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Beginners’ Rules

Here’s what you need to know at your first night at the club.

1.

You should bring along a pencil or pen, and a positive attitude. As
you become an experienced player, you will want to buy professional
playing equipment, but you won’t need it at first.

When you arrive, you pay the registrar your entry fee. Bring exact
change if possible; we do not accept $10 or $20 bills. If you are new
to competitive SCRABBLE, tell the registrar and s/he will have
someone sit down with you and introduce you to the game.

Rounds start at :45 past the hour. At the beginning of each round,
your group leader for the evening hands score slips out in pairs to
show who plays whom. Remember your group leader. Find your
opponent, sit down at any vacant board and get ready to play.

To start a game, you need to decide who plays first. If one player has
already gone first more times, s/he goes second. If one player has
gone second more times, s/he goes first. Otherwise, you each draw a
tile and the person who is closer to A goes first. Blank beats A. Mark
on your score slip whether you went first or second.

On each turn, you may do one of: play a word (some or all of your
letters in a row or column on the board), exchange undesired tiles
(check to see there are at least seven in the bag, place old tiles face-
down on table, announce how many there are, hit clock, draw new
tiles, put back old ones), or just pass without doing anything.

If you play a word, you must do the following in order: put the tiles
on the board, announce how many points you score, hit the clock, re-
cord your cumulative score, draw replacement tiles. While you are
recording your score, your opponent may call ‘hold’ to ask for time
to consider challenging the acceptability of your word(s). After 15
seconds on hold, you may draw provisional replacement tiles, keep-
ing them separate from your rack.

When it is your turn, you may ask your opponent to confirm the cur-
rent score. They must agree or disagree. If they disagree, you may
pause the clock until the disagreement is resolved. If you disagree on
the score at the end of the game, you may recount the game, as long
as there is time before the next round begins.

If you are not sure that the word(s) in your opponent’s play is/are
acceptable in the TWL2 dictionary, you can challenge the play by
saying “Challenge!”, pausing the clock, and going to the challenge
computer with your opponent. Normally, whoever loses the
challenge loses their turn and scores zero for it, but until you have
won three games at the club, you can challenge unfamiliar words
without penalty. If you are caught playing an unacceptable word
though, you’ll still lose your turn.

Until you have won three games at the club, you may refer to the
accompanying list of two- and three-letter words during your games.

10.

11.

12.

13.

14.
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If you draw X too many tiles, your opponent is entitled to look at
X+2 of your tiles and choose which X go back in the bag. If you
have mixed your new and old tiles, the X+2 come from the combined
set; otherwise, just from the new ones. (In the case where you over-
drew by just one tile, and haven’t mixed your tiles, your opponent
sees X+1.)

At the end of the game, if one player uses all his/her tiles, s/he gets
double the value of the other player’s remaining tiles. If both players
are left with unplayed tiles, they each subtract the value of their own
tiles.

At the end of each round, fill in your score slip, circle the winning
score, add the cumulative totals and have the winner of the game re-
turn both slips to your group leader.

All games are timed using chess-style clocks giving 25 minutes per
player. If you run out of time, you will lose ten points per minute or
partial minute of overtime. If you go ten minutes overtime, you
forfeit the game; more likely, the director will call a halt to the game
sooner if it’s time for the next round to begin.

If you have any questions about rules or procedure during a game,
you are entitled to pause your clock and call for the Director. Do not
ask your opponent questions about the rules.

To find out more about SCRABBLE clubs and tournament play, visit the
following web sites:

North American SCRABBLE® Players Association
http://'www .scrabbleplayers.org/

Toronto SCRABBLE® Club
http://torontoscrabbleclub.com
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