attention all novices
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STANCE AND STROKE — Start with feel side by side, get a good aim and, taking 1, 2, or 3 short steps forward,
follow-thru with a smooth straight-arm stroke for accuracy. Practice will bring control of your stroke and aim. Each
player may take a different number and length of steps; however, your left foot should be forward when finishing

your stroke — assuming you are right-handed.
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GRIP — Grip the cue lightly between the thumb
and first finger (or thumb and first two fingers),
placing the fork of the cue snugly against the disc.
Take careful aim at the scoring space where you
desire your disc to land — or at the point of your
opponent’s disc you wish to hit (center; right or left
of center; or right or left outer edge).
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STRIKING ANGLES — (1) Discs 1 & 2 are on a
straight line, about 2 feet apart. A full-center hit on
2 will make it hit disc 1 on center, it in turn follow-
ing the straight line.

(2) Disc 1 is squarely on center line, disc 2 left of
center line with right outer edge touching line. A hit
slightly right of center on 2 will make each disc
follow direction of arrows.

(3) Discs 1 and 2 are on opposite sides of center
line, say about 3 feet apart. Disc 2 must be hit right-
gf center, near right edge in order to propel it against

isc 1.
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DOUBLE Here are
shown 3 situations where
potential double counters
are a possibility. (1) Black
can make both on 8 and
7 out of his disc lying half
in the 8 and half in the 7.
(2) Arrow shows where
to hit a disc lying on
center line to make a
double counter —in this
case an 8 and 7.

(3) A score of 18 points
can be made by properly
hitting a disc lying half
in the 10, using it as a
back stop and tapping it
diagonally into the 8.
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HIDING — (1) Shows how
either Red or Black can
sneak in behind his own
guard disc to hide and make
a score. (2) Both Red and
Black have a disc lying
outside triangle. Red can
try for a score and hide in
the 8 from a glancing blow
off his non-counter.
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KITCHEN (10-OFF) — Often putting your opponent in the kitchen
is tried in order to win or cut down your opponent’s score. Because
of smaller space than that of the other scoring sections control and
accuracy are requxrgd to put your opponent in the kitchen. If your
own disc is in the kitchen you may avoid later trouble if you try to
knock it out at your first chance, but at the same time you must
guard against staying in with your own shooting disc.
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want:}jo become an expert?

CAROM (or billiard) SHOT —
GUARDING — (1) Shows two offe

(i Diagram shows how Black can

otecting Red's good 8 clive pguards BUNT l)i:ll;rnm showg take out 2 Red discs with a

p;‘“ Shows Black witls 5 lise how non scoring diges glancing shot off the nearest

(2 ;lllqid(‘ b x) qises (one o counter can be tapped into a 10 one, at the same time possibly

and one outs angie) protecting his good 7. or 8, still leaving them landing in a scoring space
protected  with  your himself,

\ ' 7 shooting disc. !'
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; BACKSTOP—Often a disc on the board

| may so lie as to act as a “stopper” onto
which you can shoot your opponent's |
disc or one of your own.

(1) A disc lying on the baseline and

partially within the 10-off space can be COMBINATION SHOT — Red makes a com-
used‘ as a backst_op to put your oppo- bination shot on Black 8 and 7 with the
nent's 7 in the kxtchehn. " intention of the 8 hitting the 7 and possibly
(2) A disc lying on the center line bu.t removing both from the board. (2) ‘Reg has
backston th maks 2 Sa0d 10, ot thers % dises 1 e Kitehep (0D ond Hlage bas
ac p EE ) ) a good 10. If Re its Black properly hi
is also the possibility, if your opponent zofmbinatign shot may take both of his
has :51!10ﬁ1€1c'i Shot, of hlm;'o Ur51?§ z}:g kitchen discs out and possibly leave Black
same procedure to spoi u in the kitchen.

make one of his own. B
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COUNTERS — A disc shot into a 10, 8 or 7 area counts as a score — but if it touches a line it is “no count.” In the

10-off area (referred to as “the kitchen”) a disc must be wholly within the horizontal and side lines to count as 10-off,
even if it is on the divider.

i ints. iendly game less or more than 75
— Game ends when one side has scored a total of 75 points. In a frien
g:ixfr:agnggmutually agreed on in advance of play; or, you may play a certain number of frames.

W. B (See megesf1 “f’i_‘lhgse %agx;ici:us ,l’)igcs" and gagfe 68 ‘;Se-
5 i i ermission of Francis W. Brow crets o uffleboar rategy” for more information
lr}.egnxﬁt:’:i 2‘%‘0‘2 (%I:lem?:.;l F‘;.. Lauderdale, Fla. on Shuffleboard.)
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