
     Penny Red Rules 

 
     The General Idea 

     It's a bit like tennis. When the red has been 

sent on to your court and no points have been 

won then it's your turn to send the red back 
on to your opponent's court. 

     However, you cannot actually touch the 

red itself. Instead you have to flick your 
shooters in such a way that they collide with 

the red and knock it over for you. 

 

     Flicking  

      The flicked shooter 
MUST hit your other 

shooter, the red, or both.            

The palm of your hand 
should not move and the 

shooter must not be 

nudged forward before 
being flicked. When the 

whole of a shooter is on 

the board it must be 
flicked cleanly with the 

nail of a finger or thumb. 

 

     Side-Flicking    
     When the red overlaps 

the edge of your court it 

may be side-flicked.  

     To side-flick pick up 

one of your shooters and 
hold it vertically between 

a finger and thumb at the side of the red. If 

necessary use a finger on your other hand to 
help you flick the held shooter and make it 

strike the red.  

     Immediately afterwards the held shooter 
must be respotted on one of the four spots. 

 

The Serve 

     
     Every match begins with a serve and a 
serve follows every point won. 

     As in tennis you must serve for the whole 

of a game and then your opponent serves for 
the whole of the next game and so on. 

     To receive serve place a shooter on each 
corner spot.  

     To serve, place the red on the quarter spot, 

one shooter on the serving spot, and your 
other shooter on a corner spot. Then with a 

single flick send the shooter from the serving 

spot into the red so that the red is sent on to 
your opponent's court and all the pennies 

remain on the board.  

     If you fail then you can try again. If you 
fail a second time then your opponent wins 

the point. 

     After serving respot the shooter you 
served with on the free corner spot. 

 

     Open Play 

     You can take one, two, or three flicks to 

return the red, but no more than three. 
     If the red is returned with: 

     One flick, then you may, if you wish, pick 

up one of your shooters and reposition it 
anywhere you want on your side of the court. 

     Two flicks, then you may, if you wish, 

flick one of your shooters into position. You 
can only return the red with two flicks if each 

flick makes a shooter collide with either the 

red, or your other shooter, or both.  
     Three flicks, and you must leave your 

shooters where they are. You can only return 

the red with three flicks if each flick makes a 

shooter collide with either the red, or your 

other shooter, or both.  

     A cannon (see next section), and you may, 
if you wish, pick up either one or both 

shooters and reposition either it or them 

anywhere you want. 
 

     A Cannon 

     Flick one shooter into your other shooter 
so that the other shooter hits the red. 

 

     Star Shots 

     During your turn a star shot can only be 

made if with one, two, or three flicks you 

make either one shooter hit your other 
shooter or both shooters hit the red. 

     Then the returned red is allowed to knock 

off the board one or both of your opponent's 
shooters. This is called a star shot. 

     You get two points for each shooter 

knocked off. 
     However, if the star shot is also a cannon 

then you get three points for each shooter 

knocked off. 
 

Repositioning Your Opponent’s                                

Shooters 

     If the returned red hits one of your 

opponent's shooters and the red remains on 
the board then you may, if you wish, and if it 

is possible, pick up the shooter the red hit and 

reposition it on either your opponent's serving 
spot or quarter spot. 

 

     Other Rules 

     When it’s your turn, at no time can the 

whole of any of your shooters cross the 

whole of the line, or come off the board. 
     A shooter cannot be respotted on a spot 

that is already wholly or partially covered by 
another shooter or the red. 

     When you reposition a shooter the whole 

of it must be on your side of the half way 
line. None of it must touch the line. None of 

it must overlap the board. 

     A stationary shooter, which is in contact 
with the red, must be either respotted on one 

of the four spots or used as the middle penny 

in a cannon. It must NOT be flicked until 
after it has been respotted. Respotting it does 

NOT count as one of your flicks.  

     When a shooter is placed on a spot it must 
cover the spot completely 

 

     Scoring 

     The first person to win seven points wins a 

game.  

     The first person to win an agreed number 
of games (usually five) wins a set. 

     The first person to win an agreed number 

of sets (usually three) wins the match. 
 

     Doubles 

     As above but with the following 
exceptions.      

          A player can only flick his own 

shooter. 
     Shooters are marked so that there can be 

no confusion about who should flick which 

shooter.  
     If you served the last game for your team 

then your partner must serve the next one, 

and vice versa. 
 

      Push Shots  

      When you flick a shooter at a penny, 
which is near to it, then at the instant that the 

shooter hits the penny your finger may 

STILL BE IN CONTACT with the shooter. 
If that is so then the flick is called a  

PUSH SHOT. 

      Example. It is impossible for the lower 

shooter to hit the red without being pushed 

through the other shooter – a push shot. 

 

    
     If the shooter then strikes any other penny 

then the push shot is a FOUL. 
      In the example above, if the lower shooter 

hits the red then it would be a foul. 

     If the shooter does NOT strike another 
penny then the push shot is legal. It is NOT a 

foul. 

 

     Fouls 

     If a player commits a foul then his 
opponent wins the point. A foul can be 

committed in the following ways. 

     By touching any penny on the board that 
is not his shooter. 

     By not flicking a shooter cleanly. 

     By moving the board so that one or more 
pennies slide. 

     By flicking a shooter so it, or any other 

penny comes to rest either wholly or partially 
on top of, or underneath, one or more 

pennies.  

 

     For Animated Rules Log On To 

     www.penny-games.org.uk 
 

Congratulations 

You have bought a great Penny Red board 
that, with care, can last a lifetime. Do 

remember to polish it every time that you 

play. 
 

 

 

http://www.penny-games.org.uk/

