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Please do not sit, climb or lean on the product.

This is not a child’s toy. Adult supervision is required for children playing this game. Please read instructions carefully. 
Proper use of this can avoid damage or injury.

Adult supervision is required at all times when children are playing.

This is not designed for store in outdoor.

1.

2.

3.

4.

English

Adult Assembly Required.
CHOKING HAZARD - This item contains small parts. Not suitable for children under 3 years.

IMPORTANT NOTICE!

WARNING
No children in assembly 

area
Keep away from pets in 

assembly area
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x3

4

x3

Target Box - A

1

x1

PART NUMBER

QUANTITY

PART

PART NAME

Washer - Red Washer - Blue

ACCESSORIES

Find a clean, level place to begin the assembly of your product.

Verify that you have all listed parts as shown on the part list pages.

1.

2.

BEFORE ASSEMBLY
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English

PARTS IDENTIFIER
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x1
Target Box - B
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HOW TO STORAGE

English

1

2



HOW TO PLAY
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COURT LAYOUT

English

No Points, the washers 
cancel each other out.

No Points

1 Point

1 Point
  Total

Target
Cup

Optional
Scoring Method

3 Points

Standard
Scoring Method

20 feet

Toss Line Target 

The size of the Traditional Washer Toss Court is 20 feet from Target 
to the Toss Line. For children’s play the distance can be set to 
accommodate the children’s age group and tossing abilities. Adult 
supervision is strongly recommended for children’s play and when 
children are watching adults play.

The game can be played by 2 players or 2 teams of up to 4 players on each team. A washer toss can determine which 
player or team starts first and chooses which Target and washer color to start with. The first player or team tosses 4 
washers. The opposing player or team then tosses 4 washers. The player or team that earned points for that round sets 
his slide at the correct position on the point counter and starts the next round. Both players or teams move to the 
opposite Target. Play continues until one player or team reaches exactly 21 points after all 8 washers have been tossed in 
any one round and all points on each counter have been tallied.

GENERAL RULES
All washers must be tossed underhand. Each player must stand behind the Toss Line when tossing a washer. If a player’s 
foot crosses the Toss Line when tossing a washer, his/her points for that toss are not counted and the player misses that 
turn. Players must not try to distract or interfere with the player tossing a washer.

Standard Scoring Method
A washer must land in the Target Box to earns points. 3 points in the Target Cup and 1 point in the Target Box. A washer   
straddling the Target Cup is considered landing in the Target Box and earns 1 point. All other areas earn 0 points.

Optional Scoring Method
A washer that lands in a Target Cup earns three points. A washer landing in a Target Box but not in the Target Cup earns 
one point. If a washer straddles a Target Cup but does not fall into the Cup, it earns one point. If a washer lands on the 
rim of the Target Box, it does not earn any points. If a player’s washer knocks another washer into the Target Cup or into 
the Target Box, the knocked in washer gains the appropriate point count.

Canceling Points for the Optional Scoring Method 
If a player’s washer lands in a Target Cup or Target Box and an opponent’s washer lands in the same Target area, neither 
washer earns points. If 2 or more washers, tossed by the same player or team, land in a Target Cup or Target Box,each 
washer tossed into the same Target area by an opponent cancels one of the first player’s or team’s washers. Points are 
only counted for the  remaining washers not matched by an opponent’s washers either in the Target Cup or in the Target 
Box. Only the highest scoring player or team earns points for that round.

Winning the Game
If the first player or team reaches 21 points or more in a round, the opposing player or team must be allowed to take its 
turn. If the opposing player or team reaches 21 points or more in that round, then the team with the highest total score 
wins the game. In the event of a tie, the game goes into “sudden death” mode and the player or team that earns points in 
the completed “sudden death” round wins the game. Rounds are only completed when all 8 washers have been tossed.
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