Advanced Shuffleboard Lessons - Syllabus

Purpose: A series of lessons for experienced shuffleboard players. The subjects are more
advanced than the beginner and intermediate series, but the teaching approach stays direct,
practical, and court-based. The lessons assume players already know standard strategy and
common shots.

Suggested lesson length: 15-25 minutes: briefly explain the problem, demonstrate several
board situations, let players choose among realistic shots, then reinforce the topic during
the following practice games.

Lessons Coaching Method

e Do not try to correct every decision or every missed shot. Choose a few moments in each game
that directly reinforce the current lesson.

e Ask the player to explain the decision before giving the answer whenever practical. A useful
sequence is: Who is ahead? What is the frame goal? What are the realistic choices? Which choice
best serves the goal?

e Treat shot execution and strategy separately. A good strategic choice can miss, and a poor
strategic choice can succeed. Coach the decision independently from the result.

e When coached practice includes partner discussion that would be illegal in an actual
tournament, say so explicitly. Periodically run tournament-simulation frames with no partner
coaching so the legal communication boundary becomes habitual.

e For tournament-practice sessions, periodically use an exact pregame sequence rather than an
unlimited warm-up so players learn to gather information under the same constraints they will
face in tournament.

e Revisit earlier concepts throughout the lesson series. Later lessons add nuance and exceptions;
they do not replace the decision framework established early.

Phase | - Reading the Court and Opponent

Lesson 1: Use the Court, Don’t Fight It

Lesson objective: Teach experienced players to change shot selection and placement when the
court strongly favors one path, side, end, or color.

Teaching points

e Start with your normal strategy, then change the shot only when the court gives you a good
reason.

e Learn which paths hold, which paths drift, and how the same path changes at scoring, kitchen,
and clearing speeds.

e Ifanormal St. Pete or Tampa helps the opponent more than it helps you, move it.

e Adisc can be exposed and still be difficult to clear if the drift works against the opponent.

e Use the seventh disc and hammer placement to force the opponent toward the side where the
court is hardest for them.

Board situations to demonstrate

e A normal St. Pete gives the opponent an easy hide but gives you none.
e Strong drift carries the opponent away from a disc you place near the centerline.
e The opponent’s Tampa can be used as protection for your own score.
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e Your seventh disc can force the hammer toward a dangerous line or centerline.

Practice-game reinforcement: During practice games, ask: 'What would the normal shot be, and
what is the court telling you to change?'

Lesson 2: Make the Opponent Play Your Game

Lesson objective: Teach players to use opponent habits and strengths when choosing otherwise
sound strategic options.

Teaching points

e Watch what the opponent makes reliably, not just what they attempt.

e Look for automatic replies: always clearing a St. Pete, always taking a hide, always trying the
kitchen, always using one side.

¢ Do not challenge an opponent on their best shot if a sound alternative makes them shoot
something weaker.

e Use repeated situations to test whether a tendency is real before building a match plan around
it.

e Keep your own play from becoming so predictable that the opponent can set traps for you.

Board situations to demonstrate

Opponent is a great kitchen player but only an average hard clearer.

e Opponent automatically clears every St. Pete and often sticks.

¢ Opponent avoids one side because the drift bothers them.

e Opponent becomes impatient when several blocks stay on the board.

Practice-game reinforcement: After each game, have the player name one opponent strength, one
weakness, one habit, and one change they would make in the next game.

Phase Il - Controlling the Board

Lesson 3: The Seventh Disc: Give the Hammer a Bad Choice

Lesson objective: Make seventh-disc decisions deliberate: block the preferred lane, protect what
matters, or force a difficult hammer.

Teaching points

e The seventh disc is often more important for where it makes the hammer go than for where it
stops.

¢ Do not automatically block the center. Decide which hammer lane you want to remove.

e Use drift and the opponent’s preferred side when choosing block placement.

e A high scoring disc can sometimes create a harder hammer than another dead block.

e Do not cover a score if the cover gives the opponent a better target or an easier combination.

Board situations to demonstrate

Clean board and opponent hammer: center block versus side-biased block.

Two blocks already remain; choose which lane to close.

¢ You have one score on the board; compare covering it with forcing the hammer elsewhere.

e A high seven can make the opponent clear-and-score instead of simply score.

Practice-game reinforcement: Before every seventh disc in selected practice frames, ask: "Where
does the opponent want to shoot the hammer, and how can you make that worse?'
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Lesson 4: Build a Wall Before You Take the Hide

Lesson objective: Teach advanced hammer-steal play using layered guards, opponent sticks, and
late commitment instead of an early risky hide.

Teaching points

e A surviving first guard does not automatically mean you should hide on the next shot.

e Asecond guard can create two ways to steal the hammer: block the board or take a safer late
hide.

e An opponent’s stuck clearing disc can become part of your wall.

e Keep track of what lanes remain open for the hammer as the wall develops.

e If stealing the hammer becomes too risky, accept one score when the game condition allows it.

Board situations to demonstrate

St. Pete survives; add a Tampa instead of hiding.

e Opponent sticks while clearing and leaves useful traffic.

e Two guards survive to the seventh disc; choose between another block and a late hide.

e Wall is nearly complete but one risky shot could expose the lead.

Practice-game reinforcement: During opponent-hammer frames, ask the player to name both the
main hammer-steal plan and the acceptable fallback.

Lesson 5: Make the Hammer Do Two Jobs

Lesson objective: Improve final-disc choices when the hammer must score while also clearing
danger, using discs on the board, or preventing game scores.

Teaching points

e Decide the minimum result you need before choosing the hammer shot.

e Look for shots that both remove danger and leave the cue disc scoring.

e Use glances, sticks, doubles, backstops, and controlled clears when the open scoring lane is gone.
e Prefer a miss that still helps you over a miss that loses everything.

¢ Do not chase a hidden disc unless leaving it changes the game enough to justify the risk.

Board situations to demonstrate

e Opponent has game on the board and you must clear.

e Hidden opponent score remains, but you have an open seven that keeps you safely ahead.
e (lear-and-stick is available with several possible contact points.

e Alive disc makes a glance into scoring safer than forcing a narrow open lane.
Practice-game reinforcement: Before hammer shots on cluttered boards, ask: 'What is the
minimum good result, and which shot has the best bad miss?'

Phase Ill - Advanced Board Play

Lesson 6: Use Kitchen Bait as a Plan, Not a Shot

Lesson objective: Teach kitchen bait as a planned sequence based on score, placement, drift, and
likely opponent replies.

Teaching points

e Choose bait placement for the reply you want from the opponent.
e Before shooting the bait, decide what you will do after a clear, stick, miss, or kitchen.
e Seven and eight bait can create different clearing angles and different follow-up chances.
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e Use drift and nearby discs to improve the kitchen or reverse path.
e Stop the kitchen sequence when the score no longer requires the added risk.

Board situations to demonstrate

Bait in the seven versus bait in the eight on opponent hammer.

e Opponent sticks on bait; choose kitchen, reverse, cover, or clear.

e Opponent misses; choose second score, cover, or reset.

e Baitis now protected by traffic, changing the best response.

Practice-game reinforcement: After bait is placed, pause the practice frame and have the player
name the opponent’s likely replies and the planned answer to each.

Lesson 7: Recognize and Set a Sucker Hide

Lesson objective: Teach players to recognize deliberate invitations and, when appropriate, create
them themselves.

Teaching points

e Aninviting hide may be a trap rather than a mistake.

e A purposely misplaced guard can tempt the opponent into a kitchenable score.

e Strong drift can make a disc look protected while still leaving a usable kitchen or snuggle path.

e An opponent’s guard can sometimes be your best guard.

e Never accept a tempting hide without checking what the opponent can do next and whether you
need the risk.

Board situations to demonstrate

Narrow St. Pete invites a hide that drift can tap into the kitchen.

Wide Tampa looks misplaced but creates a combination kitchen.

e Opponent Tampa can protect your own center score.

¢ Open-looking bait is actually designed to create a reverse.

Practice-game reinforcement: Whenever a tempting hide appears, ask: 'Was this a gift, an
accident, or bait?’

Lesson 8: Reverse, Transfer, or Clear the Kitchen

Lesson objective: Develop better choices after a kitchen occurs, including reverses, transfers,
scoring exits, and safe clears.

Teaching points

¢ Do not automatically clear your own kitchen the same way every time.

e Look for a reverse that removes your kitchen and puts the opponent in.

e A transfer can move the penalty while preserving or creating your own score.

e Use nearby discs as backstops when they improve cue-disc control.

e When the game state does not justify a complicated recovery, take the simple safe clear.
Board situations to demonstrate

¢ Your disc is in the kitchen with opponent disc beside it.

Kitchen plus nearby liner creates a reverse path.

Transfer can remove your kitchen and leave the cue disc scoring.

e Complicated reverse is available but a simple clear keeps you ahead.

Practice-game reinforcement: After every kitchen in practice, require at least two possible outs
before the player chooses one.
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Lesson 9: Use Backstops and Bumper Tens

Lesson objective: Teach players to use live discs behind a target to control speed, stop the cue disc,
or create scoring outcomes.

Teaching points

e Adisc behind the target can be an asset rather than interference.

e Backstops let you use more speed while reducing the chance the cue disc runs too far.

e Abumper ten can convert a contact shot into a controlled ten or keep the cue disc on the board.
e Check whether the backstop belongs to you or the opponent and what happens if it moves.

e Do not use a backstop if the miss creates a worse opponent score or kitchen chance.

Board situations to demonstrate

e Opponent disc behind a liner provides a safe stopping point.

¢ Your own disc behind a target allows a stronger contact without losing the cue disc.

e Bumper ten opportunity from a controlled hit.

e Backstop is useful on the make but dangerous on a thin miss.

Practice-game reinforcement: Before a backstop shot, have the player say where the cue disc
should finish on a full hit, thin hit, and miss.

Lesson 10: Combinations and Caroms: Know What Every Disc Should Do

Lesson objective: Improve multi-disc shots by planning the first contact, subsequent movement,
and final board before shooting.

Teaching points

e Choose the exact first contact point; 'hit the guard' is not enough.

e Picture the desired final position of every important disc.

e Use combinations to clear protected scores when direct paths are gone.

e Use caroms when the cue disc’s redirected path is part of the goal.

e Asimple one-contact shot is better when it reaches the same goal with fewer ways to fail.
Board situations to demonstrate

Guard must be driven into a hidden score.

Carom off one disc to clear another.

Combination can clear two opponent scores but may leave one of yours vulnerable.

e Simple clear versus three-disc combination with equal strategic reward.

Practice-game reinforcement: Before multi-disc shots, have the player point to each disc and say
where it should finish.

Lesson 11: Doubles and Triples: Take the Extra Score Only When It Matters

Lesson objective: Teach when multi-score shots are strategically justified and when the extra
reward is not worth the extra miss risk.

Teaching points

e Count what the extra score changes before attempting the double or triple.

e A double that crosses a bracket or gives the lead is worth more than one that only adds points.

e Use center-aligned liners and backstops to improve the percentage rather than forcing thin
contacts.

¢ Know which disc must remain scoring if the shot is only partly successful.

¢ Do not sacrifice a sure hammer score for an unnecessary extra score.
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Board situations to demonstrate

Double converts 58 to 74 versus single leaves another hammer needed.

Double adds points but does not change who is ahead.

e Two liners allow several contact choices with different miss outcomes.

e Triple is possible but the simple score already wins.

Practice-game reinforcement: Before any double or triple, ask: 'What does the extra disc actually
change in the game?’

Lesson 12: Half-Hidden Scores: Clear, Ignore, or Use Them

Lesson objective: Improve decisions around partially protected opponent scores where a direct
clear may be difficult but other choices exist.

Teaching points

e A half-hidden score is not automatically a must-clear disc.

e First decide what happens if you simply leave it there.

e Compare the direct clear with clearing the guard, covering the lane, scoring elsewhere, or using
the disc in a combination.

e Drift can make the exposed half much easier or harder than it appears from the far end.

¢ On the hammer, do not chase the half-hidden score unless the score state requires it.

Board situations to demonstrate

Half-hidden ten but opponent is far from game.

Half-hidden seven is game on board and must be removed.

e (Guard can be cleared to expose the score for a later shot.

e Opponent score can serve as a useful backstop for your own hammer.

Practice-game reinforcement: When a half-hidden score appears, ask first: 'What happens if we
do nothing to it?'

Lesson 13: High Numbers and Score Placement

Lesson objective: Teach players to place scores where they are hardest to clear and where their
exact value changes the opponent’s choices.

Teaching points

e A high eight or seven can be harder to clear and score against than a deep disc.

e Aten may be worth the added placement risk when the extra two points change the game.
e Place scores with the opponent’s likely clearing path in mind, not only the scoring value.

e Use drift to make a score functionally safer even when it is not fully hidden.

¢ Do not chase the perfect number when any score gives the same winning result.

Board situations to demonstrate

High eight forces a difficult clear-and-stick.

e Seven versus eight changes whether the opponent can reach game.
e Ten gives game while eight does not.

e Deep score is safer from kitchen but easier to clear-and-stick.

Practice-game reinforcement: When shooting for a score, ask: 'Why this number and why this
depth?'
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Phase IV - When the Normal Game Is Not Enough

Lesson 14: Suicide Alley and Other Necessary Risks

Lesson objective: Teach when a very aggressive scoring or kitchen play becomes correct because
safer play no longer leaves a realistic path to win.

Teaching points

Desperation shots are wrong when you are not desperate.

First prove that the normal hammer sequence or normal recovery will not save the game.

Use the risk that gives the best realistic chance to change the outcome, not simply the wildest
shot.

Suicide Alley, extra hides, kitchens, and multiple-score attempts all become more reasonable as
the safe path disappears.

Once the game condition changes, return to normal percentage play.

Board situations to demonstrate

Opponent is near to wining and routine hammer scores still leave you behind.

Only an extra score down a narrow alley keeps the match alive.

Kitchen chance is risky but the opponent otherwise wins on the next normal hammer.
Successful desperation shot changes the lead; decide whether to keep gambling.

Practice-game reinforcement: Before a high-risk play, require the player to explain why the
normal play no longer gives a reasonable winning path.

Lesson 15: Control Disc Traffic Instead of Clearing Everything

Lesson objective: Teach players to decide when blocks, liners, and stuck discs should remain
because they make the opponent’s next shot harder.

Teaching points

Traffic can hurt the player with the hammer more than the player without it.

Do not clear an opponent’s harmless block if it is also blocking their scoring lane.

Use stuck clearing discs as part of a wall when they help.

Before clearing traffic, picture the board that will remain after the clear.

Clear clutter when it is helping the opponent hide, combine, or score more than it is hurting
them.

Board situations to demonstrate

Opponent hammer with three harmless blocks in the way.

Opponent disc stuck while clearing becomes part of your wall.

Traffic gives opponent a combination hide and should be removed.

Your hammer requires a lane; compare clearing one block versus several.

Practice-game reinforcement: Before clearing a non-scoring disc, ask: "Who benefits from the
cleaner board?'

Phase IV - Match and Doubles Play

Lesson 16: Manage Disc Differences During the Match

Lesson objective: Teach players to notice and use meaningful differences among discs without
letting one unusual result distort their judgment.

Teaching points
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e Discs of the same color can still behave differently.

e Notice repeated speed or curl differences during practice and early play.

¢ Do not decide a disc is 'bad' from one poor shot that may have been shooter error.

e Use a known faster or slower disc when a particular shot benefits from that behavior.

e Remember that court or disc condition changes can make a disc perform differently later in the
match.

Board situations to demonstrate

e One disc repeatedly runs several inches farther on comparable shots.

e One disc seems to hold a line better on hard clears.

A disc that was slow early becomes normal after the court or disc changes.

e Choice of hammer disc when one known disc has the most predictable speed.

Practice-game reinforcement: Have players identify disc behavior only after repeated evidence,
then explain how they would use that information.

Lesson 17: Play the Whole Match, Not Three Separate Games

Lesson objective: Use information from earlier games, color changes, practice shots, and end
choices to improve later games in a match.

Teaching points

e Game one is also information for game two and possibly game three.

e Track which color, end, and paths are actually favorable rather than relying on reputation.

e Use the practice shots available before games one and two to answer questions that matter
later.

e Remember that practice is not available before game three, so keep useful court information.

¢ Indoubles, the end choice made before or after first-game practice can affect the whole match.

Board situations to demonstrate

Lose game one on Yellow but learn the exact favorable hammer lane for game two.

Game three begins with no practice; rely on what was learned earlier.

e One partner is clearly better suited to one end after practice.

e Court slows during the match and the old aiming point is no longer correct.

Practice-game reinforcement: After each practice match, ask what was learned in game one that
should have changed game two or game three.

Lesson 18: Divide the Work Between Head and Foot

Lesson objective: Help experienced doubles partners use different strengths, ends, and game
situations without relying on illegal coaching during play.

Teaching points

¢ Head and foot do not always have the same tactical job.

e Astronger end may need to recover more when the other end is struggling.

e Think about what score and game condition you are handing your partner.

e Agree on broad match expectations before play; each partner must still make independent
decisions during the game.

e Do not criticize a partner during the match; solve the next problem.

Board situations to demonstrate

e Head misses hammer and foot must recover.
e Foot has a much more favorable color path and can carry more scoring burden.
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e Partner has the next winning hammer; current player must prevent two opponent scores.

e One partner is struggling with speed and the other must simplify what they hand over.
Practice-game reinforcement: Late in practice games, ask each player: 'What job are you trying to
hand your partner on the next end?’

Phase V - Advanced Endgame

Lesson 19: Know When Seven, Eight, or Ten Changes the Game

Lesson objective: Make exact point values part of endgame strategy instead of treating all scoring
discs as equivalent.

Teaching points

e One extra point can cross a scoring bracket and change who is ahead.

e An eight may matter when a seven does not; a ten may give the win when an eight does not.
¢ Do not take extra placement risk for a higher number when any score gives the same result.
e Use the exact score needed to decide whether a double or kitchen is worth attempting.

e Recalculate after every score late in a game.

Board situations to demonstrate

e Seven leaves the team in the same bracket; eight crosses it.

Only a ten gives the win.

e Any score wins, making a wide seven safer than a difficult eight or ten.

¢ Double is needed only because the first disc scores seven instead of eight.

Practice-game reinforcement: In late practice frames, require players to state the exact minimum
number needed before choosing the shot.

Lesson 20: When the Opponent Has Game on the Board

Lesson objective: Train players to recognize when normal percentage rules change because a live
opponent disc will give the opponent the game.

Teaching points

e Game on the board changes the value of every other shot.

e Ifthe opponent’s game disc remains, clearing it may be mandatory even when the clear is
difficult.

e Look for clears that also score or create a second chance.

e Do not waste a disc on an extra score if the opponent will still win at the end of the frame.

e Ifyou already have your own game on the board, protect it only when the protection does not
create an easier counter-shot.

¢ The game-winning disc may be your opponent’s disc that will allow the opponent partner to
score their hammer for the win.

Board situations to demonstrate

e Opponent has a partly hidden game seven and you have hammer.

e Opponent has game plus another score; decide which disc must be removed.

¢ You have game behind one guard and opponent has two shots left.

e (lear-and-stick can remove game and score your hammer.

Practice-game reinforcement: Whenever game is on the board, ask players to identify which disc
must still be scoring at the end of the frame for each side to win.
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