
 
 

WEDNESDAY NIGHT MEN’S LEAGUE RULES 
As amended: 2019-08-30 

 
 
1. TEAMS AND FEES: 

 
1.1. Four-man teams, rink of choice.  
1.2. Five-man teams are permitted but the fifth man and any others must pay the full 

spare fee rate.  
1.3. Annual Fees and Facility Fees should be paid the first week of curling and a 

representative will be available for the first 2 weeks only.  Dues are considered  
overdue if NOT paid by the 2nd week of curling.  If you do not pay your dues on one of 
the first 2 nights of the curling season, YOU are responsible to make arrangements with 
the manager for payment and you will have to pay a late fee of $25.  After 3 weeks of 
non-payment curling privileges will be suspended until fees including the late fee are 
paid in full. 
 

2. SPARES:  
 
2.1. A team must have at least two registered team members plus one spare to constitute a 

legal team.  
2.2. If a team is using a spare they MUST advise their opponent before the start of the game.  
2.3. A maximum of two spares can be used.   Spares can play Lead or Second only.  If a team 

uses a spare in any other position, they automatically forfeit the game and 
the aggregate points, no matter how much time has passed since the game was 
played.  

2.4. The spare rules are League rules and can impact Box and Aggregate standings, 
therefore, individual teams CAN NOT agree to ignore or change them.  

 
3. FORFEITURE:  

 
3.1. Start times are based on the Club clock at the far end of the ice. A warning bell will ring 

at 5 minutes before the start time. You should be already on the ice, in the process of 
the handshakes and/or the coin toss when this bell rings or you are likely to start late.  

3.2. If a team does not have a legal team after 5 minutes from the start time their opponent 
is awarded 1 point and the hammer starting the second end. After 15 minutes another 
point and end is forfeited and the opponent still has the hammer. After 25 minutes the 
game is forfeited.  

3.3. Teams are reminded that regularly starting a game 1-4 minutes late, although within 
the above rule, is unsportsmanlike and negatively impacts the league.  Late starts 
should be avoided whenever possible.  

3.4. Only one team can receive points on a forfeit or no show.  The team calling to cancel 
will receive a loss and the other team will receive a win.  No splitting of points (i.e., a tie 
is not permitted).  



3.5. If both teams cannot make the scheduled game or decide not to play it then it is 
recorded as a loss to both teams and no points are awarded.  

3.6. The above forfeiture rules are League rules and can have an impact on Box and 
Aggregate standings, therefore, individual teams CAN NOT agree to ignore or change 
them.   

 
4. DRAWS:  

 
4.1. BOTH DRAWS will play a maximum of 8 ends or the bell.  No exceptions.  
4.2. When the mid-game bell rings you will complete the end you are in and play one 

more end, at which time the game shall end, preferably before the 2-hour time block 
has  ended.  

4.3. An End is completed when all of the rocks in play have come to a complete stop after 
the final rock of the end has been thrown.  

4.4. The Bell will ring at 1 hour and 36 minutes after the scheduled start time, both for 
the early and late draws. All teams should regularly be in their 7th End when this bell 
rings or you are not keeping to time and are unlikely to complete 8 Ends or complete 
by the official end time.  

4.5. Teams are reminded that to stay to time, shooters should be ready to shoot 
immediately after the previous opponents shot has cleared the near house. Please 
minimize delays whenever possible.   

 
5. BOXES:  

 
5.1. Teams will be seeded at the start of the season based on the previous season’s final 

Trophy Box standings.   
5.2. New teams will be seeded by the League Executive based on current knowledge of the 

new team’s level of experience and competitiveness.  
5.3. The regular season will ideally consist of 25 games, 4 five-game Boxes and 1 five-game 

Trophy Box.   
5.4. There are four general divisions (A, B, C, D). 
5.5. Points will be awarded per game towards the aggregate score, Win = 2, Tie = 1, Loss= 0.  
5.6. The two teams with the highest aggregate score for that five-game Box will go up 

a division and the two lowest scores will go down.  In the event that we do not have a 
full complement of 24 teams, the league reps can adjust accordingly the number of 
teams moving up or down in each box to ensure there is an even split of byes or 
crossover games.  

5.7. Teams will be awarded bonus points to be included in their aggregate score for the Box 
they are in, beginning with the second Box.    

5.8. BONUS POINTS: A-Box = 3 points, B-Box = 2 points, C-Box = 1 point, D-Box = 0 points. 
  
 

6. BREAKING TIES AFTER COMPLETION OF A BOX:  
 
6.1. TWO TEAMS TIED: 

6.1.1. Winner of the head-to-head game in this Box. 
6.1.2. If still tied, then the team with the most aggregate points coming into the Box 

wins. 
6.1.3. If still tied, then draw a card and high card wins.  

6.2. THREE OR MORE TEAMS TIED: 



6.2.1. Head to head games between just those teams tied. 
6.2.2. If all teams beat each other, then go to aggregate points brought into the Box.  
6.2.3. If only two teams are still tied after the aggregate comparison, then go back to 

the head-to-head game between just those two teams. 
6.2.4. If teams are still tied after all the above, then draw cards, high card wins. 

 
7. TROPHY BOX: 

 
7.1. A final 5-game Box will be held to determine the season Champion for each Box.  
7.2. Teams will be reseeded based on accumulated aggregate points at the end of Box 4 to 

determine the seeding for the Trophy Box.  If two teams are tied, then the head-to-head 
record for the season will determine the tiebreak.  If still tied, then go back to the 
winner of the last time these teams played each other.  If still tied, then draw a card and 
high card wins. 

7.3. Ties for the overall Trophy Box winner will be broken based on the results of the Head 
to Head game between the tied teams.  

7.4. If they are still tied then the team with the higher Aggregate points after Box 4 
is declared the winner. If still tied then go back to the winner of the last time these 
teams played each other. If still tied, a draw of cards will be performed and the team 
drawing the highest card shall be declared the winner.   

 
8. AGGREGATE CHAMPION:  

 
8.1. Aggregate points are a combination of game points and bonus points.  
8.2. The team with the most aggregate points at the end of the 5th Box will be declared 

the Men’s League Club Aggregate Champion.  
8.3. If there is a tie, there shall be a playoff game to decide the Aggregate Champion.   

 
9. MENS CLUB CHAMPIONSHIP:  

 
9.1. Teams from the Wednesday Night Men’s League may qualify to play in the Men’s Club 

Championship.  
9.2. Please refer to the Men’s Club Championship rules document for a detailed description 

of the qualification process.  
 


