
BASIC RULES OF

shuffleboardshuffleboard
In one-on-one, each player is assigned a color of 
puck (4 pucks per player). Play begins at one end of 
the table, and each player alternates shuffling one 
puck at a time down towards the opposite end of the 
table (which becomes the “scoring end” of the 
table), until all 8 packs have been shuffled. Each 
player tries to either land their puck closest to the 
end of the table, knock the opponent’s pucks off the 
table, knock their own puck into a higher scoring 
area, or position a puck so that it will block their 
opponent from being able to hit another puck off 
the table.

This finishes the “round”, play then continues from 
the other end of the table, where the pucks have 
come to rest, when a set number of points has been 
reached by a player (often 15 or 21), that player has 
won that “frame”. a “match” consists of a 
predetermined number of frames.

ONE-ON-ONE

In Two-on-two, teammates stand on the opposite 
end of the table and play every other round, 
shooting form alternating ends of the table (i.e two 
games are effectively played at once, with team 
scores combined). Sometimes players will switch 
to the other end of the table between frames. An 
unofficial but common variation has all players at 
one end of the table, each player will have 2 
pucks/shots per round. Teams alternate turns, with 
each teammate shooting every other turn.

TEAMS

While there are some official rules agreed upon by 
shuffleboard organizations, players should be aware 
that it can be a very informal and spontaneous 
game, and as such, regional variations and house 
rules abound. There are some differences by 
country, as well.

VARIATIONS

In general, players take turns sliding, or “shuffling” 
the pucks to the opposite end of the board, trying to 
score points, bump opposing pucks off the board, or 
protect their own pucks from bump-offs, points are 
scored by getting a puck to stop in one of the 
numbered scoring areas. If the majority of a puck 
crosses the line marking a scoring area, it is worth 
the number of points that the majority of the puck 
is in:  For example, a puck that is stopped partially 
in the 3-point area and partially in the 2-point area 
will only receive 2 points if most of the puck is in the 
2-point zone. A puck that’s hanging partially over 
the edge at the end of the table in the 3-point area, 
called a “Hanger” (or sometimes a “Shipper”), 
usually receives an extra point.

Pucks that haven’t passed the foul line closest to 
the player are removed for the round. Pucks that 
fall off or are bumped off the table into the gutter 
are removed from play for the round. No points are 
tabulated until the end of the round.

When all pucks have been shuffled, the player with 
the puck closest to the far edge of the table takes 
points for all pucks that are ahead of their 
opponent’s furthest shot. The other player does not 
take points. For example: there is a red puck in 3, a 
red in 2, further away from the end of the table than 
the blue puck, red player would receive 5 points, 
blue player does not score.

SCORING

OBJECT
The Objective of the game is to slide, by hand, all 
four of one’s pucks alternately against those of an 
opponent, so that they reach the highest scoring 
area without falling off the end of the board into the 
gutter. Furthermore, a player’s puck(s) must be 
farther down the board than his opponent’s puck(s), 
in order to be in scoring position. This may be 
achieved either by knocking off the opponent’s 
puck(s), or by outstanding them. Horse collar, the 
most common form of the game, is played to either 
15 or, more typically, 21.
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