
                   Make a line. Players must 
                   strike the ball from behind 
this line at all times for all games that do not specifically state 
another place to kick from. If balls fall off the board before a 
turn has ended, the ball does not count. If a ball is partially in multiple scoring 
locations, the points will be awarded to the location that has a larger portion of the ball in it. 
When plWhen playing with 2 players, each person gets 2 balls of the same color.  When playing with 4 players, form teams of 2 and each 
team gets 2 balls of the same color (except games that specifically mention an alternative). To determine who goes first, each 
player kicks a ball at the same time. Player with the highest score goes first. If it’s a tie, the players who tied kick again until a winner 
is determined.
        For any game that does not specifically note an alternate scoring method, each pie shaped wedge scores the 
        corresponding number of points on the outer edge. Note that if you stick the ball in the inner our outer rings you 
score double or triple the points respectively. Bullseye is 50 points.  

            Alternating turns after each kick, both 
            players/teams kick their 2 balls each 
round and keep tally of points scored. The first player/team 
to score 200 points wins. (For a longer game you can go up to 
300-500 points)

Alternating turns after each kick, both players/teams kick
their ball with the goal of hitting the numbers 1-20 in order.  
Ex: Player 1 must hit the  #1 wedge on the board before
moving on to #2. Play continues until a player/team hits 
1-20 in order.  And then they must hit the bullseye. The 
first player/team to go “around the world” wins.

          Alternating turns after each kick, both 
          players/teams kick their 2 balls each 
round from the distance of their choice (Each player/team 
can shoot from completely different locations for every kick).
The player/team that kicked the ball from the furthest distance 
away that landed on the board wins the round and scores the 
ttotal of both of their landed shots for the round. The first 
player/team to score 100 points wins. 

           Players agree to 10 different shooting 
           locations of varying distances and 
angles. There are 10 rounds. One round for each shooting 
location. And 2 kicks/balls from each location. Both 
players/teams kick their ball AT THE SAME TIME from the 
shooting position. The player/team with the most balls 
landed on the boalanded on the board for the round get 1 point. If 1 ball is a 
bullseye they get 3 points. 2 bullseyes equal 5 points. If 
both teams have an equal number of points landed no 
points are scored. The player/team with the most points 
at the end of 10 rounds wins. If there is a tie, play additional 
rounds until a winner has been determined.

     Alternating turns after each kick, both players/teams 
     kick their 2 balls for 18 rounds and keep tally of 
points scored. The player/team with the LOWEST score after 18 
rounds wins. 1 mulligan (do over) for each player per game.

            Ever played half court basketball? It’s 
            basically the same game with soccer 
rules. 1 on 1 or 2 on 2. It is played with just 1 ball. One 
player/team gets the ball first. They are trying to score a “goal” 
by sticking the ball anywhere on the board. Each “goal” 
is worth 1 point. They do not have to stay behind the kicking
line.line. They can dribble the ball and shoot from wherever they
choose. The other team/player will try to defend with his 
legs/body (no hands) without fouling. Make sure to establish 
an out of bounds.  Ball changes possession on out of bounds  
and after each score. A stolen ball must be “reset” 
by bringing it back to “half court”. The first player/team to 
score 21 points wins.

        Similar to the classic basketball shooting 
        game H-O-R-S-E, 1 player chooses where they 
want to shoot from. If their ball lands on the dartboard, the 
other players must shoot from the exact same location. Any of 
the other players that do not land their shot get a letter. (The 
first time they get a D, the second time, an A, etc.until they spell 
D-A-R-D-A-R-T-S and then they are out). Any players that do land their 
shot do NOT get a letter. If the original shooter does not land 
on the board, the next player will choose a location and shoot 
from there.  Play continues until all players except 1 spell 
D-A-R-T-S.  The remaining player is the winner.

               Instead of kicking the ball from behind a line. The opposing player/team will roll the ball to a 
               designated “home plate”. The pitcher’s mound must be located outside of the direct pathway 
toward the dartboard. Each player kicks as many times as they can until they get 10 “outs”. Outs are any balls that are kicked and 
miss the dartboard. Score 1 points/homeruns for any ball that lands on the board. Hit the bullseye and it’s a grand slam (4 
points/homeruns)!  The player with the highest score after everyone gets 10 outs wins.

        Alternating turns after each kick, both 
        players/teams kick their 2 balls for 5 rounds 
and keep tally of points scored.  The player/team with the 
highest score after 5 rounds (10 kicks) wins. 

10 KICKS

THE GROUND RULES

SCORING

Outer Rings = Double Points

Inner Rings = Triple Points

Bullseye = 50 Points
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AROUND THE WORLD (DART STYLE)

HALF COURT



                                   

Mark 5-10 spots in a semicircle around the play area, at different angles and/or 
distances from the target. Have players start from the first spot on one side of the 
area alternating turns after each kick. If a player hits the board, they continue on to the next spot in succession and kick again until 
they miss. When a player misses, they remain in the same spot and end their turn. Play continues until a player/team make shots 
from all positions, having gone “around the world”.

     Each player/team starts with 301 points. The 
     goal of the game is to get to exactly 0 points. 
Alternating turns after each kick, both players/teams 
kick their 2 balls each round and reduce their point total 
by their total points landed in the round.The first
player/team to score exactly 0 points wins. If on a turn, 
yyour score goes below 0 then you do not reduce your
point total and play continues until someone reaches 
exactly 0.

                Each player starts with 
                all 4 balls. Set a timer 
for 60 seconds. The first player will kick their balls as 
many times as they choose during the 60 seconds. All 
kicks must be from behind the designated line. Balls 
that land can either be left on the board to be scored 
at the end of the 60 seconds, or the plat the end of the 60 seconds, or the player can try to 
remove and kick again. Balls that miss can be retrieved,
brought back to the designated line and kicked again
during the 60 seconds. The player’s score will be the 
tally of only the balls that are on the board at the end 
of the 60 seconds. So if you remove a ball the initial 
score will not count. Just where the ball ends up at the 
end of 60 seconds counts. After 60 seconds the next end of 60 seconds counts. After 60 seconds the next 
player goes. Play continues for 5 rounds and the player 
with the highest score after 5 rounds wins.

     The board is split into halves.  One player/team gets 
     the left half. The second player/team gets the right 
half. Each team writes the numbers down from their half of the 
board in a column on the score sheet. Your numbers are your 
“soldiers”.The goal of this game is to eliminate the opposing 
player’s/team’s “soldiers” by landing your ball on the opposing 
teams numbers and X’ing out their teams numbers and X’ing out their “soldier” on the score board. 
Alternating turns after each kick, both players/teams play until 
they have eliminated all of the other players‘/teams’ “soldiers”. 
The player/team with “soldiers” remaining wins. Also note, that 
you CAN accidentally eliminate your own soldiers, so shoot 
carefully.

          Each game is played for 9 rounds or 
          “innings”. Players/teams will target 
the inning number on the board each round. Ex: In the 
3rd round all players will be targeting the number 3 on 
the board. Each player/team shoots 3 balls each inning. 
Once one player/team has shot all 3 balls, the other 
plplayer/team will shoot their 3 balls. And then play will 
continue to the next inning.  Scoring points or “runs” is 
done by hitting the inning number. If the ball lands in any
part of the normal wedge area it is 1 run. The doubles 
ring for the inning number is 2 runs. And the triple ring 
for the inning number is 3 runs. Anywhere else doesn’t 
score. The player/team with the most runs after 9 
innings wins. If it is a tie, plinnings wins. If it is a tie, play extra innings until 
someone wins.

           Instead of kicking the ball from behind a 
           line. The opposing player/team will roll the 
ball to a designated “home plate”. The pitcher’s mound must 
be located outside of the direct pathway toward the dartboard. 
This is best played with at least 3 players so someone can act 
as a catcher and call balls and strikes. A kick and miss is a 
stristrike.  Bad pitch is a ball. 3 strikes and you’re out. 4 balls in an 
at bat is a walk. Each walk scores 1 run. Kick and miss the 
target is an out. 3 outs ends the inning. Kicks that land on the 
board are scored as such: Normal number = 1 run. Double 
rings are 2 runs. Triple rings are 3 runs. Bullseyes are 5 runs.
The winner is the player/team with the most runs after 9 innings.

       Mark 9 spots around the play area at different 
       angles and preferably longer distances. Each 
player only needs one ball. Have players start from the first 
spot alternating turns after each kick. The goal is to simply 
land your ball on the board. If you miss the target leave 
your ball where it is and the next player shoots.  After all 
plplayers have taken their turn, the players that missed their 
shots will kick their ball from the place their ball landed. 
Play continues until all players land their ball on the board.  
Tally up how many shots it took for each player to land their 
ball on the board. Continue the same process for the 
remaining 8 spots. Tally up the total kicks for each player 
for all 9 spots.  Lowest score wins.

GAMES (cont.)
AROUND THE WORLD (BASKETBALL STYLE)
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