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Indoor/Outdoor Carpet, Glued and nailed down with Roofing nails
or Stapled Down (Start with 31” X 61” Piece)

4’ Long

2” X 4” X 3’ - 9” Long
2” X 4” X 15” Long

4-1/2”
Holes”

Washers 3—1/2”
Foul Line

9”

1/2” Exterior Plywood Glued
and Screwed down

6”

10”

5 Points

10”
3 Points

1 Point

MAKE 2 BOARDS

2” X 4” X 18” Long

9”
18” Wide

10”

10”

11”

1/4” Rope, Expose 10’ To Measure
Placement of each board

1/2 “ Rope for Handle
BUCK’S HOLY WASHER BOARD—RULES OF PLAY
1. Boards are placed 10 Ft. apart and Players stand on boards to toss. The foul line is at the front of each board.
2. Object is to toss washers into holes of the other Board. Washer must fall entirely into the hole to score.
3. To start the game the light color washers, toss first.
4. Score 1 point for the nearest hole, 3 points for the middle hole and 5 points for the farthest hole.
5. Game is EXACTLY 21 points.
6. If a player score totals more than 21 points, score that toss are deducted from previous total.
7. Players topping opponents washers cancels score’S for both.
8. Player or team scoring most positive points shoots first.
9. For Singles, Play is alternated with the boards. For Doubles, one member of each team tosses from one end.
10. If player scores points to make EXACTLY 21, remaining washers must strike the top of the board.
11. A competitive match consists of best two out of three games.
12. In case of a tie at 21, normal play continues until the tie is broken.
13. If a washer is knocked into a hole either by an opponent or by a team member, the points go to the player
who originally threw the washer.
14. Example: A player or team has a score of 19, and they score another “5.” This puts them at 24, which is over
twenty one points. The previous score must be reduced by 5, the score that caused them to exceed “21.” The
score is now 14. If you have exactly 21, you would obviously not want to score any more points for that turn.
Toss it to the wind! But it must land on the table top.

Need 6 Washers
3 Painted Orange and
3 Painted Blue

Mercy Rule: If one side outscores
the opponent by 13 points or more
to zero…the other team must call
“Mercy!” The other team wins.
Rules and scoring may be changed,
but must be agreed to prior to the
start of the game.
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Storage for Disks or Washers

Prior to Installing Carpet

Storage for Disks or Washers

Games Rules

Rope Handle
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