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TH,IS B,OOK'HAS BEEN WRI~EN"F'OR, THE $OLE,IPUR~
POSE' OF J;mLPING BEGINNERS ,NOVICES AND SOME
,./lMA,T,:euRS"TO BECOME BETTER SHUFFLERS AND THERE-
'~Y' PROMO~E T;HE :'G1~EAT'<;fAMEOF: 'SHUFFLING.,. ;~" .: ,I;' ,

, " , " ,t - ~; .• " ~$'; '..1 '\',' .

..' . ,1..- ' , } ," { (' (:'

THESE COPIES HAVE BEEN PUBLISHED WITH THE,
COMPL:(MENTS' OF THE AUTHOR TO BE ISSUED FREE OF

CH,~RG~'i'TOTHE,SHUFF~R WHO WISHES WQ ACQVIRE A
BE'l'TER. KNOWLEDGE OF· SHUFFLING. ,,:: ", ':'.' .
t.7 .•'t':' .~': . ;., . . . ,";' ,,' " ' " . / " '. ' .

, .,,' '. ' , ',' \

THIS IS .NOT'AMONEY MA,KING PROMOTION. '~O THE
CONTRARY, I AM DONATING MY TIME: KNOWLEDGE AND

MAT~fi,~~,~~O~, TJIE, ~~TE~T.! OF,.$H1WFLI~G. "), '
, • J. f ''1'" .' ' , , ; " ". '5 .;, ~ ". '

, ~he: !n!ornia,tion corrta Ined in th~sar1iicl~ has
b'eentacquired frol)ltip~,of.professionals. state
ama teurs,,' ;from watching the' results of dlfferent
sh9j~~,4,ur:~#~'game(and in,IQQst cases, jl,lst,,' '~,
u~rng p!ain,~ommon~ens,e.,., i "" .. :::i:/hij

,~\):'\~";~l.:;(ij/:I·~<t t::,:~'" .,,'..' ' ':,",~ ;"'," ',,;. " ,; :\";li'~\~

- :J:.t ):s 'not ,me~t as. a ~,guide, for good players,
,J:>'l\~~'i:\sC!-,;~~dei':for,new)md, average <,players c t9.,
help, ~tl?-eA1:more c1ear~y unders tand .the game and'
beQ.ome/b'ett~r' players., I know there 'w~ll be " ,
,:Q:~'r~aJt;l;'(sh.':tffler::$,iwho'wil.l:,disagre~ w.i th my i{,;

stra;tegy, and J;'ightfullyso, although some ","i;,
· would disagree with their own strategy if they
di<t~p.t,,,.~~co~i~:~ it.',.
",f " '~, 'w ,~. • I \ ' "".' \ .~ I', " ~,,: ,i. '''-,'f:5, t':;

'. Every shuffler has 'his, own ,way of looking at
a ,s1 tuatd on, ,but ,tl,ley ~l~ .have the" same.basic
moves of ,strategy. You w1ll have to develop your
,own~~yleaooording to your mechanical ability
..as:'You progres'a in the game.· No shot looks the'
. same" to ' 2 .plaY43rs• ,What may appear to be a;
s,1.mp1eshot to me may seem d~fficl.Jl t to someone
else and vice ver~a. YQuhave to play the shot
·'that you feel you are able to make according .to
· Y,ot& own ability. Shuffling is"mainly strategy~
lni~1£h,~,ical abl1i ty, 'concentrati~n and proper, '(
delivery. Without these' 4 ingredients you will
never beoome a really good shuffler.

J.,
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Every shuffler forms hio own style and his
own strategy according to his own,abi+i ty" and
of course your 13.trategy wj.ll depend "on 'th.e, lie
of the .disc at the time. ,t can only suggest:.:;!.;
possible ~oluti?n to tho T'l-roblem.·,ExP~,t~.~nce:'.is
the only sure teacher, U 0 play and pract1ce·a.s,
often .as you cl:I.1';1.But above all,.remember"~,,
winning',isn ~t everythil1g. Play: t6,the,bes.t 'Of,
your 'ability , 'but havo ~~Ul'l doingit.:lfyou·".;~,:,
Loss , lose-graoefully. c10l'l~t. lose~yo,ur'tte'tnp~'~i:;..
You'll spoil not only :'rout' game~ butalso'that,
of your partner Md nlilo your opponents'. No
one likes a sorn , "'........ . •.

.-.~,": . "I:.~',",';

Before readin
let me point ou
being an authd
ation I have oomlJJ.J.Uq

J 'few· shtifflers
play~;then I
while. I am not
shuffling, nor
one: ,'I" find plennur.o
enjoying the
imenting with
t i.ps : of strat
about. I also
game.. '\

, I"; ',". . ("; '''''' c,; , .'1~\.,

tructi6ns','pleas~'; /'
no pretense .on.,

ame, If"the ,ir:d'o~~ .
will" assist>ot1lY.~\~··
er "standard" or:':;;
s :al(,b~en\,:#or~hg;;:.
nal in'th'e "game"of"
y desi~e;:~o become'

"Hnng with my.friends,'
ullest •. 'r~tikeexper-
hots and'trying,out ...
,"19 seen,'or .been; told,.

nf'.!:, others :~8'eiij6y.the
\ 'I' .

Some players h
game~ while 80m

ity to·put th
category that

~':':'i '- s; .", ' , • .:: ,

1111<1:","°1 talent for the
the God-given abil:-
per •. That is the
placed in.

,~ . , ' . ,

':I:.'think'the boat tiv I oou1d:give':any beginner
is', "wa+oh aomo good pln.yc):ra play a few .games
and have sdmeone with you who oan explain what'
they 'are doing and why." It .Ls no good to know"
what .they are doing unlonn ybu know.why.Then"
get'someone to play with you, showing yo:uwhat
t'O· do and how. After' you have tried a few ,shots
for yourself, you will 'mono I'Ol;ldily' understand,'
what you are' ;re.ading.,

~
.<~:

",.. ~

'3 ~

:....·~fiQUIPMENT.,-;;' .': .... .', " " ,
, . "'}/!' ,I 'i) '( '~:_:~,_;:' ':':'::' ~,i.,{<';'. ',~~,~; .;;' <.'::

Now i tis time 'to learn about equipment and
'ch.oosing"y~ur cue.. .The discs. or ,blocks. as. they
are~~inore:'commcjnly·called are usually supplied
~y ~he"p~k:or club. TI;e cue~. are, aLso suppl,ied
l.n.:.s()~e'\P~lts; ,but It1s, adv1sable;:to have ,t,;

y.ourA,o~:·;cu~.;;Ifyou are to become a good
shu,!fi+~r\~.:it is necessary to deveLop af'eel

:),f9FLY~9';lP/"cHe..Yo:ush?u~d. become.~ccl.lijt?med ,to
!tfi '''W~1gl1t"and flexJ.b1l1 ty·~·J the. way' J.t.'hand;-

. ;>l,;teS,')9~:):ij.:iy,·indy.;·day,Of,:;;on ac, slow. court) ,,,I tL i:~
very 1~P9:r~an~ ~hat·~youknow' your ,9ue~;".;It'~, n.
like driving your own car compared to a dif- .
fer,elJ.i;,·,,,carJyou knoW:;.,what, you .can do with,i t

~,t r.;;,>. l.,,,,,,,~,,}. ••..•'. ~ '10 ,,',.. " .

and 'hoW"1t, handles e . cnooae a cue that f·eels .'
comfortable in."your hand ~ There· are various
c~~:fU sqme;••hav.e,.a +arger,~grlpthc;m others •.•, f',

, You, mus t, hold YQw.:'; cue 11ghtly VI1th your f·1ng-
er;;i:;:when"'sl1ocrtirig,'so"take this. into cons.Ldez-.•.
e:H·or,.i~j~h~n,::~el~·c,~~ng,.YPu:rcue. :';r .I

. "f";f'l.- :,t'~·_H'~"'... f'.~ \!11f~ " ,'~""~:" -/>~',,:'1'.'\ _ , ';"'~':"~'. ,f t"\~:
, :Tg:9r~'r.~f,e;.;severf1~';d~ff'er~~t. tYI?es, ofcuesJ\;{~

. f.:tberglass, bamboo.iand a.lumirium•. There· are·r.,··",
~ •• _,J; "~1\ ,~.J.. \ J .' ",:.';' J, >ci' !', ..•.••••.' " ..',-';" ",' _I", ', .. < ' "" ~ >. \ •.01 ." ~

i:'Pl~~s,. re~ort.; c\1e$',.pJ,.ayground and telescop1ng
".cues .•, Each!.are. good, but .the best on the market
:'·tOQij.Y'~~)in·My ppinion,<,'is .the swive,l tip. It·j,,'!
CQm~~ '~nieither f~bergla~s?r ~luminum shaft~ .•
The ;.part ..that .. I l1ke, about:1 t .1S"the. fact. th~:t
i t has~'a"wider ~fork which embraces thedisc,d
;:Jm~Eef;)Md!;~h~re!~r~~.gi v~s ;'jYo~be~:t~r: ..c.o~tro! !.>~;.;"

; ...·f

";',".

.«: I'

,,;'f'." . I I.
. i Hegular cue Swl ve
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Notice that more of the disc is embraced.by
the swivel tip +harr-on the regular cue, giving
you more control over the disc.

. ohce :you' have s elect'ed yout' cue ~f+'E!acii·. th:~"J";
gameproperly~'rrom:' someone who knows'how':'td"'"

, pia,y·., I have seen. so many pe6ple" p,lay~ng;:ln ....
trailer parks whet'e thero is no instructor,arid
it is' pitiful'.' They are juot pushing bl09~s'"\,,
back and' forth' with no idoa of what t,o' do or' "
ho~ to' -courrt. .This i~ mainly why !~haye"wri t~en
·thl.s booklet •. I want to oxplain' 'as clearly and .
simply'as .possible tho gnmo of, shtrl'fling:so'that
anyone .mayunderstand nnd 1111 may enjoy •.. ".

f •

. Myadvice is get ou
·and.see how they play
Watch their strategy,
player who is'not play
glad to 'explain wh
ybudostart playln~,
than yourself. som
will never learn by
not know anymore th
beaten many tim
sure you learn
the other fellow
variety of shota,
copes'with eaoh
no two shots
be enough sim
adjust· your sh
results.

watch .a ~t6urrlament' .:
w theyscor'e'> .~-
k questions. Any",
the·!,tim~will' be'
eh!ng: .Theilwhen ~

with someone better
knows the 'game: You
({with. people '.who.do
Ure you will be.
ytim'e 'you are, make
takes. Watch what
bea~ you.':Set 'up a
olos ely how:he;'
ou will find that

but there'will
u will'be able'to
withmuch the same

Every time I
I get very in,
this. or that ahot
them. (although yo,
tage) But as in nny

. make the shots thoy
miss, their avn'l'"nfJ'U
simply becaus

orne iood" players,
them'wh~ they made

vantage' .it was to
lly see the advan-

von the best don't
make.' When the pros
is much·smaller
me seriously. If

'~Uj(;,"1 -,..,r .....r:-; .. ~; "~ , '.'!' ." ";.r','.
'., '" . . ". ;... :, '. ' . ;, "'f ~. ( , .''"t I.,' -.~ • ," • '. : :., • "J. .j;' " ';' .

.theyar-e not sure ot: a shot. they will practice'
that, ~hot until, they:g~:t' it, r.~ght. That,ds ..',t~e

;.:~~';~i d·~tref~,pc2;lbetw~en,;~ pr9, and an amat~ur... .
< • \. • T,' ••.," ., '. .' • i' i ~" •

.. S.6me.;pe9ple,y.I~ll.tell you tl;at its, from 75%
to 90% luck but don't you bell.eve It. I w,Ould
say maybe 30% to 35% luck, but you must know
what you are doing and how to do it. There's
luck' in any spor-t , but if you dontt know the
shpt ·to 'take or how"to make it, .then you are
going to ,:~eed 90% luck. - '

.'~Ithfnk~thid'woutd be'a good time to poi~t
out to you that having the strategy and know-
now ace very important factors, but quite use- .
Leas.' unless you have the mechanical ability to
exe~ute your shots 'properly. You can read in-
struc:~fons' until you are ·blue in the face but
it .•takes"practioe, practice .and more 'practice
to 'develop 'the mechanical'skills'necessary to
'put your strategy. to ,use. :One without the other
wi.ll,~·onl.Yproduce ,an average' player. . . .

• J ,r _ '" ;, •. ~ , "', .; • ,.,' -, .'. •

",' ,,,'You''cllso have "to be flexible J be able to ad-
;j·":jt,is.t'your s,trat,egyandablli ty ,to play on. slow
. or:'fas,t cour-ts ,' windy days " 'courts with more
1,\.... . " ,l," , . .', ,1.

','drift 'than you 'ar-auaed rto , Also, you have to
adjust your strategy according to the score on

,",the. board. Manyplayers are real exper-ts when
~'th'ey:"are..'ahead but have no strategy for coming
frorn'~behind. ., " , .' .'

'r.;,'\:_, .;.t..•' .Tt',:_:'0'1 •. fI_~•. ,I ' '.' ,::: f. '~. .: .,';":. ~ _.• '

LEARNING TO USE YOUR' CUE"

,

.' ,. 'J "~. • • , . • • •

The"most important thing "fora beginner to
" l.~arn,.~.~ how to' 'useyour 'cue ·properly. Before
pl~ying <l: game, get a set of, discs and practice.
First~·of all, hold your cue lightly in your
hand!,'jl,lst usdngvthe tips .of your fingers to
. 'grasp the hand'Le, A tight grip will tighten the
muscles in your arm and cause a jerky delivery.
~k~.your delivery a smooth and fluent stroke
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with a straight follow through. Your follow
through is going to determine the,>direction:' of

"!'your disc. 'Try'to develop a rhy~hm or-a . "
smoothness in your deli very., If you watch a
'golfer or a bowler, you will notice' how'fluent
their whole motion is, the back swing',th~'
delivery, .'the follbW through "b~Cbrr(E!'f3".ori'e,,':'c'On-
tinu6us smooth'inotion. It's' the abrupt, "jerky
delivery that wIll start your drsc ,of-r course ,
You may have shot it whore you aimed, but that
,slight variation' on tho point of'delivery",,,,ill
take it off course four to six, inches in, the,'
length of the court. Thto type of delivery is
generally caused by holding your cue,too tight-
ly.

,- 'f

m at ;the ciisc,YOu w1sh
off with your intended

ways to your. ,target.
square'with the
practicing, ,try t9
This is placing your
de of 'tne:court, not
point and the outside
ut halfway between the

• Then practice the Tampa
of the court" just
ouching the, side li'ne

Whenyou ar
'to hit, squar
target. Don't
Have your shou
'court and you

,s~t up a st •• W MY '" \'tH.',\
"d1sc on your
qui te halfWay
edge of the I"H\1I1'\+

point and th
hide. This 1
past the poin
as shown in t

,

When'you ar
place your hi
shooting the b
this procedure.

I , ~

Then pt'actio
points o-r the
eigh~,. thetert~

" low sevens, then
them off. Anoth
to shoot 'from th
',place all eight

line at the fa~ 'en

he red 'disc's'~you would
, but when you are: '
, then you must reverse

ur discs on various
, the seven.. the,
your' four dfscson
her four to take
t1ce for. aiming is
the line ahd,try to
ow on, the, center.,

,'.

7 .
k , ~ M , •

~: :

':'.:./

foul line

, "
,.
'.

'0 ,

fOUl' line ;I' '!:

.;" St. Pete's· Tampa

" ' 'One praqtice' tha1; La very popular is to try
and, ~l~~,e one4isc in·,.~ach,.?f the ki ~chens, one
ine~ch of the ,sevens, one 1n each e1ght and
one in 'the ten.' This' Ls good, practice for con-
trol'of distance shooting. It will help'you
acquir~ ajgood feel for the amount of weight
t~,a.t,:.,I~~~~~ded. to" pr.~pel, ,your,'disc, to any l',t.

giv;el) spot ·when:trying for, a score. , . '.,
•••. ) •• -/' .• j' I·, j... ., .• ',"

While you are doing this, ,practice your de-
liv~ry with your,cue. Line the sh~ft of your
c1fe:t'~i~,~th,e de.s,~~e,dspot. ,that you want your
dJ,.~c,t,o go. Pick a spot on the board 'and aim
a,t~that spot. ,If you are,cleaning board, then

- pit,}k'a apot on the. disc. ' such, as a chip off the
:;~dge'.'ot~,the dd.sc ," or, (me <>£. the dots> They' are

""g~he:t:~+t~ '~~~p.~~';s?tJ:le;{ §u'e .not too ~ard, ~o
:...~;t3..~,~:r;":~,l-Jq"a~. ,~And"ll.:lce an:y:,good. golfe:r. p;ase-
,.l.ball b~1iteI' O+. pitcher. you,must follow th~ough
'Lwitht your arm hea\Ung: rn the direction, of the
target and in order to get the proper direction
a single fluent motion is need ed , ,If you can 't
s,e~m.to' do" thi,~;,' you'"will.':fi,nd. ' that ,90% of the
tiine your shot will be propelled off'target.
This' 'is a good exercLae to practice until it
bec<?,mes,a. habi t. Repiember, and I' can't impress
upon" you, enough, a '"smo'oth.delivery and follow
thfough')will give 'You' the .proper control that
is necessary to play competitively.
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.In learning to improve your style of shoot-
ing, there are some things you should'try to ,
form a habit of.' Always shoot from the center
of the board to set up a hide' or to coven a
, disc that ~is scoring that belongs to youJ This,
will he+p,you get i;l; mora in line ,/givingyou
better coverage. The straighter the line :of your
shot, the': better. If you shoot from an angle,
your disc will have to atop perfectly in lorder
to cover your disc proporly. But if you shoot '
straight for it~ it'will have more space :in
which to sto'p.The same prinoip1eapp1ies, when
'you are trying to hide a disc' •. BUT,~,~ake'~al1
the leverage you can go~ when trying to knock
out a' disc. Don't look ,I.t ·the hide disc and,
just try to~'miss, it, you wil,I nick the, edge of

'it nearly every time. PLak t.L spot beyond the'
hide dLsc (a' dark or HHht spot on the' board)
and shoot' for that sp

"

If you want'tob~com
must get into tournam
other clubs, etc. and
instinct.

For the shuffler wh
trophies or tournamen
a game with some fri
and you. caniexper-lmen
shots. ,But, if you ar

,tournaments, you must
chance you get. You sh
'whether you are just

,. <ingto' dump your oppo
the Same amount of s

,:j(";,. o{\ •.••• -:'.'.. ,",' •••..• ,\

, Neve'r~,,~ho'ot'a l'~isc
'mentally and 'physical
ancej have a split d
there's a commotion 0

thing' that' wi).1 disru
step back and "g,et,',you

od shuffier ,you
nterchahges with
p a competitive'

t interested in
,ying ,the, board in
be a lot 'of fun
lot 'of different,
ted in playing in
mpetitive1yevery
ke eachishc+, "
up a'hide or trY--
he kitchen, ,with

".'

are'ready,both
u are off bal-
your mind, Tf
oourt , or, any....,
oncentration,
and your body

f.;;:,J,.·

7.·~. I . i

.: f

9 )

.. u:",,, .J l"1{ i,{:\.;:." .:",
. " ,; ~; ;".' '.' . ', . ••.•.. .,:,;, '. )." .. ;. (l i _:! )

oriented'.-: There' is':,lno'rule that says you .c~ ~,t
1 '\l"givecyour' shot a "second",consideration/ unl:es{

of course you have -a tar-ted your d.'elive,ry'~".Tnen
»you. must -contdnuev'or- you 'will be :fined. JI~~"'I,:"
. many .of "US'get: up' to shoot and we don t,t :(ee1,.'
just,'right~ 'Instead of backing off and stiarti'ng
oven; ::we'-try to compensate for, it. by s'hif'ting

\!.our:'weight or movingtheaisc a litt1e'bit. ,,'
Thisf;:just"does not wor-k; You have to step, back
,and -r-egr-oupyour concentration, then take a'
,whole' new approaoh, no matter how slightly you
have adju$tedyourself'. Concentration in every
shot~,''is~very vi tal to your accuracy. ' ,

r v:':;-- ~i:;;~ .,~:-. . .~

If"iyoulhave ever watched' some of' the, great
g9Ifers;putting,or'bow~ers making their deliv-

2G,ery you,~wi11'Jkriow'whati I mean,:' They' concerrtz-a't e
onfeverY0shot' until it has ' reached its destin':'

J,~ation: Study your shot 'and know exactly what,'
you':fwant:;to' do "before you settle down to' shoot.
Then:tconcentrate .on where you want to hit be'.:.,'
::,foree,y6u make-.your- delivery. 'In other words, '
don+t; have a spli t,·decision "in your mind, you;
wfl,b end up <doing::a little of each ',and missing
yoU!! intended shot •." " ';"". . 'J'

f.'.j' f;~ .. ~,~,~~~(!~;. :'>' ;'~'l'~~ >' .f,•. ,:, -; ~:'" ~~·",.~i "~ 1,'.0, :~ _-~

h.,:]!:fj" you vhavertwo shots in mind, ,decide which ~
·~i'S,:Jthe'·;1be'tte'rshot 'for 'your "particular ,typ~' Of
play ~'\Jthen discard, the' other completely fr9ln.

'"your"'mind •.'Remember-,>slow down, never hurry·'~.'
yourr~d'eoisi9nor your shot , " ) "; ;,'

. .:. ::,>~ 'j'~) f " . ~;"( .:. ;....... " , (;.'.: , , : ~'i. ~.~:

':, ~:::(~'.:hv",c ~;I~~~" SHOOTING,FORCOLOR - ':,
.',.>" '\~Ti''('f' "~~' "j'" ANDCHOOSING COLOR' ; ",'.." ",
\..:(.J..,.,1';I·t ~ ' •.• \, ~I )5 ' ..." .!~ ",' .);,;',r.,t

Now'that you have mastered the art of using ,
yount cue and, learned; a bit; about ini.tial,' ":,'
s.trat,egy, it, is: time to 'learn a ·tew of the 'filn-

" damerrtaLs of, the game. First'of',al1~ pr-ac tice"
,tagging, for, color ohodce- and, choosing color. .1

~;,Th.is.,:per-tame to,;,tournamen'ts. If you' happen to
!'know~~he,court you ,have been aSsigned to and
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'and you know that ,it is not a good court, you
.have.the privileg,a of asking the:tournament .r..

director for ano ther--cour-t , You may a.l.eo request
?-n~ther .refEitz~'e.;if·y:~u have a valid, reason to;

.(do 'so.'This mUS1; be .done before choice ',of·color
haajreehjnade, N~x~t','"the rules, say,that:.you have

't'the:priv,ilege::of"shooting one ,disc .of each .cof.or-
,;'to try. out, the board, to see, if it·is :fast or
, s·lb'l;'.:Then· i,fit is -not to your liking, 'you,may
ask'.to have it swepti, waxed or,whatever"~the',,'
I)'layeriwishes. This, must be done before ,your "
prac:tl'ceround" begins. You must ask the referee.
He in turn will ask the other, three'players. .r.

Even if you, are."the only one that is dissatis-
fied; the referee .is obligod to call the tour-
nament director, .who will try the cour1r and
you'.'willhave to .go by hin deoision." However,
don't .betoo easily- satinfiod. I 'have·,seen cases.
-where" the dLscs, have run fine, from one, end'but
no t :(rom the other. The problem was once the disc
hit 'the scoring trianglo i.t started to slow' .
down too fast, because of <1.o.mpnessor dirt,.'on
that end. This would not bn noticed on,'the,-other
end of the court as that WOltld be the· point. .of
delivery and the diso 10 ho1.ng pushed through,
that area. At the far end 1,t has lost its peak
of propUlsion and it doennft take too much to
stop it.completely. So, l.r ,you are having pro-
blems from the foot of tho oourt, have, the.:tour-
nament director try from your, end too .',You',are '
a part of·the competition nuet this is your pre-
rogative. As a rule, tho tammament director
will just try a few diRorl t'r-om the head of the '
board and you ,may be play1nK from the foot. So
stick up for your rightn, 'f.h".y oan't do anymore
than ,turn you down.

If everything is sat
Z'rouilds of practice on
acquaint ,you with the b
will find th~t each bo
are a,little different
the .board is, but ther

r"V, you·will' have'
or.'This is,to
the discs. You
oh set of discs'

other.Geher~lly
d occasion"
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where the discs are partly to blame. Some will
run a little faster or Slower, or have a drift
to the right or left, but a drift is usually
the fault of the board. Sometimes there will be
a certain area 'on the board where the discs will
run slow or fast. The discs will also run diff-
erent depending on the usage they may have had;
some will be worn more than others or some may
be new and 'not broken in yet. But in all, Dis-
trict or State tournaments, the club, running
the tournament is supposed to have all discs
broken in before they are put into use in a
tournament. ,You may find though, some local
tournaments or interchanges with other clubs,
that this has not been done.

Once you have started playing, it is too late
to alter either the court or the discs, unless
one of the dis9S becomes defective during the
game. Only the tournament director or hisassis-
tant may decide even then. As I have said before
you''do have the privilege of shooting one dis c '
of eacp color before starting your practice
rounds, buf this is simply to'let you get the
feel of the court.

It is ,also important to know and remember that
you and your partner may change ends after. you
have shot for color. But onoe the game starts,
then you are stuck where you are. This works to
an a9vantage in ~ome cases but in others its, a
definite disadvantage. For instance, you may be
the'be$t man at the h~ad of the court to lag for
color and then change ends. The reason for
changing ends is,generally because one of you
.is better at playing the head of the board than
the other. But don't get me wrong, you can get
into'a"lot of controversy over. that and. I am
not going to stick my neck out and say which
,player,is more important because I don't think
there is a difference. Granted, the person at
the head of the board generally controls the
play of the game simply because he shoots first.

-
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So, it is up to him to recognize a situation
first otherwise he leaves it all up to his part-
ner. He is the one who will try to get the extra
count when it is needed or keep the opponent
from getting into a going out position and what,
have you.'Then, if he fails, his partner still
has a chance to try. Being first to play he must
have the ability to figure out what is needed
and when it is needed otherwise he would only
have his partner' sshot to try and do what both
should have tried.

But don't get the idea that the player at'the
foot of the board is just 'there to shoot the
discs back, or you're in for a lot of disappoint-
ments. He is every bit as important as the one
at the head. It takes both of you to win a game.
Sometimes your pa~tner,may have a bad day and
you'll pull him out of it, 'but believe ine, there,
will be days when'the situation will be reversed.
Don't ever get it into your head that because
you are playing the'head and therefore (more 'or
less) are setting the trend of the game ,accord-
ing to the score, that your partner has nothing
to do. There will be many important decisions
that he will have to make. You will not be allow-
ed to help him decide, so he has to make them on
his own. There will be lots of times when you
blow, your opportunity to finish the game, or get
your count, and he will have to bail you out by
getting an extra disc. Or, in the cas9where your
opponent needs an eight count and you need a
seven to go out and your opponent has the last
shot. It is up to the player at the foot to re-
cognize this fact and put his Last disc on a
seven, forcing him to take yours off and only'
count seven. You might say, "Yeh, birt what, if ,he
dumps me in the kitchen?" So what? You have kept
the game alive and you nevor know what might
happen with your next 2 hammer shots. My partner,
whom I have played with sinoe I started shuffling
prefers to play at the foot of the board. He has
pulled me out of a tight spot many ,times, simply
oy_knowing what to do and whon to do it'and by
being able to execute the ahot properly.
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As,I'have'oontihuously'said, knowing what
sh,ot',tomake is of little, use unless you have
the mechanical ability to do it. And, of course
having tlle'meohanical ability but not the .know-
led~e;i~.~l~o of little use.

. '

F0li'instB.ll,oe,if the score is,such that you,
need,:~~1t'eecounts .to go out and you have the
hamme'r,"it is the duty of the person at the
head" 9f t~e board to.try to get thai; extr-a ,
count. If he'does, then: it is up to the one at
the,f.oot'~o prot,eotthat and anly try for his
one caUnt'to'ga out. J;:fthe player at the'head
40es not get, the extra oount then his' partner
still has a ohanoe to',try for it. But; if the

,player at the"head doesn t t try far it first, he
is le~vihgeverythingon his partner's shoulders.
Actually,,'in,my apinian, the player at the foot '
,should,be;the better kitchen player because ,
qui te often he:will be left with the res pop's1-
bility of having ,to'gamble on putting the op-
pos LtLon in th~ kitahen to keep the game alive.

If one,of the players is better at lagging,
than the other, then after shooting for calor,
you change ends because the other fellow has
more strategy (can play the head of the board
better)~' your practice rounds have been all in
vain. Yau've practiced at one end and then you
played ,f,ramthe other end. ,The board can vary
enormously from ope end to the other, that is
ane 're~san yaushould, never criticize your
partner's d.ecirsian.onia shot. His end of the
board 'may'not play the same as your end. Rely
on 'his,'ju4gement. If yau dan' t think he knows
what he is doing, then you shouldn't have him
fora 'partner. S~ again, I say it's no.t a good
solution'" The best solution to your problem is
for the'fellow who is 'normally going'to play
'the h'e,~al,'~fthe'board to get .ouf there and
practice lagging for color, then you won't have
to'change ends.
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When you go to the court to practice there
are 2 ways of working it. You may be the type
who likes to shoot first and make your oppon-
ent beat your lag. If you are, try to get to
the court first and start out on the .black so
that you will end up'on the red or yellow and
will lag first. But if you are confident that
you are better at shooting last,'then definite-
ly start on the red or yellow and end :up.on
the black. This will let you shoot, last. You.
should learn to shoot first or last because '
your- opponent may have tho same idea. He may"
get to the court first and have his choice of
starting although, most players like to shoot
last. So it is a good idea to practice shooting
both ways. Keep in mind that th~ center of any
court is the most used and will more than likely
be, faster than the outsidoo. The sides however
may be more dependable beoause they are a ,little
siower - if you happen to 50t your weight a
little heavy or a little li6ht'it won't make
as much difference in the distance that your
disc will .travel. But you must have the same
confidence in your ability and the same con-
centration in your shot whon you are lagging
for color as you would if you were making the
winning shot of the game. It is every bit as
important to get the choioo of color, otherwise
your practice has been to no avail.

Here's another little t
your opponent gets to th
chooses to start on the
finish on black and hav
choice. To offset 'his adv
shoot your first 3 disc
him to shoot on his side. ~
shot, shoot for the line
will force him to change
across the board and wil
him off enough to make him
shoot too hard and miss.

of the trade •.If
urt before you and
~.•rst, he will '

hot for color
of last shot;

your side forcing
with your last
side. This
ight going
of'ten throw

me up short or
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When'you are practicing, watch the other
fellow's discs equally as much as .you watch
your own. You will learn alot from where they
go, therefore you have not only had the benefit
of your own shots but also his. You can.bet
your boots if he is an experienced player, he
will be watching yours. So don't give him an
adv~tage that you are not taking yourself.

011eother important thing, and I generally .-
insist "on it unless l' know the court well, is
to shoot your 4' discs at one time rather. than
alt.ernatIng shots with your opponen t , 'If you
alternate shots you will find that'you will be
trying·to counter his shots instead of picking
up',the data that you need. It doesntt mat ter-
which system you use in practicing, whether
you line up 4 sevens a Tampa or a St. Pete's,

.2 sevens' and 2 eights , just remember that you
only have 2 tries with each color and you had
better discover what obstacles the court has.
(drifts; sticky spots, etc.)

.'i, ".•.

Remember also while using those 2 tries,
once you have chosen color, or,maybe the other
fell,OW.has chosen the color .you wanted, nha't.
there is..no turning back. So try to find out
the pitfalls'in'both.colors ..You may not get
the choice, and even if.you do, its nice to.
know what obstacles the other fellow has to
overcome'..This gives you a little. extra edge on
knowing the safe place to put your disc, whether
he isiable to get at it or not.

If you do get the color choice, discuss the
color choice with your partner. Don't be afraid
to·tell him of any problems you may have at your
end, iticould make ,the difference in winning or
losing the game~ While you are practicing, he
should be watching your discs while you are
shooting and you should be watching his. They
may be running altogether different from each
end and although it shouldn't influence your

----..
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style, it will give you both an idea of what
the other fellow has to contend with. Although
you may think that the court is red from your
end, the obstacles on red from his end may be'
much worse and therefore it may be.to your ad-
vantage to choose black. So discuss it thorough-
ly before choosing color.

Always remember, you both have to rely on
each other to win the game. No one does it by
themselves. If there is no difference, I would
suggest taking black, getting the hammer shot
on·the first rounds in both the.first and third
games. ,This,gives you the opportunity to score
first. If you are cleaning board (and you defin-
itely should clean board if you;arein competi-
tion), and both you and your partner score on ,
your hammer shots, then blaok will reach,a score
of 75 points first ,and this is the object of
the game, reaching 75 points before your ,oppon-
ent.

~ >.

Don't under any circumstances take someone
else's word that a court is black or red. Read'
it for yourself while praoticing ••A court will
change not only from day to day, but from game
to game. A hot dai, a day thats very humid,
many things will change a oourt. Other people's
intentions are probably good and when they
played on it, it could havo been one or the ,.
other. So be courteous and thank them ,but make
up your own mind while praoticing., Mind you,
there are some courts that always have a drift
on one side or the other, booause of the lay
of the cement.

After the color has been
the discs that you are to
Most discs are numbered I,
which should be referred
discs for discrepancies su
a fast disc, one that dri
others, etc. Turn your di

termined, mark
y with, with chalk.
, III,and blank,
No.4. Mark your

Sf a slow disc,
more than the
upside down after

,..
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the color choice has been,alloted and 'look at
the bottoms . Sometimes there will be a good
size chip out of the edge of one, Especially
mark this one where the chip is out. When you
go to shoot that particular disc, turn the edge
with the chip to the front afyour cue. If you
,have the chip on the side, your cue will come
in contactw ith it and as you push forward it
could result in shoving your disc off line.
Always use, these discs where it is not too
important a shot; on your first shot in setting
up a hide'or to clean board where you shoot
fairly hard and the chip (or drift) won't have
as much chance to affect the flight of your disc.
Don~t,use them, if you can help it, where you
want to hide a disc or take one off tha~ you
don't have a full view of. Sometimes a disc
that'drifts'to the left or right will come in
handy for getting around another disc to let
you'hide', but always remember why you have
marked'them and use them to your best advantage.

If you happen to be playing where they use
,beads,' then be especially careful with a chip-
ped disc. The beads can collect under the chip
and cause that disc to take some very erratic
trips down, the board ~ '

The color ,you choose may determine the winner
of the game so don't take lagging for color too
lightly. And when you talk over the color choice
with your partner, ,tell him which discs you'
intend to 'mark and why so that he will have the
same information as you. However, he will also
have to form his own opinion because the discs
will probably rUn a little different ,at his end.

While you practice, acquaint yourself with the
feel of the board and just how much push it
takes to shoot your discs from one end to the
other. In other words, get the feel of distance
by the weight that you have to use. Watch for"
deviations of the course of the disc as it
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travels down the court; whether it veers to
the right or left, or at what point on the
board it starts its drift.

Shoot your discs in order, I, ,II" III,'and 4,
then you will know which ones are going to
cause you trouble. When you're ,practicing, have
your partner' .set up'four 7's and shoot each of
your discs straight at one of them each time.
Shoot at kitchen weight because that is the
weight your discs will'usUally 'drift at. Don't
be too concerned whether you put the disc in
the kitchen or not, but watch closely to see if
that disc is running true or'not. That is how
you will know if there lsa drift .in the board
or if the disc is running true. Its not alwa.ys
the fault of the board; there'could be a sticky
spot on the disc. (the disc will turn slightly
while going dovinthe court) If that sticky spot
should pick up a bit of dirt it will cause the
disc to lose its -turn" by slowing it down each
time it turns, like dragging one foot when you're
going downhill on a toboggan it will gradually
change your direction. This is the same principle
as that and will cause your disc to change
direction or drift. So always check the bottom
of your discs and make sure that your court has
been swept. there is no sense in waxing your
discs then playing on a dirty court.

When you have finished practicing, the player
at the head will shoot for color. The player at
the foot can come up and shoot for color, or
after you have shot for color you can change
ends, but it is not advisable. Don't change boats
in mid stream. Shooting for color is tricky ,and
you must have a good judgement for, distance. The
red will shoot first and try to come as close
to the foul line as possible. It doesn't matter
if you are short or past the foul line, it's the
one coming closest' (if you can straddle the line")
that is a good shot and will be hard to beat.

';' 19 . ~ .'

t

,1- ;. t 'I.~ )':\;.~'''' f f

'.:The,f,irst'J shots are' practice shots and are
~aken"'off'.the board by' the referee when each.
player has shot. The' fourth disp is ,the one that
. courrta, and;'the,'referee ~will not or should not
remove these '2 discs. It will be your priviledge
.to check them if you think they are close.
. . .' - h

;Before I ieave lagging for ool.or-,'I'would. like
to')repeat "this so that you will· not ·forget.>",
Generally~·a:piaYer will pi'ck one spot 1;;hathe
will practice'shooting for color; This ,gives \~
him. acchanceeto -get the 'feel of.the board in'.'.
that ·l.ipzu.-ti'cular'area. If'·you have been forced .
into'shooting first byyour ...6pponent'startj,ng
out con ..the red, there is one little trick you \i
can pull-:'onhim, watch where ,he shoots his ,'"
firs,t}:3;}dis,cs,"(then'when you shoot, your last "

.:disc,~~.sh'ootit to where he 'has placed his, ,,' ,
firstl :3;';'Thi$,-willforce him to shoot somewher-e
else on the board that he has not practiced on
and will Lesaen his chance, of beating your lag.
He'.woukd- not try to .go too close' to where he .'.
was(shobtin~befo~e in case he hit your disc
andx.that;wouLd 'al1~Glm~tically.~ive. you choice" .':

.;\.of"coio~ •.'':"',.'. ., "":,'" . ,.,:
.{'"~..i ,.'1.- ,.... , ' • -: { -:' .;.:

','.>..t;: :f~\ '.•/-1,; 'CLEANING THE BOARD' ',-t
."i)ct,) : :\ ,·Sl '.J' ,'. '.' . .' ' ,':,

Cleaning"Board is a necessary way to play· ".
. , • f.

shuf:fleboard'·'irt·,;today'stype of game ..It.has, .'.'~~
-.become;morefpopularthan the old 1 "Play the" . " '~~.'
::·::';board":style of: game, 'although no t nearly as ;,r~'
. interestiilg~,t'"However;'if you are 'going ~o.pl~y;
then,iyou must· know-how to clean,'board~; .t: .. +., .

,_ . 'i-'\','.f<,y': ), i..~.!. ,I;1~' ': ., ." ." . . , .','. . . , .. . :':"'i. !r'::

';,"Try!~:to.deve.Lop ~the"habit .of'not shooting, too"
hard',when, cleanirilfboard. It ~s'not neceaaaz-y :-:~
~d"Y'ou,are' .moz-eliklyt'o mlss a disc by. ' '.'';'
shootdngvtoo hard than if you used proper' weight.
If you aim correctly and shoot just hard enough
to ,tlJ.tpwher~ you aim an~ t~erefore have Leas '~,I.

chanc ejpf mi.ss i.ng. or st1ck1ng.Also when you.'
shoot liard, you are all pumped up and it is

~

..
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harder for you to calm .down.to shoot your last .
or hammer shot.! like to try.and. hitiny oppon-
ent's disc. just hard .enough to. put his. dLac. in
the gutter and .slide my disc. over-jt o hds. side
-'of. the boar-d leaving myseLf'. a.St. Pete.'s' hide
or a push in, forcing him to clean· board. and .,.

9.fun'the.risk of missing or,sticking.:;~.,,:,.,·· <',.

Whenyou are cleaning board,· .pick a chipped
spot on the edge of the 'disc, that ~.you,:·wantto
remove and shoot for that spot .•:The sarile.';thing
applies if' you 'are trying, to, place a" disc on ".
the '-board, .whether 'it be'.,hide·.or .avcourrter- •. j

Pick' a discolorati6n .onithe :,cement sur-race of·,
the:.'cou.rt, a ..lighto~ dark "sp,otr and '~iin"for'
that:. 'You will be sui-ptiised at how close you'
'wilt come to' it. Try ,to make every shot count-
make every shot do:whaf you intend·.i t .to' do.
You can never afforo,to miss, even if you are
ahead. That is like giving your opponent'one
extra disc.

I .

··As r said before, when cleaning board on fast
courts, it is not necessary. to shoot hard. It
is better. to take your time, take aim and shoot
just hard enough to get both discs to slide into
the gutter. A slow court is a little harder,
therefore you must push. a' little harder in order
tokn6ck the disc's int6the gutter. To do this
without. throwing your arm off of a straight .
delivery or without throwing yourself off bal-
ance, take a full, smooth swing just as· you
would ordinarily .. Use your regular fQllow through,
but just as' your. arm reaches a perpendicular;,
position with yotir body, then you give a'little
extra push. By this time in your delivery, you
are past the stage where you will th~ow yourself
off balance or spoil your follow· through. Re-
member, .'the follow through directs your disc to
its'goal..(

• "1',_ '

~'~. ." . ~}i:'.;':' ~:'.. • '. . ! ';' • I,:.

:."If ·~?u.have' .l~st, ..:,~hot and you are having pno-'
bl.emsroLeanfng board.,. or you are sticking with>

:t··,"-'

:'-' ( .

,
«:

•
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your third disc fair'iyconsistently and' you
-,na~~,;.:l:a~tahof ,v' then, if your opponent puts . out
.a hid,e'jbl'ock"',insteadof'cleaning it 'off and
,':i~~ing~e;i.~c)1an9.e"oiitsticking or missing, ;put:
.. out..C!.,.f.Q.h~1i;e:~·bloCk'-"(Alch?ker. block, 'In .t~e.\;" .
cas~),:::Qf';1a:,.St.!lPete'shJ.de;l means placil1g a r.

qlQP:~ .between his bl ock ':and the 'point, .cutting
'h~l{l){p~f'J'~.om.us ing his hide. Or .In tl:le.case of·

,<,a,T~p_a.-,~ide"which is .along sLde of' the point
. on Ju.~fsl,de: of the board,' you then place your
,disJf .tbetwe,~nhis. disc and the', outside, but not
sq;·.f~~"put ·that;he would: be able' tog9' between
.the.;;tWQ,:.rpl'oc;ks'.or- he would, s til~ have' ahid~) .
Th~l:\{jViJ.lfor~e h~m to either' push his dis<?· ,
in .or..;;'go.'down the outside' which .Ls-.a pretty-

" ~',triCky shot.·Howeve~,· you want ,to know what ..
,t'} you, ar-e.:doing. when.you use a 'choker- block. :,:':
.~Theyare v~ry easy. to get Ln.the ..wrong place"
Buct:-;yo~.jmustvbe careful that you do not ,let, .,
:the;"!,.front of' the.' board get: cluttered' up,'"i'li t,b'~.
blocks"Cespecially:'if'You have 'the last 'shot):
or you might find yourself with last shot and'
no place to go. If your opponent has last shot,
th~n;iby -all means: let the board get cLut ter-ed.
if~)he:JwLll.;atlow it, but I doubt very much he" -,
;wi·ll?,nIf your 'opponent pulls'.this trick on' you
when theshaa-d.as'tv shof and he puts out a choker
bLockj !~etaliate '(by;blocking'off ··the board .as'
muchsas possible. ·Rather than going on the. ;".
board and" taking a chance. of being' dumped Ln" .
the rki·tchen, ·it will be hard to bLock him off.
comp~etely" but you"can make:It harder for "h.im

J:~:f~~:~:~,~i,'.'i:,~, :~ ",,' .' ,.... . .' ,:'l,(~'

Jus:tt rem~mber,~.if you are·going' into "competi-
i,tiv,E:l,'_~huff.ling,::you had better team how' to' '.
cleanLboard;'.·~Make.sur-er you have confidence in";
you~:aJ:>il-ity.;.·to"do so arid are' mentally and \ ' .. ;

.-·,PllY~,~9a.~ly,~ready before ehoot.Lngv Makesjire~';,':;:'_
,you have taken proper aim and don 't· shoot- too"
, hard upless the board is sl'ow. And always keep
. ,YOUT.,(arm' s.traight wlth a· true "f'oLl.owthr-ough.
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PLAYINGKITCHEN
,;.. r ~, t'l .'. ~~ \.

1 ~ I.' (

,,'To 'start, wi th, DON'TBE,A KITCHENPLAYER.By
"that I mean, some -pLayer-s will',play:-rio'thing 'but
Kitchen. There are, p.Iaces duririg"~;igam:e",that, 'Lt
is, logical.,to ,try "a"Kitchen" shot and';,places"',
where it Ls necessary, but to: make Klt,clien ", ,
playing a',habit is ,very. ,foolish. !For 'Lnstance ,
i,r",YOllhave a good chance' 'to"push 'yo:tiI' oppon-:
ent into, the Kitchen, and, slide' off iyourseIf"he
will have to use .hLs next disc to get himself
out of the Kitchen. This wi-II ;give you+an 'opp-
ortunity,toset up a hide 'with your next disc
and force'him into cleaning board,' taking a
chance on sticking or missing. ,Quite of ten, an
opportunity like this, will· come'up, so,take
advantage of it. If, you watch',the Pro's you will
see that they don' t .pLay,K~tchen 'unless, they are'
behind, or have a perfect opportunity with their '
last, shot. No one wants to play,with,someone
who only; plays Kitchen., s G" you could' end up be-
commdng unpopular and may"have a difficult, time,
getting a pa~tner.
, -:" .. \ '-',i . ~. . "; I' .'.

, But, you must know.how and, when-.to play your "
opponent t s disc for the': Kitchen. 'For instanqe,
never, play your opponent's ,St., Pete's hide disc
for the Kitchen unless he is" so, far .ahead ,that '
you 'havetogimbledesperate,ly,,;', ,Buteven;then,
play it on .such an' angle that his disc: goes t'o-
ward the Kitchen on his,side'of, the 'board and
your disc slides off into the gutter' on' your .'
s~de't'"Plt=ly it hard enough that yoU'won't drop ,
hIm a seven. If he has last shot and he' sets, up . ,
a hide with his third disc, then,with your last
dLao you ,might, just as, well try to dumprhdm, "
Anyorie",foolish enough to put his, third disc' on
the board, when there is, nothing else onrthe . '
board 'and he .has last, -sho t. deserves: to, be,; put,
into the Kitchen~:, So you won'..t find'many:opport-
unities like thatl" ..', c,,', "

~:.

'(~'If'you play,'yo~r' 9Pporient' s st. ' Pete ~s"hide
,',' ' ' .

"

. _t <~"
..,",," 2)' i.
"j,.'I' :.r ,

, ,l,

-. "'," . .> ~ ~ ', «: ::.' ..(. ,~;,;'," :r·,;. . ' ,:.\' .t

. for ~he~Kitchen, you :are shoo~ing :four ~i'~7" .
stral.ght, down the boar-d and vrri.ne tlmesout':of;>
ten~you}wi.1l;staY'right'where hisdisc'was~ So
what happens?>. If.iyou" don' t get him in the Ki.t~
chen -.,youI,have left~him a per:(,e'ct "hide for his
aacondishotr, iThen 'you"will have !to ~startclean-
d::ingl,the';board:cof .your owneJiscs. .rr you .do' get
him,;dn,the' Kitchen' it 'will 'be ,wlde'qpen "for. him
, ~o take ,of tit'and again you will e~th.er' have-.t o .
take'jyou~.'F'own<'discoff or'\set.'up a choker '.block.
If you dr-opthdm a seven, (and this quite often,
happens) it. will be covered by your disc .Al~,
h~ hasutovdo ,:,is cov~r it 'again wit~ his' next t,';, ' '

dl.Sp!and; you:',are goi ng to end UP"Wl.th' him m~~4:ng
a ,sexenl,~on',your ,hammer.. So' don! t 'be foolish,
';ev"eniJ.f. you. 'are behind ; don ' t 'play tha,to, st. "
,Petel's hide~(for the,Ki tchen. '

iJ>.l: "j ~'l '4 , ! '~',

:ifs l;,fh yo,u':,clear '1t off I and wait, for your hammer.
. oIb,(for.!:him! to .make 'a mistake,' you'll come oaf:.;', '
on, top~ If' you"are'behind'and you need to play:
Ki~chenCt.r-ather-' than' playing' his st. Pete's for

. ;'1;h,e"'Ki:tqhen, 'IGNOREi t. Set up a sucker block',
, onu,the,tseven and makevham cLean the board ' "
'hoping; he'will miss or stick;' Then if you:'
have last, she t , play him 'for the Kitichen, But
donrt:'gamble ',withthe' Kitchen "un.Less you have ,
l::astlshot or~badly~need to knock points off of
hisoscore,.,:Always; have' r-aapect for the other" :;.
fellow' s <hammer•.~·You',11 find that inmost . cases'
he '.:l,l\ r-sapec t your hammer and riot give you a,;.,.
chance l!)tp .dumphim~ i r , . ',' ~t~'~'rr!

" .Ja.l«i- "l~.r~~'':' i ;:.;~.,: I", 1',·1 ~":'!.' , . " ';,' , "\';"~'i~:
If your'.~pponent,',has lastsh~t and. you set ""'1'

qt+t/,,~.hide, (e~ther·a~t. Pete's 'oJ;:'Tampa) ",:;,:
. sOll!~.:.players,wl11 pufLn a chocker bLock, cut-i.
. 1;.~ng:'y'ouOff:/fr9m 'g,oing in and hide'. In this • '
case 'play ,their' cho ker block f9r the Kitchen, "
making sure you do not leave them a score on
.the seven or eight. Hit hard enough that. you "
, are:! g9ing\,to get it at least ..to .the Kitchen '
'liri"e':t~~herwise~you will be in, big trouble'
.because it will probably be covered by both of

--------..
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your discs. if you do get him in t~e Kitchen ,it
will be pretty well hid and if you push i tright
through, you wilLhave, an opportunity,to'score'
on your nex t shot:;if,he dqesn' t"take:yoU:.of'f~"
If he does' .take you off" he will either leave
you' a hide or you will have' the: same asho.t to "
,try and dump 'him ih the Kitche,n.Sourid~Aj'onfus~,
irig1You maY,:be,forget1;ing;your "first'disc i',',

should still;be:setting there, making twoJdiscs,"
in play. But don't forget" .when you have 'Last .'
shot he may try doing ,thec same, thing to"you if
you put in a choker,block; So:once'again I say,
"CLEAN BOARD ANP WAIT FOR ..YOURHAMMER". r;'

\ '. . , .(~i; ':',':t ~. '•. ;' :, J,' .. "; '., •

tf your 'score is good and he has the last' ,
sho t , :rather .than going on the board;',set up,a
disc k'eeping him from having .an easy ,score.,Or,
if you want to try going on,the board,',then',try
'for a high eight f'or-cIng him to knock,,it off or
try to put you in the Kitchen. I like to try
cr-oas board: shooting to his side and+a.Lmi.ngat
"tHe 'ten. If,You do stop in ,the ten,it w.ill be.
on an angle to hfm..,Or'if you, ar-e.abit heavy
and get a high eight he will have to clear your
disc and try to slide, onto an eight on..your-side.
This means he is playing away from himself and
that is much tougher. It is alsoa,shot that
could backfire and leaVe you on a'seven. A word
ofcautiori however, I mentioned ,a,ten across'
board because it is not a,good idea to go for'a
ten s~raight .down the .board on your Last shot'

,when he has the'hammer. Occasionally usei t as
a 'diversionary shot, just to keep him off gUard,
'but don't do this too often. The extra points
over a seven or eight just aren't worth the risk.
Some ,qfthese fellows .ar-eor-aoksr-.jacks:;at
leavirig themselveson'the,ten if you have given
them enough room. .I'hen,they dump, your disc, in ''
theKi tchen resulting in ,a twenty',point ,defi'cit
for you. I don't think it's worth'the gamble,
do you?, ,~" ,,':~;:"t "', ' ,~\,( ,

, ' - ,', -' " "",', ',6""'; :",':', "', ",,; ':"\";J, :>-i'<':

Now 'let'stalk'about,stratogy while playing:~
Kitchen player. First of'all nover,let him,."',:

"

......
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force you into playing his style of game. He'll
beat you every time unless you 'are also a Kit-
chen player, then it serves you both right.
You should, never be 'afraid of a,Kitchen player

,,but you should definitely have al.ot of respect
for his ability 'to play Kitchen~ Most players
who are Kitchen players are very adept at
finding just the right weight from alm9st any
spot on the board. But unless you give'them an
opportunity to find that weight, they are just
as lost as anyone else. So, never put a disc
in anyone spot too often. As I sai~ earlier,
spread your'shots around. Put out a St. Pete'~,
then'a'Tampa~ then'back toa'St. Pete's. Keep
him as confused as possible. You can generally
tell a Kitchen player as soon as you start your
practice rounds~ so be ready for him. Kitche~ ,
players are not very popular but it is necess-
ary to know how. ,There will be many times when
it will be necessary for you to playa few Kit~

"chen shots ~ The' trouble is, many players become
so obsessed with the Kitchen' that they lose a' '
lot of points trying to put their opponents in
when i't·s not really neceaaarv, Kitchen playing
can be'useful and clever at times, but it should
be played'at'theproper time. Consistant Kitchen
playel:"s'rarelybecome good players no~ do they
become'verypopular. You get to 75 po~nts and
win 'games by making a score, .not by putting'
your opponent ten off. But if it is,necessary'
to play Kitchen (and this does occur often),
then'\yotimust knowhow . ' ,

The good players consider a deep seven to be,
the best Kitchen bait, but that should be ,clar-
ified.Ifyou have the hammer and need to Kit-
chen "your opponent. then a deep seven is the
proper pl.ace,But if your opponent has the
hammer ,and you need a Kitchen, then your bait
;,shQuld.be an eight and as high an eight as'
possible. If your opponent sticks when he tries
to remove your disc and you Kitchen his disc,
thehr;~'hehas a long and difficult combination
shot..:to':take out'his disc with your disc. So,
he either has to leave yours
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and go after his or take' yours off and leave
.his own in the Kitchen. "Of .course -he can try·'to
make a combination of your-s on'to-hLs, .but as I
said it is a difficult shot.'Bllt if.·."it,.isa ,"
deep seven that yo:u'put';.inthe.,.Kitchen,''Your' ~.
opponent would have to be .a-very".poor..pljiyer-not
to be able to make a one or two ..foot'combination
shot taking his out of the Ki+chen rand)eaving
'you Ln ,.....!:. ' ',;:' ) '; ',I .:" '" ,'., i ;

,~ . ~
I .. .' ''': •.~ t '. " _ '- I "•••

Let's suppose' both you ,and your, opponen'tiar-e
in the Kitchen. Should you};ry to ,:knock,your own
disc. out? Not necessarily.' It: woukd .dependori
how 'close,they wer-e, In trying .1;O,..takey;ours.,
out ~.you could leave your second disc in and .
maybe even take his out" so it·would be a poor
gamb Le ..Why. not. trY:,for ,an: eightr,and. take a .Loas

.'of'two to his minus ten? .You have still. gained
eight points on hint',which is what you would'
ordinarily try to do with ,your hammer shot. Why
not try for a seven?'.I mention.ed this, earlier
'but it is worth repeating •.,No good player would
ever try for a seven with his hammer shot. He
would always try' for an eight~ Contrary to some'
amateur's belief, itsreally, easier, to'get.·an
eight 'than a seven' and .with less ,.pitfalls,. Of'
course if he had last shot and,was close tq go~

, ing out. I would try and block him' f'r-om,taking
his out of ,the Kitchen"but stay well out so
that he. couldn't play, a'combination:or count by
playing yours. In other words, don't go on the
scoring area of the ,board, just block him. If
.you go, on the board he has something. to shoot at.

TIPS ON STRATEGY
r )'.

. ," ! ,', ;., .. '." \'. ". :

'Onething'I like to'teach a-new player .Ls that
shuffleboard is not only a great, sport, .1t is .
also "a form, of friendly, competition, and a mild
sort .of'exer-oLse .that .most older people canv.i ;
.hand Le. So le't:',s:~eep,it t~at way. and bea good
winner and ,a gr-ac.Leusloser •.' " <,

'. . " , ' ,~.J . " >;.r •• ~', rCl,' 'N ,1. I, . ":.;"'i'~~,;i\.' f .;

Before'! get 'irito's'trategy,there 'is'n.6;thlng
more important'strat~gy, wise than the import:-

•• ' :' r ,I , J >', ;,..J . ~ v >.' .~'

.'
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ance of slowing down and taking your time. I
cannot emphasize enough'that all the strategy
in the world 'will ,not make you a good shuffler
unless you have concentration, and a smooth
delivery with a follow through. Know what you
want to'do and take time to aim properly, ,other-
wise you will just be an average player.

• • • 1

One of the.'main things in strategy is think-
ing out your: shot first. Even if it looks like
an ordinary everyday shot, stop and consider
what advantage it has to.you andwhat .advantage
it may have for your opposition. If you have
ever played checkers or chess, put this know-
ledge'into your thinking for shuffling. Always
know what your next move is going to be. The
Pros;conside~'every shot, even if there's only
one 'bloc~ on the board. You may have a ,choice
of'hiding, playing it for·the Kitchen, or taking
it off depending on the score at that particular
time. The score at any time should determine
what your strategy will be . If nothing else,
stoppi~gcindconsidering your shot willallow
you time to get your composure. Many a game
has. been lost by shooting in haste. Try and
develop a habit of "taking your time. Look the
board 'over on every shot and if there's a chance
for·a hide, take it. If your opposition misses

.it ~ don't :try for a second. count, cover the one
you have. Anytime you carl,get a counter on the
other fellow'S hammer or an extra disc on your
hammer, just consider that Xmas has come early
and hang onto it..
'The difference between a fair shuffler and a
good one is a matter of strategy and mechanical
abili ty.Wi th most. players shuffling is 70~~
mechanical and 30% strategy. As you get into
the top shufflers you will find that the strat-
egy will playa more important part· in their
game, ~specially when they are more evenly
matched in mechanical ability.

Most good players will play aggressively as
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well as defensively., This does not mean that you
should play recklessly, but there is a time when
you should gamble and a time ,when yoti,should
play safe. Don' t gamble when you "are ahead, make
sure you score at least one disc ln' every round
when you have ,the hammer. If,'y6ugamble for two
you could be in trouble. If:you,have the hammer
shot and you have a disc hidden, protect it for
all its worth and then try for'the extra count
wIth your last disc. But if your opponent has
the last shot, try not to let him get an open
shot at your disc if at all possible.

They tell you never try a'double on your last
shot, this should be clarified. ,If you are ahead
don't gamble. It is'too easy to miss and spoil
both discs . But if you are behind, .then you have
to play aggressively ,and take,a chance. However,
don't try one that is almost hid from your view
or sitting too close to the Kitchen. It is better
to make sure of increasing your score a little
than to end up with nothing~or maybe ten off.

.~ . .

Never try dumping your opponent in the Kitch~
en with your last shot unless you are behind and
desperate. Or if the counter he has on wi.!l put
him out, or in a case where you are playing the
head 'of 'the'board and his'score will enable his
par-tner-to go out with one'disc. If it,is their'
last hammer shot and you have two hammers coming
up, you are wiser to try and hold them from scor-
ingand wait for your own hammers. '

Perhaps it is your hammer shot and his disc "i:1
on and you want to clear it and stay on. Hit it
straight on, just hard enough to push him throu-
Gh, leaving your own disc on. If you strike it
too hard and happen to.,be a little off center,
you could go off too or even slide into the
Kitchen. But if you are behind, you must try to
nudge him into the Kitchen.

If your opponent has last shot,and you have
a deep hide (especially in the corner), let him
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see just a.. bit of the inside of your disc,
never the,outside. Most good players will leave
it al()ne'and go down and ,score,but som~ less

,'experienced' or mor-e daring players will' try to
knock it off, especially if you are ahead.
Quite often they,will just touch it and move
it an inch or two"miss it altogether or hit
it and ,slide'into the Kitchen. RemembEu:t'tois
and dori] ~ let'your opponent sucker''fOU' il'lto
the,same,sit4ation. ' " , ' ,

If your {opponent puts out a st.' P~te's pilot,
don~t try going down on the outside unless he
has made an error and has put it out narrow,
,even then it is not a good shot unless you bave
the last Shot and need the score badly. He may
,'have'the room to hide two discs while you are'
hiding one ,'Your best, bet is to clear the board
and:take'a score ,on your hammer. It is better
to,take a jscoz-e o:ff,onedisc by yourself than
share the points with your opposition and put
him closer to going out. But always, your dec-
ision ~c;lstrategy must be dictated by the score.
Check ,the scoreboard on every shot and every
ro~d. 'It is the,key in every game.

'Learn,tng"to'adjust your play according to the
scor-e is very' important. There are certain shots
you ·sho\1ld-play under certain scores and others
you should not. If your opponent has first shot
andy-ou':are "ahead , clean the board, making sure
your~isc goes Off with it and ,then shoot for
a scor~ ~ith your: last disc. If you keep the
board clean your opponent can't score nor can
he set up any proper strategy of his own. The
only time you would ever let the board get
cluttered would be if your opponent has 'last
shc;>t'J~d':'he"has elected to play the board by
chokihg· ~ff,yourhides ~h choker blocks. Then
'you'wourd 'try pushing .your hide disc in for a
score, leaving the disc you just shot as a cover
for the one you just pushed in. Failing.to do
this, ,you'would try,to ,block him from scoring
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by blocking off the front of the board. Then he
wou Ld have no p-lace to scor-e'.However-, ver,y few
~hufflers play this type of game, but you must
know how in case you run into this type of si t- r

uation.

Never let your opponent force you into playing
his style of game, play your own style regardless
If you change to his styl~ during a match it
'Nill be like' changing boats in the middle of a
stream. Some players will try to psyche you out
by playing real fast or slowing the game down
to get you off your normal stride, but don't.·
fall for it, just continue on with your normal
Dace.

If you miss a shot or make ~ poor shcit, it is
a.natural tendency to be'provoked at yourself
and try to make up for it on every shot after.
that. This could 'be your -downfa-Ll, The harder,

, you try to make up for that' one'bad shot the
more tense you will get. This could result in
·your losing the game. A good player with good
concentration will discard that shot completely
from his mind and carryon w1th the game. Some-
times your partner will make a bad shot or a '
poor decision and you'll get mad, This,can be
just as destructive to you as if you.had done
it yourself. Don't get mad, it will only spoil
your, concentration. Forget it. It has happened
and nothing can be done about it. Settle. down
and play the rest of the'game in your regular
.fashion. Just remember neither one of you have
made a bad shot or a bad decision intentionally,
it just happens.

Have .conf'Ldenos in your partner and )lis abil-
'ity, but never underestimate your opponent's
skill. He may be tricky and be setting''you up
for the kill.TCike a 'good look 'atth'e board and
the score for apy:;if;rapshe might have setup
for you before depiding what shot you are going

to take. A good chese: player sets up his. strategy
" .
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3 or 4 noves in advance, this fellow may be a
good chess player. Watch him try to figure out
his strategy.

PILOT BLOCK

When; it is your shot first and you have ,to set
up a'pilot.block, always try a St. Pete's first

. only'using a Tampa as a diversion ..The reason
for this is, unless it is accurately placed , a
Tampa 'can,sat up a hide for your opponent. And
if'itis accurately placed it is fairly easy
,for your;'opponerrt to.,strike your-dJs~, slightly
off center and sl~de over, leav~ng h~mself a
St~(Pete's.' Then, YOU: .will be left having tp
clean board. Always try to maneuver youroppon-
ent into having to .clean board, let him make
the mistake of mis~ing or sticking. I always

s try'to",take my opponent's disc off and leave
mine 'on,"forcing him to clean board whenever
the 'opportunityp:r;esents itself. But you have
tdniake'sure •that.·you do not push,your oppon-
ent's:disc'into the seven or eight area. This
leaves' your:own' disc as a partial cover for
him where he can come in with his next disc and
put-a 'doub'l.etcovervcnit. Make sure that you
get him'at least to the Kitchen area, but better
yet',',put him' through where he won't be able to

,;nudge you '.anc;lleaveyou in the Kitchen.
t· /\:'. .,

.. '

s

TAMPA' 'HIDE
i , ~ }'

Some players ~lll tell you that a Tampa is not
a good disc to set up as a hide. This depends,
·as:arule it is not the best, mainly because it
Lsrhar-dez'for the average player to get it in
the,r~'~ht place. But there are times when it
willyiork to your advantage. For instance, if
you arf:lipla.Yingred and your discs are fading
to,·.the'right, it is almost impossible to hide
behinda"St. Pete's pilot: Your disc will fade
to the right, leaving a good portion exposed.
But hiding behind a Tampa and'your disc fades
to the right, it will be hidden. And the same

~
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for nlaying the black, if they fade left. So this
stra tegy'dependa on the court and your mechanical e.
ability. .

But before we leave that problem, there is a
little trick that often works, not always but
quite frequently. If you find that YOUr disc is ,.
ctrifting out when you're shooting from the corner
and you can't get it in ,behind the hide disc, try
moving your disc in toward the ,center about the '
wid th of a disc. it will 'stra.ightenout and,'go
where you want it to. Mind you, this does not
always.happen, depending on,what is causing it
to drift, but quite often it wilLwork and is
worth trying before changing to a 'Tampa. I like
to try this when I am practicing before color
choice, then I know in advan~e.

Some claim that if you set,up'a, Tampa, your
opponent may leave it there and leave you a ,hide,
instead of taking it off they will set up a st.
'Pete's. I have seen some do this but it is ~en-
crally a novice. What 'they are actually doing is
putting out a choker block that is too far out.
I never seem to be lucky enough to run across
these players. But I'll tell'you, no s~lf respect
,ing shuffler is going "to ieave you a ,chance to
get a score on first, especially when he has last
shot. I have seen some players take advantage of
the fact that the shuffler placing the Tampa hide
has notsucc~eded in placing his disc in the
right position and they have gone in for a hide
and that is one of the pitfalls of using a Tampa
unless you have pretty good control and place it
;Jroperly. Many times you will see a player ignore
Cl Tampa or a St.Pete's and go down on the board,
but that is strictly to coax you into a setup for
a Kitchen play.

Now in contradiction to what I have just said,
I must point outcthat in some cases I will swftch'
to us ing a Tampa. .But then I have practiced '
placing them properly for just this reason, ,(and
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I advise everyone to learn how to place a
Tampa properly) and can place it properly in
the majority of cases. The case I am speaking
of is this, I setup aSt. Pete's hide and my
opponent-quite easily knocks it off~ So I set
up a Tampa and he has a problem cleaning the
board on that side. So I continue to use .the

,'rampaon most shots, hoping that he will, miss
or stick and 'leaveme a hide. You'll notice' I
said "on most shots". Never stick to one thing
too long - your opponent .willget the feel 'for

,•that shot Iand it,won't',be of any value to'you.
Always mix>your'shots up when'you are putting
out a hide,:never let him get accustomed to any
one shot '(especially if he happens to be'a '
'KitChen player). Remember to always keep 'em
guessing.

t,

If you do use a Tampa and he misses, don't
try to push your disc into the eight on your
next shot, go in behind it. A push shot is one
of the hardest shots on the board, although I
have seen some novice players who just seem to
be able to do it without any problem at all.
If you go in behind and you happen to leave a
piece of it sticking out chances are that he
will just nick it and move it slightly to one
side and you can use your next disc to cover
it better. Or if he does take it off, he will
undoubtedly go off too and you will still have
yourh,.ide available. He will probably also
take ,your covering disc off. So if the shoe is
on the other,foot and he slides one in partially
hidden, remember what happened to him and play
it smart. TAKE his cover off, don't fool around
trying to get something that is almost Lmpos a-
ible and.end up leaving him a better hide than
he ha:dbefore.

t.··

No;"/~supposeyour opponent sets up a Tampa?
There are two alternatives; first if you are
ahead,! would say clean the board and wait for
your .lastshot to score. If you are behind but
only aib l.ock or two, hit his disc hard enough
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to take it off slightly off center so that your
disc will stay on as aSt. Pete's. Mind ·you, it
will probably not be a good St. Pete's because
it will probably be in too far, but it will put
the onus on him to either clean board or leave
Lt and put in a choker block. Then you can al-
ways go down and try pushing yours in for a
count, but don't count on it because very few
good players would leave yours on. I should re-
phrase that;you have to be a good player to
.play the board successfully and usually it is
board players who use a choker block because "
they are playing the board. If you hit up against
a good board .player, you hadn't better '001

around with them because they generally know
their way around a board. Like I said earlier,
don't let them make you play their kind of
game. If you run across a good player, one who
plays board really well, CLEAN BOARD and stay
out of their way.

:
I •

CHOKER BLOCK

Before the days of cleaning board became the
popular course of action, most everyone played
the board and the choker bloCk was a very pop-
ular shot. But in today's type of play where it
is customary to clean board, it is .very seldom
used.

A choker block is as described herer your
opponent sets his disc between your disc and n

the point when you have set out a St. Pete's
hi de, and it Should be just a Iittle further in
than yours so that he cannot get in behind your
disc. In the case of a Tampa, he will set his'
disc just off the outside of your disc to try
and stop you from going down the outside. A
choker block must be placed accurately to be of
.any benefit and your opponent can still go down
and try shoving his disc ahead into the seven
or eight and have. it covered with the one he
has 'just shot plus your choker block. A choker
block is not always an easy shot to execute
properlY, so it is not really a good position
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to get yourself into because you are starting'to
clutter up the board and with last shot, ~hat is
what,ypti don't want to do.

If you have last shot, your opponent sets up
a hide on his'first disc, and you are quite a
piece behind, you must ignore his hide and go
down onto the board on a low seven ifpos~ible,
trying to coax him into ~ position where you can
dump him into the Kitchen. If HE has ,last shot,
.then stay on a high eight, hoping he will stick
.and give you a chance to dump him in the Kitchen.
If you put him lnthe Kitchen·from a high eight,'
he 'will have morec;>f.aproblem reversing the
discs from there than he would have from a low
seven position: He'would have to be avery poor
player not to be able to reverse them from a low
seven in compariso~ to a high eight.

. .

'If you have the'last shot and you are behind,
then go'down c;>na low seven with each disc, .
hoping· tha~ he will stick and leave you an opport-
'.unity to .dumphim. If my opponent has last shot,
my own strategy is to go down ana high eight
withiny first two ,discs and if he doesn't stick
or'miss then I·use,my third disc as a hide block.
Sometimes this throws them off and they will miss
or stick~ This,gives me a chance to hide, or if
he stays on the 'board, then I have the oppor-tun-:
ity'to .nudge him.,into the Kitchen. Either way if
you carihide a counter or nudge him into the
Kitchen.-he is either going to have to dig him-
self out "of the.'Kitchen and lose his hammer or
go after yours·with a possibility of both discs
going off, (depending on how well your disc is
hidden)." He may ignore yours and try to score
which.Y,lo.uldst~ll leave him either .counting a
minl.ls~.oronly equalllng your score on his ham-
mer; Which ever way he goes, if you can get a

; counter on that is hidden or even' just partially
~ hi~den~ he is going to have. to comeup with a

l' darn rgood shot to come out on top.

c.
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If you don't count it will ri6t increase your
score and if you don't increase your scor~ ~v~r:'

If you can hide ;your last disc even partially, • opportunity you get, you will .ncver; reach 7[;
no g000 pLayez+w.l Ll, gamble his hammer shot try- . '1) poirrts , Your opponent can decrease your score b:

i
'

~nc; to. ta~e it O~f.unless it will put J70ur sco::c \f ~umping you in the Kitchen, .b~t he.will never
ln a wlnnlng posltlon. If he does try to take.ltA, ll;).crease your score, except by accldent, you
off, he could miss or take yours and his own "~must do that yourself. , "
with it and he will not likely take that gamble . . . ,
unless it is absolutely necessary. . . ~, Have confidence in your ability but don't get

.s . ' .over-conf'Ld ent and let your defenses down. Some-
Take every opportuni'tyto hide a disc on your times you will get up against a pIaycr- who you

opponent's hammer. He cannot afford to, leave it .• / .knowis not as good as you are or someone you
I.f he does, you have deprived him of the advan- don't know put appears to be a poor': player.
tage of having last" shot, 'even if he .ends up Don't let that fool you. That is just the time
with an _eight and.you with a seven, he has only when you will start getting 'overconfident and
gained one point. But; 'ddntt forget, this works all of a sudden BOOM,you suddenly realize you
the other way around too~ Don't let him hide. one' took them too much for granted and they·beat.
on your hammer. If he takes off your pilot, put ,you. Don't let your ego car-r-y you away to that
another one on. If, you get a chance to hide one extent. Play just. as hard against 'a poor player
and he can see part of it and tak,es it off, hide as you.would a good, player, they are the, ones
,another one. Keep him on the run. Confuse him that will beat you every time. Orshould,Isay,
with your ability. Make him get the impression "you beat yourself with your overconfidence".
that you know all the angles, whether you do or I have seen many games lost this way and many
not. He will be forced to play aggressively and lost at 74 points. The game is not over until
will have to take chances. But don't forget this one of you has reacheq 75 points. Never let that
works both ways. Don't let him get YOUin this fact escape your mind, no, matter how far you seem'
"predicament when you have the hammer, if you can to be ahead. Many times a .bearn will be way ahead
possibly avoid it. and they start getting careless, taking chances,

missing their hammer'shots,'leaving their shots
'bpen and ending up in the Kitqhen. First thing
they lmow, the opposing team :is threa teriingto
go out. Nowthey have you worried and when you
are worried it is hard to concerrtr-ate .properly.
Don"t let up until you have crossed that 75
point mark.

f

~

HIDING AND HAMflIEii SHOTS,

Never try to take a disc off that is hidden or
partially hidden with your hammer shot unless it
is 'going to put your, opponent out or put his part-
ner in1ascoring position to go out. ·Go on the
board and count. You have to score points to win.
You can't just sit around waiting for .the other
{;,'Uyto lose, this just does not happen. Even if
you are behind, make that last disc count. Many
strange things happen in shuffling; you may keep
them ,scoreless on their -hammersand ifyou'haye
added to your score it will put youitla better'pos-I
i tion to go out ..'!Manygames have been lost when r
they only needed' one: or two discs and couldn't . ~
score because they,'hi ta line or some other' error'.

-..i;'

As I said earlier, you sliould take a look at
the score before you s~art ~ach round and each
-time. you shoot (if, there's been any change on
the 'board). But, when your score is cetting up
around the 50 mark and you+have Last shot,
watch the scoreboard verY'iclosely (both the
head and foot players) . ,Twocounters may not put

,'.

'\
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you out, whereas three counters would. The
player at the head of, the board should try to
steal a block so that his partner can 'go out.
with his normal count. If you cannot steal one~
then the player at the foot of the board still
has a chance to steal the extra count. But don
~y any means take too great a risk, only steal'
if it is a safe hide. You could leave yourself
open for a Kitchen shot and ruin everything. .'
Better to wait then lo~e' 10 points at that poi
of the game.

If the opposition has the hammer and you hav
succeeded in stealing a counter at any time
during' the game, even if it is the very first
end, don't be hoggish by stealing another COun
in that round. Cover your disc with every shot
even if you have to put two discs' in front of
I have seen fellows have a counter hid and the..•,
have an opening so t~ey try for a second count
What they do is leave a handle on their first
'disc, and end up losing both counters. Or they
leave their second disc out where their oppone
dumps'them in the Kitchen and they end with a
loss of two or three instead of counting seven
or eight. Don't try to make a hero of yourself.
Be happy with that extra count and then you '
will still have your hammer to give you the
extra points. The old saying goes, "If youma~
it, you're a hero, but if you miss, you're a,bl.\
for trying". So don't 'gamble, you'll give your
partner far more help by playing a good steady.,
gam'e rather than a flashy game her-e and there.

\ r '. ••

Speaking of playing a steady game, there ar-e ,.,,,
many times you will go off your game. YOU cari•
never see what you are doing wrong,eveR if yo
watched yourself in a ~irror. Don't be ashamed·

" '. 'A,to a~k for help, ask someone to watch you. I ,
would suggest your partner because he's been
watching you make these errors from his end of
the court and probably realizes that you are,'
having problems but doesn't mention it in case

h~'d hurt your feeli~gs. Respect his criticism.

~

I
I

I
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He i:-; cnl v doing what you have asked him to do
ann he can easily pick out the flaw in your
play just by watching you. It may only be ~n~p

little thing such as bending your elbow, takin~
too long a stride (which will throw you off ba-
lance), standing too stiff, shooting,too quick
6r too hard, or having a p60r follow through.
Any of these will throw you off your game and
you won't notice that you are doing them. Don't
be a prude, ask for help, It will pay you in
the long run.

You may hear many amateurs say they would
rather shoot ,fqr a seven than an eight on their
last shot, that is ridiculous. Consider the odds;
if you shoot for a seven and you get a little
heavy you could land in the Kitchen and lose 10
points. If you shoot for an, eight and you are
a little' heavy, you still have the seven area
to stop in and the worst that could happen would
be to hit the seven/eight line, which is better
than losing 10 points. A good shuffler will
always try for an eight unless it is blocked off.
This is where practiqing y6ur placing of shots
will help you place them on the various parts
of the board where you want them. I hope you
have noticed that I told you that before, I
hope you're paying attention.

When the other fellow has last shot and the
board is cleared, what should you do with your
last shot? Many shufflerswill try for'a high
.ten and will invariably end up with a deep ten,
leaving themselves wide open fora'ten off, ten
on situation. I like to shoot from the corner
of the board, (the outside corner) across the ,
court to the opposite side of the ten. If you laM
on the 'ten, you will be on,an angle which makes '
"it harder for your opponent to stay on when he
is taking y'0ur disc'off. If you miss the'ten
you have a good chance to get a high eight. At
any rate you won't be a sitting duck for a ten
off, ten on situation. The Pro's will never put
their last disc on a highiten when they haven't

r.1' "



Now suppose you have the last shot, your OPT,

ponent has kept the board cleaned and you end '
up with your third disc to shoot with nothing Now,suppose your opponent has last shot but he
on the board to shoot at? What should yOU do r: ~~s n?t be~n able to.clean board and you end up
wi th that disc? It is no good as a hide' because, ,W1 ~h .~wo d1SCS courrting and have your last disc
you have. last 'sho~.~nrt don't need a hide. If, st1ll t~ shoot, what are you going to do with it?
you put it on the'bo~rd you might make a mi.s tak You can t ?over bo~h yourp,ther two discs unless
ann leave him a hide or maybe a chance to dump the:y are d1re?tly 1n frqnt of each other. So the
you in the Kitchen. And even if'you don't, you LoglcaL play 1S to put ~m a third counter. If
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got the hammer, unless they are awfully sure 0

their ,mechanical ability. It is not a good gaml)

If you don't want to go on the board as I su~
gested a moment ago, cover the ten or eight on
your opponent's side making it harder for him
to score. If a soore will put them out, theR"
you must try for a high ten or eight. You have
no choice then ..If you can get a high ten, he
will undoubtedly take 'it off even if the score'
isn't too close. You can never afford to leave
your opponent a ten in case you or your partne
misses a shot. This would put them within one
or two discs of going out and you can't afford
that, ~specially if you are playing the foot 0

the board and they have two hammers coming up.

One thing you must remember, watch that scor
board, especially when it is getting near the
end of. the game. A seven may put you.out where
as your opponent may need an eight. In 'thi.acas·:
you must go down pnto a high seven if possible
and make him come after you. Even if.it means
that he can score a seven off of your disc, it
will leave him one point short. If he doesn't
come down and take you off and sco:res an eight'
it would mean a tie game and if he happened to
hit a line you would win. So he has to try to
take you off·and leave himself on. Now I say a
high seven because you don't want to get too ,
far in or he just might dump yquten off~ still
leaving himself a good seven. But if it is a
high Seven there is always the possibility of '
his disc staying on the seven/eight line.

i)

\,

'+1

are cluttering up the board with your own disc
and lessening your chances of scori.ng wi th ,YOU"

last. disc. The best bet is to throw it aVJaJ, 0,"
this 'Imean, put it well over on his sidro of th"
board as close to the edge as possible, just
past the foul line so that he cannot get behind
.it or have a decent shot at the Kitchen. You
could just deliberately .sh.ootit off the board
but that is not considered good sportsmanship.
So just put it where·it is impossible for him to
score behind or dump you in the Kitchen. But to .
let you in on a little secret, if he does that

I to me, I play it for the Kitchen anyway. What
have I got to lose? .Thereis no sense in going
on the board yourself, he may dump you, but make
sure you hit it hard enough to get to the Kitchen.
Don't leave him a score by shooting too easy.

If you are ahead, keep the board clean. Don't
let the board get cluttered up whether you have
the hammer or not. You never know what will hap-
pen when there are a lot of discs on the board
and you don't want to accidently end up in the
Kitchen. However, if you do stick and your oppon-
ent hides one and you can just,seea bit of it,
instead of takirig off the hide disc, (which your
opponent will only replace)" consider sitting
one along side of his good disc but just a little
short of it. If he does~'t cover it again, you
can play your disc onto his, knocking his disc
off to the side, sometimes leaving your. own on,
depending on the Lde.:If he does cover it you
will have equalled his score. If he goes down
and takes you off he is gambling on taking his
own off at the same time. Either way it is he
who is taking the gamble.
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they are well placed he will probably only get

bne off. But if he does take two, you still
have one counter left. If he 'should happen to
shoot one and dump it in the Kitchen you still
come up counting something on his hammer and an~
.time you can count on your opponent's hammer,
keep him scoreless or cut his gain down, you arE
playing top shuffling.

When you are placing.ahide. block, hiding a
block, or trying fOr an' eight on your hammer
shot, pick a spot on the board, dark or light
and shoot at that spot ..YQu will find that you
will invariably land within a few inches of it.
Remember, confidence isa;oig part of the game,
you have to think~posi tive when yo,u are making
.these shots. Have conf'Ldence in your ability aru
in your partner's ability. I have seen a lot of
good players and they have confidence - almost
to the point of conce it, but they get the job
done. .

L~J

If' thr:rf' 1.:~ any rloul'L in ·.":;"fJin,' ;lhott't1.
t'0fere0'" CL1J1, 'NJ:'"'tllf'~ it. bf' .....~" .l~_",,,.,,:,

on'lonr;nt':;,it is vour- "'f'r'().>l::iv" " \.<'

'at the d i sc in ques t iou ..+Iowe v cr, i.'.,~:':·L

nLave r at the end of the court that i,,, no t; ":'"·L-l..·... ·

ing at the time. But if your partner does not
'~sk to check a close call, you may ask the,ref-
eree if he would have your nartner check it.
You must not call down to your partner and ask
him or you would recei~e a fine~ but you can ask
the referee to do so. When you do ask to check
a disc, becareful you do not touch or ~ove the
disc when you examine it ..If you do and the disc
belongs to your opponent and if the. referee has
called it good, he will automatically be ~redit-
AO with those points and the disc removed from
the playirtg surface. If it belongs to your ~art-
ner and you touch or move it, it will be taken
off the board as a dead block with no count.

A little e~rlier I told you what to do with
your third and your last disc if the score was
close. If you have last shot, put your third
disc out of his reach. 'If he has last shot try'
to block him off from an easy score. Now that is
impossible if the board is cleared of discs, but
y6~ can make it harder for him by nutting it
over on his side just a few inches from the point.
This will make him stay away from the central
part of the board wh~re there is .more room. It.'p
not likely that you will' stop him from scoring,
but you can make it '8. little harder for him.
'rhat is, if you don't want to try for a ten or'.
an eight like I explained earlier, going across
the ten on an angle, remember? However. your shot
~hould always depend on the score at the time.
Consult the scoreboard and tally the ]1oints be-
fore each shot. I cannot stress enough the impor~
ance of checking the score before making any de-
cisions, it should always be your guide as to
what strategy you should use. ,Many ~ames have.
be~n lo~t when the player'ha~ been too eater to
take his opponent's disc off when one more count-

er or a possible double could have won him thE').

If you are going to be a tournament player,
you are going to have to learn to clean.board.
When cleaning board , hit your opponent's disc OJ

the outside or the closest side to the gutter.
Unless you hit a quarter 'or less' of his disc,'
your disc will slow down on impact, so the leas
distance it has to travel to reach the gutter
the better. And if you hit your opponent's disc,
on the inside it could stop, leaving",him a ,hide
or somewhere on the triangle with an'opportunit~
to dump you in the Kitchen. Some players have. "
hard shots but occasionally even they will stay
on the board. By practicing to clean boar-d from
the outside you cut down on the'per-cerrtageof ,.
this possibility. If you can master this style
of cleaning board, you' don't have to shoo t ias
hard and are therefore more accurate. Just make
sure you' shoot hard enough to push your opponen
disc completely off the board. If you are accur
ate and pretty sur~~f yotir mechanical skill, i
is much better to clean board and count on your.
last shot. .

\
•
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If you are at the head of the board, never
forget that you have a partner at the other end !

who may finish the game if you put him within,
reach of it. Don't try making any grandstand
plays and end up missing both counters. That is
just false ego and coul4, lase you the game. Of·
course if you need two,cPUntersto go out and .. .. .
are at the foot of the board, you may have to Your partner, is going. to be avery important
try.a.double if your apposition is in a scoring 1 part of your game. So you must choose wisely.
POSltion to go out, with:'their two hammers com":' He or she must be someone whom you.are compat-·
ming up. The player atthe,,;i,:ootof the board is able with e . This is very important lf you expect
the one who must take a gamble in a situation to win or even stay together as partners. Part-
such as that. If t.heoppoai tton ibas two hammers ners who cannot see eye to eye and are always
coming up and only ne eds two counters to go out 'disagreeing with each others' playing will not
there is no other recourse, he has to gamble. ~ I stay together long, let alone win tournaments.
And you must go along with.his decision because You must remember that if he is having a bad
he is the one that is on the spot and he can't day and the breaks, are going against him, it
ask you what your opinion is.,', ... might be your turn the next day with these pr'o-.

.. blems. Have an understanding ,between the two of·
There is alot more psychological maneuvering :you.that you can talk over-. shots without arguing.

in shuffling than most people realize. When you It is much better. than going home and sulking
use strategy you make your opponent aware that . about it, nothing is ever solved that way. Bring
you are no pushover and this gives him something it out into the open but only on a friendly basis.
to worry about, which will help to ·confuse him. No one likes to be crlticised, especially if its
Every good .chess player sets up a different line in front of others. But everyone. loves a compli-
of strate~y according to what.moves his opponent mente If your partner has played a good game,
makes. ThlS should be your ob.JectIve•...to use the' don't be afraid to tell him so. And if your part-
s~rategy that will confuse your opponent. Keep ·.1 ner made a bad decision. in his strategy·,.you
hlm off gua:d wher~ev~r and whenever you can.· should also be able to talk it over with him.
But as I aaLd earlle'r.'you cannot 'use s'trategy 'But don't quer-y him with a "Why in the blazes
properly unless you have the mechanical ability did you make that stupid shot". Use a little
to control your discs, and pLace them where. you· diplomacy and when you are alone simply ask. .,
want them. . . '"That.shot you tried, I cou.Idn+ttell from my.

end just what you were trying, was it something
we should experiment with or were you just out
'onyour calculations?" This gives him an easy
chance to explain his shot wthout being embarras-
,sed. Maybe h~ did have something in mind and it
just didn't turn out the way he expected. If you
want to stay partners. never question his ability

44

game. However, make sure it is a good double
before trying it, you may lose both discs.

Awhile ago I told you what to do if your disc
was drifting in too far, move it toward the,cen..:.
ter of the court·about a half a block and shoot
at the·same angle. How about if you are hitting
lines consistantly? Try moving your disc back
about two inches from Where you normally shoot.
Most re6ple shoot up near the front line. If you

)
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are in the habit of shooting near the line, move

your disc forward about two inches, then shoot
at the same speed as before. This should leave
your disc about two inches past the line. Or in
the case of a person who shoots near the front
line and moves it back, it should leave his disc
,about two inches short of the line. However,
this only works if you shoot at the same speed.

YOU AND YOUR PARTNER



47

RULES ANDHEGULATI ONS
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I

, .,' in froll;t~o:f someone else. PU'U your self in his ' '; 'No;.v thit 'y'oukno';;-.the' ,funda~enta'1.s~"of the
, position and imae;ine how you would feel. He pro- game, it' is ti,me ,"tolea~ i~he rules. 'To be a
" bably feels bad enough aLr-eady about making the' , good sh~.1:rler, you should, mow the, rules as_
'error. Once he has answered you, the question "well as'any refe~ee." I, Elmnot going, t,o go into
should be dropped. You have to remember, a shot all of the rules;':f;here a~etoo many,and they
from one end of the board q,uite often looks di:f are too time consuming. H~~ever" the~~_are
ferent from the other end. So don't be too quic some fundamental ro,les, th~t,unless :th:ey,are

; to judge. He is going to try the shot that he explained. ar~ra~her, ~ard,to ,underst~d., If ,
' feels J:e is capable of making according to' his there are, any::'other 'rules you, do' not., under-stand ;'.'

mechanLcaI abili ty, not according to yours. And ask, your, instruc'tor~' Or :'failing to have one, ,
if he misses, before you cri ticise, just take a most clubs have a ,t'ournamentdirec~o+ or :any ,
momentand think back to some ot', the errors you Pro' or good 'player' wou+d'be .g'Lad ",to, explain your' ,
have made, and if you have never made any, then rules. , Get ahol,do!' a: set'ot ,rul~'S 'al1d s~udy , ,
quit r-eadlng right nOw- y,ou are way out of my themso'that yo~,will_.not ,be:penalize;dfor so~e
class. :If you want to be a winning team you have infraction"that 'you are not aware of. I am gorng
to work together in harmony. to'list the ones that y<;)Uare more,:apt to get

, , ' caught at. Novidon't misinterpret my meaning,
Have't'aith tha~ your partner is doing his best all rules are important simply because they are,

he wants to win Just as much as you' do .Unt'ort- rules. The ret'eree ,is ,within his right, -to t'in,e "
unately none ot'us are perfect and we all,have yoU if you break them',,-sa,it's important th~t

I" our good days and our bad days. Shots don t al-:- you know them. A good referee will be watch1ng
",ways do what you intended, them to do which is " for all int'ractions but,.,these are ,the ones that
unforseeable, but it' your judgement of what ,sh~t are 'usually broken witho~t ,thinking.
to try is correct, no one should complain. I ",,, ',", ' " "
much ir-ather see my partner miss the proper shot, 1.' Getting up off the' bench before, the referee
than try the wrong shot, anything can happen to ' ,tells', you to will cost you, 5 points.
cause his disc to miss, but at least hel'!.as trie This ,is 'a habit you get into while playing
the proper shot. But if, he is comUstently shoot ' fun' games and' without ,thinking YOU: do it
ing the wrong shot then I know that he is not when you have ,8. referee. So try to, remember
,thinking right. It' you are 'not thinking right thiswhenyout~e, in a tournament.
you not only choose the wrong shots, you are als "', ' ., _ "
executing the right shots poorly. Usually, not 2. You mustnotleave',the, court during a game',
thinking properly is' more prominent when you are without 'permission. This costs you 10, points.
, behind or you have come up against, a couple of ' ' There lano penalty ,for leaving between
players whomyou know are good'. This, causes' fear, . ganies provided, you,~.regone' no .more ,than 10
,and fear will influence your muscular reactions. I ' minutes.. It tS not necessarv but you should , '
So-dismiss all ideas ot' fear from your mind. It tell the referee where:,you're going. It makes
is -foolish to be t'r1.ghtened by something that '<~ ,him feel more important.
has not been proven yet. If you play your l"egu- "
lar game, who knows? You could end up scaring

'- them by the talent you exhibit. At 'least neve~
let them knowyou ,are afraid of them, and above
all, ~on·t get mad, it will spoil your co-ordin-
ation.

J. Stepping, on or over th'e: base line' while in
-the act, of shooting. .:~O,points ~ " ;"" '~;L

-e.c :

"
~i,;~\ '.. ~
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tions but these are some of the more obvious
SteJ)plng onto ,the court next to you. 5 poin thatqili te often cost you and :Your.partner
You are alloweq. to step into .the gutter but points and could ··lose·.you a match. :
not beyond the baseline or onto the adjoin-' . , ' '. .
ing court. There'is really no advantage for:. If you are going to play the game, play'it
you to do this, your sh~t is already on. its according to the rules, they ,are. really nO,t
way, but you have probably jqst lost your - that. severe arid they 'ar,e"no ~more,aihanddcap to
balance. But. that is not the reason for the you than they are to "'YOUr'opponent. Let'me
penalty. Put yotirse~f in the position of th point out one thing, every. year new rul.esare
player next to you., H~ D)aYjust be ~king eing introdtic~d -or' old rules are being altered,
his shot and you might bump his arm.' He miSheck with;your:toumament director periodically
ses his sh{>t, maybe' even spoils a counter. or any changes, , ..' .
he already\haso~. Tl\ereferee can't give '.'., "
him the shot over, SQ,h~ has.~ost a shot . THEDO'S ANDDON'TSOF SHUFFLING
'because of your carelessness. Personally I
think anyone who swingsthe~r CUe onto the
next court should be' fin~d. 'They also d~s-
turb and disrUpt. t~e .'o·thef 'pl~~er$, sh,ot and
concentration. ' .
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.4.

.'

An unplayed disc. r~sting on a line while in
t~e act ofshoqting anoth~rdi~c.5 po~~s.

The disc you are shooting touching any part
of any line surrounding your playing area
while in the process of shooting~ 10,.,points
plus ~ving yourdlscremoved ~d any dis-
placed discs of your. opponen'ta' ·that were
counting prior to your. shot credl~ed~p his
score and r-emoved fro~. the 'board. . ,
Once you have started your delivery, it may
cross over the front line or the angled
lines surrounding your playing area, but no
·the base·line. Your di~c mu~tbe. lns~<1e
these ,lines at the start 9:fdelivery."You .
may jockey your discs beyond the ..l,tnes be-·.
fore' shooting to get the' feel, of the ..dd.ac '

and 'make sure there is no fQreign m~terial I
on the bottom of your disc. .' . '.'

Talking to or coaching your partner during
the game. 10 points. You may talk things
over between rounds.

8.As I said before there are many other infract-

5.

6.

7.

•

)
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Nowthat you have read "all ab'out strategy I
m going to pick out ce~~ain ,~.hings ,:that you
hould keep upp'ermost' in 'your mind.. Just remem-
er, you are going to find players who are go-
ng to disagree with. my point of view and.,many
f them may be right'according to their style
f playing. No one person knows everything, I
an only give you my'version of. the'game and
ou will have to decide if it will work for
our particular style of play.

THEDO'S

Think before you shoot~. Clear your mind of
any split decisions, then make your shot.

Be objective inev~ry,shot, try to make each
shot do what. you intendedft to do.

.Have 'confidenc'e' in your' ability, but don"t
get overconfident and let your defense down.

Always make sure you'r' cour-t has be'en, swept,
. it· is a was·te of money'putting wax on the
"court .or the' discs then play on a .....dirty
('court; ..... . .: <I,','

ri>t f :::; I ', ';;.' • ,':." , , • ."

:'PRACTICE,PRACTICE,PRACTICE.It is, the only
. way' you will .improve ·your ability.' .'r\
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6. ")Develop"'a s.nio.:hth;'.z:ilYthm.tnYOu.:' d~live.~.: .~~~~~ri;e b~;:;a~~~~lg!~dd.~t~~h!~i~ia~~~
.Learn the ability to ~l:l0ot::straightwi th a' .'.arid you 'don"t want ,to be digging yourself
·follow through that is directed at the pIa: out of the Kitchen with your last shot.
you want it ,to hit. '

• "I."." ",:." . '16. It is most important for partners .to play
7. Concentrate on every shot .regard tess of no ' the same type ofgame~''.'(the player',at the

'insignificant the:'sh6t may be. ,,' ,'" •'head 'of the board shoukd set' the pace)
; " ,.", '~"', .,'." " ;;,;'", , " Whenahead '''in;'s'core , both:'pla.Yers' should

".:: 8. Always check thesco;re}loard; before 'you sta consistently keep the board clear and, avoid
, a, new round .. ,If you are ahead, keep the. bo situations for, Kitchen play. When;behind,
, ','. 'cleared . If Iyou are 'behind, .play, the board play +o ptrt your opponent in the Kit'Chen

and try to put your opponent in the kitche until the ,score is even .. It is foolish to
, ; '. ." ,,' ,~J'. " ',' . ',', play a simple score rifthere is'a desperate

,'~ 9. Try. to keep your: opponent. from scoriq two need to putyour~ppollel'ltin.'the Kl:tchen to
discs, in any .one ,ep.4~"" ' ; ,,'; ..:! aave the game'. This is one reason why you
'"j, ' " ' , ., .. ' .' should keep your eye on"thescoreboard at

10.II'It is ,very important to read and'1al~w the:" I all times. ; ,
"rules: "',

.•..

12.

Don' t .t~y a .~ouble' on; your last shot' unless. '
there is a real;need:tor it or agood'op-
portuni ty" presentsits~lf.

, .~.; \~';",

--

"

'j,!.

." ~: r~ "'. ' , ,\ ' . . ,.... ~l' ," ! ,",' ' ~ -.

II.' Co-ordination,.' 'relaxation and. concentratio
.ar-e, the'Jn,gre~i,~~ts'r~~hat m,ake~~ g~Qd,shuff,
boar-d pfayer-, De~~lop,otn~se characteristic
in your, play." ,. " i". I'~

:' I \,." " ','" ". ,'" '"",; ;: .••.•.

Keep your opponent on the defense" as much
as possible.,

There are many more DO'S',and
onfuse your opponents • ',Alwt=lys
utfor them. ' ,', ' " .

r ~ :'~. ': ;

13. Hide a scoz:ing disc at every,opportunity,
whether the guarddng ~iisQ .is yours, or.,your
opponents' .. ' , ;"" , ", " , ' ,

I ,,' ,'r';':!'\

14. When you have an, unpro,teqted, 'scoring disc
the board, place"a! 'guardIng "disc in front
it, usually 3 or 4, feet, in front "yof-it.

" '\ ~'l I 1.~. )1 ,,)'A.,.'. ~~.' I '. _10,' •

15. When the score is"d~t toe).'high~·you' re be-
hind'and have last shot" it is"sometimes
good strategy to,cltj!~r th~'l;>oard with your • Don't shoot too quickly. Stop and formulate
, third disc t,9, scor~:.ra deep, eight otrt- in ~the' your, shot. Look ths board: oyer, you may be
open as ki tch'(m:;baft. This may give you -an ' 'miss 1ng a' shot. " , I,

opportuni ty with your last shot to, Kitchen '. " , , .. -r ,
your opponent ~np,~roakea p~us,s9ore,of IT ,.Don't p'laysloppy: thf!n:g~tmadat yourself
to 18 P?ints., Th~,~:l~ a tr1cky game andrthe because you missed a' shot. Careless shoot.
more tr1cks you have up ,your sleeve the

':THE IDON'TS'

1:11

II

~:

)
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- ': ,ing 'will get y().uin trpu~le. one'lc~releBS'
":;'',' sho t may lose, you the'game.";Take'vyour ti
, ,.and' make sure YQu"are ;,settle~;' down befor

shooting.

4~' IDon't be Ln 'a ,hutfy to's hoot. 'Makesure
that the shot .vou-are, taking 1s "the -aho t .
you~ally ,want .. Be.aure you ar-e aiming
'where you wailtyour disc to go•. Relax yo
wrist and arm,. thenfQllowthroughwith
'your s tr-oke, :r:ea~p~ng.a full arm' s~engt

5. Don't grab your: cite 'as if it were a broo
, 'Your, power comes from a full swing of th
.arm from, the shoul'der,~ 'not .your-.wrist or
t'or-earm. The "samef,o'ilow.,through, 'stro,ke '
all ,the time is' "the' only" way.~y~;tl".can per
fect precision.' ',' ,

"

, >,' " -: 1.-J .

Don't hQl,dyour cue too tight. That" will
tense the muscles in yourarm'~d~viill s
you~ coordination 8.1:ldaccuracy.. .;

7., Always square' yourself off witll" thedirec1

i· ion of your .shot;:: in other words ,stand f
Lng the direction"' y,ou wan1;YP\.lrdis'c .to
travel. " ',.,' ".~"'"

8.' Dorl't b,e in to,6m~'~h:~'hu~y':iAlwaYS"lO.o
at the scoreboard before'you' d,ecidewhat
do on your next shot. The game is played
from the scoreboard,. not the clock.,

. . " ". . ~

6.

9." Don't take unnecessary chances . - If. the sc
, , \ ' .'
is close, p~ay'safe~ If you are last out
'don't oe too' anX~QUS,to 'score until;'your
last ,disc. Its better' than' ending up in t~

.'. soup. _ '". """ . ~",.,;

10. Don't expo$e,you~ disc to a Kitche~~:s~ot,
keep it covered' at all costs. As 'the 'old
. saying goes. "a bird in .the- hand iswprth
twoin~the bus'h":',"" "," 'U'. '~'

"':)'~' -I' ~,'- ••. :. ,.1._ ,.~ ',.,.''; .•..i!~,•.•' ..• ~'"

.. ). . .
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11. Don't play Xi tchen. unless you are two or
thre~:dis6s behind in the score.

"12~ Don' t',forget', haye,,a18t of respect for the
other fellow.'s. hammer.

, . ,.,.'.,

13. Don'tleav~' the()~her fellow's hide,block
on the board,' eltherkriockit,off ,the
board or block of~ his chance to go in
for a hide. >, , •

4. Don't ,Shoot: yJu~':~~~~c:'~lintil·;~u. have· check-
ed the score, looked 'aroun'd the board to
see i~ you have missed a.good,hide, ,or,
'etee "i~your opponent. has'li 't· got a d,isc on
. that is either'good or a possible,double.

5. Don't miss an 'opportunity to hide a disc,
providing you are not leaving a good disc
unoovered or an Opponents' scoring.disc
on the board.' ,

6. Don't leave a good disc'ofyour opponents'
on the board.' However, ;if: you have the
last'shot 'and' your oppOhent has a disc
that is' more than half hf.ddan, ,don't try
to take it off, unless it gives him the
game or puts his'partner in a winnin
position';. Score, your ,last shot.

" .' 'I."

.7· Don't'miss'scoring your last shot at'any
time' in th~ game~~(except as ~xplained
above). 'This is one of ';'the most important
musts of the game.'If 'youhave been, hi t-
ting the 7 o~ a'line.with you~hammershot.
remember.wha:t·I told·you·earlier, about
moving.your.disc ~orward or back. an inch
or. two.

8. If your opponeht's last disc. is counting,
shoot. for his disc making "sur-e that you
.st~y,~n·,~for a count '~'an4:his' disc. is ,hi t
'hard enough to go o~f," otherwise you may
drop him a seven. Makesure.there is no

"
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possibili ty t,hat his·disc will stay on....'~ . .

19. Don't forget tnedrift of,a court. This i
why you had your practice .r-ounds,;'you mua
allow for it each,time.

z6. Don't be drift or wax happy. Learn to pIa
on any court. '

25. Don't let your 'opponent jceep you' on the :
defense, keep him onthedefepse.:, , '

26.':.'~~~">t:'~"et;o~r';,op~one~t'fO~C~" y~U' i~t~, pl--

'ing',his-'styleof game'. '; :' "''''''''f'
.,' , " , .>.
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29. Don't read these tips just once then set
them down and forget them. Read them over
and over until you have them well implanted
in your mind so that when the situation
presents itself, the solution will automat-
ically come to your mind. No one can help
you as much as yourself. '

THE POINT SYSTEM

Let me take a page or 'two and explairi the
oint system which will determine your standing

shuffler~ First, you do not receive points
Park Tournaments or out of state tournaments.

There are Novices, Amateurs, District Amateurs
:te Amateurs, and professionals. Being'in any
of these classifications'does not stop you

*om playing in the Amateur class in your own
ub tournaments unless your club has their own

r.ules regarding this. In this case they genera1-
y have the players divided into classes such '

A, B, and C g~oups. But as a rule it is not
onsidered ethical f.ora Pro to errtar-.

21. Don't look at the disc you want to pass
when hiding a disc, ,p~ck a spot on ,the bo
beyond it and',shoot for'that.

. '. t, I,~ ,

22. Don't shoot sohal;"dithat you are losing y
aocur-acyv-Then if you are missing shots i
because of 3 tbings.You are shooting wit
aiming correc:tly" .you are, careless, or YQ
are notallQwing-,:,fQr that, drift. '" '

.- . ~~ .' :":',:~~'"' j,; ... ~ \ " I: ;" , ':, :.:r: :. .

23; Don'tlet"yotirself get off balance. If yo
don't feel just right, backoff and make a
whole new approach.
.... . '.

24. Don't' get in the,habit,of :'throwing;~~r a
or cue over onto the ne'xt'court~: It bothe

,,th~ players on; th~t"colJrt:"andit'm'eans yo
are not fo~loY(ing~:t9,roU~h'properly.~,

., ..; ..

You are a Novice until you have won your first
ophy, whether it is a State trophy, a District
ophy or a trophy of your own olub or any oth
ub. Once you have won YOUr first trophy. you
e considered a District Amateur and cannot

play in any tournaments, that are for Novices
nly. This does not mean that a Novice can't
ay,in a higher bracket',atty player in any'

racket can play in a higher bracket but can't
take partin a lower bracket., ,t " ,', ' "

27 • Don ~ftform the habit 'of,playing 'the',same
"shots every 'r-ound; change :,;them-ar-cundiand A District Amateur will advance to a State
keep him gueBsing~ Keep smiling, 'he'll won Amateur when he has accumulated a total of 3
what you're up to. ".', points or more in J consecutive years or less.

v ", To accum,ulate these points you must win any
28. Don" t forge~ to,...~tch.that scoreboard', You place in the main event of a'District or State

can only win by :'gettingto 75 points befor tournament or in the new classification "Open
your opponent;' so .-don't lose tl1.egame .In t Tournament". This is,where s' Pro and one Ama-
last end~or twbwhen you have 'it in the ba teur (whether he be a District. State Or a

by not mowing what the score is.
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Make sure when you first go to a court that
there ~re pencils, chalk, eraser, a card for
the players' names and if their names are not
on.the cards it will be your responsibility to
see that. they are entered and also .when they
have chosen color, enter the color on the card.

Try not to distract or disturb the players
on your court .orany other court. There is
nothing more disturbing to a player than having

yappy scorekeeper.

Make sure.the··color bar is'in the proper
'Position and post the scores as the referee

ves them to you. He should call the red or
yellow first to avoid any mixup. If he.does
not do this on the first round, call him to
one side and ask him if he would mind calling
the red or yellow first. He has probably just
orgot.

Try to,keep any undue noise down around your
end .ofthe b~ard, that is,from spectators.
Sometimes they get a little over-excited and
don't. realize that they are disturbing the
players·. But. do it in a nice way. Also keep
your own.voLce down while they are playing-.

While you a~e, keeping score, it may be that
a friend of your:sis playing on your court ..
Please, don't show any indication that' yOU are
pulling for him to w'in. This is very downgrad-
ing to the.other players. and is very poor
sportsmanship. Put.yourself in their shoes.

If there is a peria:1ty,ma:~k the penalty points
down immediately· in small numerals along side
the.score so that there is no chance of a slip-
up or dispute later when the final score is
called. And when the referee calls the score,
mark. each score and add them up after. Leave
the small numerals thereuntil the next round
is completed and above all, DON'T USE DASHES.

i~';

Novice), will count as one point. Any win in t
consolation will count asa half point. If you
place anywhere in the main event you will auto-
matically advance to the Professional·ranks.

A State Amateur may not play in a District
Amateur tournament. But two amateurs of any
status can team up and play in the open tourna
ment if they so wish. A S~ate Amateur will ad-
vance to the Professional ranks when he accumu
lates a total of ) points in any 2 consecutive
years or if he enters and wins 1n the main eve
of a Professional Tournament.·

It is p6ssible for a Pro to drop to a State
Amateur or a 'State ,Amateur drop to a District
Amateur level by means of playing in at Leaat

2 Preview Scheduled Tournaments in one year an
not winning.in the main event, with the approv
of the District Executive Board.

SCOREKEEPING HINTS

The scorekeeper has a very important job and
it should not be taken lightly. If you are goin
to be a scorekeeper, do it to the best of your
ability, you w~ll be respected for the good job

First of all you should try to keep score for
a referee that you arecompatable with, because
you will have to work together. One thing many
scorekeepers do not realize or maybe they just·
don't want to admit is that they are working.'di
rectly under the supervision of the referee.
You must always remember, he is in charge of th
court and you are a part of his jurisdicti~n.
You should help him by watching to make SUre th
the right color goes out and if he happens to
call the wrong score, don't tell'him he is a
dummy, merely ask him if he would please.repeat
the score and he will probably notice that·he
has made an error. If he doesn't, then you. can
hring it to his attention but I imagine the pIa

who is being gypped will certainly show him thi
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For a NO score, carry the score down whether
has changed or not •.then step·quickly to one
side so that the referee can see that it has b
recorded. Never stand in front of.the score at
any time except to add the new scores. The.pIa
ers are looking to the scoreboard to plan thei
strategy and if you are standing in front of i
it will not be of much help to.them.

If a game should enQup in a tie and two mor
ends have to be played, (there is such a thing)
both teams may end up with a score of under 7

points. In this case make a notat~on that they
did indeed play 2 extra rounds so that the .tou
nament director will not be confused and think
the game had not been' finished. ',

Never ask a player if he wants to look at a
disc. Make your decision, call it and walk back
to your position. If he is not satisfied with
'your call, it is his duty to ask for an inspect-
ion. If you ask him if he wants to look at it,
"it makes you look as if you're not sure of your
oall. But if he wants to look at it, you should
tand close to him when ..he is inspecting it,

mRking'sure he does not touch or move it. (ei--
her accidentally: or on purpose). Although most

flers are honest, there are some who are
overeproach •.

on't tap your referee stlckon the court
h indicating a good 'or bad disc. You could
y easily t'ouchthe disc and cause the end
be played ·'over.Don't wave your stick around
n the players are in the act of shooting,

is very distracting to the player. Try to
s thoughtful of them as you would want them

be of :you.

f for ahy reasony6u want to stop the game,
tay your stick on the court across the middle.
And if you want tb check a disc, make sure the
players know that you are going to step onto
the court.' I have seen players not realize that
he referee was going to step onto the oourt
nd shoot their disc.

}

RULES FOR REFEREEING

Many of you will probably never referee a ga
but if you know what it takes to make a good
referee, you may understand his position better
He is only human like you and I so don't be too
quick to judge him. He.not only has to control
the game, he,has to know all the.rules and ~ow
them well enough that hedoesn.'t have time to
look th~m up in his book every time,an infract-
ion is made. They must also check the scores to
see that it has been tallied properly, any ref-
eree who is simply a disc caller is not worth
having on the cour-t,",

A good referee should stand about half way
between the drain and the hog line', closest to
the players who are shooting. He has the best
advaptage from there. to see what the person

.shooting is doing. Occasionally he will have to
walk down to the playing area to'check a disc.

When you are calling the score back to the
shooters, don't call; one black or two blacks
etc., it can too easily be confused with one
binck, use the word disc, (e.g. one black disc
or one red disc). It may save some arguments la

Occasionally you"will find the odd pe-rson who
11 complain because"You fined them for step-
ng onto the court, yet you step out onto the
urt to check a disc. The DO NOT WALK ON THE

}OURT sign does not refer to the referee. You
must step onto the.court in order to call a disc
properly. There is no way you could see a close

dtac from the gutter •.

I have given you a few of the DO'S and DON'TS
fora referee, now I would like to give you a
few tips on how to be a good referee. You must
have confidence in your abiiity to handle the

ituation ..You must be able to make as quick
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and accurate a dec.ision as.soon after each shot
as possible and when you have called your.decis
ion, ,walk away frqmthe disc.

~ In order to make these split second decisions
you must have all the rules m~morized, especial
those that will be.mo~e prominent such as; step
ping on the lines, stepping onto the next court
shooting 'off the lines, Qt~·•. You must' not only
know the rules, but also the penalty. I have
seen some referees hesitate.or ask the shuffler
if they want to look at the disc. Don't do.this
Have conf.idence in your ability and show that
youhav,e. confidence in ,y,ourse1f,o,They will have:
respect'for your calls. -But;if you have' doubts
'or show that you are ~sure,they in _turn are
going to doubt your decisions and this is going
to cause yqtlgrief. It 'will also slow down the
game.

The first thing you should do after the color
has been chosen is to'introduce yourself. This
will put them at·ease. Instrtlct the players tha
you will be calling the game as laid-down by th
District rules and any stipulations··that the
Tournament Director has laid down. Remember, y6
are under the direct jurisdiction of the tourna
ment director or the head divisional referee. i
one has been appointed. In such caS88~ the div-
isional referee or the·tournament director shou
call all of his referees together pz-Lor. to the
match and instruct'them as to how he wants the
tournaeent, to run.. .y

It is,generally advisable to instruct ,'the
players; -not to shoot off lines,'not· to have an
unplayed disc on a line when shooting another
disc, to stay seated until you call their name
.to play, not to communicate with their partner
except through the referee, to ask if they want
their partner to check a close disc, etc.,Inst-
ruct them as.to where and when they may pull a.
disc back without being asked to. And for heave
.sake, don't (like some referees I have seen),

• . f:~ .- '".:',
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instruct the head of the board and forget the
foot. That can be very embarrassing.

Any infraction such as shooting off. lines,
hook shot, hesitation shot, stepping on lines,
etc. can't be appealed because-the Divisional
or tournament director would not be able to
ee the infraction and therefore would not be
n a position to tell whether the infraction
had actually occurr-ed or not. The referee's

oision would· therefore have to stand. Hook
hots and hesi~ation shots are very hard to
termine unless they are very flagrant, 00

be very sure you are not unjustly fining som
one for something they did not commit. Thi

why it is very important that you know
your rules and penalties.

Watoh the player,don't stare at him, this
will make him nervous, but keep your eye on
him, not the diso going down the court. It is
the shuffler who oreates the error, not the
disc. If you turn your head too soon and'the
layer steps off the oourt, or onthe line or
hoots off the line, you will not see him.
You will be watching thA (Ht'to "rt&r tt h
'ailed merrily down th
f time to follow the oou
thas passed you, if you- a
ight place - unless -they-are
~ast shot, then you ~i1l have to tu
quicker. I like to watch the player un
eethe disc passing.me, then I turn and w
t. I have seen some referees who are watch
very court but their own and they are. only
block watchers. There is no way they can det-
ect a penalty shot if they are watching play
on some other court •

Your, first job after they have finished· their
practice rounds is to watch them shoot for
color. After they have chosen color you will
give them their instructions •
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In overseeing the shooting for color, the
first J discs are removed from the playing sur

, f~ce, so that there is no danger- of any other
"dl.sCS hi tting them~ The last 2 discs must neve
be removed by the referee, the players may wan
to inspect them and if, moved,, they would have , ' " "',' , "
to be shot over again. Nowthis may not seem There is one ~ther:p~l_nt,~;~hat many referees
very sporting but there are some people who '1"10 not too sure of ""thatrt'is, an' error in color
would take advantage of this and ask to have nnd, If the wrong color: ,st~:r:ts and is riot:
them shot over (even though they knew they had1noovered before the 'half ,round is finished,
lost the first time), So never move the last 2 jllft score ;'stands as is and \~he p~ay continues
discs, make your call and mo~ieaway, let the n the' order started at 'the; beginning of ~he
players move them. ,\mo. BUTif it ,i8 discovered BEFOREthe half

d 'is completed, the" h~lf round will be
The measurement is' taken from the center of I,,,yed over, wiin correct t c-olor, ,lead. , so , i~ ,is

the line to the disc unless the disc is strad- I.wnysadvisable'for'the,r'e~eree .to~tteck the
dling the line. Then it is taken from the cen- )t)nrd after, calling the ,s~o_re and' then ~ounce
ter of the disc, but it doesn' t matter whether, ".c1 out--or-, blackout ,which: ever is ,the cas e ,
the disc is short' of the line or beyond the li';'~' ~ ., : "
it is still the closest to the line. The red ' Make it easy on the scorekeeper by calling
disc shoots first leaving the black la$t shot. .ho red courrt first then th~ 'black and make "
If by any chance it has happened, the black di ure he has heard you correctly. ,There, is always
should touch or move the red disc, the color lot of noise during a tournament and it is ,
choice will automatically go to the red but utte easy for the scorekeep&r to, mistake some-
this is only on the last 2 discs. ' me else's "score for yours. Rememberthey are '

lunteering their servioes and should receive
Remember,,there is a rule which allows them ,' ••spec t and consideration as well as unvcne .

to shoot, one disc of each color before' their,. '
practice rounds to determine if the court and trhere is' noway I can' explain
the discs are to their liking, any objection )r the 'rules ,to you in a book th
to either must come at that time. Once theyhav (tvlce to'you, (if you "are inter
started their practice 'rounds it is too late' nlng or if you just"1fant to knowwhat y
to alter either the courts or'the discs. Actual ·'ghts are:while=playing) is to get a set

, ,there are alot of players, who are not familar 11 tes. They are in e,v~~y,p~eview and also com
with this 1 rule and they should be informed of anys such as Allen~ an~.,Nidy put out, a pamphl
it prior to' their practice. ~ ~ving you the offic,~al: ru~es .,:You wi~l proba-

y have to get someon~·to.explain some of them
you as some' of them are:' ra.thercomplex.

:But if ,yo~"a~~,going t'~' be a re~eree', please,
ON'T,BEA BLOCKCALLER,"know the rules and
e them. It is' your job'and your duty as a
fereeto':protect the legitimite player from,
orneone taking advantage of him.

+: mes one of ,them can't shoot on one side
board so if they 10se"colOr choice, they
ends. This is permissible, but not after

match has started. They must stay in,their
tions for the remainder of the match.'

','

·t .:'
~:'"

I, .

' •.. t

Once they have chosen color, the players may
if they wish, change ends. Sometimes one player
is better at,shooting for 'color than his part-
ner, so he shoots for color then moves to the
foot of the board. This is done for various '
reasons, such as, one player is better at con-
'trolling the game from the head of the board.
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oard and 'everyone else's' onto ,the ,chart. So
, if you are held, up, for~while during

toh don't get the impressl0n that the"
'''"n,.onnmcnt director is s'i tt~ng Ln the ,of~,i~e ,s>n

y doing noth,ing. "He is busy all.,th~ough
urnament doing things for your benef'L t . "
asure. So, give him the ,benefit of the

when you are held, up-.

I have ,heard many players at' ,.ltournaments. c ~ho ohart, must be~et ,up,so :that, .~l}er~,are'
plaining, "Whydo, we,have to. waits 0 long, W )yft~ or subbrack~ts ONLYiq~'lthe firs.t I ro~d,
are th~re courts empty and ,we are not playin )\hnrwiS~ ,~p1ay~r·,or,team.- c~~ld end, uJ),in the, ,
I have heard. thesean~ many other remarks th 'h'lf,ls .and '!laybe:,0l'1lJf,~ave played<?negame. Let s
th~ .tournament director is not doing too goo 11Y there~re" 2~ teams' registered, you would ,
a Job.. So I have decided~. to add, this section uwe to use .a~cliart of, 32 'and put in ,6 byes.
just 's~, ,that you will know.what/the person' 'I'heue must. be: put in back to back, E.G..;
running the tournament has to do and, maybe' y '.' . ' ' ,~,"
wi3:-l understand, why-thesethlmgs' happen and' lmJj;h & Smith ",:, ,~, : .',.,,-~,:
have a little more patience with them. ' ,Smith & Smith

. . .', . - ~ \ ....

Fi:s-,;, 'the tOl,lrnament"dir~ct~r "has' to· mak~
up hl s r~gistration "cards'"and his 'draw cards
prior to the match. ,.Then, after, every{lone has
register,ed", he knows'iwhat size;:of a chart -he
has to use. The char-ta are .made.u.p.dn '32 and .
64 lines, and a ..cha~t for:,a toumamen~,~is'se This mearis that Smith" 8m
up ;n 8. - 16 -,3.2, ~I,,64'ol;",;t28·lines;;.:, :; -, " Innes & Jones .nave a, bye, wh

, . . bhomtot~~ next bracket
, The registration .,c~rds will correadn .your '.; illn start ,out right away (if
reglstration'l1lp~ber~.',your:~name, ',theAI.club,you' ,hle). But:suppose you only h
belong to;;md a" place for' the chart, number. an hnl ths and the Browns were entered W

the .court .. ,Whenall. the'entries are in~cl{and;t tther bye is? This means, that, the Jon
tournament dire~tor has' the n~mber, ofy'entries Hwe ,to ,play ,the Browns an,d,~:th,eSmithe wou
he can t.hen :Bet .1lP tht! number- of byes .•.ar sub,' lIlVe to wait until, the~,Jeml!B.·an~ Browns play
bracke;~ ac:cor~ingt,o the. c~art hewill.·hav!!', bhoir match. ~his,~ight.cau~~ d1Bsention with
to use. He."can, n,o~. d~term1ne how m~YJdraVl.ca tho Smi:ths•. Supposing Y~Uh~.d 80 entries,.!f
he will ,!l~edan~ .YO\l Iwill. then), be",noti£i'ed"; to QU used two 64 ,chart~ making 128 lines. you
make your'draw.tpe'd:r;-aw 'card wl.ll.have1the'/n ould have 48 byes> and ,this would not, be any
ber of ~he chart and the court where 'you .will ood. Or you .cou'Id use a )64 line chart and put
be plaY1ngyour f!rs~match., Hewill,>thentra .n 16 sub ,brackets, but you, would get alot of,
~er your,name and court nl),mber that youihavel" omplaining about·having to play an extra game·
Just dr-awn.jorrto tr.e r:egi~tration .card .. While .'~ ou 'cou'Id use a 64 and a 32,line chart and put
you are out ~nj?y,ing,yq~r ,first'match, the d",:" \11 of your byes, which would be 16 on a 64 line
tour-nament i di.r-ectior and his assistant will. be hart .. The reason for, that is ,that' on a :.64 line

transfering the information from your registra; "

r l ( , I,' "j;

,Maybe no one reading this book will 'ever
a draw tournament but'it is ,nice to know wha
is going on andthe.'amount of work and respo.,ubt
.sibili ty ~hetournament director has." CJ

. ..~.,

~~ 'r:
I"'·',,!
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Jones' ,&, Jones
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,chart you have to',play 6 match'es't~'',reach the.'
'winnlng 'circle" wh~reas on ,a 32 line 'chart, yo
only-playfiv~mat~hes. So by:p~ttingthem,a:lr
on the,,64,'you would.'~,ven,.it up a bt t. ,However
which·'~everway you do' it" it, must be done prio
to the 'draw. If you had byes,' the card for tha
line'would be taken out, If 'you had SUP bracke
you would have to have 1;woc~rds rather 'than

""

For Lnstance , 'let~s'fiJay,:youare putting In, a
sub bracket ond lne '5.."'~he'card for 5 would 'no
be in' the draw, but two cards' would take it's '
place which would read'.5A'and' 5B ~ 'The't~ams' th
,draw' these' cards woul'd,be; placed'~on ,the out~idl
edge' o,f the char-t and would play" tQ "see,who '
would be entered' on' tJ:lech~rt~; The winner woul
be placed on line 5 of the chart and; the loser
.woul.d go into consolation. Drawing',a 'sub brack
card or a bye card is simply the misfortune (i
the case of a sub bracket) or the luck of the
draw (in drawing a bye). This means just the,
opposite and you would be required to play one
less game as your name would automa~ically be
moved to the next bracket. At one time, 'charts
were seeded by the\tournament direc~qr and the
it was not the luck' of the draw.,''Th.,e~'~tou~am.en
director would simply"'put':you':up~(!iga~ns't"a,'':,
better' player if he didn',t'l,i~e.~,you{o,f;"/put",y'ou
up against a soft touch if youwer~ a favorrt~
of his. Thank heavens tl:lissyst,em ha.s :h,e,en\~
outlawed. " , ,, '", ,,'.'

".I!" I:",,; !, ,.::" :.' ',,~t' '!': '
If,you ever decide ,that youwould,:like to be

come a rtournament':<l.ire9tor~~,you )QUat 'pr~pare: ,»

yourselfr wi th all of''the'lQ'low:le<lge.ot: the,play,
Irig rules, 'viola'tions:and 'the'peri~lties'~pertai
itlg to the"violations.,',:you must also lolow.what
may .be appealed, what .eo do in the'case'l"q:fa,,'
substitute. inclement' weather, State and,'Dlstr
toumamentregulations.' playereliglb'ili ty ,'wh
a court maybe altered or an official r~pl~ced
plus making up a chart and 'running a: 'tou'mamen

, ••l . ,...»", .... >! )" :. I

Now you know.why I said earlier, have

,

'\
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with a tournament dir'ector. He has a big job
on his hands, and as a rule never receives

it he deserves. At practically every
mont you hear players, complaining be-
they are standing around not playing
here are courts not being used. Maybe"

you knew the,rea~on why it would'be easier
you to understand.

t's say Jones and jones are playing Smith
Smith on lines ,one and two. They have a
t match and 1t only lasts two games • While

nee three and four, Blue and Blue are
ylng White and White. They are more evenly
hed and are having slower games. Because

yare more evenly, matched they have to
y three games to decide a winner. The
nera of the Jones and Smiths match have to '
y the winners of the Blues and Whites.

f they're finished quicker they have to
t and this happens all the way down the
t. There is nothing the tournament direct-

do to speed them up, nor is there
ng you can do but sweat it out. So don't

me the tournament director for a holdup
play, blame the players who are creating
holdup.

If you are not too sure of what I mean, get
your tournament director or someone who knows
ow to help you set up, a-chart. By ma~ing

your own ,chart you,can see how it works.
t is much simpler explaining with a chart

than trying to explain it this way. You will
see that the winners of lines one and two
play the winners, of lines "three and four and
those winners play the winners of lines five
and six, seven and'eight and so on down the
chart. Therefore each set has to wait until
a winner in the next group has been declared. ", "

I have enjoy-
article and my 0

,somewhere will d

and writing this
that someone.
nofit from it
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,':>;:, to help 'promote and improve th~ wonderful'
,/i"" gameIOf shuffling., I'1m'ow there will be 'some
~:?t,:' shuf'f'Ler-s who wil~ not agree "wholly with my
"j~:2:"ideas.! for ~veryone, has their own style. '

This is my style and I 'hope that some of my
,I ideas will' help to improve, your style ~ "
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6
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