
Outdoor Shuffleboard Rules 

 

Markings on Shuffleboard Court  

There are markings on each end of the court indicating the pitching area and the score 
points for each spot on the court. There is a line drawn at 6.5 feet from the end of the 
court, and it is called a baseline. 

The space between the edge of the court and the baseline is known as the shooting 
area.  

Another line is drawn 1.5 feet from the baseline to create the “10 Off” area. The “10 Off” 
area is split into the right half and the left half. It is where outdoor shuffleboard disks are 
placed before the beginning of an inning.  

 

The next area is the scoring area, and it has an isosceles triangle on it. The 
triangle starts at the outer edges of the upper 10-off line. 

The outer edges of the triangle meet in the middle of the court, 9 feet from the 10-off 
line. The triangle has five slots, and each has a number on it.  

Two horizontal lines are splitting the triangle into three equal parts that are 3 feet in 
length. The top small triangle has the number “10” written on it.  

The middle and lower parts of the triangle are split into two halves. The middle chunk is 
written “8,” and the parts next to the 10-off area are written “7.” 

 

There is a line known as the deadline 3 feet from the tip of the triangle and 20 feet from 
the baseline. The markings are the same on both sides of the court.  

Therefore, each court has two deadlines, and a disk has to pass the furthest one to stay 
in play. If a disk doesn’t make it past the second deadline, it is removed from the game.  

How to Score in Shuffleboard 

A match begins with four yellow disks on the right side of the 10-off area, while the black 
disks go to the left side. Players use a stick called a cue to push the disks to the other 
side of the court to score.  

A player should stay in the shooting area and avoid stepping on the baseline. 
Players should push the disks with the cues touching the ground. The aim is to 
give the disk momentum to slide across to the other side of the court.  



 

You can extend your cue when pushing a disk until the edge of the scoring triangle 
above the 10-off point near you. After that, you have to lift your cue and let the disk 
move with its momentum. 

Using a cue past the scoring triangle will attract a penalty from the judges.  

Players can flip a coin to decide who plays with the yellow disks because they always 
start an inning. Players will push disks off the pitching area, alternatively until all eight 
disks are deployed.  

Each player should aim to get the disks into the scoring triangle on the opposite end of 
the court.  

Scoring Options 

A player can score 10, 8, or 7 points depending on the part of the scoring triangle a disk 
lands on when it stops. Any disk outside that area is ignored, except for the ones in the 
10-off area. 

 

Therefore, you should push a disk hard enough to land on the scoring triangle 
but not past it.  

Any disk that lies on a line in the scoring triangle will not earn any points. Judges have 
to lean over disks to determine whether they are on the line or not. 

You can get points when your disk is on top of another and in the middle of the five 
scoring areas.  

The game is won when a player reaches 75 points, and the match concludes—
alternatively, the player with the highest points for ten consistent matches.  

Points are accumulated after each inning to determine how many points each player 
gets. Judges must declare the winner before the player can claim to be the winner of a 
match.  

Strategies to Win in Shuffleboard  

Each disk should be pushed with a cue using a fluid motion to give it the energy to 
move across the court. You should line up your disk to head in the direction you want it 
to stop.  

You can aim at an opponent’s disk in an attempt to know it off the court. When it 
is outside, your opponent won’t get any points.  



Another strategy is to aim at any of your disks that are not in the scoring triangle. The 
momentum will push the stationary disk forward, increasing the number of disks that 
earn points after an inning.  

A more complex strategy is to aim your disk to the side of another one of your stationary 
disks hoping that the ricochet will know an opponent’s disk out to the side. Your 
opponent will score fewer points when they have fewer disks on the court or the scoring 
area.  

Overall, all strategies seek to get your disks into the scoring triangle when removing 
your opponent’s disks from the court.  

However, the most important part is getting disks into one of the five scoring areas 
without touching the edges or lines.  

Shuffleboard Penalties  

Penalties are a bit heavy-handed, and getting two or three penalties per inning can 
significantly reduce your overall score. Understanding outdoor shuffleboard rules and 
penalties ensures that you play carefully.  

Remember, the goal is to earn as many points as possible with each inning. Here 
is a list of the penalties players get.  

• A disk should touch the 10-off area when it is not a player’s turn. A player will 
have a penalty of 5 points for letting a body part touch the penalty area when it is 
the opponent’s turn.  

• Players should push disks through the scoring triangle past the 10-off when 
shooting. You will attract a penalty of 5 points when the disk touches the outer 
lines of the triangle when you are playing.  

• Shooting an opponent’s disk will attract a penalty of 10 points. Therefore, a 
player with yellow disks should only play with yellow ones to the end of a match.  

• It would help if you didn’t touch the baseline with any body part when shooting a 
disk. Touching the baseline attracts a penalty of 10-points. 

 

 

 


