WETD1 Shufflepuit _Rules

Court Layout and Definitions - A shuffleboard court [s a long reciangle with scoring
areas al either el Scorng arcas ave drasem an bath ends, inclodims a " 10 CFF area. Tl
edges ol the 10-ofT area are redouced sHghtly By twe slanting lines ac the same angle as the
sering iriamgle deseribed next, The second line Porms the Base of an isosceles iriangle
and the scoring area, The trlamgle is divided inio fve areas: the dp and the small iriangle
is rsarkesd T 107 the rermainiog area of the scoring: tiangle s bisected bath hodzonially and
vaertically to form four areas. The two aress pext o the 10 area are marked 87 and the two
areas nexd o the 10 6T area are meacked 77 Tosssard the middle of the court ane g Dl
Lines.

T sets of 3 goll Balls (incloded) in contemsting colors are used to play the game. Puiiers
(ot Included) are used to strike and moll the balls from one end o another

Play — Players punt balls alternately, until all 6 balls have been shotand a wim has been
completed. The youngest player, or team with the youngest player, shoots first o start the
garme, O submequent wms, the team with the highest score shoos fisn When a plaver is
shooting/putting thelr ball, the ball must start inside the 10 OFF" area (Ball In "A°
pesition). Thedr feet can be located ampahere on or of T the playing court.

[f & ball is putted toward the other scoring area at the other end of the mat does not cross
thee Dhesael Livee bt is foarthest sy, B0 is imanediarely cemoved From play (all "7 swould
e removed], Ay ball that [s comgletely of the court bs also immediately removed from
the general play area o prevent it From aceidentally coming back into play.

Marturally, players will alm both to push thedr own balls inte the scoring areas or
strategically advamageaus positions while also atmempting 1o knock opponem’s balls e
of play or fnto the 10-off area.

Scoring

scering ooours once all =iy halls have been played and (s acoording to the areas marked on
the ot with 10 poins being decucted for any balls in e 10-0f7 area. Balls tar are in
contact with a scoring area are eligible to score paints, [ in contact with more than one
scnring are, e lall receives the lowest possible sooring value, Judges should position
e e direcily above any disks that are controeersially positioned n order o decide
whether ar ot a line is being toachied

Searing examples:

Ball “I" = ) painis {and removed from play immediately)
Ball "E™ = 10 poinis

Ball “F" = B poinis

Ball *G7 = T poinis

Hall "H” = subaeact 10 peinis

The game is won by the first person, or team. to reach 75 podnts although this cannod be
actdeved during a nom - all 6 Balls of e wew roost be played aed the seores calenlated

bsefore a player can claim victory,  1F both team reach T5, the teamowith the hdgher total
winge 7 bath reams Bave the sone score, then another tarm is plavesd antil one eam as

more jH?'rIEH.
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