
THE TLG RULEBOOK

KANJAM

B F R Y U P AE O E O L Y

H W T  P AO O L Y

Kanjam “Kans” are placed 50’ apart with the slots facing one 
another. Teammates are opposite one another at the Kans, as 
shown in the diagram at right. Players may move about however 
they need to but they cannot touch the Kan.

Determine who goes first by flipping a coin, the disc, or another 
method of your choosing. The first team goes first, so both players 
throw before the other team throws. Players must throw from 
behind the front edge of the Kan. Each team proceeds to take 
turns throwing, with scoring as follows:

The goal is to hit 21 points exactly. If you exceed 21 then the points are subtracted from your 
original score; e.g. if you have 19 points and your teammate deflects the disc into the Kan, 
you lose 3 points down to 16.



Deflecting the disc has certain rules. You cannot carry or at any point catch and throw the 
disc. The best way to do it is use the back of your hand or use both hands together. You 
cannot double hit the disc.



In the event of both teams reaching 21 in the same round, play enters overtime, where the 
first team to win a round is the winner of the game.

DINGER (1 point): Your teammate deflects the disc to hit the kan.

DEUCE (2 points): The disc hits the kan, unassisted by a teammate.

BUCKET (3 points): Your teammate deflects the throw into the kan.

INSTANT WIN: The disc goes into the kan through the slot opening in the front.
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