼ x 8¼ inches). This size just happens to be what you get if you fold and cut square a sheet of standard European A4 stationary. The paper may be oriented any way you like.
Archers shoot one end of 6 arrows at 40, 30, and 20 yards without time limit. Each arrow that hits the mark scores 2 points. This yields a maximum of 36 points.

Approaching enemy

A 30 second speed shot at six full size human-shaped targets, placed at distances of 20 to 70 yards from the line at 10 yard intervals, in such a way that archers can shoot at all of them. The targets represent an enemy who is running towards the archers. Each target may be shot at for 5 seconds, while a Marshal is calling out the distance currently being shot.

Hunting round/Walkthrough

This competition is the most work to prepare but is also a lot of fun. A number of targets (usually animals) are set up along a path in the woods. Archers walk along the path and shoot a number of arrows at each target. What makes this competition interesting is that every target looks different, the distances are unknown and the archers usually have to shoot past trees or through small openings in the brush. Scoring varies depending on the kind of target.

One variant is to use animal targets and start each archer with a fixed number of arrows. Archers are free to shoot as many arrows as they like at a target. If the archer scores a kill on the target, he may retrieve all of his arrows, otherwise the animal runs away and all arrows stuck in it are considered lost (taken by the Marshal).

Head to Head Tourney

Participants sign up for a tourney that may be round robin or double elimination. A man sized target is placed at a distance of 20 meters from the two contestants. Archers shoot one arrow each and the effect of a hit on the next round is evaluated by the Marshal.

Being hit into the draw arm reduces the archer to half his draw, a hit to the bow arm forces the archer to switch arms. A hit in the legs forces the archer to shoot on his knees. Killing the target means winning this competition. On a double kill, the archers move back 5 meters. After several rounds with no hits, the Marshal may ask the archers to step forward 5 meters.

If a person has a problem with shooting at man shaped targets, standard FITA targets may be substituted. Yellow and red are kills, blue is left leg, black is right leg, white on the right side is right arm and white on the left side is left arm.

Archery Duel

Two targets are set up showing the silhouette of an archer aiming at you. They represent your opponent. Two haybales standig upright with cabbages on top make nice targets, too.

Both archers start walking towards the targets from 25 meters with an arrow nocked. At a random point between 25 and 15 meters distance the Marshal calls "YOU SEE AN ARCHER" and the archers start shooting at the targets. If an archer's silhouette is hit in the leg, he must drop to his knees. If his silhouette receives a deadly hit, the archer has lost the round. The archers are shooting for speed as well as precision, the round continues without a pause until one archer is "killed" or both archers are out of arrows. The winner either moves up to the next round in an elimination tourney or faces the next archer in a grinder setup.

Device Shoot

For every participant, a little knock-down target showing his device is set up as a target. Archers shoot at the other archer's devices. If an archer's device is hit, he must stop shooting and step back from the line. The last archer with his device standing is the winner. What makes this competition interesting is that the best archers are not necessarily the winners, as most people are likely to target the champions' devices first. This may also be shot as a team competition.

Volley Shooting

Volley shooting is not a competition by itself, but rather a style of shooting. A group of archers is firing simultaneously in a kind of coordinated speed round with one archer calling out the commands "DRAW", "AIM" and "SHOOT" for the whole group. Volley firing resembles the period form of military archery. The emphasis is not on the individual archer's skill of hitting the mark, but rather on coordinating the group as a whole and keeping up a steady rhythm while the slowest archer determines the rate of fire. While it may be practiced at almost any kind of target, my favorite is clout volley firing.

Golf

You need a huge, open field for this competition. Similar to a golf course, small fist-sized targets are distributed over a vast area and marked with flags. Distances to the "holes" may be 200 meters and more. The archers begin at a starting line, shooting one arrow in the direction of the target. Then each archer walks to the spot where his arrow came down and shoots it again from there. The archer with the most distant arrow shoots first while the others remain behind him, than the second most distant archer walks to his arrow and so on. This continues until the target is hit.

As an alternative archers may be allowed to stop shooting and throw the arrow or touch the target with the arrow when they're already close enough to do so. The number of shots required to hit the target is counted and the archer with the least number of shots wins.

The English York Round 

One of the oldest documented rounds.  Was developed for competition with the English longbow.  It differs slightly from the An Tir York Round competition in that the scoring is different. 

PRIVATE


PRIVATE "TYPE=PICT;ALT=Target"Target: 48 inch (122 cm.), five color, 5  ring face.
 

Scoring: Gold=9,  Red=7,  Blue=5,  Black=3,  White=1.   An arrow that is touching the line between two colors (or the outer line) counts as the higher valued color, no color showing between arrow and line. Arrows observed as passing through or falling out (bounce off) count as 5 unless their actual score can be verified. An arrow bouncing off the ground then sticking in the target will be counted. 

Equipment: This shoot is traditionally with the English longbow.   Simple arrow rest and nocking points are allowed. Arrows must be feather fletched and wood shafted. No non-period string releases or sighting aids are allowed. No stabilizers or other high-tech aids allowed. Documentation may be required for period releases or sights. 

Divisions: Men, Women, Youth (under 18 years). 

Definitions: Flight = 1 arrow, End = 12 flights, Round = 12 ends 

Rounds: A York Round consists of 6 ends of 12 flights shot from 100 yards, 4 ends of 12 flights shot at 80 yards, and 2 ends of 12 flights shot at 60 yards. 

The distances must be measured (not paced off). No changing of bows or arrows during rounds is allowed unless there is a safety factor. No archer may take unfair advantage of another archer. All ends must be shot for the round to count. Unless an archer has a physical disability that prevents it, an archer must walk to retrieve their own arrows. 

The An Tir York Round 

 It differs significantly from the Royal Round competition in that it is at significantly longer ranges. In addition, it is an archer's highest score of the year that determines placement, not an average. It also differs from the English York Round in scoring.

PRIVATE


PRIVATE "TYPE=PICT;ALT=Target"Target: 122 cm., five color, 10 ring face.
(Editor's note: although the graphic does not accurately portray it, each color should have two rings) 

Scoring: Inner Gold=10, Outer Gold=9, Inner Red=8, Outer Red=7, Inner Blue=6, Outer Blue=5, Inner Black=4, Outer Black=3, Inner White=2, Outer White=1. An arrow that is touching the line between two colors (or the outer line) counts as the higher valued color, no color showing between arrow and line. Arrows observed as passing through or falling out (bounce off) count as 5 unless their actual score can be verified. An arrow bouncing off the ground then sticking in the target will be counted. 

Equipment: All equipment shall conform to the spirit of medieval archery. Recurves, longbows or crossbows of any material (including takedowns) with simple arrow rest and nocking points are allowed. However, compound bows are PROHIBITED. Arrows must be feather fletched and wood shafted. No non-period string releases or sighting aids are allowed. No stabilizers or other high-tech aids allowed. Documentation may be required for period releases or sights. 

Divisions: Any bow that can be used in an An Tir Royal Round may be used in a York Round competition. All bows compete against all other types of bows. 

Definitions: Flight = 1 arrow, End = 6 flights, Round = 24 ends 

Rounds: A An Tir York Round consists of 12 ends of 6 flights shot from 100 yards, 8 ends of 6 flights shot at 80 yards, and 4 ends of 6 flights shot at 60 yards. 

The distances must be measured (not paced off). No changing of bows or arrows during rounds is allowed unless there is a safety factor. No archer may take unfair advantage of another archer. All ends must be shot for the round to count. Unless an archer has a physical disability that prevents it, an archer must walk to retrieve their own arrows. 

Triangle Shoot

The target will be an equalateral triangle 17 inches on a side.  The outside 2 inches will be painted red and will score 3 points.  Inside the red will be 1.5 inches painted gold and will score 5 points.  The center of the triangle will be non scoring.  There will be 2 rounds of six arrows at 25 yards and 2 rounds of six arrows at 35 yards.  Tie breaker will be determined by a 30 second speed round at each distance and will continue until there is a winner.
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Silhouette
These may be either an individual or a team competition, and may be single or double elimination. This shoot requires two silhouette targets, usually of armored fighters or archers, scored as follows. The archer's opponent suffers the hit on the silhouette. For example, if Archer A hits Silhouette B in the leg, Archer B must shoot from his/her knees. Two shots in the leg and Archer B may not rise to his/her knees. A shot to the head, body, or arm is a kill (as the opposing archer can no longer fire back). The winner's wounds may be carried over to his/her next match. Archers get a five-second count down with arrows nocked, but may not draw until told to SHOOT. Archers shoot until their opponent(s) is/are eliminated. It is recommended to have one spotter per archer for determining hits (binoculars help). If there is a question of whether a shot was good, halt the shooting and have the Range Marshal check. 

900 Round
This shoot consists of 5 ends of six arrows shot at 60 yards, 5 ends of six arrows shot at 50 yards, and 5 ends of six arrows shot at 40 yards. The target is a 120cm round target face and is scored, from the center,outward, 10, 9, 8, 7, 6, 5, 4, 3, 2, 1. 

Dreiburgen Round
This competition originated in the Barony of Dreiburgen, to encourage shooting at longer distances. It consists of two untimed ends of six arrows, at each range of 20, 30, 40, and 60 yards (for a total of 48 arrows). The target used in the Dreiburgen Round is a standard, 60-cm, five-color, round target face. The target is scored, from the center, outward, 5, 4, 3, 2, 1. Scoring at the 60 yard distance will be double the standard target face value, with one point given for each strike on the target butt outside the target face. Arrows which strike the ground before entering the target butt shall not be counted. The total possible points for this shoot is 300. 

Roving
The roving competition originally was done by a small group of archers. A target (i.e. stump, tree, etc.) would be chosen and all would fire an arrow at it. The closest to center would then pick the next point at some arbitrary distance and repeat the process. We can duplicate this by setting various shooting points at unmarked distances and shooting at targets similar to the Field event. Scoring can be by points or hits.

Field
Field competitions consist of a number of stations, each station with a target. (Targets may be either pictures, standard round target faces, or 3-dimensional animals.) Each archer gets 1-3 arrows at each station depending on the number of stations in the competition. Most target are scored: kill, wound, or hit, with each zone being assigned a point value (i.e., kill=10, wound=8, hit=5). Some targets may have areas that subtract points, such as hitting the "good guy" or the "fair maiden". Each station should be worth the same number of points. This will keep one station from making or breaking the competition. Total up the number of points at each station to determine the winner. 

Adopt-a-Novice Royal Round
Follow the rules above for a Royal Round, except pair each Novice with a ranked archer. In the untimed ends, the Novice  shoots four (4) arrows while being coached by the ranked archer. The ranked archer shoots 2 arrows to bring the total number of arrows for each end to 6. In the speed end, each archer shoots as many arrows as possible in 15 seconds. This requires 2 separate speed ends of 15 seconds each. 

In or Out
Paint rings of different diameters on a piece of cardboard. Each archer shoots 4-6 arrows and points are scored as follows. Positive points for hitting inside the rings (the smaller the ring, the higher the point value). No points for hitting the ring itself, and negative points for hitting outside the rings.
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Balloons
Set up 10-15 balloons of different sizes on two separate bails. Assign point values for the different sizes, normally, smaller balloons get a higher value. Have two teams of two shooters each try and pop as many balloons as possible in a given amount of time.

Picture Perfect
This novelty is designed for teams of two shooters each. First, cut out a few 12 inch square 'picture frames'. Next, fasten a balloon on a bail and hang the frame from the balloon. Position a concentrically ringed target approximately one foot below the bottom of the frame. The object of the novelty is to have one shooter hit the balloon allowing the frame to fall. The second shooter now needs to hit the scoring area of the target inside of the falling frame. Points can only be scored if the second arrow catches the falling frame and hits any of the scoring areas.
Helpful Hint: Make the balloon supporting the frame big enough so that the thread holding up the frame will not get caught by the first arrow. Archers will have to aim for the upper part of the balloon to allow the frame to drop.
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Bingo
This novelty would be similar to the tic-tac-toe game but shooters would need to be more accurate. Set up a target with five rows of five scoring areas, like a bingo card. Make the scoring areas 2-3 inches square. The first shooter or team of shooters to hit all five squares in any direction wins.

Swinging Ball
Suspend a small rubber ball by a string a few inches in front of a bail. Have someone start the ball swinging back and forth and then get out of the way. Shooters score points if they can pin the ball to the bail.

Smoker Round 
The smoker round is a regular 3-D, except the shots are all extremely difficult for various reasons like: the kills cannot be seen from the shooting position arrows must arch over obstuction), shots must be taken from uncomfortable positions like laying or sitting on a barrel suspended by ropes, shots where the arrow must pass thru a very small opening, shots where the is no hope of recovering an arrow(where misses will encounter rocks or the arrow will be lost for sure). The only rules are that all shots must be makeable with a perfect arrow/shot, and that the archers are only allowed one arrow for the whole round. When an arrow is unshootable for any reason, the archer is out, arrows can be straightened but not repaired. Bent, pointless, fletchless, should be the norm 10 targets into the round. Every target should only be makeable with the perfect shot(I can't stress this enough), but the shots have to be makeable.

5 Card Poker
 Take a piece of cardboard and staple on a deck of playing cards, face out. Staple them edge to edge.Then 4 or 5 guys shoot at the cards, from 30 yards. You get 5 shoots,high hand wins the round.

