
Support your local sherriffooter 
 

In top quality games shooting is revered and encouraged. Games 
are decided when the manoeveuring is over and the shooter steps 
up to remove the final obstacle to winning the end. Every team 
member up to this point has done their bit and the team has 
planned its way to this climax. He shoots! He hits! They win the end, 
they advance their score, retain the coche and play the next end at 
their preferred distance and they play first. They have momentum. 
They have self belief. The team feels good. 
 
 

In beginners games the culture is totally different. Take this scenario. The opposition plays 
first and rests a few inches away from the coche. What happens next is interesting and varied. 
 

a) The team doesn’t go and look at the boule just played. They roll in (often palm up) as 
it’s their turn and occasionally they beat the first boule but 90% of the time they don’t. 

b) So they roll in another one. They don’t take the point. 
c) So they roll in another one. They don’t take the point. 
d) At this point the person designated as shooter steps up. They’re a conscript. They don’t 

want to do this. They have a go but their confidence is low. They miss. They miss again. 
 
At no point in the game did the team go to the head and look at the situation; nor did they 
talk about what was required; nor did they consider anything else apart from pointer plays 3 
then shooter plays 3. 
 
The same scenario sometimes plays out slightly differently. The shooter points. The outcome 
is the same. They lose the end and line up disheartened to play the next. Morale is low. 
 
I admit these are 2 extremes but unfortunately there are fewer examples of the former 
situation than the latter. Teams are afraid of shooting or don’t feel they can shoot. By pointing 
at the wrong time and avoiding shooting they are putting themselves at a disadvantage. 
 
Worse still there are teams with a willing shooter but they may also have (playing as a pointer) 
an anti-shooter. These people are common. They don’t like shooting and even if they are 
paired with a shooter they don’t want to use their shooter’s talents. They prefer to point and 
they prefer their shooter to do the same. 
 
Back to our scenario. The opposition plays first and rests a few inches away from the coche. 



 
a) The shooter steps up and says they shoot.  
b) The pointer elbows the shooter out of the way and says “Let me just put one in”. 
c) The one just put in blocks the shot or rolls through or drifts to the side. 
d) The team is in the same position but has one boule fewer to play. 
e) The shooter and pointer have another decision to take. 
f) The pointer decides to put another one in 
g) See c) 
h) The team’s morale starts to drop. The shooter who was quite happy to shoot now feels 

deflated and the team is running out of boules. 
i) The team members stop talking to each other. Their momentum grinds to a halt. They 

lose. 
 
You’re all saying why didn’t the shooter insist on shooting? The answer is complex but it all 
comes down to team dynamics. If team members aren’t in agreement with their roles and the 
general strategy there’s not really a team here. Shooters have good days and bad days. There 
are many minute ethereal elements that make good days but all you need is one bad vibe to 
create a bad day. Most people are deferential to their partners as they don’t like conflict even 
if they feel they’re right. If you can’t agree which shot to play you’re not working well at all. 
 
Where you are randomly paired with someone at a club session or in a melee you need to get 
on with them for you to both play to your potential. What sensible pointers want is a shooter 
to do the stuff they can’t or won’t do whatever their reasons. What sensible shooters want is 
a pointer who will get close most of the time and who don’t put any pressure on them not to 
shoot. If you’re a shooter and you find yourself in a team with someone who doesn’t shoot 
and doesn’t like shooters you won’t enjoy the game and your performance will suffer. All you 
want to do is get the game over and done with and move on to a better partner. 
 
Back to our scenario. The opposition plays first and rests a few inches away from the coche. 
 

a) A balanced and happy team walks up to the coche and talks about the best thing to do. 
b) If it’s to shoot the shooter knows he has the support of the pointer and is likely to 

perform well. If they miss with one they know they can shoot again with consulting 
their pointer. If they miss two shots the team knows that they’ll shut down their plans 
to win the end and hope to escape with a small loss. 

c) If it’s to point the shooter is happy with that and keeps his powder dry for when his 
talents will be needed. 

d) But they go into the next end as a harmonious unit and in a positive frame of mind. 
 



Back to the scenario. But before we go there if both players upon being drawn together 
decide what their roles are and who will take the decisions and all parties know their place the 
team will function well and the scenario will not descend into conflict and bad feeling. Both 
players know what needs to be done and it just needs a nod and a wink before they 
implement the right strategy. 
 
And finally. If two shooters are drawn together they need to choose which role they play. They 
do however have the luxury of changing shooter midstream if plan A isn’t working. Most 
shooters tend to be quite good pointers as well. They’ve just moved on and added another 
element to their game. Two pointers drawn together they have more decisions to make - it’s 
not impossible to win without a shooter but it might be worth designating one as a hard 
pointer and one as a soft pointer. Or one of them could step up and be a shooter for a change. 
 
Happy shooting! 
 
 
 

 
 

 


