
SKITTLES PLAYING INSTRUCTIONS
1.	 Set the individual wooden pins (skittles) on the scoring circles located 

on the play surface. 

2.	 There are two tops provided and the point of each top is offset 
differently in an attempt to get the tops to dance across the play 
surface. Each player should try whichever top they like since they are 
not the same! They will spin differently, and you need to decide which 
will be your lucky top for the day. 

3.	 Wind the string around the stem of the 
top. Note the following:

•	 You can wind the string on the top half 
of the stem;

•	 You can try to wind the string on the 
bottom half of the stem;

•	 You can try to wind the string on the 
disc in the center of the stem if you can 
make that work;

•	 You can wind the string around the 
stem counterclockwise or clockwise;

•	 Or you can even try all of this with the 
top upside down! 

4.	Note there are two stings provided.

•	 Have the next player set up the spare 
top while the top is spinning. This helps 
the gameplay move quicker.

5.	Once the string is wound and you are 
ready, place the top against the inside of the game using the cutout 
in the game board to line up the stem of the top.

6.	Pass the extra string through the cutout in the game board so it’s 
facing towards you and away from the skittles.

Skittles is a game played originally in Britain in which players try to knock 
down wooden pins, and each wooden pin is called a skittle. The object 
of Skittles is to wind the top, set it loose and score as many points as 
possible by knocking down the individual skittles.



7.	 Lightly hold the upper stem of the top in position with the first two 
fingers of your hand, which rests over the top of the end board. With 
your other hand, pull the string towards you and let the top fly on the 
play surface! A couple key details:

•	 Try changing up the amount of force you use when pulling the 
string. Do you need to pull it as hard to get the movement you 
wanted? Sometimes a sharp pull works and often a gentle pull may 
be more effective.

•	 Pull the string at varied angles to see if that helps you set the top on 
a wild course.

8.	Add up the points from the skittles your top knocked over.

9.	You can determine a winner of the game through one of these 
methods. Pick one before you start to play:

•	 Establish a points total. For example, the first player to 500 points wins.

•	 Establish a number of turns for each player, say 5 spins, and after 
the 5th turn, the player with the most points is the winner.

•	 Opposite play! Play three rounds and the player with the fewest 
scored points is the winner.

•	 Or make up your own rules, have fun with it!

CARROM® COMPANY’S LIMITED WARRANTY
Carrom warrants all games to be free from defects in design, assembly, material, and workmanship for a period 
of (90) days from the date of original purchase. Should any defect in material or workmanship appear during 
the limited warranty period, the component will be repaired or replaced at Carrom’s sole option. This limited 
warranty does not include damage due to abuse, misuse, alteration, accident, neglect, vandalism, shipping, 
handling, ordinary wear and tear, or incorrect assembly of components. This limited warranty is only for the 
original purchaser and may not be modified or transferred. 

To inquire in regards to a limited warranty claim, please complete the Warranty Inquiry form at carrom.com or 
send an email to info@carrom.com. We will then contact you promptly in regards to how to assist you and evaluate 
your claim. After receiving your notification, we will ask for your proof of purchase, a detailed explanation of the 
claim, and your return address with daytime telephone number.

THIS LIMITED WARRANTY SUPERSEDES ALL OTHER WARRANTIES. ANY IMPLIED WARRANTIES THAT ARE 
ALLOWED BY LAW SHALL BE LIMITED IN DURATION TO THE TERMS OF THE EXPRESS WARRANTY PROVIDED 
IN THIS DOCUMENT. SOME JURISDICTIONS DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU. 

CARROM’S ONLY LIABILITY SHALL BE THE REPAIR OR REPLACEMENT OF THE GAME COMPONENT, AS STATED 
ABOVE. IN NO EVENT SHALL CARROM BE LIABLE FOR ANY INCIDENTAL, CONSEQUENTIAL, INDIRECT, 
PUNITIVE, OR ANY OTHER SPECIAL DAMAGES, EVEN IF SUCH DAMAGES ARE A DIRECT RESULT OF CARROM’S 
NEGLIGENCE. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU. THIS WARRANTY GIVES 
YOU SPECIFIC LEGAL RIGHTS. YOU MAY ALSO HAVE OTHER RIGHTS UNDER APPLICABLE LAW. 

www.carrom.com All products are made in Michigan, USA.

FEEDBACK!
We would love a review and to hear from you about your use of our 
product. And we appreciate any feedback or concerns you may have 
to help us improve.


