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RULES OF HORSESHOE PITCHING


The game of horseshoes is played with from 2 to 4 players.  The object of the game is to toss “Ringer” and to score more points than your opponent.  There are two ways a game of horseshoes can be played: total innings or first to reach a certain score (such as 15 or 21). Official play dictates a set of 20 innings or the first to 40 points, but naturally you can tweak the rules to best fit your particular needs. An inning consists of each player tossing two horseshoes to the opposite pit.  Most tournaments use the National Horseshoe Pitchers Association of America's official rules, NHPA. Be aware, that many regional variations exist and, unless you're playing in a tournament, it is customary to adopt local rules. 
Starting the Game:  The players can flip a coin to determine who tosses/pitches first; or players can toss horseshoes with the closest to the peg having choice.  

PITCHING ROTATION DURING THE GAME: 
1. The contestant who scored in the preceding inning shall pitch first in the next inning. If neither pitcher scores, the player who pitched second (last) in the preceding inning shall pitch first in the next inning. 

2. Alternate Pitch - Alternate first pitch is used to guarantee each contestant an equal amount of first and second pitches during a game.

Game Play:  

1. The first pitcher should toss both [two] horseshoes at the opposite stake, and while doing so his feet are not permitted to move beyond 3 feet of the nearby stake (or pitching point if you're playing a one-stake game). While one player is pitching, the opponent as well as any spectators should keep a wide berth behind the pitcher and not make any noise or comments in an attempt to distract the pitcher. 

2. Once the first pitcher has finished tossing his two horseshoes it's time for him to step back and allow his opponent to do the same. Once all four horseshoes have been tossed, it's time to approach the stake together to calculate the scores. 
Scoring:  There are two methods of scoring in horseshoes. Some tournaments and individual players insist that all points are counted. This means all ringers count for three, and all shoes within six inches of the stake (including those touching or leaning on the stake) count as one point. More commonly cancellation scoring is used.   The cancellation rules twist in the game of horseshoes is the ability to cancel out your opponent’s points, allowing for strategy within the game. If one player scores a ringer, the points will be cancelled if the opposing player tops it with another ringer during the same turn. The same rule applies for all other equal plays during the course of one turn. For instance, if both players throw a ringer and a leaner, no points are awarded. If one player throws two ringers, and the other player throws one, the player with two ringers gets three points for that turn.
POINTS:
1. Any shoe must be within one horseshoe-width (measured across the outside of the open end of the shoe) of the stake to be considered for points. (Official rules call for 6 inches max). 

2. The closest shoe to the stake gets 1 point. 

3. If you have two shoes closer than any of your opponent's, you get 2 points. 

4. Ringers are worth 3 points each and must completely encircle the stake so the ends can be touched with a straight-edge without touching the stake. 

5. If you have the closest shoe and a ringer, it's 4 points. 

6. If your opponent throws a ringer on top of yours, they cancel and no points are scored. 

7. Leaners are worth 1 point and are considered closer than any adjacent shoe except ringers. 

BOCCE

Bocce is without a doubt one of the most exciting and enjoyable sports. No matter your level of skill, You may be interested in playing bocce ball competitively, or you might just want to play a friendly. The rules of bocce are relatively basic, and allow you to start playing and enjoying this game within minutes. 

Bocce Ball is based on one of the most primitive concepts in sports history: throwing an item at a stationary target.  The Egyptians are credited for the origin of the sport.  Instead of the fancy modern balls that we use today, the Egyptians used polished stones.  A painting dated back to 5200 B.C. was discovered in an Egyptian tomb depicting this primitive game in action.  Even though the game has evolved and changed greatly over the years, the overall goal of trying to toss an object as close to a target as possible still remains. 
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   Open Bocce   
Open Bocce is the most popular form of bocce by casual players.  The great thing about open bocce is that it can be played almost anywhere there is open space.  This includes grassy surfaces such as a front lawn or back yard, dirt surfaces, sandy surfaces such as the beach, and even paved surfaces like parking lots.  The places that you can play bocce are only limited to your imagination.  Try playing bocce on a surface with hills or slopes to add a new element of strategy to your game. 

Bocce is played with eight large balls and one smaller ball (called the pallino).  The game can be played with 2, 4, or 8 players.  Divide the bocce balls evenly between the players.  You will notice that your bocce ball set has balls with several different colors or designs.  Ideally, each bocce player will use balls from the set that are unique in design or color from all the other balls in play. This is helpful in distinguishing your bocce balls from those of another player. 
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Bocce Balls and Pallino

At random, choose a player to throw the pallino.  After the pallino is thrown, the same player will throw his first bocce ball.  The purpose of the game is to get your bocce balls as close as possible to the pallino.  After the first player has thrown his first bocce ball, he is considered "inside" because his ball is closer to the pallino than any of the competitors balls.  All other players are considered "outside."  Whenever a player is considered "inside," he will forfeit his turn throwing bocce balls.  All "outside" players will take turns throwing their bocce balls until they until one of theirs gets closer to the pallino than the "inside" player.  

After all players have thrown their bocce balls, the player that is "inside" will be awarded points.  One point will be awarded to this player for every ball that is closer to the pallino than his closest competitor's ball.  After the points are awarded, the frame is completed.  Start a new frame by electing a new person to throw the pallino and to throw the first bocce ball.  A game is won when a player reaches 13 points.  Play as many frames as necessary until a player reaches this point level. Of course, this point level can be decreased or increased depending on time constraints between players. 
Kan-Jam Scoring

1. Dinger (one point) When the disc is thrown, the deflector hits the disc and it hits the goal

2. Deuce (two points) The thrower hits the goal without the help of the partner

3. Bucket (three points) It’s a slam dunk! The deflector hits the disc and it either goes in the top of the goal or goes in through the side

4. Instant win happens when the thrower gets the disc in the goal without the help of the partner. The disc can either go into the top of the goal or in through the side. When this happens, that team is deemed the winners.

Kan-Jam Rules of Play

1. The standard distance between goals is fifty feet, however, this distance can be adjusted to accommodate different age and skill levels.

2. Four players are involved in the game. Two players on each team.

3. Players must remain behind the goal at all times. Do not pass the line in front of the goal!

4. Team alternate turns allowing all players one turn throwing and one turn as deflector per round.

5. No points are given to a player if your disc has been thrown and has hit the ground before hitting the goal.

6. No points are given if the partner of the thrower (deflector) catches, carries or double deflects the disc into the goal

7. Three points are awarded to throwing team if the opposing team tries to deflect a goal or interferes during an opponent’s turn in any way.  If throwing team’s score is 19 or 20; 1 or 2 points are awarded to give throwing team the win. 

8. To win you must reach an exact score of twenty one. If you go over twenty one during a round, you total the points but you do not win.  Points scored on your team’s next throw will be deducted until you go back to twenty one [ie: you have scored twenty-two; the next turn your team scores one point; you are the winner because the one point was deducted from twenty-two to give your team 21 pts.].

9. Both teams must have the same number of turns for the game to end; unless you have an ‘instant win’.

10. If you have a tie an over-time round is played.  Each player will have one throw each to break the tie. The team with the most points wins at the end of that round is the winner.  If the tie still exists, over-time rounds continue until a winner is determined.
Croquet

Game Overview
1. The game can be played by 2 – 6 players.

2. Each player plays with one ball in singles, doubles, triples, or cut throat [three or more players each playing for themselves].  In singles play each person can play with all balls on one side if desired.  Each ball is played individually with both players and balls alternating turns.  

3. Each ball in a game can score 16 points for its side, 14 wicket points and 2 stake points.

4. Points do not have to be used in a game but are helpful if the game has a time limit.  The player with the most points at the end of the time limit is the winner.

Rules of the Game

1. A coin toss is used to determine which side goes first.

2. All balls start one-half the distance between the starting stake and the first wicket.

3. Play progresses by hitting the ball through wickets 1-2-3-4-5-6-7 in order and then hitting the turning stake.  The ball is then played through wickets 8-9-10-11-12-13-14.  The game is completed by hitting the finishing stake.

4. All balls must be played from where the ball comes to rest.

5. In partnership play, a player may decide not to hit the finishing stake and make his/her ball a “rover” to hinder their opponent.

6. A single point and stroke [additional turn] are won for each wicket and stake that is made in the proper order.

7. Two points and two strokes [two additional turns] are won if the ball is hit through wickets 1-2 or 6-7 with one stroke of the mallet.

8. A ball is deemed to have not passed through a wicket if a straight edge laid across the wicket touches the ball.

9. Bonus strokes may not be accumulated.  Once a wicket is made or a stake hit the previous bonus strokes are lost.  The exception is wickets 1-2 and 6-7 as stated in rule #7 above.

10. A player’s turn is over if the ball does not go through a wicket, hit a stake or another ball and has no additional strokes remaining.

11. A player’s ball hitting another ball [roquet] has four options:

· Take two bonus strokes from where the ball comes to rest.

· Place their ball one mallet’s head length away from the struck ball [where it comes to rest] and then take two bonus strokes.

· Place their ball in contact with the ball that was struck [where it comes to rest] then strike their ball to send both balls in the desired direction.  The player then has one bonus stroke remaining.

· Place their ball in contact with the ball that was struck [where it comes to rest] and place their foot on their own ball so it is immobile, then strike their ball so it sends the other ball in the desired direction while the striker’s ball remains in place.  The player then has one bonus stroke remaining.

12. A player can hit [roquet] another ball only once per turn, except as described in rule #11.

13. The ball that hits [roquets] another ball is “dead”.  It does not become “alive” and is not able to hit [roquet]  another ball until it goes through a wicket or hits a turning stake in the proper order, except as described in rule #11.

14. A rover ball [see rule #5] may become alive by going through any wicket in any direction.

15. If a player hits [roquet] more than one ball in a stroke he or she will get bonus strokes from the first ball roqueted with other ball[s] remaining where they come to rest.

16. Hitting another ball [roquet] a second time without becoming “alive”  as described above is not a fault, however, no strokes are received for the second roquet.  Play then proceeds from where the ball[s] comes to rest.

17. A rover may be driven into the finishing stake and taken out of the game by any legal stroke by any player at any point in the game.

18. A rover can only score a point by hitting the finishing stake and then is removed from the game.

19. A ball that goes out of bounds should be placed 36” inside the boundary line at the point of exit.  If the player has additional strokes he/she then plays on.

20. If another player [partner or opponent] puts your ball through its proper wicket or turning stake, your side gets the point but no bonus stroke.

21. If a ball is played out of turn it is not a fault; the ball[s] are replaced, and the proper ball plays on.

Faults
If a fault is committed, all balls are replaced as before the fault and the player’s turn ends.  The following are faults:

· If you push the ball with the mallet instead of striking is squarely.

· If your mallet strikes another ball instead of the ball you are playing.

· If your mallet hits a wicket or stake.
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