
TO PLAY
	➸ Each	 number	 on	 the	 dartboard	

represents	a	different	country.
	➸ Each	player	starts	at	New	Zealand	(1).
	➸ Each	 player	 has	 three	 throws	 per	

round.
	➸ When	a	player	hits	the	number	for	the	

country	they	are	visiting,	they	proceed	
forward	around	the	globe.

	➸ Players	 collect	 memorable	 photos	 of	
the	countries	they	have	visited	along	
the	way.

	➸ If	 a	 player	 throws	 a	 double,	 they	 will	
collect	two	photos	and	travel	forward	
two	countries.

	➸ If	 a	 player	 throws	 a	 triple,	 they	 will	
collect	 three	 photos	 and	 travel	
forward	three	countries.

	➸ Hitting	the	Outer	Bull	will	 let	a	player	
Skip	the	next	country.

	➸ Hitting	 the	 Bullseye	 will	 let	 a	 player	
Skip	the	next	2	countries.
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BON VOYAGE, ENJOY YOUR TRIP! 

TO WIN
	➸ The	 first	 player	 to	 travel	 to	Australia	

(20)	and	throw	20	wins.

FINAL ROUND
	➸ Players	can	select	to	play	until	a	Final	

Round.
	➸ At	 the	 end	 of	 the	 Final	 Round	 the	

first	player	to	20	or	has	travelled	the	
furthest	wins.	

	➸ In	the	case	of	a	tie,	the	win	goes	to	the	
player	that	threw	first.	

STRATEGY
	➸ Players	 travel	 quicker	 by	 hitting	

Triples,	Doubles	and	Bullseyes.

REWARD POINTS
	➸ Players	 are	 allocated	 points	 towards	

the	 session	 Leader	 board	 depending	
on	the	results	of	the	game.

A FUN SIGHTSEEING TRIP AROUND THE GLOBE.
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TO PLAY
	➸ Each	player	starts	with	a	score	of	301.
	➸ Each	 player	 has	 three	 throws	 per	

round.
	➸ Each	 throw	 reduces	 the	 score	 by	 the	

dart’s	value.
	➸ The	largest	possible	score	per	throw	is	

Triple	20	(60).
	➸ The	largest	possible	score	per	round	is	

180	(3	x	Triple	20).
	➸ The	Outer	Bull	 is	worth	25.	A	Bullseye	

is	worth	Double	25	(50).
	➸ The	 first	 player	 to	 reach	 exactly	 zero	

wins.		
	➸ Players	 do	 not	 have	 to	 start	 or	 finish	

with	a	double.

BUST 
	➸ If	 a	 player	 registers	 a	 score	 below	

zero,	 their	 turn	 ends	 and	 their	 score	
goes	back	to	what	it	was.		

ENJOY PLAYING!

STRATEGY
	➸ Players	should	attempt	to	hit	the	largest	

target	they	are	most	comfortable	with.
	➸ Players	should	account	for	values	next	

to	their	target	in	case	they	miss.
	➸ The	system	will	recommend	a	value	to	

aim	for,	 in	order	to	reach	exactly	zero	
quickest.

FINAL ROUND
	➸ Players	can	select	to	play	until	a	Final	

Round.
	➸ At	the	end	of	the	Final	Round	the	first	

player	to	zero	or	with	the	lowest	score	
wins.	

	➸ In	the	case	of	a	tie,	the	win	goes	to	the	
player	that	threw	first.	

REWARD POINTS
	➸ Players	 are	 allocated	 points	 towards	

the	 session	 Leader	 board	 depending	
on	the	results	of	the	game.
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AN EASIER VERSION OF A CLASSIC GAME.
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TO PLAY
	➸ Each	player	starts	with	a	score	of	501.
	➸ Each	player	has	three	throws	per	round.
	➸ Each	 throw	 reduces	 the	 score	 by	 the	

dart’s	value.
	➸ The	largest	possible	score	per	throw	is	

Triple	20	(60).
	➸ The	largest	possible	score	per	round	is	

180	(3	x	Triple	20).
	➸ The	Outer	Bull	is	worth	25.	A	Bullseye	is	

worth	Double	25	(50).
	➸ The	 first	 player	 to	 reach	 exactly	 zero	

wins.		
	➸ Players	 do	 not	 have	 to	 start	 with	 a	

double	but	must	finish	with	a	double.

BUST 
	➸ If	a	player	registers	a	score	below	zero,	

their	turn	ends	and	their	score	goes	back	
to	what	it	was.		

	➸ If	 a	 player	 scores	 one,	 their	 turn	 ends	
and	their	score	goes	back	to	what	it	was.	

ENJOY PLAYING!

	➸ If	 a	 player	 scores	 zero	 but	 not	 with	 a	
double,	their	turn	ends	and	their	score	
goes	back	to	what	it	was.	

STRATEGY
	➸ Players	should	attempt	to	hit	the	largest	

target	they	are	most	comfortable	with.
	➸ Players	should	account	for	values	next	

to	their	target	in	case	they	miss.
	➸ The	system	will	recommend	a	value	to	

aim	for,	 in	order	to	reach	exactly	zero	
quickest.

FINAL ROUND
	➸ The	 game	 will	 continue	 until	 a	 player	

has	scored	exactly	zero	with	a	double	
value.

REWARD POINTS
	➸ Players	 are	 allocated	 points	 towards	

the	 session	 Leader	 board	 depending	
on	the	results	of	the	game.
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THE CLASSIC GAME.
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TO PLAY
	➸ At	 the	 start	 of	 the	 game,	 players	 are	

randomly	allocated	a	number.
	➸ Each	 player	 has	 three	 throws	 per	

round.
	➸ Players	have	to	hit	their	number	three	

times	to	gain	three	 lives	and	become	
a	Killer.

	➸ When	a	player	is	a	killer,	they	then	try	
to	 hit	 other	 player’s	 numbers	 to	 take	
their	lives.

	➸ If	 a	 killer	 hits	 the	 number	 of	 another	
killer,	that	player	 is	no	 longer	a	killer	
until	 they	 re-gain	 three	 lives	 during	
their	turn.

	➸ If	 a	 killer	 hits	 their	 own	 number,	 they	
are	no	longer	a	killer	until	they	re-gain	
three	lives.

	➸ Hitting	 a	 double	 will	 gain/or	 lose	 two	
lives.	 Hitting	 a	 triple	 will	 gain/or	 lose	
three	lives.

IT’S EITHER YOU OR THEM!

	➸ When	a	player	loses	all	their	lives,	they	
are	out	of	the	game.

	➸ The	last	player	alive	wins.

STRATEGY
	➸ Players	 can	 have	 fun	 deciding	 who	

they	will	try	and	kill	based	upon	skill,	
position	on	the	board,	lives	remaining	
and	loyalty.

SUDDEN DEATH
	➸ During	 Sudden	 Death,	 everyone	

becomes	 a	 killer	 and	 players	 are	
eliminated	 if	 a	 dart	 lands	 on	 their	
number.

REWARD POINTS
	➸ Players	 are	 allocated	 points	 towards	

the	 session	 Leader	 board	 depending	
on	the	last	player	alive	and	the	order	
in	which	players	were	killed.

A POPULAR SOCIAL GAME FOR A GROUP OF PLAYERS.
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