
7
th

 JURONG GREEN CC SECONDARY/PRIMARY SCHOOL 

SCRABBLE CHAMPIONSHIP 2012 

           
Jointly organised by Jurong Green Community Club Management Committee, 

Scrabble Club, South West CDC and Women’s Executive Committee  

 

Date:  1 September 2012 (Saturday) 

 

Venue: Jurong Green Community Club, No. 6 Jurong West Avenue 1, Singapore 649520 

 

Eligibility:  Open to primary and secondary school students only 

 

 Category A – Secondary School Student Category B – Primary School Student 

Reg. Fee 

(incl GST) 

S$3  

S$2*  

S$3  

S$2* 

Reporting Time 12.00 p.m. – 12.30 p.m.  12.00 p.m. – 12.30 p.m.  

Competition Time 1.00 p.m. – 5.00 p.m. (estimated) 1.00 p.m. – 5.00 p.m. (estimated) 

Prize Presentation 

Time 

6.00 p.m. – 6.30 p.m. (estimated) 6.00 p.m. – 6.30 p.m. (estimated) 

 *Passion Card holder 

1
st
  Prize Shopping Voucher S$100 + Trophy Shopping Voucher S$80 + Trophy 

2
nd

 Prize Shopping Voucher S$80   + Trophy Shopping Voucher S$60 + Trophy 

3
rd

 Prize Shopping Voucher S$60   + Trophy Shopping Voucher S$40 + Trophy 

4
th
 Prize Shopping Voucher S$40   + Trophy Shopping Voucher S$20 + Trophy 

5th Prize Shopping Voucher S$20   + Trophy Shopping Voucher S$15 + Trophy 

6
th
 – 10

th
 Prize Trophy Trophy 

Attractive Lucky Draw Prizes for Non-Prize Winners 

Light refreshments will be provided 

 

Registration and payment matters 

Registrations for the tournament will only be accepted when the completed entry forms and payments have 

been submitted to Jurong Green CC by the closing date. Payment can be made in person at Jurong Green CC 

or through cheque made payable to the Jurong Green Community Club Management Committee. For cheque 

payment, please write your name, IC number, contact number and school name on the reverse side of the 

cheque. Queries on all registration and payment matters should be directed to the Jurong Green CC Staff at  

Tel: 65671374 / 65623806 Fax: 65690996.  
 

The organisers reserve the right to stop accepting registrations at any time once the quota of participants has 

been reached. Registration will be based on a first-come-first-served basis. 

 

General information 

The Jurong Green CC Scrabble Club conducts scrabble practice/coaching sessions for students every 

Saturday from 7.30 p.m. to 10 p.m. There is also an additional coaching session every Thursday from 8 p.m. 

to 10 p.m. for student groups (minimum of 10 students required). 

 

General enquiries on the scrabble tournament and practice/coaching sessions are to be directed to Mr Liew at 

97585518 or at lkbinthezone@gmail.com. 

 

CLOSING DATE FOR REGISTRATION: 24 AUGUST 2012  
 

The organizers reserve the right to amend, withdraw or cancel the competition for any reason at any 

time and may substitute or alter any item on the prize list.  
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Jointly organised by Jurong Green Community Club, Management Committee, 

Scrabble Club, South West CDC and Women’s Executive Committee  

 
 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ENTRY  FORM  ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 

 

This entry form shall be completed in BLOCK LETTERS and posted or delivered to Jurong Green Community 

Club, No 6 Jurong West Ave 1, Singapore 649520 together with payment, not later than 24 Aug 2011. Entries 

without payment will not be accepted. Photocopies of this entry form may be used.  

 

The names of participating students can only be changed before the closing date for registration.  All changes 

made to the names have to be notified to the Jurong Green CC staff. 

 

   Category A – Secondary School Student             Reporting Time: 12.00 p.m. – 12.30 p.m., 1 Sept 2012 

 

   Category B – Primary School Student              Reporting Time: 12.0 p.m. – 12.30 p.m., 1 Sept 2012 

 

 
No. Name of Student (according to IC) 

(Please fill in additional sheets if there are more than 15 students taking part) 
Tel No. 

1   

2   
3   
4   
5   
6   
7   
8   
9   
10   
11   
12   
13   
14   
15   
 

I have read the Rules & Regulation of the 7
th
 Jurong Green CC Secondary/Primary School Scrabble Championship 

2012, and hereby agree to abide to the Rules & Regulations set by the Organiser. I also agree to indemnify the 

Organiser for any injury or loss of property during this Championship. 

 

  Name: 

 

IC Number: 

 

School: 

 

Address: 

 

Signature of teacher-in-charge*/ 

parent* / guardian* / student *  

(please delete where applicable) 

 

Contact Number: 

 

E-mail Address: 
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1.   Attire:  School Uniform 

 

2.   Mode of Play: Each player will play a total of 3 games.  Upon registration, players will be paired 

randomly for the 1
st
 game.  Subsequent pairings shall be based on the “King-of-

the-Hill” format, i.e. first-placed person plays second-placed person, third-placed 

person plays fourth-placed person, etc., based on cumulative wins and spread. The 

spread is the difference between your score against your opponent score. The 

winner will have a positive spread and the loser, a negative spread. Prizes will be 

awarded to the top 10 players at the end of the tournament (based on total number 

of games won followed by the total spread from all the games played). 

 

3.   Failure to Report: Any participant who fails to turn up ten minutes after the reporting time has lapsed 

shall be deemed to have given up interest in participation. 

   

Scrabble Association Tournaments Rules and Regulations 2012 
 

The following rules are additional to and take precedence over the standard Scrabble Rules issued with the 

British version of the game produced by J.W. Spear and Sons PLC:  

1. It is the responsibility of each player to check his opponent's plays and scores. A player must keep 
score and running total for both himself and his opponent. 

2. Time allotted: Each player is permitted a total of 25 minutes each on the clock in which to 
complete all his moves. 

3. Overtime Penalties: Each player who exceeds his time will at the end of his game deduct from his 
total score ten points for each minute or part thereof by which he has exceeded his allotted 25 
minutes. 

4. Equipment: Players may use their own clocks, boards, tiles and racks. Racks must be such that 

the opponent can count the number of tiles on the rack. In case of disagreement and where the 
equipment available is functionally equivalent, the player going second has the option to select the 
equipment to be used. Players may use their own score sheets and/or tile tracking sheets. 

i. Preference should be given to functionally superior equipment namely digital clocks, 
smooth "Pro" tiles and turntable boards. 

5. Starts: If not otherwise specified by the organizers, the players shall draw tiles to determine the 

start as described in the standard Rules. 

6. End of turn: A player must not remove any tile or shift the tiles on the board once he has activated 

his opponent's clock. A player's turn is deemed to have ended when he starts his opponent's clock. 
(If a player forgets to activate his opponent's clock, he is deemed to have ended his turn when he 
replenishes his rack.) 

i. Tile drawing: The player whose turn has ended may then replenish his rack by drawing 

the required number of tiles from the bag and first placing them face down on the table 
before placing them on his rack. The rim of the bag should be held at eye level while 
drawing tiles. A player who has inadvertently drawn tiles out of turn need not return the 
new tiles to the bag except where overdrawn (see rules on overdrawing tiles). 

7. Blank tiles: Blank tiles may be nominated as any letter. The player must state what letter each 
blank represents after which that blank will represent the specified letter for the duration of the 
game (unless successfully challenged off). Both players must note on their score sheets the letter 
the blanks represent and ensure that these records are in agreement before play proceeds further. 
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8. Tile exchange: Instead of playing words on the board, a player may choose to use his turn to 

exchange one or more tiles provided there are at least 7 tiles in the bag. The player will score zero 
for that turn. 

9. Procedure for exchange: On deciding to exchange tiles, place face down on the table as many 

tiles from your rack as you wish to exchange. State the number of tiles you wish to exchange. You 
may then start your opponent's clock. Draw a like number of tiles from the bag and place them face 
down on the table. Place the discarded tiles in the bag and shuffle the bag. 

10. Passing: A player may opt to pass his turn and score zero for that turn. In this case the player 

should state "PASS" and activate his opponent's clock without playing any tiles onto the board. 

11. Challenges: A player may challenge any word(s) played by his opponent in the previous turn. 

i. Hold procedure: A player considering a challenge should call "HOLD" within 15 seconds 
after the completion of the opponent's turn. If HOLD is called before the held player's rack 
is fully replenished, that player may continue to replenish his rack after the play is accepted 
or in any case one minute (or as nearly as can be determined from the clock) from the end 
of his turn. A player replenishing his rack while a hold is still in effect should keep fresh tiles 
separate from leftover tiles so that they may be returned to the bag in the event of a 
successful challenge. Acceptance of a play after a hold is called should be signified clearly 
by announcing "ACCEPTED" and is irrevocable. There is no limit to the length of time for 
HOLD. 

ii. Challenge procedure: On taking the decision to challenge, the challenger should call 

"CHALLENGE" and neutralize the clock at which point the challenge becomes irrevocable. 
The challenger must write clearly on a Challenge Slip one or several or all of the words 
formed by the challenged player during the turn just concluded. The challenged player may 
verify the accuracy of the completed Challenge Slip. The Challenge Slip should then be 
handed to tournament word judges for a ruling. The challenger may continue to shuffle his 
tiles. 

iii. The word judges will return a ruling as to whether the words challenged are ACCEPTABLE 
or NOT ACCEPTABLE. If all the words challenged are deemed acceptable (i.e. included in 
the specified word authorities) the challenge is unsuccessful. Otherwise the challenge is 
successful and the challenged player must withdraw his play from the board and return any 
replenishment tiles to the bag. If any of the replenishment tiles have been mixed with 
leftover tiles, the successful challenger may draw at random the required number of tiles 
from the challenged player's entire rack and return them to the bag before his opponent 
withdraws his play from the board. Both players may view the returned tiles before they are 
replaced in the bag. Where all words challenged are ACCEPTABLE 5 points for every 
word challenged are added to the turn score of the challenged player. 

iv. The word judges must rule only as to whether the challenge as a whole is successful or 
unsuccessful, and in cases where more than one word is challenged must not indicate 
whether any particular word is acceptable. 

v. The decision of the judges on the success of challenges is final. Players who doubt the 
accuracy of the judgment may request a recheck, which will be granted at the discretion of 
the judges. 

vi. After the challenge is concluded and scores have been recorded, the challenger's clock is 
started. 
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12. Overdrawing: It may happen that Player A, on replenishing his rack, draws more tiles from the bag 

than needed. Suppose the number of excess tiles is N. If Player A has not yet placed the fresh tiles 
on his rack: his opponent Player B may pick at random N + 1 tiles from the fresh tiles, inspect 
them, return 1 tile of Player B's choice to player A and the rest to the bag. If any fresh tiles have 
been mixed with those on the rack so that there are N excess tiles, Player B may pick at random N 
+ 2 tiles from Player A's rack, inspect these tiles, return 2 tiles of Player B's choice to player A and 
the rest to the bag. Both players may view the tiles which are being returned. Player A may stop 
the clock until the excess tile(s) are returned to the bag. 

13. Players must not consult any word list, dictionary or any other forms of reference during the game 
except where specifically permitted by the rules of the tournament. 

14. With effect from 1 January 2012 the reference for acceptability of a word is Collins Official 
Scrabble Words 3

rd
 edition published in 2011 ("CSW2012"). The Committee of the Scrabble 

Association may issue revisions and amendments to the allowable references from time to time. 
Adjudication aids such as computer programs may be used by tournament organizers, who shall 
be responsible for ensuring the accuracy of such additional aids. 

15. A game ends and the clocks should be neutralized when 

i. One of the players has played all his tiles AND the bag is empty; OR 

ii. There have been 6 successive turns of zero scores, i.e. 3 moves from each player which 
are either challenged off, a tile change, or a pass; OR 

iii. The tournament director has declared an end to the round. 

16. Tile penalty: After the game has ended, the player who has finished all his tiles adds to his score 
TWICE the total tile value of his opponent's remaining tiles. If both players have tiles left on their 
racks, each player should deduct from his score the total tile value of his residual tiles. 

17. Checking scores and recounts: During the game and immediately after the game has ended, if 

the players find that their records of scores do not match, they may neutralize the clocks and 
resolve the discrepancy. If both players' records match, a recount may be allowed only at the 
discretion of the Tournament Director. 

18. Complete set of tiles: A game result will still be valid even if it is discovered after commencement 

that the number and distribution of tiles was incorrect. It is the responsibility of the players to 
ensure that they are playing with a complete set before commencement. 

19. Emergency Breaks: A player may leave and later return to a game in progress if emergency 
circumstances warrant and under the supervision of the Tournament Director. The player may 
leave only after he has ended his turn and activated his opponent's clock without replenishing his 
rack. He may replenish his rack upon returning. 

20. These Rules cannot be expected to cover every eventuality and players are expected to exercise 
common sense and courtesy in observance of these Rules. All matters in doubt or dispute shall be 
referred to the Tournament Director whose decision is FINAL. 

 


