CROKINOLE

Rules

Contents:
1 wooden boardgame, 8 bumpers, 24 disks (12 fdr ealor).
Sliding powder included.

10 points zone

15 points zone

5 points zone

Hole
(20 points)

Shooting line

Playing guidelines

The object of the game is to shoot your disc attergpo knock your opponent’s disc into the ditch o
into a lower scoring position.

Disks are to be shot only with a finger unlessipgating in a game designated for use of cues. No
finger guards may be used.

During a shot only the shooting hand and assocetedcan come into contact with the board or table.
Players can not intentionally move the board aalchair in an attempt to gain an unfair advasmtag

Contestants must initiate all their shots from lestwtheir quadrant lines and touching the outey. rify
disc may exceed the quadrant line of the contedtaihimust remain touching the contestants quadrant
line.

A shooting disk cannot be placed on the board itnsilyour turn. All shots must be initiated fraarflat
position. Once your hand is in a shooting positiad the disc leaves your finger or Cue, a shjoidiged
to have taken place. Play progresses clockwisendrthe board.

A disc, that at any time, leaves the perimetehefraised playing surface is deemed to be officialit of
bounds and must remain in the ditch, until the @frithe round.

A disc that stops on the playing surface and ishimg the outer line, is deemed out of play, andgtmu
immediately be placed in the ditch.

Neither the board nor the chair of any player mayrtoved while the game is in progress, this incdude
no tipping of the chair.

When a player is shooting, at least one portiothefposterior (the “one cheek rule”) must be intaoh
with his/her chair. At no time may any part of thedy, except the feet touch the floor. No othears
of support is allowed while taking a shot.

Starting to play

Players take turns attempting valid shots shoaimegydisc per turn proceeding clockwise around the
board. After each turn, 20’s sunk will be removed alaced in a designated area visible to all pkafe
scoring at the end of the round. A round ends vailgplayers have shot the designated number ogdis
First shot for each subsequent round will alterhateveen players/teams.

Before shooting, a player must wait until all matiaf the discs from the previous turn has ceased.
Your non played discs are to be kept outside obtherd on the corner of the table.

At the end of the round, the value of the discshenboard including 20’s are totalled, before aisgsl
may be moved. ( See Scoring)

A Valid Shot

If any opposing discs are in play, at least onthefshooter’s discs must strike an opposing dibeei
directly or in combination, by bumping one of hisas already in play into an opposing disc.

If there are no opposing discs in play, then agfayshot must “play to the middle”. This meanshat
end of this shot at least one of the player’s digeslved in the shot must be at least touchinglthdine
or remain inside the 15 circle, this would inclwd20 in the center hole. This can be achieved diyeat
shot, or in combination with discs already in play.

If a valid shot is not made, then the shooter’s disd all of the other discs of the same colourireae
struck, including any 20's , shall be removed figay.

Damage Rule

An out of bounds disc that re-enters the playingese must be removed from play. Any discs on the
playing surface that were moved by the re-entedisg will remain in their new position, and any 20’
made will count.

The Spinning Disc Rule

If a disc touches or crosses the outer line bus chat leave the raised playing surface and retumdsr
its own momentum to end up inside the outer lihejll be considered still in play.

Scoring

At the end of each round, each player (or team)talte count of their discs within each circle. énifor

pin) circle counts 15 points for each disc. Middiele counts 10 points for each disc. Outer ciodants

5 points for each disc. Discs that are touchindittes separating each circle will be counted atvalue

of the lesser circle. Discs touching the “starting” will not count. Add the “twenties” that mayfte

been made during the game and which were set adiéedifference of the count between the players or
teams, is the score for that round.

Example:The team or player with the black discs has d smtare of 65. The team or player with the tan
discs has a score of 25. Subtract the lesser fnergreater. Therefore the black team has 40 pfuints
that round.

Begin the next round.
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