
How to play Cartmel Rules 

 
1. Players: There are usually two pairs competing against each other.  [Blue and black 

compete against red and yellow.] (Two players can compete, playing two balls each.) 

2. Games: It is possible for two games to be played simultaneously on one lawn. It is 

advisable to allow one team to get to at least hoop 3 before the second game begins. A 

pocket of change is handy to mark balls when the teams come face to face, and to play 

past each other. 

3. Starting the game: The four balls are lined up by hoop 4 (in order - blue, red, black, 

yellow) so that they can be hit across the lawn towards hoop 1. The player whose ball 

comes to rest nearest hoop 1 begins the game with the first turn. (It does not make any 

difference if balls have collided on their way across the lawn.) 

4. The start: The player of the yellow ball alerts the others of the imminent start of the 

game, and then informs the others of the exact instructions which will be uttered. For 

example: “One, two, three, go!” On ‘go’ all players should attempt to hit their balls 

simultaneously towards hoop 1. As stated above, the colour which finished up nearest 

hoop 1 has the first shot.  

5. Order of play: After the first turn has been taken, players follow each other in the 

sequence blue, red, black and yellow. These colours are usually painted in order on the 

winning post.  

6. Ball hit off the lawn: Balls which have been hit too strongly and have gone off the lawn 

should be replaced on the lawn, about a mallet head’s length from the point where the 

ball left the lawn. The ball should be placed on the lawn so that the player has enough 

back-swing to play a shot comfortably. (The placement should be negotiated if there is 

any dispute.) 

7. When to replace a ball: Balls should normally be replaced as soon as possible after they 

have left the lawn. However, the player taking the next turn can ask for a ball not to be 

replaced until after the player has taken the shot. The player whose turn it is can also 

position a returning ball to their advantage anywhere between the point where the ball 

went off the lawn and one mallet head’s length. If multiple balls have to be replaced, the 

player whose turn it is can ask for some to be returned and others to wait until after the 

shot has been played. 

8. Extra shots (called ‘croquets’): In each turn a player can gain a croquet shot by hitting 

one of the other ball. One croquet can be gained from each of the other colours in each 

turn, (i.e. three shots). A player may hit any ball any number of times during a turn. It is 

possible to gain a croquet by bouncing off a ball (which has already yielded a croquet) 

and striking another ball which has not yet been used to gain a croquet. It the first ball 

struck which yields the croquet, unless that ball has already been ‘used’ by the player to 

gain a croquet. 

9. Scoring a point: The aim for each turn is to run the hoop (i.e. hit the ball completely 

through a hoop to score a point). If the player cannot run the hoop, then the aim is to 

place the balls in a position which will be to his partners advantage. It is important not 

to leave the balls in positions which benefit the opponents. 



10. Completely through the hoop? All player only runs a hoop if the ball is completely 

through the hoop. This is tested by sliding a mallet down the hoop on the side from 

which the ball travelled. If the mallet makes contact with the ball then it is deemed not 

to have scored the point – and an opponent can try to knock the ball back through the 

hoop. 

11. Roll back: If a ball is seen to go completely through a hoop, but then rolls back so that it 

does not pass the test outlined in rule 10 (above), then it is deemed to have gone 

through the hoop and the point is scored. 

12. Winning a hoop: As soon as a hoop is run and the point is scored, then that hoop is 

finished. All players should then concentrate on the next hoop. There are no extra 

shots earned for going through a hoop. 

13. Running two hoops: In the unlikely event that a player hits a ball cleanly through two 

hoops in one shot, then both hoops are scored, and play continues to the next hoop. 

14. Foul shots: Normally if a player touches their ball by mistake (when teeing up for a 

shot) this is deemed a foul, and the player should forfeit their turn. Similarly, if a player 

plays the wrong ball by mistake. However, Cartmel Rules tries to be lenient in these 

circumstances. It is encouraged not to take advantages of genuine errors of opponents. 

Where possible balls can be replaced and a turn can ‘start again’. Accidental touches or 

complete air shots can be ignored. (These relaxations of the stricter rules should be 

agreed upon as early as possible – and will obviously depend on the nature of the 

competition taking place!) 

15. Going through a hoop in the wrong direction: This is perfectly legal, and might be a 

good tactical move – but it does not score a point. To run a hoop properly the ball must 

travel in the right direction. 

16. Hitting a opponent through a hoop: The first ball completely through the hoop scores 

the point, regardless of how it is propelled through the hoop. 

17. Jump shots: It is legal for a player to strike the ball so that it jumps over another ball 

and goes through a hoop. 

18. Order of hoops: If you have a blue and a red hoop (i.e. the top of the hoop has been 

painted) then hoop 1 is blue and hoop 6 (also hoop 12) is red. 

19. Direction of play: Each hoop is played in the direction in which the game is progressing. 

The only exception is the final hoop (12) which is played ‘coming back’ in the direction 

towards the winning post. 

20. Thirteen points: With twelve hoops and the winning post the winning pair is the first to 

7. A game can be deemed to have finished when one pair has reached an unassailable 

lead. (A game can be continued so that a final point score is recorded. This system might 

be adopted if there is a tournament and the total points from all the games are going to 

be counted up to determine the winners.) 


