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Beginner Shuffleboard Lessons – Syllabus 

Purpose: A series of lessons for players who are new to court shuffleboard. Lesson 1 is the 
complete Newbie Orientation. Later sessions build board play, simple strategy and 
tournament habits. It is important to correct errors in shooting technique throughout the 
lesson series, to give the beginner players a strong foundation.  

Suggested lesson length: Most lessons are 15–25 minutes. Lesson 1 may take longer 
because the Newbie Orientation is the complete first-day patter. Follow each lesson with 
practice 8- or 16-frame doubles game(s), coaching emphasis for that day’s lesson, with 
reinforcement for all prior lessons. Don’t coach the concept of later lessons in the series – 
you can tell a player to take a shot that is the correct choice, but don’t explain why it is 
correct if that material hasn’t yet been covered. 

Season Coaching Method 

• Correct one thing at a time. A beginner improves faster when the lesson focus is clear and the 
coach does not turn every miss into five corrections. 

• Separate the execution from strategy. Praise a correct decision even when the shot misses, and 
correct a poor decision even when it happens to work. 

• Periodically run tournament-simulation frames with legal communication and practice limits 
appropriate to the event being simulated. 

• Revisit fundamentals throughout the series, especially shooting technique; later lessons add 
choices but do not replace the base. 

• Do not teach later lesson concepts during game play in earlier lessons. You can suggest shots but 
don’t explain the reasons for it until the lesson for it. 

Phase I - Foundations 

Lesson 1: Newbie Orientation to Shuffleboard 

Lesson objective: Teach the complete first-day orientation from the Newbie Orientation document 
so the new player understands the terminology, court-safety habit, player positions, shooting order 
and hammer, scoring, scoreboard flow, dead discs, court/cue conduct, and correct shooting 
technique. Follow the complete patter even with novice players that have had some experience or 
lessons; start with: “I am going to start from the beginning even though you probably already know 
some or most of what I will cover, as I don’t know what you already know and I want to be sure you 
don’t miss any of it.” 

Reference guide: Newbie Orientation to Shuffleboard. Use it as the lesson patter as written.  

Teaching points: 

• Use the Newbie Orientation as the first-day patter; the document itself is the authority for 
Lesson 1. 

• Teach the original equipment terms and bead/court-safety instruction, including the “Do Not 
Walk on Court” reason. 

• Line up the discs exactly as described; define Head and Foot; identify opponent and partner; 
show the original Yellow starting positions. 

• Teach the original Yellow-out shooting sequence and the Hammer explanation as stated in the 
guide. 
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• Teach scoring after the eight discs of the “frame”; show 10, 8, 7 and -10 (“kitchen”); use the line 
and separation-triangle instructions. 

• Teach the scoreboard procedure, small-number use, partner score addition, full-board 16-frame 
flow, and the Yellow/Black out sequence. 

• Teach the dead-disc examples, shooter/waiting-player cue position, and handle-end disc-
gathering instruction. 

• Teach and demonstrate the original shooting method: set the disc; bring the runners against it; 
use the stated handhold and body position; aim before the shot; make the right-foot then left-
foot weight transfer; use the pendulum swing; keep the elbow from bending during the push; 
complete the full swing without lifting the stick; and control distance with swing speed rather 
than punching or stopping short. Explain the adjusted technique for a one-step delivery in place 
of the two-step delivery if preferred by the player. 

Board situations to demonstrate: 
• Walk through the court orientation using the guide in its original order. 
• Line up the discs and play through the original Yellow/Black eight-disc shooting order, 

identifying the Hammer. 
• Show the original scoring examples and dead-disc situations, including close-disc checking, 

approaching from the alley. 
• Use the scoreboard as described in the guide. 
• Demonstrate the original shooting sequence from setup through swing-speed control. 

Practice-game reinforcement: Keep the Newbie Orientation in hand as the patter. Reinforce the 
listed items during the first game instead of adding new first-day material. Emphasize corrections 
to shooting technique. 

Lesson 2: Control Speed Before Chasing Accuracy 

Lesson objective: Give beginners a usable range of speeds and the ability to reproduce them while 
keeping the same smooth basic delivery. 

Teaching points: 
• Keep one relaxed setup, alignment, pendulum action and follow-through for ordinary slow and 

fast shots. 
• Change swing speed rather than punching with extra force or stopping the cue short. 
• Use early shots to learn the court’s scoring speed, clearing speed and slower controlled speeds. 
• Remember that speed can change drift as well as distance. 
• Build a small speed ladder with deliberate, repeatable changes. 

Board situations to demonstrate: 
• Shoot several discs on the same line at progressively deeper distances. 
• Compare scoring speed with clearing speed on the same path. 
• Repeat a useful scoring speed until the player can predict the finishing depth. 

Practice-game reinforcement: Ask “Was that the right speed?” before discussing a small aiming 
error. 
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Phase II - Reading and Building the Board 

Lesson 3: Learn the Two Basic Guards and Hide Behind Them 

Lesson objective: Enable beginners to place and recognize the St. Pete and Tampa guards, 
understand the protected space behind them, and make a simple hide without separating those 
skills into different lessons. 

Teaching points: 
• A guard protects useful space from a direct opponent shot; learn the purpose, not only the spot. 
• St. Pete and Tampa protect different lanes and sides of the scoring area. 
• After placing a guard, identify the hiding area it creates. 
• A hide should be judged first by protection, not merely by the number scored. 
• Starting position, drift and speed determine whether a disc stays behind the guard. 
• A guard or hide is a tool, not an automatic strategy choice; the game condition still decides 

whether to go on the board. 

Board situations to demonstrate: 
• Place ideal St. Pete and Tampa guards by hand and have the player reproduce them. 
• Move each guard too narrow, wide, high and low and discuss the protected area. 
• Shoot simple hides behind both guards from more than one starting position. 
• Compare a fully protected 7 with a partly exposed 8. 

Practice-game reinforcement: Ask two questions: “What is this guard protecting?” and, after a 
hide, “How much of your disc can the opponent see?” 

Lesson 4: Clear Open Scores and Guards 

Lesson objective: Help beginners learn that preventing the opponent from scoring can be more 
important than scoring themselves. 

Teaching points: 
• An exposed opponent score is often the first threat to remove. 
• A hard clear should be controlled and straight; use the speed needed and follow event safety 

rules. 
• Clearing a guard can remove the protected lane the opponent plans to use. 
• Do not add an unnecessary kitchen or stick objective when a simple clear accomplishes the job. 
• Judge the strategic choice separately from whether the execution succeeded. 

Board situations to demonstrate: 
• Clear an open 7 from both sides of the board. 
• Clear a St. Pete and a Tampa without trying to stick. 
• Compare an exposed score with a guard and ask which threat must be removed first. 

Practice-game reinforcement: Praise the correct decision to clear even when the clear misses; 
strategy and execution are separate. 

Phase III - Winning Strategy and Team Play 

Lesson 5: Score the Hammer 

Lesson objective: Make routine hammer conversion a dependable foundation of beginner strategy. 

Teaching points: 
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• The hammer is the eighth and final disc of an eight-disc end. 
• Because the opponent has no shot left after it, use the hammer to accomplish the most 

important remaining job. 
• Protect the hammer by clearing dangerous threats rather than creating unnecessary 

complications. 
• When the board is open, choose a comfortable useful score instead of forcing the highest 

number. 
• Do not chase a difficult hidden disc unless the score truly requires it. 

Board situations to demonstrate: 
• Open board on hammer: score a safe 7 or 8. 
• Opponent has an exposed score: compare simple clear with a more complicated clear-and-stick. 
• Opponent has a hidden score but an open hammer score is available; discuss what the game 

needs. 

Practice-game reinforcement: After every hammer, ask whether the player used the last disc to 
accomplish the most important job. 

Lesson 6: Know When to Stay Off the Board 

Lesson objective: Teach beginners that more points are not always better strategy and that a lead 
often calls for simplifying the board. 

Teaching points: 
• Think about who is strategically ahead, not only who has more posted points right now. 
• An unnecessary open score can be kitchened by a trailing opponent. 
• A hide is still a disc on the board and can create risk. 
• When ahead, prefer clearing threats, blocking when needed, and converting the hammer. 
• When behind, the same board may justify more risk. 

Board situations to demonstrate: 
• Ahead with opponent hammer and an inviting open 8 available. 
• Ahead late with a good hide available behind a guard. 
• Repeat the same geometries while behind and compare the choice. 

Practice-game reinforcement: Whenever the beginner wants to score while ahead, ask “What do 
we gain that we actually need?” 

Lesson 7: Introduction to Kitchen Play and Kitchen Danger 

Lesson objective: Give beginners respect for kitchen play without encouraging kitchen attempts 
merely because the shot is available. 

Teaching points: 
• A kitchen can change the score dramatically, making the shot powerful and risky. 
• Kitchen speed and contact are different from a hard clear. 
• A miss can leave the opponent scoring or create danger for your own disc. 
• Kitchen because the game condition calls for it, not because the opportunity looks exciting. 
• When safely ahead, avoid creating unnecessary kitchen risk; when behind, a kitchen may be the 

practical winning path. 

Board situations to demonstrate: 
• Simple exposed opponent 7 with a straight kitchen path. 
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• Same geometry while comfortably ahead versus well behind. 
• Demonstrate successful kitchen, simple clear, miss and self-kitchen danger. 

Practice-game reinforcement: Before a voluntary kitchen attempt, ask “Why do you need the 
kitchen now?” 

Lesson 8: Play Simple Percentage Strategy 

Lesson objective: Teach beginners to choose the shot with the best practical chance to reach the 
game goal rather than automatically selecting the highest score or fanciest shot. 

Teaching points: 
• Start with the game condition: score, hammer sequence and what the shot must accomplish. 
• Choose the useful result; a dependable 7, clear or block may be better than a more difficult 

alternative. 
• Percentage strategy is not always timid; when behind, the winning path may require accepting 

difficult risk. 
• Use the real conditions: board, court, drift, speed, discs, opponent and your own strengths. 
• Review why the choice was good or bad separately from whether the shot happened to work. 

Board situations to demonstrate: 
• Simple hammer 8 versus difficult double when one score is enough. 
• Hard clear versus kitchen when removal alone solves the problem. 
• Safe block versus risky hide while protecting a lead. 

Practice-game reinforcement: When two choices exist, have the player state the needed result, 
likely result and bad miss for each. 

Phase IV - Tournament Readiness 

Lesson 9: Use Tournament Practice Shots to Learn the Court 

Lesson objective: Build an information-gathering habit so every permitted tournament practice 
disc teaches the player something useful about the court and discs. 

Teaching points: 
• First confirm the practice rules for the actual event; practice counts and procedures vary. 
• Use early shots to learn basic scoring speed and the main drift on useful lanes. 
• Watch the entire path of the disc, not only the final resting place. 
• When allowed, test clearing and slower kitchen-related speeds as well as scoring lanes. 
• Watch opponent and partner discs for additional information. 
• Carry practice observations into the match and keep updating them as conditions change. 

Board situations to demonstrate: 
• Take simple shots to different depths and record the resulting speed information. 
• Test one or two common scoring lanes and note drift. 
• When allowed, compare a faster clear path with a slower controlled path. 

Practice-game reinforcement: Ask after each practice disc: “What did that shot teach you?” 

Lesson 10: Doubles Teamwork and Tournament Communication 

Lesson objective: Build doubles habits that keep both ends working toward the same goal while 
respecting the communication and coaching rules actually in effect. 
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Teaching points: 
• Think in team hammers and team score conditions rather than isolated individual turns. 
• Share speed, drift, disc and lane information at times the rules permit, usually after the practice 

shots before a game begins and between games. 
• Keep both ends on the same strategic goal when protecting a lead or chasing the game. 
• Treat in-game coaching or strategic advice as prohibited unless the rules in effect clearly allow 

it. 
• Help the partner reset after mistakes instead of carrying frustration into the next end. 

Board situations to demonstrate: 
• Run several ends with no in-game coaching and debrief at a permitted break. 
• Practice concise pre-match sharing of speed, drift and disc observations. 
• Compare factual information with strategic advice and discuss when the event rules allow each. 

Practice-game reinforcement: Before a practice match, agree on the information to exchange and 
the permitted times to exchange it. 

Lesson 11: First Tournament Habits: Rules, Pace, Sportsmanship, and Reset 

Lesson objective: Make the first tournament feel familiar enough that procedure, pace and 
emotion do not overwhelm shooting and strategy. 

Teaching points: 
• Know which rules and game format govern the event; do not assume another tournament’s 

practice, coaching or hammer procedures apply. 
• Use permitted practice to learn speed, drift, discs and useful lanes. 
• Be ready when it is your turn without rushing the thinking that selects the shot. 
• Respect the court, opponents, partners, officials and volunteers. 
• At the start of each end, know the score, hammer situation and what the end needs to 

accomplish. 
• After every result, keep the useful information and reset emotionally for the next decision. 

Board situations to demonstrate: 
• Run a mock match opening from court assignment through practice and the first end. 
• Create a rules/procedure question and require the player to stop and seek the proper ruling 

rather than inventing an answer. 
• Create a missed easy hammer and practice a short reset before the next end. 

Practice-game reinforcement: Use some practice games as tournament simulations with legal 
communication, normal pace, score awareness and deliberate reset habits. 


