Choosing A Location: The proper place to hang a dart board can be a diffi cult
choice:

« The area should be a low-traffic area to decrease the r isk of injuries.

« There should be nothing breakable 2-3 feet on either side of the board and
preferably nowhere near the board at all. Darts can bo unce 8 feet or more
off the board.

« You need an empty area roughly 5 feet wide and 11 fee t long. Although
you can throw over items in the area, it can be VERY dist racting. Itis also
annoying walking an obstacle course each time you pull your darts out of
the board.

« The floor should be considered in several ways:

A concrete, stone or tile floor will break darts and du Il the points.

A wood floor will get lots of holes in it around the front of the board.

Linoleum or vinyl flooring will also get alot of hole s.

Carpet will show ALOT of wear from the traffic betwe en the board

and the line.

o You will need to mark the throw line with either tap e, a sticker, or a
screwed down wood or metal bar.
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Taking all this into consideration, you might want to think about purchasing
a "dart mat". This is a roll out rubber mat that serves several functions. It
protect the dart from breaking and dulling, it protect s the floor and marks
the proper distance to the throw line.

+ There should be adequate room for spectators and players when they are
not throwing.

« There needs to be a place for a score board in sight fr om the line,
preferably right next to the board.

Hanging The Board: The board needs to be hung exactly 5 foot 8 inches from
the floor to the CENTER OF THE BULLSEYE. Good quali ty boards are hung
from the center, making this measurement easy. If you have a board that hangs
from the top, you will have to measure the distance from the center of the
bullseye to the hanger and add that to the height. | f a back board is used to
protect the wall around the board, this will also have to be centered around the
board.

Marking The Throw Line: The throw line (also known as the oche, toe-line or
hockey) should be about 3 feet wide. It may be made of t ape, a store bought
throw-line sticker, a piece of wood or metal. It shoul d be placed exactly 7 foot 9
and 1/4 inches from the FACE of the board for a stand ard steel-tipped setup. For
soft-tipped darts, the line should be 8 feet from the FACE of the board. (NOTE:
Some British pubs use an 8 foot or 8 foot 6 inch measur ement for steel tip darts.)
To measure from the face of the board, have someone hol d a plumb line from the
bottom-front of the board to the floor. If you don't have a plumb line, you can use



a piece of string with a pencil or dart tied to one e nd. Make sure the throw line is
exactly perpendicular to the face of the board and cente red with the board. This
can be accomplished by measuring from the bullseye to each corner of the line.

sservanNO-SPAM@ccis.com (Delete the words NO-SPAM to contact him)
suggested a great idea. If you have a carpeted area whe re you are going to
setup your dartboard, you can use a strip of wood or met al with the "hook" side of
a piece of Velco attatched to the back as your throw line . You can stick it to the
carpet when in use and it won't move, then just rip it up when your done.

Proper Setup Of A Darting Area:
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Lighting: Proper lighting of the dart board is very critical. It is important to be
able to tell exactly where the dart landed without mo ving from the throw-line. The
ideal lighting is from 2 lamps mounted from the ceilin g to the left and right of the
board. Obviously, in a home this can be a little ugly and expensive. The main
goal is to light it reasonably brightly and create as li ttle shadow as possible. |
mounted a little "piano light" (the kind you hang ove r a painting) that | bought at
Ikea for $10.00 about 4 feet in front of the board o n the ceiling. It works
beautifully.



The General Rules Of Darts: The following rules are generally accepted for
all games played with steel-tipped darts on a standard English dart board. There
will always be some variations on these rules depending on area, game and
people you might be playing with. Most of the rules | am not going to go into
great detail about because of exactly this reason. | rec ommend if you are a
beginner to be sure and check with your opponent(s) and /or partner(s) about any
rulings until you are comfortable with the way the game s are played in your area.

« Any dart may be used provided it's total weight is under 55 grams.
+ The dart board and throw line are set up as described i n Dart Board Setup

+ Playing order is determined by a throw of one dart a t bullseye from one
player on each team. Closest to the bullseye goes first. If the first dart hits
the bullseye, the next shooter has the option of removi ng the dart from the
board. If the second shooter then hits the bullseye, ano ther throw at
bullseye is done with the throwing order reversed. If t he dart is not
removed from the board, and the second shooter hits the bullseye, the
second player "wins" the bullseye.

«  Winner of the bullseye throw has the choice of what gam e will be played.
« Players take turns, one player from each team, alternatin g throughout the
game. If a player plays out of turn, and it is discovered before the next
player on the same team throws, the darts are voided and playing order
resumes. If itis discovered after the next player on the same team throws,

the offending player on that team should skip a turn to return to normal
playing order.

« Each player throws up to three darts as needed in each t urn.

+ If a player's foot extends over the throw line, itis cal led a foul and all three
darts thrown in that round do not count.

« A player may lean as far over the line as they desire, as | ong as they are
not standing with any part of their foot over the line .

+ The dartis scored where the point enters the board.

« The wires that divide the board determine where the dart entered the
board, not the colors.

« If a dart bounces out of the board or is knocked out, th e dart does not
count nor may it be thrown again.

« If adartfalls out of the board before itis scored or pulled out by the player,
it does not count. Itis, however, legal to go to the board a grab a dart
before it falls out, but only after all darts for tha t round have been thrown.

« When a player has thrown their darts for the round, th ey should be agreed
upon with the scorekeeper or the opponent and marked o n the scoreboard
(appropriately for the game being played) before they are pulled from the
board.


http://www.mostdartgames.com/setup.html

Some of the More Popular Dart Games:

X01: x01 (pronouced oh-one)is probably the easiest game to le arn. The rules are
very simple, yet the game requires skill in order to pla y well and win. It is a very
good game for beginners because it develops accuracy around the whole board
and the simple rules allow the players to concentrate o n their throwing.

The Object: The game play starts with a score of 301, 401, 501, 601 or 1001.
The object is to get to exactly zero by throwing rounds o f three darts and
subtracting the sum of those darts from your current score. Games may be
played as "double-start" (also called "double-in") or " straight start" (also called
"straight-in") this will be explained in THE PLAY secti on of this page. Games may
also be played as "double out" ("double finish") or "str aight out" ("straight finish™)
however "straight out" is extremely rare. Games of 301 a nd 601 are typically
played as double in/double out. While games of 401, 50 1 and 1001 are typically
played as straight in/double out.

The Scoring: The agreed upon starting score of the game is written a t the top
center of the score board (ie: 301) with a vertical line drawn down the center of
score board. "DD" or "SD" are written above or below t he starting score to
indicate the agreed upon game (double-in/double-out or straight-in double-out).
After each round, the total points thrown is written on the board along with the
remaining score on that player/team's side of the board. A score of 100 is called
a "ton" and is written on the board as a "T". Scores ove r 100 are called "ton" plus
the rest that was thrown. For example a score of 120 wo uld be called "a ton
twenty" and would be written on the board " 2To".

The Play: Both players (or one player from each team) throw one dart each at
the bulls-eye. The closest to the bulls-eye gets to thro w first. Typically this player
also names the game to be played. The initials of the players are written above
each column of the scoreboard with the winner of the bu lls-eye on the left.

If the game was called as a straight-in game, the first player (winner of the bulls-
eye) begins by throwing three darts trying to attain th e highest score possible.
Each dart is scored by the number where it lands with th e thin inner ring being
worth 3 times the number indicated and the thin outer ring worth 2 times the
number indicated while the two large sections score exactl y the number
indicated. Thus the highest attainable score with three darts is 180 by hitting
three tripple 20's.

If the game was called as a double-in game, the first p layer must hit any double
on the board before they may begin counting their score. For example if the
player threw a single 20, a double 20 and a single 20 the score would be 60



points. The first dart did not count because the player had not yet hit a double so
only the second and third darts did count. Once a player has "gotten in"
subsequent rounds do not require a double be thrown ag ain.

Play continues alternating the players on each side of the board. When the
scores get low the player starts to need to think about h ow they are going to get
"out". The exact number a player should start to think about this varies with
ability. A beginner should try to get to 40 or 32 (see the STRATEGY section)
while an expert will start looking at 160!

A "double out" game means that you must hit a double t hat makes your score
exactly zero to win the game. For example, if you have 3 2 points left, you must
hit a double sixteen with your first scoring dart to wi n. If you miss the double
sixteen and hit a single eight, you now have 24 point s left and now have a score
of 24. Lets say that now you score 23 points with your rema ining two darts. You
have "busted" because you only have 1 point and there is n o way to throw half of
1. When you bust, all darts you threw in that round do not count and your turn is
over. You also bust if you end up with less than zero or i f you hit exactly zero but
your last dart was not a double.

A "straight out" game means that no double is needed to win, you must simply
arrive at zero points. Therefore, if you had a score of 32, simply hitting two single
16's will win the game. The only way to "bust" in a stra ight out game is to end up
with less than zero as your total score.

Strategy: For beginner to intermediate players there are two sim ple strategies to
follow. As players become more skillful they will be abl e to hit anywhere they aim
for and will simply shoot for the most points and the g uickest available "out".

There are many variations of "out-charts" available for various levels of players.
An out-chart tells you the proper way to end a double-o ut game in two or three
darts from almost every score of 160 or less. Beginners ofte n try to hard to hit
these difficult outs and worsen their position in the g ame.

Beginners should try to reach 32 points for their out (t he double 16). The reason
for this is simple, if you just miss the double 16 and hi t a single 16, you now have
16 points left and you need a double 8. Do the same w ith the 8 and you need a
double 4, and so on. If an odd number was tried for ( say a double 17 from a
score of 34) and you missed into the single, you now wou Id have to throw an
extra dart to get an out. If we follow the example of 34 out, your first dart misses
and lands in the single 17. You now have a score of 17 . There is no double 8.5
so you must throw an odd number to make the score even ag ain. This gives the
other player more opportunity to get out before you.

The second most important strategy is to throw your stronge st number.


http://www.mostdartgames.com/outchart.html

Obviously better players will be aiming at the triple 2 O to try to score the most
points. A lot of players don't do well with 20's, so the y throw at triple 19's. Even if
you throw at triple 15's and can hit one out of six in the triple or can simply throw
all three darts into the single 15 your score will be much better than all the 1's
and 5's you might hit if you can't hit the 20.

Around The Clock: This is a very easy game, but good practice because it
uses the whole board. It is also a very fast moving game a nd can usually be
finished in under 10 minutes. Any number of players can p lay. Handicapping can
be done by limiting the target area of stronger player s.

The Object: To hit every number on the board IN ORDER with one da rt and
finish before the other players.

The Scoring: Scoring is not needed in this game as long as everyone can
remember what number they are up to and what order t hey shoot.

The Play: The first player tries to shoot first at 1, when a one is hit, play moves
on to two and so on until all three darts are thrown. The next player then does the
same thing, and so on. Remember only the number that the player is shooting for
counts and all the numbers must be shot in order.

Strategy: There isn't any.

Cricket: Cricket is my most favorite dart game and also the one tha t | learned
first. It is also the most common one played in bars across America. Cricket is a
game that, unlike x01, requires some strategy which can help a weaker player
beat a stronger player.

The Object: The object of the game is to "close" all your numbers (2 0 down
through 15 and bulls-eye) and end up with more or eq ual points to your
opponent. To close a number, you must hit three of tha t number.

The Scoring: The scoreboard is drawn with the numbers 20 through 15 and



bullseye written in descending order down the center of the board. Bullseye is
usually abbreviated with a B (or C for cork, another t erm for the bullseye). Each
dart that lands in any of the games numbers count toward closing that number.
The thin outer ring counts as two of that number and is called a "double". The
thin inner ring counts as three of that number and is ca lled a triple. Scoring for
one dart is shown by placing a slash (\) next to the n umber scored. Scoring for
two is shown by placing an X next to the number scored. S coring for three is
shown by placing a circle next to the number to indic ate it is closed. When three
of a number is scored in any combination, it is closed.

The Play: The players each take a turn throwing one dart at bulls -eye, closet
dart to the bullseye gets to throw first. The first pl ayer throws three darts at any of
the scoring numbers to try to close that number and/or scor e points (points will
be explained later, and games can be played without po ints). The player then
scores the darts that he has thrown and play alternates u ntil one person closes
all their numbers and has more or equal points to the opponent.

Now let's talk about points. Points is what makes the game of Cricket very
interesting. After you close a number, if your opponent does not have the same
number closed, any darts that land in that number count as points for you and
are totaled on your side of the board. For example, you have your 18 closed and
your opponent only has one 18. If you throw a triple 18 , you now have 54 points
added to any points you may have already scored. If your o pponent now throws
a triple 18, only two count to close the number. The t hird does not count for
points because your 18 is already closed. If a player has a |l of their numbers
closed including bullseyes but has less points, that player h as not yet won the
game. He must throw enough points to be even or ahead of the opponent. If the
only number the opponent has open is bullseyes, then the player must throw
extra bullseyes at 25 points each (or 50 points for the double bulls-eye).

Strategy: The best strategy is to close the highest numbers first in d escending
order (this is the reason they are written that way on the scoreboard). The reason
for this is that if points are scored, the player with th e higher number closed has a
big advantage. If you closed your 20 and scored 20 point s in your first round,
your opponent would have to throw TWO 19's after the y are closed to make up
the points and score 38.

One important note that | should point out (no pun i ntended): Deliberately
shooting too many points can lead to a bar-room brawl. Darts is considered a
"polite game" much like golf. Players do not typically " point monger" each other.
Staying one or two bullseyes ahead (25 to 50 points) is acceptable. Throwing
more points on another player that is not an INCREDIBL Y stronger player is not
a good idea.



On the other hand, by scoring an appropriate number e arly and simply staying on
top of the other player, a weaker player can often bea t a stronger player by
making the other player have to throw extra bullseyes to end the game. Be very
careful with this strategy though, sometimes the other p layer might suddenly turn
the tables and will be sure to remember all those extr a points you threw on him!
Another thing that can happen is that you waste time trying to be sure you have
enough points and when you get to the bullseyes, you discove r that the other
player couldn't miss a bull if he tried. What you wind u p with is alot of darts you
wasted that could have been tried at bulls and an oppo nent who is grinning from
ear to ear. A clue to warn you that this is happening is when you throw alot of
points and your opponent doesn't seem to care (thati s he's not throwing any
points back).

| hope these dart rules and the basic games and tips withake your darts area of
your home bar that much better.

http://www.TexasBarbegues.com



http://www.texasbarbeques.com/

