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110: ALL BREAKS 


1.Opening break: Players lag to determine who breaks first. After that, players will alternate breaks. 


2. All breaks, including the RE-RACK, are considered POSITION BREAKS. 
 
POSITION BREAKS: This simply means all balls pocketed are re-spotted and the other balls are now positioned 
to start the play. You must start the visit with all eight Purple and Orange balls on the table, and of course the 
Bonus Ball.


Even if you don’t sink a ball and you have made a legal break, you start your visit. A POSITION BREAK means 
you continue with your visit, regardless if you sink a ball or not!


3. Players must break from the box. No side breaking allowed. 


4. You must also hit the head ball (Purple ball) on the break.  When the player legally breaks, the game is 
considered underway. For a break to be legal, four or more balls must contact  a rail or pocket a ball(s) . If the 
player fails to make a legal break, it is not a foul, however, the opponent has the option of: (a) accepting the 
table in position and shooting, or (b) have the balls re-racked and take the break themself or (c) have the original 
breaker re-break.


5. When positioning the cue ball for the break shot, the base of the ball must be on or behind the head string 
(kitchen) and inside the box if shooting behind the head string.


6. The opposing player must inform the breaking player of improper positioning of the cue ball before the shot is 
made. If the opposing player does not inform the breaking player before the shot is made, the break is 
considered legal. If the shooting player is informed of improper positioning, they must reposition the cue ball 
correctly.


PLAY


FUTURE POOL


YOU WIN!


“The Bonus Ball break is unique and sensible!
There are no fluke shots in the game, why
would the break be any different!”... Johnny Archer


You must break from the box in Bonus Ball. 
The box is shown in the darker area.
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BONUS BALL DESIGNATED SPOT


170: FOULING


1.All fouls must be called and acknowledged before the next shot is taken (Exception: scratching).


The following results in fouls:


 2. Moving any ball on the playing surface with your body,  cue, or rack, before or after shooting, is a foul. If the 
call by the opponent is disputed by the shooter and no referee is present to witness the foul, the call must go to 
the shooter. The ball contacted must visually be seen to move. Just touching a ball, that does not move from it’s 
original position, does not constitute a foul. All players are urged to use sportsmanship when calling or denying 
this foul.


3. Pocketing the cue ball, double hitting the cue ball or knocking the cue ball off the table are fouls. 


4. It is a foul when a player scratches the cue ball on the break. If it is a legal break, the opponent must play the 
table as it lies, with ball in hand, anywhere.


5. Shooting without at least one foot touching the floor, is a foul.


6. If a ball is frozen on a cushion (the opposing player must notify the player shooting before the shot), the player 
must contact the frozen ball and then do one of the three shots; 


(1) pocket the frozen ball, (2) cause the cue ball to contact a cushion, (3) drive the frozen ball to another 
cushion, (4) cause any other ball to contact a cushion. Failure to do so is a foul.


7. Picking up or shooting the cue ball while it is still in motion is a foul. Shooting the cue ball while other balls are 
still moving is a foul. Any balls the shooter pocketed are not scored and returned to the table.


8. Any time the cue ball is within a chalk width of the object ball, the shooter must shoot down 45 degrees or 
shoot across, 45 degrees. There is no push shot if the player shoots 45 degrees, regardless of the cue ball 
moving forward.


9. With cue ball in hand, touching any object ball with the cue ball is a foul or touching any object ball with your 
hand while touching the cue ball is a foul.


10. If your opponent commits a foul and you do not receive their audible acknowledgment of such foul prior to 
touching the cue ball, you have committed a foul. (Exception: scratching). Do not assume that the opponent 
agrees it’s a foul.


PENALTY FOR FOULING


1. Only the players involved may call a foul. In the event of a foul is agreed upon, the opposing player receives 
cue ball in hand, anywhere, on the table. 


2. A player must stop shooting when a foul is called. If a player refuses to yield to a foul call, or simply could not 
stop shooting in time, all balls pocketed will remain pocketed, unless the shooter acknowledges that a foul was 
in fact committed. If this is the case, all pocketed balls will return to their designated spot, on the table and the 
opponent will play the balls as they lie, with ball in hand, anywhere.


YOU WIN!


21EASY AS 1-2-3
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150:  LEGAL SHOTS


1. On all shots, the shooter must pocket their colored ball into their “called pocket” to score 
points. The exception being when the Bonus Ball is “TARGETED”. See PDF 160


2. The shooter must cause the cue ball or any other ball to contact a rail after the object ball 
has been hit. Failure to have any ball hit a rail after contacting your object ball is ball in hand, 
anywhere, for the opponent. When trying to pocket a ball that does not drop, is also ball in 
hand, if  neither the cue ball or the object ball hits a rail.


PLEASE NOTE: It is permissible for the shooter to bank the cue ball off a rail before 
contacting their object ball; however, after contact with their object ball, the ball must be 
pocketed, or the cue ball or any other ball must contact a rail. 


3. SAFETY SHOT: For tactical reasons a player may choose to pocket an object ball, and 
discontinue their visit at the table by declaring “safety” in advance. A safety shot is defined as 
a legal shot. The player marks the ball as pocketed on the scoreboard. You may also sink an 
object ball directly into an opponents pocket. The ball is respotted and you lose your visit. This 
can be used as a safety as well.


YOU MAY NEVER CALL A SAFETY WHILE POCKETING THE BONUS BALL. 


(a) If the shooting player intends to play safe by pocketing an object ball, then prior to the 
shot, they must audibly declare a “safety” to their opponent. If this is NOT done, and one of 
the shooter’s colored balls are legally pocketed, the shooter will be required to shoot again. 


(b) If a player legally pockets a purple ball, it remains down and it is scored. (1 point). The 
player would now be on the orange ball the next time at the table. If they legally pocket an 
orange ball, it remains down and they must score the orange ball pocketed on the scoreboard 
(2 points). 


SOMETHING TO CONSIDER WHEN CALLING A SAFETY ON THE ORANGE BALL: 
Because you can’t pocket the Bonus Ball after pocketing the orange, (calling the safety) You 
must forfeit the Bonus Ball and the extra points.  The shooter would be on the purple ball 
again on the next turn at the table.  


ILLEGALLY POCKETED BALLS


1. Any ball that is pocketed other than the ball that called is automatically re-spotted on the 
table. No flukes are ever allowed in Bonus Ball. 


2. If the Bonus Ball is illegally pocketed it is simply re-spotted. 


3. If you do pocket a ball illegally but do legally pocket your called ball, the illegally pocketed 
ball will re-spot and you continue your visit.


FUTURE POOL


YOU WIN!


21EASY AS 1-2-3
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PLAY


FUTURE POOL


THE OBJECT OF THE GAME


The game of Bonus Ball is played with nine billiard balls, (four purple, four orange and one black, Bonus Ball).


The game is simple to learn: It is as easy as 1-2-3!


You must pocket the balls in a sequence. 1- a purple ball..., 2- an orange ball...3- the Bonus Ball! It is as easy 
as 1-2-3!


You are awarded 1-point for pocketing a purple ball, 2-points for pocketing an orange ball, 3-points for 
pocketing the Bonus Ball. It is as easy as 1-2-3!


You continue your visit until you fail to pocket a ball. Your opponent then will have his turn! 


1- If a player fails to sink a purple, when he returns to the table, he continues the sequence on the purple.


2- If a player fails to sink an orange, when he returns to the table, he continues the sequence on orange.


3- However, if a player fails to sink the Bonus Ball, the sequence is considered over and he must start back on 
a new sequence, which would be the purple ball. It is as easy as 1-2-3!


The game is played until a player reaches 21 points!  That player will 
be declared the winner!


YOU WIN!


21
Easy as 1-2-3!


Now...let’s have some fun!


BONUS BALL OVERVIEW
Bonus Ball is a revolutionary new billiards game!  


Modern, innovative and fun to play, Bonus Ball brings new life to a 
favorite worldwide past time. 


Using elements of great sporting events, like scoring points as opposed to ball elimination, 
and the ever-present time clock, which creates urgency, tension and drama. 


The new game extracts the best elements of existing billiard games while using the internet
and modern technology to enhance its appeal and accessibility. 


The game of Bonus Ball has been designed to create more interaction between billiard 
players during a game. Each player, usually, has several turns at the table, unlike existing 
games that many times end after one player visits the table.  This is a game that is designed 
for the home, league and tournament play. 


Bonus Ball players use the same skills every billiard player uses. That is were the similarity 
ends. Bonus Ball rules were designed to make billiards more of a sport, with scoring and 
statistics. Bonus Ball players win by playing more skillfully than their opponent. Games can 
not be won by scratching a ball or a fluke.  You must earn your victory. Better players 
appreciate that about Bonus Ball!
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FUTURE POOL


160: THE PLAY AND “TARGETING” THE BONUS BALL


1. Bonus Ball is a Call Pocket game. In Call Pocket, obvious balls and pockets do not have to 
be indicated (straight in shots with no other balls near a pocket).


2. It is the opponent’s right to ask which ball and pocket are being played if they are unsure of 
the shot. 


3. Banks, caroms and combinations of any kind are not considered obvious and both the 
object ball and the pocket must be called or it is a loss of turn, but not a ball in hand.


4. When calling the pocket, it is NEVER necessary to indicate the details such as the number 
of cushions, banks, kisses, caroms, etc. You simply call the pocket. It matters not how the 
object ball gets to the pocket, as long as it goes into the called pocket. Only legally pocketed 
purple and orange balls can remain in their pockets.


5. Any balls illegally pocketed are always returned to the table. You can never fluke a ball. It 
will always be returned to the table and re-spotted on it’s designated spot.


6. In the case of two or more balls being in the same area or by the same pocket, the shooter 
must clearly explain to the opponent which ball they are planning to pocket.  You cannot just 
simply call a purple or orange ball without verifying which colored ball you are trying to pocket. 
This can be done by going up to the colored ball and pointing directly at it. 


7. If a player fails to hit the Bonus Ball or scratches while shooting to win a game, it is a foul, 
loss of turn and ball in hand, anywhere for the opponent. Never, can a Bonus Ball game 
end, because of a scratch or a fluke. 


8. If any colored ball, Bonus Ball or the cue ball is jumped off the table, it is a foul and loss of 
turn, ball in hand, anywhere for the opponent. All balls will be returned to the playing 
surface and re-spotted.


 


“TARGETING” THE BONUS BALL”


This unique shot is a player favorite and unique to Bonus Ball.  
At any time during the game, a player may “Target” the Bonus 
Ball. This means you can pot the Bonus Ball into any pocket for 
bonus points. Read on and be aware of this exciting shot!


1. At any time during the game, a player may call the Bonus Ball into any pocket by using the 
object ball (purple ball or the orange ball ) in a combination or may carom the cue ball, into 
the Bonus Ball. This is called “TARGETING” the Bonus Ball. It is always worth THREE 
bonus points when legally pocketing the Bonus Ball. If a player misses the combination or 
carom, he forfeits his turn. It is not a foul, unless you actually scratch the cue ball.


YOU WIN!


21EASY AS 1-2-3
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FUTURE POOL


120: THE RE-RACK


NOTE: The re-rack is racked the same way as the opening break. 
It can be called the second rack of the game.


1. When there are no colored balls left on the table and the Bonus Ball is the only remaining 
ball on the table, you are about to enter a re-rack. The visiting the table has one shot 
to pocket the Bonus Ball. If they pocket the Bonus Ball, they will then re-rack all the balls 
exactly like the opening break. They will break and continue their visit.  Like the opening 
break, all balls pocketed will be re-spotted. It is also a POSITION BREAK.


See Illustration:


2. If the player visiting the table fails to pocket the Bonus Ball, the opponent has the option of 
breaking or not. Of course, if the opponent passes the break back, then the incoming player 
must break the rack. Again, as in the opening rack, four balls must hit a rail. 


The re-rack brings all the balls back to the table. This also strongly 
increases the odds that a player can now pocket a lot of points because 
there are more balls in play. Depending how well your breaking game is, 
this could be the turning point in a game. It’s certainly an exciting part of 
the game!!!


player 


FOOT STRING


CENTER OF TABLE


YOU WIN!


21
“This game will improve your shot making abilities!”


EASY AS 1-2-3
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BONUS BALL DESIGNATED SPOT


180: SCOREBOARD


1. TIMED GAME: Bonus Ball is a ten minute game. You should make every effort to play 
Bonus Ball using the scoreboard. If time is not a factor and you are playing for fun, turn the 
volume down and just let the clock run down and just continue scoring until one player scores 
21 points. It’s that simple. If you are in any kind of competition, you want to use the time clock. 


2. SHOT CLOCK: The scoreboard has a shot clock that should be used when playing in a 
competitive situation. It is a 30 second shot clock that has a 5 second delay before it resumes 
counting down. It keeps the game moving along and assures the each player gets more visits 
to the table. 


2. TIME CLOCK: If you are in league or tournament play, you must use the time clock. This 
will ensure that each player is finished around 10 minutes or so. If neither player has reached 
21 points after 10 minutes, they finish up the game with a SHOOT-OUT.


3. The scoreboard has ball graphics above the score of each player. This is very important. It 
tells you which ball you are to shoot next as well as what ball your opponent is shooting next! 
You need to pay attention where your opponent’s next object ball is sitting. 


4. THE SHOOT-OUT: If the score of 21 points is not reached by either player, after the 10 
minutes of play are up, it’s shoot-out time! Both players get one break each to score as many 
points as possible to try and get to 21 points. You will lag for break. EXAMPLE: If the score is 
10-12 and 10 minutes has expired, the players need to lag to see who breaks the first rack. 
The first player will be allowed to continue his visit until he scores 21 or misses. If he scores 
21 points, of course the game will be over before his opponent even gets to shoot. However, if 
the first player fails to get to 21 points, the balls are re-racked and player 2 has his break and 
visit. Now, after each player has had one visit, the game is considered over. At this point the 
score could be only 1-0 but the game is still considered over.  


TIED GAME: A Bonus Ball game can never end in a tie. If the game is still tied after both 
players have had a visit, the players will now finish up with each player having a visit with the 
remaining balls on the table. Again, if the score is still tied after each player has one visit 
(know as an inning), they keep playing until the game ends with one player ahead or one 
player hits 21 points!


Players need to keep in mind that if they can’t finish a game or stall when they get a 
good lead, the shoot-out can quickly turn the game around. It is more like a crap shoot. 
Especially if you lose the lag. The first player to the table will now have a huge 
advantage to finish to the 21 points first. Don’t stall time and play fast and try to get to 
21 points. It’s the best way to ensure a win! It will also make you a better player!


YOU WIN!


21EASY AS 1-2-3
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125: SCOREBOARD 


MARKING THE SCOREBOARD:


It is very important that players enter their points at all times.  This is for two reasons. So players don't forget 
which balls they have pocketed and so that the opponent knows what colored balls that you are shooting. A 
player must enter the scoring after his visit is over.  Failure to mark your score after your opponent has shot, 
returns you to shooting the ball indicated on the scoreboard.


(Regardless of who is entering the scores, it is the shooter's responsibility to ensure the scoreboard has 
been updated properly.)


SCORING:


1. A player wins the Bonus Ball game immediately when they reach 21 points.  


2. To score points, a player must legally pocket a colored ball into a pocket. The Purple ball is 1 point, the 
Orange point is 2 points and the Bonus Ball is worth 3 points.


3. A player must pocket the colored balls in sequence, to earn points.  After pocketing an Orange ball, they 
may then attempt to pocket the Bonus Ball, to score an additional bonus points (three points). The total value of 
shooting a complete sequence is six points. 


(a) If the shooter misses the Bonus Ball shot, they have scored only three point for the sequence and forfeits 
their turn. They must return to playing the Purple ball on their next turn at the table. They no longer have the 
right to shoot the Bonus Ball, until legally pocketing the Purple and Orange balls again. 


TARGETING THE BONUS BALL: 


Any time during the game, a player may call any combination or any carom, by hitting their object ball (either a 
Purple or Orange ball) and pocket the Bonus Ball. (TARGETING the Bonus Ball)


Of course, this shot must be called in advance. If the Bonus Ball is then pocketed, the shooter earns THREE 
bonus points. The Bonus Ball is spotted to it's designated position. The visit will continue and they will then 
return to shooting the same colored object ball as the shot before.


and SCORING POINTS


FUTURE POOL
YOU WIN!


21
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TARGETING THE BONUS BALL
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SPORT OF BILLIARDS


Corporation


WORLDWIDE


These rules may be updated or changed, up to the discretion of the management of World Wide Sport of Billiards Corporation, at anytime, to improve overall competition of the game of Bonus Ball.


Last update:  August 17, 2010


OFFICIAL  BONUS BALL RULES 2010 


100: SEQUENCE AND RACKING


1. A Bonus Ball Game Set comes with nine 2 1/4” balls, plus a cue ball.  The balls are colored, a Black ball 
(Bonus Ball), four Purple balls and four Orange balls. The game set also includes a computer DVD of our 
scoreboard and a Johnny Archer “How to play Bonus Ball”. Go to www.playbonusball for information on how 
to order your game set.


2. SEQUENCE of potting balls: All balls must be pocketed in sequence. A sequence is PURPLE, ORANGE, 
and then the BONUS BALL. 


3. RACKING: All balls are racked by the breaker. (Rack your own) The rack is set at the foot of the table with the 
Bonus Ball outside the rack, in the center of the table. The head ball, a Purple ball, of the rack is placed at the 
foot spot. Behind the purple are two Orange balls then flanked by three Purple balls. These are followed by the 
last two Orange balls.


See Illustration:


(a) If you fail to pocket a Purple ball, you must continue     


(b) If you pocket a Purple ball and fail to pocket an Orange ball, you must continue your next visit on an Orange 
ball.     


(c) After pocketing an Orange ball, you will then have ONE opportunity to pocket the Bonus Ball. Failure to 
pocket the  Bonus Ball will end your visit and that sequence. Your next visit will start with a new sequence, which 
starts with the Purple ball.


shooting a Purple ball on your next visit.


FUTURE POOL


FOOT STRING


CENTER OF TABLE


YOU WIN!


21
EASY AS 1-2-3
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140: SPOTTING THE BALLS


1. If a player scratches or illegally pockets a ball, the ball most be spotted to their designated area.


2. The designated spots are illustrated below:


                                                  


It as easy as 1-2-3. Continue playing the game!


3. If you are trying to spot a ball, but another ball occupies the spot, you must place the ball, 
one chalk width directly behind the designated spot. 
SEE ILLUSTRATION: 


4. When a player is needing to shoot a colored ball and the color needed is not on the table, 
that colored ball must be re-spotted in the designated area. Remember, you only re-spot a 
colored ball when you need it, not before!


5. After pocketing a ball(s) and scratching the cue ball, all pocketed balls are re-spotted to 
their designated areas. They are illegally pocketed balls. The opponent then receives ball in 
hand, anywhere. 


PLAY


FUTURE POOL


BONUS BALL DESIGNATED SPOT


PLAY


DESIGNATED SPOTS


THE
BREAKING


BOX


PLAY


PLAY


HEAD RAILFOOT  RAIL
RACK END BREAK END


YOU WIN!


21EASY AS 1-2-3
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