MODEL: EOG105

A
) NAME: CROQUET SET
4 PLAYER SET

E-Jet Sport

ASSEMBLY INSTRUCTIONS




ASSEMBLY TIPS:

1 - Please read the instructions carefully, and follow all assembly, operation or safety instructions
properly in order to avoid damage or injury.

2 - Some figures or drawings may not look exactly like your product. Please read and understand
the text before beginning each assembly step.

1 - Check all contents are included before assembly.

2 - Always assemble and disassemble the product under adult supervision.

3 - Check the equipment each time before use.

4 - Any breakage found on the product, please stop assembling or disassembling it.

A WARNING Adult Assembly Required.

A\ WARNING:

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




PARTS LIST

For FIG. 1 For FIG. 1
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Rubber Wood Croquet Club Mallet Metal Wickets
(4 pcs) (4 pcs) (9 pes)
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Wooden Goal Stakes Ball
(2 pes) (4 pcs)




ASSEMBLY INSTRUCTIONS

FIGA1
COMPONENTS H
@ e
® (««« Handle [
Insert threaded
end of handle ||
into mallet. %
((‘( @
Mallet
FI1G.2
Court Layout Diagram
1.828M|1.828N:1.828I~I/I 4.876M 4.876M 15.24M
12 10 i
Starting And 7.62M
Finishing Stake
/e L.
Turning
Stake
Wickets \ ’ 7.62M
éT 3 5
= 1

I 30.48M 1

YOU ARE NOW READY TO PLAY!
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GAME RULES

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). However, in single play each person can play with all balls on one side if desired. Each ball is played
individually with both players alternating turns.

3. Each player in a game can score 16 points for his/her side, that is, 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.

Basic Rules:

1. A coin toss is used to determine which team plays first.

2. Al balls start half way 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 (see court
layout diagram below). The ball is then played through wickets 8- 9-10-11-12-13 and 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 or her ball a "rover" to hinder their
opponents.

6 (a). Asingle point and stroke (additional turn) are won for each wicket and stake that is made in the proper order.

6 (b). Two points and two strokes (two additional turns) are won if a ball is hit through wickets 1 and 2 and/or 6 and 7
with one stroke of the balll.

7. A ball shall be deemed to have not passed through a wicket if the straight edge laid across the wicket touches the ball.

8. Bonus strokes may not be accumulated. Once a wicket is made or a stake is hit, the previous bonus strokes are lost.
The exception is wickets 1 and 2 and 6 and 7 as stated in rule 6(b).

9. Aplayer's turn is over if the ball does not go through a wicket, hits a stake or another ball, or if a player has no
additional strokes remaining.

10. If a player's ball hits another ball, the player has four options:

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

2). Place their ball one mallet’'s head length away from the struck ball (where it comes to rest) and then take two bonus
strokes.

3). 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.

4). 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, and strike the ball so as to send the other ball in the desired direction while the striker's ball remains
in place. The player then has one bonus stroke remaining.

11. A player can hit another ball only once per turn, except as described as in rule 10(3) and 10(4).

12 (a). The player's ball that hits another ball is "dead". It does not become "alive" and is not able to hit another ball until

it goes through a wicket or hits a turning stake in the proper order, except as described as in rules 10(3) and 10(4).

12 (b). Arover ball (see rule 5.) May become "alive" by going through any wicket in any direction.

13. If a player hits more than one ball in a stroke he or she will get bonus strokes from the first ball roqueted with the
other ball(s) remaining where they came to rest.

14. Hitting another ball a second time without becoming "alive" as described in rule 12. Is not a fault, however, no

strokes are received for the second roquet. Play then proceeds from where the ball(s) comes to rest.

15. Arover 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.

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

17. Aball that goes out of bounds should be placed 36" inside the boundary line at the point of exit. If the player has an

additional stroke, he or she then plays it.

18. 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.

19. If a ball is played out of turn, it is not a fault. The ball(s) are replaced, and the proper ball plays.

Fault:

If a fault is committed, all balls are replaced as before the fault, and the player's turn ends. The following are faults:
1. If you push the ball with the mallet instead of striking it squarely.

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

3. If your mallet hits a wicket or stake.



