
Tips for up-and-coming Players 

1. Try to learn some of the two and three-letter words and their hooks. 

  

2. Where possible save an S to score 30 points or more. 

  

3. Try to save the blank to score a bonus of 50 points by using all tiles. 

  

4. Aim to balance your rack by keeping an equal number of vowels and 

consonants. The best tiles to keep are ADEILNRST as they offer the most 

opportunity for creating a seven or eight-letter word (bingo). But do not keep 

doubles. That is two N’s, two d’s and so on.  

  

5. Play as many tiles as possible each move - providing you don't open too 

many opportunities for your opponent or leave poor tiles on your rack. 

  

6. If you have the Q, J, X or Z in your rack, don't hang on to it too long waiting 

for a better score. It is better to change or accept a lower score. 

  

7. Look before you leap! Take a second look before you play a word. There 

may be a better place 

  

8. Where possible try not to play words that place vowels next to triple letter or 

double letter squares. 

  

9. Maximise the use of the triple letter and double letter squares. They provide 

the best scoring opportunities when used horizontally and vertically in the 

same move. 

  

10. When looking for bingos remember the prefixes un, re, de, be, out and over 

and the suffixes of -ing, ier, ed, ous, iest, ate, ful and ion. 

  

11. If you have poor tiles on your rack consider changing all or some of them - 

particularly if your opponent has just done so. In this case, be sure to mix the 

tiles in the bag well. 

  

12. Be aware of the main scoring tiles left in the bag. 

  

13. MAY THE POWER OF THE WORD BE WITH YOU!  



Procedures for Players 

Before each Game 

1. From the draw posted on the wall for your Division, find out your table 

number and proceed to that table. 

2. Prepare a score sheet provided by entering both player’s names and player 

number, and the Division across the top. 

3. Listen for any special announcements by the Tournament Director 

4. Verify with your opponent that there are 100 tiles (of the correct distribution 

if first game of day), then pour them into the tile bag 

5. Draw for start (unless some form of "balanced starts" applies). The player 

who draws the tile nearest the start of the alphabet goes first, with the blank 

preceding 'A'. If players draw the same letter, they draw again. 

6. If not using a clock, commence play when the Tournament director gives the 

signal. 

During each Game 

1. Maintain a courteous attitude to your opponent during the game. 

2. For each of your moves, you must write down your score for the move and 

the progressive total. 

3. For each of your opponent's moves, you must write down their score, and 

their progressive total. 

4. When you have finished placing your tiles, you should add up your score 

and announce the total score for your move to your opponent. 

5. You may challenge a word (or words) played by your opponent, but only if 

you have not written down the score for the move. So do not write the score 

in a hurry. Take a good look at the word played.  

6. To challenge, indicate to your opponent your intention to challenge, by 

saying “hold”, write down the word(s) on the challenge slip supplied, show 

the slip to your opponent, then raise your hand. 

7. If a word you play is adjudicated as incorrect, you must miss a turn. 

8. Cover your rack while the challenge is in progress. or put you tiles face 

down near your rack so that your opponent does not see your tiles.  

9. You may change letters at any time, as long as there are at least seven tiles 

left in the bag, on your turn. Wit for your turn to indicate your intention to 

exchange. You may exchange any number of tiles you wish. 



10. If you have taken the last tile(s) from the tile bag, it is a courtesy to inform 

your opponent the bag is empty. 

11. You must stop playing when the Tournament Director calls time. If you are 

in the course of making your move, you may complete the move. 

12. At the end of the game, deduct the value of any unplayed tiles on your rack 

from your score. Your rack should be replenished if you just completed your 

move. This rule will depend on each tournament. Ask the tournament 

director for clarifications before the tournament.  

After the Game  

1. Check that your total agrees with your opponent's total. 

2. Countersign the results slip (or score sheets) when scores are agreed upon. 

3. Fill out personal tournament record with game summary (optional). 

4. Help to set up the tiles in a 10x10 grid before leaving the table. (optional) 

5. If you won the game, take the results slip (or both score sheets) to the 

computer operator. 

6. Enter the scores onto the tournament progress sheets (posters) for your 

section. (optional) 

7. Keep post-game discussion at the table to a minimum as a courtesy to others 

who may still be playing. 

At the end of the Tournament 

1. Help other players to pack up equipment. 

2. Stay for the presentations if possible, to support the winners. 

 

 

 


