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11.9 DELAY OF GAME PROCEDURE

e The CU starts their stopwatch when all other games are allowed to start i.e. end of the one-minute
countdown or the official announcement when there are no time-clocks

e At 1:00 minute the first end is considered complete. The non-offending team receives one point and
the last stone advantage in the 2" end. The scoreboard needs updated at that time

e At 15:00 minutes (10:00 minutes for Mixed Doubles), end 2 is considered complete and the non-
offending team receives an additional point and the last stone advantage in the 3™ end. The
scoreboard needs updated at that time

e At 30:00 minutes (20:00 for Mixed Doubles), the game is forfeited and the final score shown as W/L.
The scoreboard needs updated at that time

e Timing: The thinking time for each team has to be reduced for each end that was considered
completed by 3 minutes 45 seconds (4 minutes 45 seconds in wheelchair curling, 3 minutes 45
seconds wheelchair mixed doubles and 2 minutes 45 seconds in mixed doubles).

e If both teams are late, only the ends are considered completed. An LSD or coin-toss will decide the
last stone advantage in the first end of actual play. The total remains 0-0

e If both teams are late at 30:00 (20:00 for Mixed Doubles), the game is forfeited and both teams will
take a loss. If one team has to advance (knock-out stage), the DSC would decide which team
progresses. If there is no DSC used in the competition, a coin-toss will decide which team advances

12 RULES & PROCEDURES FOR LSD AND MEASURING
12.1 MEASURING PROCEDURES

All measuring devices must be kept cool.

One player of each team is allowed to observe any measurement provided there is no attempt to either
interfere with, or influence, the Umpire.

Inform the CU that a measure is requested and maintain radio contact during the measure.

LAST STONE DRAW (LSD)

At the conclusion of the team's pre-game practice two players will each deliver one stone to the tee at the
home-end, the first with a clockwise rotation, the second with a counter-clockwise rotation. The Umpire will
measure any stone that finishes in the house. Stones that do not finish in the house are recorded as 199.6
cm. Stones covering the tee will be measured from two locations (holes) at the edge of the 4ft circle. These
two locations make a 90-degree angle with the centre hole and are 0.61 m (2 feet) from the centre hole.

Stones delivered before the official announcement, or not within the 1 minute allocated for the LSD, will be
recorded with the maximum distance. Where Eye on the Hog handles are used: If the LSD stone shows red
lights then the team should NOT stop the stone but let it continue. The stone will be checked after it has
been measured. If it is a hog line violation it will be counted as a maximum distance (199.6cm), if the handle
is faulty then the measurement will stand.
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FREE GUARD ZONE (FGZ)

The block or set square shall be used to decide whether a stone is within the FGZ area at the hog
line, or at the tee line beside the house

The biter stick shall be used to decide if a stone is touching the house. Do not move the stone and
indicate by hand signal if in FGZ or not

If a stone cannot be measured because of other stones in the house, the measure will be done
visually. After a visual decision that stone will not be measured again unless moved

MEASURES IN THE HOUSE

Pick up the measuring device with the pointed end in your right hand (helps ensure measures are
done in a clockwise direction, which is the preferred direction)

If possible, enter the house at the 6 o'clock position after cooling your shoes

Ask the teams to clear stones not involved in the measurement

Ask the teams what the measurement is for (i.e. — shot stone, 2nd stone, 3rd stone, etc.)

First put the feet of the measuring instrument on the ice and then the point into the centre hole
Indicate the observers (one from each team) should stand behind the Umpire to observe the
measure. All other players are to be standing outside the house

Measures can be done in a clockwise (or counter-clockwise) direction, but maintain that direction
throughout the entire measure

Rotate device clockwise slowly past stone #1, carefully observing final reading and stating
approximately reading out loud. Proceed to stone #2 using one hand to push the device outside the
stones being measured. Observe and state the reading on the 2" stone.

Stand and point at the better stone(s) and clearly state that. Make eye contact and give the observers
enough time to agree/question the decision. After that, whenever possible move the non-counting(s)
away from the tee. However, if those stone(s) are on the opposite side of the house, the last stone
measured can be moved in or out, depending on the result of the measure

The teams are entitled to ask for a second measure from the game umpire. If this is the case, move
the measuring device in a clockwise rotation to stone #1 and repeat the steps to measure the stones
If the teams ask for a third measure, inform them that you will ask the CU to assist. Radio the CU to
request a final measure

Based on the results of the measure, confirm the score with both teams

After measuring, remove the point of the device from the centre hole first before lifting the rest of
the measure

If stones are so close to the tee that an instrument cannot be used, the measurement is made
visually. If a team does not agree with the GU's decision, or wants a second opinion, the CU makes
the final decision

At the conclusion of an end, to determine if a stone is in the house, the biter stick is used. Assuming
the stone is not to be measured against any other stone, move the stone in if counting and out if not
For a three-stone measure always measure the single colour stone first

Based on the results of the measure, confirm with both teams the score of the end

OTHER MEASURES

To measure if a stone is in play at the back line, hog line or at the sideline (if no dividers), the block will be
used. If the stone is exactly at the centre line in the back of the house and no stones are in the way, the biter
stick shall be used.
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MEASURING A STONE DURING AN END AT THE BACK-LINE

If an Umpire is asked to decide if a stone is out of play (completely over the back line), the following
measuring procedure is to be applied.

During an end, any stone at the back line can only be measured with the block. The biter stick cannot be
used. After the decision, if the stone stays in play, the stone has to be closely observed until it has been
moved or removed. If the stone has not been moved till the end of the end, if requested by the teams, the
biter stick can then be used to decide if the stone is in the house or not (if that is a question at all). The ruling
of the block measure from earlier in that end will stay and the block will not be used again.

FOUR-STONE MEASURE

Choose one pair of stones of the same colour and use the one that is furthest away to compare against the
other pair of stones. If necessary, measure between your selected pair to determine the one that is furthest
from the tee.

Comparing that stone against each of the other pair will eliminate at least one stone — either one or both of
the other stones, or the one that you've selected. The problem is then reduced to either a three or two stone
measure and is straightforward to decide.

Sample:
Let's call the two red stones R1 and R2, and the two yellow stones Y1 and Y2. You've found that R2 is the

further away of the reds. R2 is then measured against Y1 and Y2. If R2 beats both, then it's a two count to
Red. If R2 beats Y2 but not Y1, then it's a Y1 vs R1 measure. If R2 is beaten by both Y1 and Y2, then it's a R1
vs Y1 and Y2 measure.

FIVE-STONE MEASURE

Compare the 2-stones of the same colour and determine which is furthest away and set the gauge on that
stone. Compare that stone with each of the 3-stones of the other colour. Any stone that is better has to
remain untouched so it can be later measured against the better of the 2-stones. Any stone that is worse can
be removed. If all three stones are worse, the 2-stones colour scores 2 points. If any of the 3-stones are
better, they are then measured against the better 2-stone colour after the worse 2-stone colour has been
removed.

Sample:
R1 and R2 against Y1, Y2 and Y3. After measuring, R2 is determined to be worse than R1, so the gauge is set

on R2. R2 is compared to Y1 (Y1 is worse so it can be removed), then R2 is compared to Y2 (Y2 is better, so it
remains untouched); then R2 is compared to Y3 (Y3 is worse so it can be removed); then remove R2 since it
is worse than Y2; then do a normal measure against R1 and Y2.
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