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Foreword 
I put this document together in an attempt to partially fill the gap caused by the current 
absence of a club coach. The material is based in part on Jean Healey’s coaching notes  from 
the club sessions she ran a few years ago.  I have also used a lot of material, including most 
of the diagrams, from coaching material on the Croquet England website.  Everything should 
be consistent with The Rules of Golf Croquet (6th Edition, 2022). 

This document is mainly intended to help our newer members progress beyond the playing 
techniques and tactics they have picked up at roll-up sessions.  However, I learnt a few 
things myself in the process of putting it together, and I think most of our more experienced 
members would also benefit from reading at least some of it.   

Newer members should concentrate on the earlier sections.  You will only need to look at 
Section 5 once you start entering club handicap competitions, and section 6 may be a little 
off-putting at first.  More experienced members should be able to skip through the earlier 
sections, although I would recommend reminding yourself about our behaviour and 
etiquette guidelines in section 1.5. 

The next step after reading this document should be to actually use the tactics and 
techniques, either in the course of your normal play or by practising them yourself.  We hope 
to be able to offer some coaching help in the forthcoming season.   

Feedback on this document would be greatly appreciated. In particular, can you let us know 
if you think anything in it is wrong or if we need to add more topics. 

 

Graham Parker   February 2025 
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1. Getting started 

1.1 Equipment 

Golf croquet is played with four balls.  If there is just one match on a lawn the primary balls 
are used with Blue and Black playing against Red and Yellow.  Each turn consists of just one 
shot, and play is strictly in sequence: Blue, then Red, then Black, Yellow and Blue again. In 
doubles each player always plays the same colour ball.  If there is more than one match 
taking place, the secondary balls are used with Green and Brown playing Pink and White. 
The order is Green, Pink, Brown then White.  You might find it easier to remember this as 
Spring, Summer, Autumn and Winter.   

Mallets come in a variety of styles, weights and lengths.  You will start by using a club mallet 
with a square cross-section head. Try to find one of around the right length – the top should 
be roughly level with your navel.  As you progress you might want to buy your own mallet and 
will then be able to choose length and weight. 

1.2 The Lawn 

A full-size lawn measures 35 x 28 yards.  Our club lawns are 35 yards long but only about 21 
yards wide. Distances between hoops remain the same as on a full-size lawn but the 
distances between the outside hoops and the side boundaries are about 3 ½ yards shorter. 
As shown in Figure 1.1 each lawn has 6 hoops and a centre peg.   

Figure 1.1 Standard Lawn layout and order of play 

 

The players toss a coin to determine who starts. All four balls are played in sequence 
towards Hoop1.  As soon as one ball successfully goes completely through that hoop in the 
correct direction, that side scores a point, and all players then switch their attention to the 
next hoop in the sequence, as shown in Figure 1.1.  
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The first side to reach seven points wins the game. If the sides are level after the 12th hoop a 
golden hoop is played using hoop 3. The ball must pass through the hoop from the far side to 
score the winning point. 
 
The centre peg serves no function in golf croquet apart from the very annoying one of getting 
in the way.  

The inside of the white line is the boundary of the court and if any part of the ball overlaps the 
boundary, it is considered to be out of play.  It is good practice to mark the spot where a ball 
crosses the line with your mallet.  The ball needs to be replaced at that spot just inside the 
boundary line.  For our club lawns the edge of the ditch counts as one of the long boundary 
lines.  The ball should be replaced in line with where it left the lawn but moved forward so 
the player can swing a mallet freely at the ball.   

1.3 Grip, Stance and Swing 

Most players use the standard grip as shown in Figure 1.2.  Left-handed players will probably 
want to reverse the hands. There are no set rules and players should generally use a grip 
they are comfortable with. 

Most players adopt a centre-style stance with the feet equally spaced either side of the ball, 
not too far apart, and parallel with the line of swing as this should help to keep the swing 
straight. However, some prefer other stances. It is important that a firm and stable base is 
attained.  The stance will of course sometimes need to be adapted because of the position 
of other balls, the hoop or the centre peg. 

Figure 1.2.  The types of grip

 

The recommended approach for a normal shot is to follow these steps: 
• Grasp the mallet quite firmly; 
• Place the mallet head a little behind the ball and the feet a little way behind;  
• Look down on the ball at a point along the line of swing - this will usually be at the 

back or centre of the ball; 
• Keep the body as still and relaxed as possible; 
• Make a smooth, straight, rhythmic swing both backwards and forwards, hitting the 

ball at the bottom of the swing; 
• Do not lift the head; 
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• Follow through with the mallet. 

These last two points are especially important. You should keep the head looking down 
towards the ball throughout the whole swing including the follow through. 

Many players find that the accuracy of their aim can be improved by “stalking” the ball. This 
involves standing back from your ball and then walking towards it along the line of the shot. 
You should then take up your stance, continuing to face forwards with your shoulders 
pointing in the right direction so that your swing should be directly towards the target. If you 
follow this kind of approach, please try to minimise the time it takes. 

1.4 Running Hoops  

Hoops are only a few millimetres wider than the balls so your aim has to be very accurate, 
especially if you want to go clean through the hoop.  Although it is usually desirable to get 
the ball well through the hoop, especially at odd-numbered hoops so you can get as far as 
you can towards the next hoop, most players find there is a trade-off between accuracy and 
weight of shot.  You should concentrate on accuracy, so there is no need to hit the ball with 
great force; the ball should be stroked through the hoop with some follow through of the 
mallet.  

Running hoops when the ball is at an angle is clearly more difficult than when it is straight in 
front. In some cases, it will be necessary to aim at the inside of the far upright of the hoop.  If 
the ball hits the near upright it will bounce away, but if it hits the far one it will often go 
through. 

The ball has to go completely through the hoop so that none of it is visible from the playing 
side as in (iv) in Figure 1.3 before it can score a point.  Similarly, if a ball is played in the 
wrong direction through a hoop it has to completely clear the hoop as in (i) in Figure 1.3 
before it can be subsequently hit back to score a point. 

Figure 1.3 The ball running a hoop 
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1.5 Behaviour and etiquette 

• Dress properly. Always wear flat soled shoes (not sandals). Wear appropriate white or 
light-coloured clothing when representing the club in tournaments or in league or 
friendly matches. 

• As in all team sports, good sportsmanship is a must. 
• Play as quickly as possible, especially during roll-up sessions where games are 

limited to 30 minutes. Try to decide before your opponent has finished his turn what 
you are going to do next, and be ready to play as soon as possible after their ball has 
stopped moving.  In doubles matches, do not carry out unnecessarily long 
discussions with your partner when it is your side's turn to play.  

• Do not accept advice (or offer it) in competitive games - the only person allowed to 
give advice to you during a game is your partner in a doubles match. However, we 
encourage more experienced players to offer advice and help to newer members in 
roll-up and other social games. 

• Always treat other players with respect.  
• Do not distract your opponent by walking about, talking loudly, catching their eye, 

etc. Do not stand directly behind them watching them shoot, or directly in front of 
them on the line of aim. Do not move while they are playing their shot. 

• Be sensitive to your opponent during matches with respect to conversation. Some 
players do not welcome remarks during a game.  

• Be aware of other games taking place. Stand still if you are in the line of play on 
another game, or near a player about to make a shot. 

• Above all, have fun, and never take it too seriously. 
 

Specific to ‘Roll-up’ sessions 

• If you arrive during a session please wait until the start of the next one, unless invited 
to make up a four. 

• In order to maximise the number of members who can play at any one time at roll-up 
sessions, primary and secondary matches on individual courts are employed.  The 
Club encourages diverting when one game would be going for the same hoop as the 
other. Good sense should be used to agree which hoop to aim for.  Repositioning of 
the balls is allowable where diverting creates a disadvantage. 

• Players should move steadily between shots without getting in the line of fire of your 
fellow competitors or other matches. Social chit-chat is fine and expected, but 
shouldn’t be allowed to delay play.  Players should ask permission when playing 
across or through another match on the same lawn.  

  



   
 

 8 
 

Looking after our lawns and equipment 
• Before playing ensure the lawns are swished or brushed to remove earth worm casts 

or loose soil in areas where birds have been digging.  Avoid walking on soil on the 
surface as it damages the grass. 

• Please help set up the lawns, ensuring that the correct hoops are used on each lawn 
and that the trolleys are not taken onto the lawn. 

• The hoops need to be firmly set in the ground and may need to be tapped down to 
achieve this, but avoid excessive hammering.  It is quite normal for the tops of the 
carrots to protrude above the lawn. The ball will still go through – see Figure 1.4a. If 
you are at all worried that the carrots are too high for the ball to go through as in 
Figure 1.4b, try rolling a ball through before hammering the hoop down. 

Figure 1.4. Setting the hoops 

 

 
• If you damage the lawn surface when playing a shot the lawn surface, the damage 

should be repaired not simply trod on.  Your shot may be a “fault” - see point 10 in 
section 4.4 on page 22. 

• Avoid walking on the lawns unnecessarily, especially around the hoop areas.  
• Please take good care of the club mallets. 
• At the end of a game the hoops may be too tight to pull up easily. If so, do not kick 

them or do anything else which might make the holes larger – use the hoop lifter from 
the shed instead. 

• Ensure hoops are returned to the correct trolley and put back in the shed. 
• If you are the last players at the lawn, please close and lock up the shed properly. 
• If there is nobody inside the Bowls Pavillion, please ensure the door is locked and that 

the key is returned to the keysafe. 
• If there are no other vehicles on site, please shut and lock the car park entrance gate 

on your way out. 
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2. Introduction to tactical play 
It is essential to think ahead by at least two shots before deciding what is the best course of 
action for your own shot. Everything may change when your opponent plays, but you must 
keep thinking ahead and be prepared to change your option. May sure you recognize 
situations which may give you a tactical advantage.  

If your ball is in a good position to run the hoop, you should go for it. But if you face a tricky 
shot to run the hoop you should look for other options. There is no hurry to run the hoop.  You 
may stand a better chance of running it eventually by playing either to stop your opponent or 
to help your partner ball. 

There will usually be a number of possibilities depending on the positions of all the balls:  
• If your opponent ball which is next to play is well placed to run the hoop, you should 

aim to either clear it or block it.   
• Similarly, if the opponent’s ball is not as well placed but your partner ball is, you 

should aim to protect it by means of a clearing or blocking shot. 
• If the opponent ball which was played just before your turn is in good position to run 

the hoop, it may be best to leave that ball to be removed by your partner ball.  You can 
then play to improve either your own position or you partner ball’s position.  

• If no ball is in a good position to run the hoop, the striker can play to maximise his 
own or his partner's chances on the next turn.  

• If another ball is close to the hoop, you may be able to run the hoop with an in-off shot 
as in Figure 2.1.  

• If you are happy with your ball’s current position, you can “declare” or “deem” a shot 
to have been played rather than playing it. 
 

Figure 2.1. An example of the in-off shot.  
 

Red plays off black and should be able to run the hoop 

without difficulty, despite the acute angle and, 

sometimes, the blocking of the hoop by Black. 

 

 

 

2.1 Clearing shots 

Accuracy is critical. If you miss your target, both balls may end up a long way away from 
where you wanted, and your ball may be further away from the hoop than the target ball.  
However, if the target ball is close enough to your ball, you may be able to use a stop shot 
(see 3.1) to send the opponent ball a long way away while keeping your ball in front of the 
hoop. As shown above in Figure 2.1 you might also be able to give yourself a chance of 
running the hoop in-off the opponent ball while at the same time sending the opponent ball 
away to a safer position. 



   
 

 10 
 

 

2.2 Blocking shots 

You might be able to block your opponent’s ball from either the hoop or from your partner 
ball by placing your ball between them.  The maximum blocking effect is obtained by rolling 
up close to, but not quite touching, the opponent ball as in Figure 2.2. You need to think 
carefully before trying this option especially if there is much of an angle between your 
striking line and the line between the 2 targets.  It can be very difficult to get the distance 
right and there is little margin for error in such a case.  It is usually better to knock the 
opponents away whilst keeping you and your partner near the hoop.   

Figure 2.2. Positioning a ball. 

Yellow ball (Y) is in the position to 
run the hoop so red (R) is played 
close to, but not touching black (BK) 
to give maximum blocking effect to 
prevent BK removing Y. With R close 
to BK, BK must play at an angle to 
avoid a double tap, which is a fault 
(see section 4). If R is nearer to Y, 
then BK has more options available. 

A useful variant on blocking is “hiding” where you put your ball behind one opponent ball so 
that it cannot be cleared by the other one.  If you are Blue you would use Yellow to hide your 
ball from Red and then rely on Black to despatch Yellow to stop it clearing you. 

 

2.3 Dealing with a ball in the hoop      

If an opponent ball lies between the uprights of the hoop (“in the jaws”), don’t despair - there 
are several things you can try. 

You may have a ball behind the hoop which can see enough of the opponent ball to knock it 
back.  It won’t work every time, but get used to trying.   Your shot must be firm enough to 
knock the ball well away.  Tapping it to just in front of the hoop achieves little.  

Both of your balls may be in front of the hoop, but the first to play may be able to knock the 
other to a position behind the hoop, ready to knock your opponent back (the ball you move 
behind in this way must play before that in the jaws).  Remember the order in which the balls 
are played, the position of your opponent’s next ball, and their capabilities.  The ball you’ve 
positioned so cunningly may be wasted if the opponent’s next ball to play removes it, or if 
they can knock their own partner ball through the hoop! 

Or, if you have a ball roughly in line with the hoop and about a foot or more out, you can try to 
jump your ball over the ball in the jaws and go through the hoop – see 3.3.  Obviously, there’s 
a risk of knocking the opponent through.  You need to be especially careful at even 
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numbered hoops as knocking your opponent’s ball through could put them in a good 
position relative to the next hoop, and probably give them the first shot at the new hoop. 

You could also try a “snuggle”, which involves placing your ball immediately behind the ball 
in the hoop so that your opponent cannot strike his ball legally.  Or, if your ball is on the other 
side, you could play a “stymie” by rolling your ball to a spot immediately in front of the 
opponent ball, but not touching it, so that it again cannot be hit legally through the hoop.  
However, these shots are very risky because you need to place your ball on exactly the right 
spot.  

 If all else fails, you may choose to surrender the hoop and go up to half-way towards the 
next hoop to be played – see 2.5 below. 

2.4 Hoop Approaches  

For approaches to even-numbered hoops, you can often make use of the fact that a ball 
travelling along the line of play can be placed much more accurately in front of the hoop, 
even if the length is not quite right, than if it is played across the line of play where there is 
very little margin for error.  Normally you will of course aim to stop short of the hoop as 
otherwise you will waste a shot getting back to the right side. However, if an opponent has 
played before you and looks like they will be playing into the jaws of the hoop on their next 
turn, you might want to play beyond the hoop so that you can knock them back on your next 
turn. 

Err on the left side when approaching these hoops so that if the opponent has to be cleared 
away on your next shot the ball will go across the whole width of the lawn not just to the 
close boundaries.  

If you have to approach from the side, as in your initial approach to odd-numbered hoops, 
it’s better to aim at least 2 feet away from the hoop. If you are at an angle and 2 feet away 
next time you have a chance of making the hoop or getting in the jaws. If you are very near 
you won’t - see Figure 2.3.   

Figure 2.3. Hoop approaches 
 

Hoop approach along line of play 
to finish anywhere along A - B will 
give a good hoop position. Hoop 
approach from the side between C 
- D must be very accurate to give a 
good hoop position, whereas less 
accuracy is needed if the ball is 
placed between E and F. 
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2.5 Playing for the Next Hoop  

If your opponent is almost sure to run the hoop on his next shot and there’s nothing you can 
do to prevent it, you may wish to forget that hoop and try to maximise your side’s chances of 
winning the next hoop.  If you are at an odd numbered hoop so that your opponent is in a 
good position to put their ball in a good position close to the next hoop as well as going 
through the current one, you should consider playing a blocking shot. Putting your ball 
somewhere on the line between the two hoops should stop them getting anywhere near the 
next hoop.  

Otherwise, you need to concentrate on putting your ball in the best possible position relative 
to the next hoop.  If you are playing across the lawn to an odd numbered hoop, try to 
optimise your approach to the next hoop by going towards the boundary, not straight across, 
so that your next shot will be towards the jaws of the hoop, not across it.  

To limit the advantage achievable in playing towards the next hoop, Rule 8 introduces the 
concept of “offside” so that you should not usually go more than half-way to the next hoop 
until the present hoop has been run.  If, when the hoop is run, your ball lies beyond half-way 
to the next hoop, and is not covered by one of the exceptions below, it is deemed to be 
“offside”. The half-way or offside lines are illustrated in Figure 2.4.  

You must point out that your ball is offside even if your opponent hasn't noticed. Unless your 
opponent decides that your ball can stay where it is, it must be placed in one of the two 
penalty spots as chosen by them. The penalty areas are at the mid-points of the longer sides 
of the lawn, marked by a white post (at D and E in Figure 2.4). In its next turn, the offside ball 
must be played from any point within 1 yard of the post.  

 
Figure 2.4. Offside lines and 
penalty areas 
 
On the longer dimension of the lawn, 
the half-way line is marked by the 
centre peg and the penalty posts (D to E 
in diagram).  Between the corner hoops 
on the shorter lawn dimension, it’s in 
line with the centre peg and the middle 
hoops (B to G).  Between the corner 
hoops and the middle hoops, half-way 
is marked by short white pegs on the 
boundary (A to F or C to H). If you are 
playing the 13th or “Golden Hoop” the 
only offside line is the centre line from D 
to E. 
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Your ball will not be offside if it reached its final position by: 

(a) hitting an opponent ball (unless your ball was in contact with the opponent’s ball when 
you played your shot), or 
(b) being hit by an opponent's stroke, or 
(c) being moved there in any way during the previous shot (the one which led to the hoop 
being run). 
 
If your ball is in an offside position, you should play it back onside if you get the chance. You 
will be offside if you instead declare a shot to have been played.  
 
As your accuracy improves, you might be able to take advantage of the exemptions by 
looking for an opponent’s ball between your ball and the next hoop.  If you can hit that ball 
and deflect towards the next hoop, you can go as close to the hoop as you like off that 
opponent’s ball.  It’s legal, but can go very wrong!  
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3. Different shot types 

3.1 The stop shot  

This shot allows to clear an opponent ball without your own ball moving very far at all. For 
example, when an opponent ball is in a good position to run the hoop, and your ball is a little 
way off to the side, it would be useful to be able to knock their ball well away and replace it 
with your own.  With practice, this is possible using a “stop” shot. You can also use it to 
promote your partner ball without losing position on your own ball.  
 
The principle behind this shot is that your ball must be sliding, not rolling, when it hits the 
target ball.  Your ball’s forward momentum is transferred to the other ball, sending it on.  
Since your ball is not rotating, it does not roll on, but stops where it struck the other ball. 
 
There are two caveats: 

• Your ball must hit the other ball full on.  If it hits off-centre, the forward momentum is 
shared.  The ball struck will go forward at an angle, while your ball will go off to the 
other side.  How far each ball travels and their relative directions will depend on how 
far off-centre the ball is hit. 

• Second, although your ball may be sliding when it leaves the mallet, friction with the 
surface will make it begin to roll.  The shot is therefore most effective at short range. It 
is relatively easy to achieve if the balls are 3 - 6in apart, still possible with good 
technique at up to a yard but much more difficult to accomplish if they are further 
apart. 

 
The shot is made by raising the front of the mallet head slightly, with its heel at ground level 
as in Figure 3.1, and striking the ball sharply with no follow-through.  This may mean standing 
a couple of inches further back from the ball than usual.  Make sure you strike your ball with 
the full face of the mallet, not its lower edge.  The swing should be quite normal, except that 
no attempt is made to follow through. Your ball must be struck positively – no half measures! 
 
Figure 3.1. The stop shot.  

The player’s feet are slightly further back than 
for the standard drive shot so that the mallet is 
tilted with the forward end slightly raised. The 
mallet must be stopped at the moment of 
impact with the ball. 

 
As you want to be sure of hitting full on and at speed, the shot takes practice and 
confidence, but can be very effective in winning the hoop.  
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3.2 The roll shot 

This shot is not used that often in golf croquet, but it can be very useful in some situations. In 
a sense it is the opposite of the stop shot; it is used when you would like your ball to 
continue to move forward as much as possible after hitting the target ball. One example is 
running a hoop where an opponent's ball is in the jaws but has approached from the non-
playing side. You need to send it back where it came from and make your ball follow it 
through to win the hoop. You might also play this shot when running a clear hoop from a 
tighter angle - if the ball hits an upright instead of passing through cleanly, it will often 
rebound and the spin on the ball will help it claw its way through the hoop. 
  
You need to stand a little further forward than usual over the ball and to hit slightly down on 
it with an exaggerated follow through, see Figure 3.2. The aim is to impart extra spin to his 
ball, so after hitting another ball it will roll further than in a standard shot.  
 
Figure 3.2 The roll shot. 

 
The player’s feet are slightly further forward than for the 
standard drive shot so that the back of the mallet is 
raised to strike the ball just above its centre. One hand 
may be placed down the mallet handle and there is some 
follow-through 
 

The recommended procedure is: 
• Take up a normal stance. 
• Deliberately move feet forward, so that the toes are roughly level with the back of the 

ball. 
• Move one hand down the mallet shaft.  
• Tilt mallet forward.  
• Address a point just above the centre of the ball for the mallet to hit - this may entail 

some bending of the knees.  
• Make the stroke by hitting slightly down on the ball with some follow-through. 

 

3.3 Jump Shots 

In golf croquet, jump shots are mainly used to run a hoop which has another ball in the jaws 
or between the hoop and the player's ball. However, they might also be used in other ways, 
such as to play towards a target (either a hoop or another ball) without promoting an 
opponent ball which is blocking the path.  
 
Many people react with amusement at any mention of trying a jump shot or just say “I can’t 
do jump shots!”.   But anyone can achieve a jump shot with decent technique and practice.  
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There are various techniques for playing jump shots. Perhaps the most common is to stand 
over the ball facing towards the target in the normal way but then adjust the stance as 
described below.  However, it is also possible to use a side stance or even to face away from 
the direction the ball is intended to move.  The common factor is that in every case the ball is 
hit downwards, so that it is forced into the ground and rebounds into the air as shown in 
Figure 3.3.  
 
Figure 3.3. The jump shot.  
 

 
Stand well forward with the mallet 
head at approximately 30 to 40 
degrees and hit down on the ball 
so that it is forced into the ground 
and rebounds into the air. 
 

The jump shot must be played 
firmly and accurately and calls for 
a lot of practice.  The angle of 

striking depends on how sharply you want the ball to rise.  If struck correctly, the ball rises at 
the same angle as you strike down, but you must strike it cleanly, and as it rises it must not 
hit the mallet again.  For close attempts, a firm stabbing strike is needed. 
 
It’s very difficult to jump from much less than a foot without double-tapping or trapping the 
ball.  While it can be done from a yard or more, the shallower the jump, the more difficult it is 
to judge the height and line required.  Distance, and the narrowness of the hoop when 
viewed from an angle, will limit the situations where a jump shot is feasible for the average 
player. 
 
The most effective stance is to advance your feet either side of the ball, roughly with the 
insteps in line with the ball – slightly further forward when close, slightly further back when 
further away.  Hold the mallet low on the shaft with the hands close together, lower hand 
with the back of the hand to the front, and strike sharply down between your legs, hitting 
down on the ball.  As described above, other stances are possible.  Only trial and practice 
will tell which suits you best.  
 
The Australian video here shows how it should be done with some helpful tips:  
https://www.youtube.com/watch?v=F5kvRDXgGrk 

 
Note that if both your ball and the ball you are trying to jump over go through the hoop, then 
the latter ball scores the hoop.   It does not matter which ball goes through first. (Rule 7.5.1 
says “. . . only the ball that was nearer the hoop before the stroke was played scores the 
point.”). 
 
It is all too easy to commit a fault when playing a jump shot – see 4.5. 
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4.  When things go wrong 
The technical term in the rules is “irregularities”.  For practical purposes, they consist of 
either “interference” (see 4.1 and Rule 9), or errors such as playing the wrong ball (4.2 and 
Rule 10), or other errors committed during the stroke, which are known as faults (4.3 and 
Rule 11).   

4.1 Interference 

The rules describe many different forms of interference.  Most are concerned with various 
types of “outside agency” getting in the way somehow.  The outside agency can be 
permanent or temporary, moving or stationary.  It might be a player, as long as the player is 
not in the process of playing, or intending to play, a shot, a ball from another game, a loose 
impediment on the lawn, any immovable object that might get in the way or even the 
weather.  Most of the rules and remedies reflect the application of common sense. 

Here are a few examples: 

• If a player who is not playing a shot accidently touches a ball with their body, clothes 
or mallet, this counts as interference. The remedy is just to replace the ball in its 
original position. 

• If your stationary ball is hit by a ball from another game (either one that crosses a 
lawn boundary or one from the other game on the same lawn), that ball counts as an 
outside agency and the remedy is to put your ball back where it was.  If your ball is the 
ball from the other game that hits the stationary ball, your opponents have the option 
of either leaving your ball where it finished up or moving it to where they think it would 
have got to if it had not hit the other ball. 

• If your ball is hit by an outside agency ball while it is moving, the remedy depends on 
whether both sides agree about “the main intended outcome of the stroke”. If they do 
the ball is placed where they think it would have stopped if it had not been hit. If they 
do not agree your ball is replaced and you replay the shot.  

• You can remove a loose impediment from the lawn at any time, but if you don’t and 
your ball hits it you are not entitled to any relief. 

• An accessory, such as the offside line marker posts or corner flags, or any movable 
outside agency that may interfere with the playing or outcome of the stroke may be 
removed by either side before the shot is played. No other relief is permitted.  Note 
that the centre post is not an accessory for this purpose.  It cannot be moved.  

• If a fixed obstacle outside the court, interferes with the swing of your mallet, or if 
uneven ground outside the court prevents you from adopting a level stance, you may 
move your ball the minimum necessary distance along the line connecting the 
position where the ball lies and the intended target. The ditches and raised sides 
around our lawn are outside agencies for this purpose. 

• If a stationary ball is moved by weather (defined as wind, rain or any other form of 
precipitation!) it is to be replaced before the next stroke is played. However, if a 
moving ball is affected by weather, there is no relief! 
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4.2 Playing a wrong ball 
 
The whole of Rule 10 in the 6th edition of the WCF Rules published in 2022 is devoted to 
"Playing a Wrong Ball". It is pretty complicated, but playing the wrong ball happens, or nearly 
happens, a lot, so it is worth trying to understand what to do when is does.    
 
It all too easy for anyone to get the colours mixed up and it is in everybody’s interest to stop a 
shot being played with the wrong ball.  It is also required by the rules (10.2.1): if you see your 
partner or your opponent is about to play the wrong ball, you must stop them before 
they play. Play then resumes with the player concerned switching to the right ball, and 
everything then carries on as normal.     
 
If you only notice after they play the shot, Rule 10.2.2 applies: if any of the players in the 
game think a wrong ball has been played, the game must be stopped immediately.  What 
happens next depends on the particular circumstances in which the wrong ball was played: 
 

• If the wrong ball was discovered after a stroke has been played in the fifth turn of a 
game and that, in all the first four turns of a game the balls were played in the right 
order but by the wrong side, ownership of the balls during the remainder of the game 
is switched.  The player(s) who should have started blue and back, but actually 
played red and yellow carry on with red and yellow. Any points scored are retained, 
and play continues in sequence.  (Rule 10.1.2) 
 

• If the ball was played out-of-turn by the wrong side, the shot is annulled and all the 
balls are moved back to the positions they occupied before the stroke.  Any points 
scored by either side are cancelled. Play re-starts with the right player playing their 
ball. (Rule 10.3) 
 

• If the shot before the last shot played was played with a ball that did not belong to the 
side that played it and the last stroke was played by the other side, a wrong ball has 
been played in both strokes. Any points scored by those strokes are cancelled and 
play continues by a “penalty area continuation”. Players toss a coin.  The losing side 
chooses which penalty area to start from and the winning side re-starts the game with 
either one of their balls.  (Rule 10.4) 
 

• If the player due to play or his partner, played the partner ball rather than the one they  
should have played, eg if one of them played red when yellow should have been 
played, the opposing side have the option of either “Replace and Replay” or “Ball 
Swap”.  (Rule 10.5.2) 
 

• If the player due to play, or their partner, played an opponent ball rather than their 
own, “Replace and Replay” applies. (Rule 10.5.3)  
 

• If the partner of the player due to play played instead, but played the ball that should 
have been played, eg if red was played in the correct sequence but by the yellow ball 
player, it still counts as a wrong ball, and “Replace and Replay” applies. (Rule 10.5.4) 
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“Replace and replay” involves moving any balls back to where they were before the stroke 
was played. Any points scored are cancelled and the player who made the last shot then 
plays again but with the right ball. 
 
The “Ball Swap” procedure is that all balls moved by the last stroke are left where they are 
except that the ball played in the last stroke is swapped with the one that should have been 
played. Any points scored are counted for the owner of the ball scoring the points.  The non-
offending side then re-starts by playing the ball next in colour sequence after the ball that 
should have been played in the last stroke. 
 
 No rule is broken until any player has noticed that a wrong ball has been played. Once it has 
been, any earlier strokes are treated as lawful if they occurred before the wrong stroke, or 
the previous shot to that if rule 10.4 applies. 
 
The checklist in the Appendix summarises what happens with the various types of wrong ball 
errors. 
 

4. 3 Faults 

Faults are only committed during the striking period, which is the period of time which 
starts when a player has taken a stance to play a stroke and ends when the player quits the 
stance under control.  

The types of fault that can be committed by a player are set out in Rule 11.2, as follows: 

1.  Touching the mallet head with a hand during the final forward movement of the 
mallet (Rule 11.2.1); 

2. Striking a ball by kicking, hitting, dropping or throwing the mallet (Rule 11.2.2); 
3. Striking a ball with any part of the mallet other than an end-face of the head.  

Deliberate use of the bevelled edge of the end-face is also a fault (Rule 11.2.3); 
4. Striking a ball with the mallet more than once, or allowing a ball to retouch the 

mallet. This most often happens where two balls are close together but not touching. 
On striking, the striker's ball rebounds from the target ball back against the mallet 
giving a 'double tap' which can be seen or heard.  Fast photography has shown that 
striking along the line of centres with two balls that are not touching but within 4mm 
(1/4in) or less will always be a fault. To avoid a fault, the striker has the option of 
playing a very gentle tap where his ball may not even reach the object ball, or to play 
away. When balls are close but further apart than 4mm a double tap will often happen 
if the striker follows through during the stroke. If the striker feels he can strike his ball 
with a very good shot stop so that no double tap occurs, it is advisable to have his shot 
watched by a third party. If the striker decides to strike his ball at an angle, he should 
avoid playing at a very narrow angle. It might be worth trying to line up the centre line 
marked on the head of your mallet with the centre of your ball to miss the outside edge 
of the second ball (Rule 11.2.4);  
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5. maintaining contact between the mallet and a ball (push or pull shot). This 
happens when a player maintains contact between the mallet and the ball in an 
attempt to steer the ball in other than a straight line or alternatively to accelerate the 
ball when the mallet back swing is limited. Figure 4.1 shows an example when the ball 
has travelled through the hoop, but stopped too close to it to allow a normal stroke to 
be played in its next turn.  It is sensible to say that a maintained contact shot is usually 
recognized from the sound made by the contact between the ball and the mallet. It 
produces a prolonged sound whereas a clean shot gives a sharp 'clonk'. Push shots 
occur when the striker is playing away from the body and pull shots where the mallet 
travels towards the body (Rule 11.2.5); 
 
Figure 4.1. Avoiding a push or pull shot. 

The ball has travelled through the hoop and stopped too close 
to it to allow a normal stroke to be played. There is a 
temptation to try and place the mallet between the hoop and 
the ball so that the ball can be hit directly to the next hoop. 
Beginners should avoid this temptation which will almost 
certainly result in a push or pull shot. Instead, they should play 
a drive well down the court in the direction of either of the 
arrows A or B. 

 
6. causing a ball, while still in contact with the mallet, to touch a hoop or the peg. A 

ball that is very close (less than 4mm) to a hoop upright must be played away from 
that hoop so it does not touch it. If you attempt to run the hoop from this situation, you 
have to take care to avoid having your mallet in contact with the ball and the post at 
the same time (Rule 11.2.6); 

7. striking a ball when it lies in contact with a hoop upright or the peg other than 
away therefrom. Any kind of crush shot against a hoop is a fault and must be avoided 
by playing away from the hoop – see Figure 4.2 (Rule 11.2.7); 

Figure 4.2. Avoiding a crush shot, seen from above. 

The ball is touching the upright of the hoop (● ●). 
The striking line can only be on the arc between A 
and B or from the direction C or D. Any striking line 
between E and F will result in a crush shot, which is 
a fault. 

 

8. touching any ball, other than their own, with the mallet, or touching any ball with 
their body (Rule 11.2.8); 

9. moving or shaking a stationary ball by hitting a hoop or the peg with the mallet or 
the player's body (Rule 11.2.9); 
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10. causing damage to the court surface with the mallet  that, before the court surface 
is repaired, is capable of significantly affecting a subsequent stroke played over the 
damaged area.  Causing damage to the surface outside the court boundaries is not a 
fault (Rule 11.2.10). 

Note that if you make any kind of contact with the ball during the striking period, this counts 
as a stroke. If you carry on regardless and hit your ball again, this counts as a fault.   

A fault is to be declared if (a) the player who played it or (b) a referee (or other observer 
requested to watch the stroke) believes that it is more likely than not that the relevant event 
occurred. 

 

4.4 Penalties for faults  

If the fault is not noticed or declared before the next stroke is played, there is no penalty for 
the fault and play continues as if the fault had not been committed. 

In all other cases the opponent has the choice of allowing the balls to stay where they are or 
insist that they be replaced to where they were before the turn started.  

If the balls are left where they stopped, only a point scored for the non-offending side is 
counted. If the balls are replaced, no point is scored for any ball. The non-offending side 
continues play in the original sequence.  

4.5 Jump shot faults 

The typical faults that can arise when a Jump stroke is played are: 
• Hitting the ball with the bevelled edge of the mallet face in a hampered stroke;  
• Hitting the ball more than once ("double tap" or "multiple tap");  
• Maintaining contact between the mallet and the ball (push or pull shot);  
• Causing damage to the court surface with the mallet. 

 
The risk of committing a double tap or maintaining contact increases with the steepness of 
the angle at which the mallet comes down onto the striker's ball. A firmly-played jump shot 
will make the ball rebound from the court surface if it is played cleanly. If this does not 
happen, and the ball squirts along the ground after being hit by steeply-descending mallet 
head, this is evidence that the ball was trapped between the ground and the mallet face and 
that repeated or prolonged contact with the mallet face occurred. A muffled contact sound 
provides similar evidence because a cleanly-played jump shot should sound the same as a 
normal unhampered stroke. 
 
Accordingly, to foster consistent playing and refereeing standards, it should be normal 
practice to fault any firmly-played jump shot where the mallet strikes the ball more steeply 
than at 45 degrees to the horizontal (i.e. hitting the ball in the arc between 10.30 and 1.30) 
and the ball is not seen to rise significantly from the surface as a result.  
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In addition, a badly-played jump shot that strikes the ball at 45 degrees or less to the 
horizontal may also cause a ball to squirt along the ground and/or give rise to audible double 
taps. If either occurs, the stroke should be faulted unless you or a referee believe that it was 
more likely than not to have been a clean stroke. 
 
Normally a badly played jump shot which does not get off the ground properly is penalty 
enough, and the opponent will opt for the balls to remain where they are, even if a penalty is 
declared. However, if a penalty is declared, they have the option of asking for the balls to be 
moved back to where they were. They might want to ask for this to be done if, for example, 
the jump shot moved one of their balls into a more disadvantaged position.  
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5. Handicap play 
Until 2020 all handicap games were played using an extra turns system. Players with the 
higher handicap were allowed a number of extra turns corresponding to the difference 
between their handicap and their opponent’s.  Players had to play rather differently from 
how they would in level play, either by choosing when and how to take their extra turns, or by 
changing tactics to counter their opponent’s extra turns.  

5.1 Advantage GC 

Advantage Golf Croquet was introduced on a trial basis in 2021. We tried it out in 2022 and 
followed the East Anglian Croquet Federation in using it for our handicap competitions in 
2023. It is a simple way for players of differing handicaps to play each other with each having 
a roughly equal chance of winning.   

In Advantage everyone should be able to play in the same way as they would in level play. 
Instead of getting extra turns, the higher handicap player starts with a hoop advantage: the 
higher handicap player will usually start with a positive hoop score and the lower handicap 
player might have a negative one. 

The hoop advantage is calculated using the Starting Scores table (see Figure 5.1).  For 
example, if a handicap 7 player was playing someone with a handicap of 12, the starting 
score would be –1 : 1.  As usual the game ends when one player reaches a score of 7, so the 
handicap 7 player will need to physically run 8 hoops to win but the handicap 12 player will 
only need to physically score 6 hoops.  

Hoops are played in the same order as usual but Advantage games could end much earlier 
or later.  Ignoring games involving a player with handicap of –1 or lower, a game could finish 
as early as hoop 4 - a high handicap player could start with a score of +3 and then reach a 
winning score of 7 by running the first 4 hoops.   At the other extreme, a game between 
handicap 1 and handicap 10 players will start at –4 : 1. If the handicap 1 player wins 7 : 6 they 
will have won 11 hoops and the other player 5, meaning they will have played 16 hoops in 
total.  

If play needs to continue after hoop 12, it proceeds to the Golden hoop (hoop 3), then if 
necessary to a 14th hoop (hoop 4), a 15 th (hoop 1) or even to a 16  th (hoop 2).  
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Figure 5.1. Advantage GC table of starting scores 2024/25 revision 

 

 

In doubles Advantage games the mean handicap for each team is calculated as half the 
sum of the two handicaps in each pair with halves rounded up.  The starting score for each 
team can then be obtained from the table using the mean handicaps. 

Keeping score correctly is potentially the most difficult aspect of Advantage. The official 
guidance is that in most competitive play the current game score should be:  

1. Known by both teams  
2. Capable of interpretation by an off-court observer without intervention  
3. Capable of correction in the event of an error.  

For club competitions, we rely on players making sure 1 is followed.  It is important to 
clearly announce and agree the game score after each hoop has been run.  Hoop counting 
devices are very useful, especially the purpose-built ones that allow you to set negative 
starting scores explicitly. 
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6 Advanced tactics and play 

 
6.1 General tactics in competitive games 

 

You should always respect your opponent, but do not overdo it in a match situation.  You 
need to assess their capabilities in relation to your own so that you can exploit their 
weaknesses and play to your own strengths not theirs. You might be able to learn something 
from the demeanour of an opponent and the extent to which they show a degree of 
disappointment. By the same token, you should be aware that your opponent may well be 
studying your behaviour! 
 
Be assertive and not defensive.  Have the courage to run hoops whenever you have a good 
chance of doing so and the confidence to attack your opponent balls and send them 
wherever you wish. 
 
Accuracy is a critical factor in success of each shot, but also has cumulative effects in 
building confidence in one’s own play.  Do not switch off – maintaining a clear focus on every 
shot throughout the game is an essential requirement for success. 
 
In doubles games think about your options if you win the toss.  If all players are of similar 
ability, your side should play first. However, if there is a stronger and a weaker player in each 
team, you should let the opposition go first so that you can choose the playing order and 
ensure your stronger player goes before their stronger player. If your side is playing first, the 
player most likely to be able to take up a good position at hoop 1 should play first. 
 

6.2 Decision making and thinking ahead  

You should always have a secondary option when playing a shot. For example, if your 
primary objective is to run the hoop, your secondary objectives might be to: 

• Run close to the next hoop, or 
• Block an opponent ball from getting close to the next hoop on their next shot, or, if 

you are less certain of getting through, 
• You stay in the jaws, or close -in on the right side of the hoop, if you fail 

 
If you are aiming to clear an opponent ball, your secondary objectives might be to: 

• Leave your own ball in a good position, or 
• Block an opponent’s ball, or 
• Clear both of your opponent balls, or 
• Run the hoop in-off the opponent ball 
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If you are playing for position, you could also be trying to: 
• Block an opponent’s ball from running the hoop or clearing your other ball, or 
• Get blocked by the hoop (“wired”) from an opponent ball 

 
Always think about your other ball and what you or your partner will be doing with it in 2 
shots time. Try and do what is best for your side as a whole. For example, if your partner has 
just run a hoop but has an awkward position for their next shot, you might be able to knock 
them into a better position at the same time as moving your ball to the next hoop. 

You will usually have several options available to you when making a shot, and it will often 
not be easy to pick the right one.  Figure 6.1 is a slightly simplified version of the decision 
tree put forward by one of England’s best players in an attempt to help players make the 
right decision. 

Figure 6.1. Stephen Mulliner’s Golf Croquet Tactical Decision Tree 
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6.3 “Jawsing” and “wiring” 

If you are at too wide a position from the hoop so you cannot run it, you may still be able to 
leave it in the jaws, usually by playing fairly gently to the inside edge of the far upright. 
“Jawsing” has several advantages: 

• It may stop your opponent running the hoop; 
• Your opponent may find it difficult or impossible to remove it (see 2.3); 
•  If it’s an odd-numbered hoop and it you subsequently run the hoop you should be 

able to move to a position in front of the next hoop and it ought to be the first ball to 
have a chance to run that hoop. 

If you are contesting an odd-numbered hoop this last advantage means it may sometimes be 
worth deliberately jawsing your ball rather than running the hoop. 
 
You can also sometimes make good use of the hoops. If an opponent ball has been played to 
the non-playing side of the hoop you should aim to position your ball so that it is “wired” i.e. 
one of the hoop’s legs is blocking it from being cleared away by the opponent ball.  
 

6.4 Using other balls 

It is essential to take full advantage of the other 3 balls and you should always be looking out 
for opportunities in this respect.  What happens when you ball hits another one mainly 
depends on the angle it hits at, but speed and spin are also important.  In general, the 
straighter your ball hits the target the more the further the target ball will travel. 
 
You can play a shot against your partner ball in many different ways, either aggressively or 
defensively or a combination of both.  Figure 6.2 illustrates an aggressive use designed to 
seize the initiative at a hoop. Blue moves black to a good hoop running position and gives 
itself a chance too. 
 
Figure 6.2. Ball promotion to put both balls in hoop running positions 
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Figure 6.3 is an example of combining attack and defence. Blue is able to promote Black to 
the non-playing side of the hoop to remove Yellow from the jaws, but also to place itself in a 
hoop running position.  

Figure 6.3. Combining aggressive and defensive promotion  

 

Before attempting these types of promotions you must take account of what your opponent 
is likely to do in their next turn.  For example, in the Figure 6.3 scenario, if Red can knock 
Yellow through the hoop, you need to think of something else. 

There are other situations where you might also want to try promoting your partner ball. For 
example, if your partner ball is blocking your approach to the hoop, you might want to 
promote it, perhaps with a roll shot to try to get your ball close as well. 

If your partner ball is in the jaws or very close to the hoop, you might be tempted to knock it 
through with your ball, but, unless it is going to score the winning hoop for your side, you 
should think very carefully before doing this. It is often better to leave it where it is, especially 
at odd-numbered hoops. On its next turn it will run the hoop, move straight towards the next 
hoop and subsequently have the first go at running that hoop.  

The exception would be if there was an opponent ball able to clear your partner ball away, 
but, even then, you would be better off clearing the opponent ball.  If you cannot clear it, you 
should knock your partner ball through, and it would also be right to knock your partner ball 
through an even-numbered hoop if you can deflect your ball off it so that if runs in front of the 
next hoop –see Figure 6.4. It will not be offside because it got to where it is during the shot in 
which the hoop was run. 
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Figure 6.4. Knocking partner ball through at an even-numbered hoop 

 

When it comes to hitting an opponent ball, in most cases you will just be aiming to clear it 
away from a hoop running position, and your main priority will be to ensure the target ball 
moves to a safe position.  Alternatively, you may be looking to put your ball through the hoop 
or into a good position in-off an opponent ball.  Figure 6.5 shows another example of hitting 
an opponent ball where you can make use of one of the exemptions to the offside rule. 

Figure 6.5. Going into an offside position legally 

Yellow is in the jaws of hoop 7 and Blue / Black cannot remove it. 
So Blue plays off Red to move in front of hoop 8.                                     

However, there may be an easy way for Red / Yellow to counter 
this tactic.  Unless Black plays to a position where it could knock 
Yellow back (and Red cannot stop it doing so), Yellow could 
delay running the hoop by “deeming” its shot played.  Blue then 
has to come back to an onside position. 
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Appendix Wrong ball checklist 

 Wrong ball error Rule 

Remedy 

Next player Hoop 
points 

Action 

 
1 

 
Exchange of colours (i.e. first 
four turns played in colour 
sequence, but by opponent(s) 
of ball owner(s)). 

 
10.1.2 

 
Retain any 
scored 

 
Switch ball 
ownership 

10.1.2 

 
Striker 

2 Side played stroke when not 
entitled. 

10.3 Cancel any 
scored 

Annul stroke 

6.3.6 

Side entitled 
to play 

3 Previous stroke played by side 
A with a side B ball, and last 
stroke played by side B with 
any ball. 
 

10.4 Cancel any 
scored by 
either stroke 

Penalty Area 
Continuation1
7.2 

Winner of 
toss 

4 Either player of correct side 
played one of its balls out of 
sequence. 

10.5.2 Retain any 
scored 

Ball Swap 

10.5.6 

Non-offending 
side 

Cancel any 
scored 

Replace and 
Replay 
10.5.5 
 

Striker 

5 Either player of correct side 
played an opponent ball. 

10.5.3 Cancel any 
scored 

Replace and 
Replay 
10.5.5 
 

Striker 

6 Doubles partner of correct side 
played striker's ball. 

10.5.4 Cancel any 
scored 

Replace and 
Replay 10.5.5 

Striker 

 


