< CURUIT

urling Information Technology Ltd.

CURLING STATISTICS

How to score
Season 2026 - 2027



Topics

< Goal - Audience - Distribution
< Technical Background
< Live Scores & Printed Reports

< CURS Stats Software




Goal - Audience - Distribution

< Goal
< Capture of data on how a player and/or a whole
team performed in a game/competition

< Information distribution in the venue and around
the world

< Accessibility to overall statistics
< Analysis opportunities




Goal - Audience - Distribution

< Audience

< Coaches/players
< Spectators
< Fans around the world
< Distribution
< Online - Live Scores Website

< Specific connections to specific customers
(e.g. TV Graphics)
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Techmcal Background
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Live Scores Website
Game Center
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Stats - Sheet C

Team
Switzerland
Scotland

Team
Switzerland
Scotland

Team
Switzerland
Scotland
Switzerland
Scotland
Switzerland
Scotland
Switzerland
Scotland
Switzerland
Scotland

U Player

# Draw
56 93%
3 B8%

Position
Vice-Skip
Skip

Skip
Vice-Skip
Second
Second
Lead
Lead
Alternate

Alternate

Live Scores Website
Statistics

Finals

C Gold Medal Gama

DFFECIAL

o Switzerland 4-5 Scotland ;:f.
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C Bronie Medad Game

() Canada 11 -2
LeFE 0 & % 4 8 e T 8 4 W
CAN 3 & 0 & Z2 0 8 1 X X 1
CHN o e 10 & 1 0 B X X
Scoring Analysis
Team Games e
) CAN - Canada 14 Fo 13 18
Value U Player Value LSD Total e 3 4
) O sui-Swizedand 14 e 11 15
igmst B 6
# Take-Out  # Total e e e s " ;ﬁ ti 12
24 92% 80 93% ] 1:24 ¥24 SCO - Scotiand 15 = o 10
w 9% 79 90% 0 1:49 sgwst B 12
4% NOR - Norway 13 e 14 19
Player # Draw # Take-Out # Total igma 7 8
SCHWARZ-VAN BERKEL Benoit 13 88% 7 100% 20 93%
MOUAT Bruce 5 8% 14  95% 19 92% Summary of Big Ends
SCHWALLER Yannick 12 94% 8 8% 20 9M% Points Scored By
HARDIE Grant 3 75% 17 88% 20 B6% 5 ¥4 SCO - Scotland
MICHEL Sven 1 893% 9 89 % 0 M% 3 ':‘ SO0 - Seotland
LAMMIE Bobby 3 83% 17 90% 20 89% 5 -} CAN - Canada
LACHAT-COUCHEPIN Pablo 0 95% O -% 20 95% 4 @ cHN - China
McMILLAN Hammy 20 91% 0 “% 20 9% 4 @ CHMN - China
SCHWALLER Kim 0 <% 0 % 0 % 4 @ cHN - China
WADDELL Kyle 0 <% 0 % 0 % 4 M CER - Germany
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‘Shot by Shot
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Printed Reports
Statistics - some samples
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(=233 WORLD BKT World Men's Curling Championship 2025
MEN'S CURLING Moasa Jaw, 5K, Canada - Tampla Ganlens Cartra

W

SCO - after Gold Medal Game VWO HLD

CURLING
Cumulative Player Statistics by Team
SCO - Scotland
MOUAT Bruce 45 Right-handed MeMILLAN Hammy 1 Right-handed
Type Uo% ¢ % Total % Type U U % Taml %
Diraw a2 &z D 7785 Drew 14 90 20 B FETET]
Front. o o - oo- Front 8 %2 2B 104 82
Guard 3100 0 - 3100 Guard § @ [ 6 gz
Raise 4 50 a9 B 13 58 Ralse: 3 83 o 3 3 a
Wick | Soft Pealing o - 1] - o - Wick ! Soht Peaiing 4 &3 4 8 69
Frosze 1100 4 - 1100 Freezo o = L A o -
Take-out 28 96 r e 68 92 Take-out a s 3 100 6 96
Hit and Roll 18 a3 1283 a0 &) Hit and Rol 1100 0 - 1100
Clearing 1100 13 w00 24 100 Cleanng 1 100 a - 1100
Doble Take-out 13 @8 14 B2 27 85 Double Take-oul o - [ o -
Pramotion Take-out 173 a2 72 18 72 Pramotion Take-cut 175 0 - 1 75
B Diraws 50 @ 44 91 B2 | Al Draws. E10 90 45 BB 255 o0
S Take-outs a1 a0 B4 87 185 BB Al Ta-cuts 6 92 3 100 a9 @
Total 131 86 128 BE 250 86 Total 26 ™ 48 B 264 90
HNot 5 - |MNat I
HARDIE Grant 3V Right-handed WADDELL Kyle & Right-handed
Type Uo% U % Totad % Type U U % Tal %
Draw 2 78 18 55 iz B2 Draw T - [ 0 -
Fronl 5 100 (] - 5 100 Front o - [} = o =
Guard "8 8 m 18 95 Guard o - 0 - o -
Raise 6 &3 4 8 w T8 Ralse: o - [ - 0 -
Wick / Soft Pealing o - 1 100 1 100 Wich ! Soft Pealing 0 - [} - o .
Froeze 0 - @ - o - Froeza o - o = o
Take-oul 25 86 2% 52 50 B9 Take-aut 1} - o = o -
Hit and Red 25 @8 128 a7 g Hit and Rol [T 0 - o -
Clearing 25 100 1887 43 Gy Cleaning o - o - o .
Dol Take-cut 1785 24 B 41 BB Doutle Take-oul o - 4 - o -
Promotion Take-out 7 @ 1 B8 1B B9 Pramation Titke-out o - [ o -
Dirawy 468 86 3t 85 7T BB Al Drawe. o - [1] - o -
% 90 80 B 188 o1 Al Tame-outs 0 - 0 - B
145 89 12 B 266 &0 Total L] s o - L] -
0 - |Mat censldered 0 -
LAMMIE Bobby 2 Right-handed Team: SCO - Scotland
Type L% U % Total % Type L% U % Total %
Draw EFT] ] 65 6B Draw B a7 FEE] 316 &7
Front 6 a3 (] - 6 83 Front ™ 92 21 8 15 a2
Guard " 0 4 ™M 15 92 Guard 31 o4 12 @ 43 o4
Raise: 6 &8 4 78 14 & Raise 1w 78 N 40 73
Wick | Soft Poaling o - 1100 1100 Wick ! Soft Pesling 4 &3 4 83 L
Freeze oo 6 - o . Freeze 1100 0 - 1 100
Take-out 15 ar 15 100 a0 @3 Take-aut 790 B0 &2 9
Hit and Reil 1477 15 52 26 B4 Hit and Rol 58 84 B 97 B
Clesaring 3 88 155 50 &7 Clearing 68 98 50 %9 116 98
Dbl Take-out 16 84 w72 34 78 Dot Take-out 46 86 56 B3 102 84
Promution Tahe-sul 128 10 8 22 B2 Promuotion Take-cut 38 2 Bt 80 81
A Drawy. a2 @ 3 8 101 87 | Al Draws 68 88 150 BE 527 &7
a8 a7 B89 165 BB All Take-outs 21 8o 254 8o 525 8O
Total 150 &7 116 B8 266 8B Tatal 642 89 413 &8 1055 88
Mol consigared o - | Mat considered i -
Hate:
Position and function for each leam member.
A4 = Fourth, 3 = Third, 2 = Sacond, 1 = Load. A = Alfemate, § = Skip, ¥ = Vice-Skip
Legend:
U Clockwise O Courter-clockwise
CURMTERBMS . BB SCO v16.0 Rapon Croated SUN & AFR 2028 1800 P et 8 WO TN Pagu 11
-
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CURS Stats Software - 1

The software contains all information for each sheet - there is nothing you
have to handle yourself. It covers:

< Who plays who

<  Stone colour assignment

<  Line-up for each team with all player names

< Direction of play (graphics)

< Once the Last Stone Draws (LSD) have been played, it is also defined
which team starts the game. At this point, the Stats Supervisor/
Results Office will come to you and load the game for each sheet.

< Starting from this point, the software is "hot", and all data entry goes

out in the world. Please do not play around before the game really
starts!




Check
for every stone:

» stone colour
« name and team

If not matching,
advise Results
office/Supervisor
immediately

CURS Stats Software - 2

CURLIT Coach Tool (CURS Stats) - [WomensBronzeMedalGame-SheetC’-CAM-USA]

ﬁ File Game View Special  Statistics  Window  Help

9 NS HmEAE PRE % o T= R )

End 3 CAN 1 LISA 2
-
Player 4 [ 2 PETERSON Tabitha
Team United States G
N :
Task Raise (tap back) e )
Draw | Front | Guard | Raise ttap ... ﬂid{f"Soﬂ...| Freeze | 4
Takeout | Hit and Roll | Clearing | Double Ta...| Promotion | through -> |
Remark | v|
Handle clockwise (In-turn) ~
v | 20
Points w
4| af 2] af o] x] ®

Comment | v| O

<- prey. E
Guidelines for Raise (tap back) (last stone): :
4: Raised stone in scoring position Cp
2: Reducing opponent score by 2 or more
1: Reducing opponent score by 1
0: Notin scoring position

CURLIT Coach Tool [CURS Stats) RUNMNING  End 3, Stone 16 DB CU-WCFNUC10, CURS_2324 CURLIT




Enter Task and
Handle as soon
as possible
(you can always
change again)

Task and Handle:

Use mouse or
keyboard
(shortcut)

CURS Stats Software - 3

CURLIT Coach Tool (CURS Stats) - [WomensBronzeMedalGame-SheetC-CAM-USA] Od X
@ File Game View Special  Statistics  Window  Help - 8 x
WA DS EHmEAE FRE % o TE aEY
4 3 8E8
End 4 CAN 2 USA 2.
Task Draw S with mouse
Draw Front | Guard | Raise ffap | ﬂidﬁ’Soﬂ...| Freeze | . \l/ 4
\L Takeout | Hit and Roll | Clearing | Double Ta...| Promation | through -» | O
Remark [ vi
Handle counter clockwise (Outturn) -~
v | NOQ
\_
Points w
4] 3| 2] 1] of x| :
Comment | | Double-click
for current
<- prev.
stone

Guidelines for Draw:

4 Inthe house

3: Not all the way behind Guard or behind tee line

2:Inthe house butin wrong position

0: Notin the house
L CURLIT Coach Tool [CURS Stats) RUMNMNING End 4, Stone 5 DE: CU-WCFNUCT0, CURS_2324  CURLIT




Graphics:

Set shooter stone
and adjust other
stone positions if
needed

Points:

Enter Points
Use mouse or
keyboard

Use guidelines!

/“

CURS Stats Software - 4

i CURLIT Coach Tool (CURS Stats) - WomensBronzeMedalGame-SheetC-CAN-USA]

1125 File Game

LN DS BEKEFRE % o TE EEY

View Special  Statistics  Window Help

- F X

End 4

CAN 2 USA 2=

Task Hit and Roll ~
0| £f a| 8| w| 2]
Ille <l s| 2] 2]

Remark \ v|

Handle clockwise (In-turn) ~
<y g

Points 4 (100%) v}
v af 2] 1] of

Comment | |

< prey.

ﬁBuidelines for Hitand Roll:
4: Played stone rolls in right position
3: Played stone in the game, but not in ight position
2: Played and opponent stone out of game

Q: Opponent stone still in the game

Remove stone:
Right double

click or

drag to the side or
behind Backline

Mark for
previous
position

OOCoO

CURLIT Coach Tool ([CURS 5Stats)

RUNMING

End 4, Stone 15 DB CU-WCFNUC10, CUR5_2324_  CURLIT



i CURLIT Coach Tool (CURS Stats) - [WomensBronzeMedalGame-SheetC-CAN-USA]

CURS Stats Software - 5

ﬁ File Game Wiew Special  Statistics  Window  Help

7R ) © S B e [FIRLE % 0 T = s

Press "OK":

Do not forget!
This brings you N
the next stone to
be played

Use mouse or
keyboard
(Enter key)

End 4 CAN 2 USA 2-
Task Hit and Raoll w

Remark ‘ v|

Handle clockwise (In-turn) w
= L

Paoints 4 (100%)

Comment ‘

<- prey.

Guidelines for Hit and Roll:

4: Played stone rolls in right position

3: Played stone in the game, but not in right position
2: Played and opponent stone out of game

0: Opponent stone still in the game

O

CURLIT Coach Tool [CURS 5tats)

RUNMING  End 4, Stone 15 DB CU-WCFNUC10, CUR5S_2324_ CURLIT



If you forgot to
enter the Task,
Handle or
Points, a red
arrow will remind
you.

A big warning box
will show for
some seconds.

A warning box
will also show if
you forgot to
move stones.

i R R -
| CURLIT Coach Teol (CURS Stats) - [Wo

CURS Stats Software - 6

mensBronzeMedalGame-5SheetC-CAN-USA]

ﬁ File Game View Special  Statistics  Window  Help

P D SR [ARE % e TE B

End 5 CAN 2- USA 3
Player 3 [ 1 THIESSE Cory
Team United States
Task Raise (tap back) e
Draw | Front | Guard | Raise ftap ... ﬂid{x"Saﬁ...| Freeze |
Takeout | Hit and Roll | Clearing | Double Ta...| Promation | through -» | 1

Remark | v|
Handle ~

|l-9 @ 1 {:1 4] E E
Points ~ O

"'eﬁ Warning i i
Comment ) i .

Warning: Task, Handle and Points must be filled out :
< preyv. Continue?
Guidelines for Raise
4: Raised stone in rig
3: Raised stone almo:
2:Raised stone notin right position but in the house
Mo success
H o8
\ CURLIT Coach Toal (CURS Stats) RUMNNIMG  End5, Stone 9 DB CU-WCFNUCI0, CURS_2324_ CURLIT



CURS Stats Software - 7

COI'I'eCt'ionS: CURLIT Coach Toaol (CURS Stats) - [WomensBronzeMedalGame-SheetC-CAN-USA] = Oa *
$ File Game View Special  Statistics Window  Help - B X
Zr;fgzrae:;/ ?ﬁput‘ 1 B S BE e [FE % o TE R g
A TaSk . End 4 CAM 2 Usa 2=
° Handle Player 4 [ 2 PE.TEFESON Tabitha
. Points Team United States | . | |
e Stone pos‘ition Task Takeout - Blue baCkground
Drraw ‘ Front | Guard | Raise ttap ‘ ﬂid{iSoﬁ...‘ Freeze | i |

~indicates that
~you are modifying
~a previous stone

» Text for Remark
or Comment

With every click on

Takeout Hit and Roll | Clearing | Double Ta...‘ Promotion ‘ through -» |

Remark ‘ v|

b k Handle counter clockwise [(Qut-turn) ~
“Prev.” you go bac
E| )0

one more stone. 4

4 (100%) v
Press "OK" or T 3| 2| 1] of x|
Enter key to go | ] Dark dot
back to current indicates
stone. Eo - e shooter

Do not forget! Guidelines for Takeout (last stone);

4: Played stone in scoring position

. A 2: Reducing opponent score by 2 or more
Attention . 1: Reducing opponent score by 1

"Next" brings you 0: Opponent stone still in scoring position
only to the next

stone (if you had to

correct more than

the previous Stone) CURLIT Coach Tool [CURS Stats) RUMNING  End 4, Stone 16 DB CU-WCFNUC10, CURS_2324  CURLIT
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CURS Stats Software - Mixed Doubles

Before each end

Always: Wait to see which team starts (check stone positions), select team name

Indicate if there is a Power Play (each team once, not in Extra End).
Left/Right is from the player's view / from the hack position.

Always: Indicate if F or M player starts (the teams can swap positions each end)

Who starts this end? If you missed to set Power
| . Play or if you set it to the
Which team starts this end? OK . .
wrong side or by mistake:
' ® Spain Gancel Special | Statistics Window  Help
Most important Shot H X
() England P Ry B
Change of player r
[ ] Power Play Left Right Order of play...
T | Time-out...
= Change result input...
1M Goto..
Who starts this end?
¥ Reset this end
Which player starts this end for Spain oK No scoring during this end
{playing first and last stone)? Late start of game
Set team with last stone -
; : ; Cancel
(®0TAEGI Qihane (F): Set first Player
O UNANUE Mikel (M | Mixed Doubles Power Play F| Left
K&
(M) 1] < 0 | Right




General Approach for Statistics Entry

< Follow the guidelines

< Different statisticians scoring the same game
should judge (almost) the same

< Try to find out what the skip really wants

£ Consider all options that the skip gives to the
player

£ Do not judge the skip's decision
< Be fair and equal to all teams

£ No additional points for a "favourite team" or
for "good looking players” or ...

< In doubt, always score to the player's
benefit



Stones - Different Tasks

< Slow Stones - === < Fast Stones
< Draw (D) < Take-out (T)
< Front (F) < Hit and Roll (H)
£ Guard (G) < Clearing (C)
£ Raise (R) < Double Take-out (S)
< Wick (W) < Promotion Take-out (P)
< Freeze (Z)

Shortcut keys to be used on keyboard are indicated in brackets.



Points and Handle

< 4 (100%)

< 3(75 %)

< 2 (50%)

<1 (25 %)

< 0 (miss, 0%)

< X (not considered)

* no bonus points

< Handle

< Clockwise
(In-turn, short key 'I")

< Counter clockwise
(Out-turn, short key 'O)

« Handedness of the player
does not matter - only
check stone rotation



Task - Slow Stones

< Slow Stones

< Draw (D)
< Front (F)
< Guard (G)
< Raise (R)
< Wick (W)
< Freeze (Z)

In the software, "“Slow Stones” are listed in the upper row:

Ql:an | F!':-r:t | ; 'ETEEH'I:I- | |Raiae ftap Wﬂk-‘ﬁuﬂ | FI'E*E';_E

Tekeout | HeandRol| Cleaing | DoubleTa..| Promefion..| through ->

B —— e ——— e s S s e o |




Task - Draw (D)

Shortcut "D"

<
< Characteristics:
In the house

_
=

-
=

other stones

< Can slightly touch
other stones

Does not nheed to move &
L

< A "Come around" is also
considered a "Draw"




Task - Draw (D)

/\

4 Points
\\ < In the house

0 < Depending on
/ the score or
game set-up,

the stone has
to be before
the tee line

(e,
£

N T/

Not in t
0 Points house

<  Not in the
house




Task - Draw (D)

<< |

2 Points

—

< In the house,

but in wrong
position

| >
3 Points

Easy chance for < A bit behind
Double-Take-out tee line

or Hit and Roll Come around
not all the
way behind

(G

the Guard

AN




Task - Draw (D)

Mixed Doubles - First stone of the end

>
et

< |

4 Points

< Close to
opponent
stone

| =

3 Points

< Not shot

During end:
Standard guidelines
for Draw

PN

//
N




Task - Front (F)

Shortcut "F"

Characteristics:
< In front of the house

.
N iy
o
N iy

< Not protecting other
stones

< Can be:

v centre
("Centre-Guard")

v side
("Corner-Guard”)

LN




Task - Front (F)
No-Tick Zone (NTZ)

< |

A

4 Points
< In front of

£\

8
-/

the house,
touching the
centre line

3 Points

< In front of the
house,
not touching
the centre
line

le
.

Y




£

N T/

Task - Front (F)

< |

4 Points

< In front of
the house,
2m (6ft) over
the hog line

<  Centre or
side (tactics)

| >

0 Points

< In (or behind)
the house
(losing the Free
Guard Zone

advantage)

L
\ -

N T/




£

N T/

Task - Front (F)

< |

2 Points

< In front of the
house, just
over the hog
line

< NB: 2" Front or
“Long Guard"
= 4 Points

I

3 Points

< In front of
the house,

1m (3ft) over
the hog line

r
\ -

\ T/




Task - Guard (G)

< Shortcut "G"
< Characteristics:

< Protecting another
stone

< Usually in front of
the house

< The line is more
important than the
weight

¢
-

QQQJ

S




N

8
-/

* 'ﬁ$

Task - Guard (G)

-

4 Points
< In front of

the house, in
line with the

stone to be
protected

| =

0 Points

< Too close
<  Not covered

7

/
S

/§




N

P A\

5
24

Task - Guard (G)

N

2 Points

<  Partially
overed

>

1/3 Points

< Somewhere
in between...

e
(§

&




Task - Raise / Tap Back (R)

Shortcut "R"

<
< Characteristics:

< Named "Raise” or
“Tap Back”
< Pushing intentionally

another stone
(straight or sideways)

< Raised stone can be
the own stone or the
opponent stone (out
of scoring position)

< Executed in the house
or in front of the
house

< A raised stone

generally stays in play



Task - Raise / Tap Back (R)

<

N
o

N

4 Points

Raised stone in
desired position
(own or opponent)

>

O_Points

<

_
<

Raised own stone
out of play
(e.g. too long)

Complete miss of
stone to be raised
(own or opponent)




Task - Raise / Tap Back (R)




Task - Raise / Tap Back (R)
Mixed Doubles - First stone of the end

-
g

~/

< |

4 Points
< On the
Centre Line

(behind the
Guard)

| >
3 Points
< Sideways

During end:
Standard Guidelines
for Raise

//
g




Task - Wick / Split / Soft-Peeling (W)

Shortcut "W"

Characteristics:

£ Task used for Wick:
Bringing two own stones in
desired position

< Also called "“Split”

”~
iy

”~
iy
N

£ Task used for Soft-Peeling:

Moving a stone in the Free %
Guard Zone to the side or
behind the house

)
N

]
e,
a
Ty




Task - Wick / Split (W)

< |

£\

1

4 Points
<  Both stones in ?

J the desired
J position
<  Typically played

s

1= to score two or
'~. o .'O. .
tospreadinthe | " T @
house

—— >
0 Points

<  No stone in
the desired

position



Task - Wick / Split (W)

< |

2 Points
< Only one

£

‘®

JE |
| >

_
<

>

‘0
“‘ *
o

7




Task - Soft-Peeling (W)

< |

4 Points
£ Opponent stone

a
Y,
.
Yy

3
-/

<
’
*
*
*
*

moved to the side
or behind the house

Own stone out of
play or very much

on the side

2_ Points

\

(©

(¢

Partially out of
centre

Own stone out of
play or very much
on the side

N T/




Task - Softpeeling - Special Case

< Note:

£ Some teams play the
opponent Front stone
intentionally in the house
(either pushed before or
behind the tee line,
depending on the skip's
decision).

< In such case, keep task
"Wick / Softpeeling” and
judge accordingly.

N\
&J




Task - Freeze (1)
(use with caution)

Shortcut "Z"

Characteristics:

< Playing a stone as close as
possible to another stone

Use Freeze ONLY when
it is the last possibility
to stay in the game
(i.e. the second last
stone in the end)

.
e,

Fa
o

@

If the skip just wants to have
a stone somewhere close to
other stones, it is considered
a Draw and judged as such.

(<)

£

7




Task - Freeze (Z)
(use with caution)

< |

£\

4 Points
< Max 5cm (2")

away, in line

|
0 Points

< More than
10cm (47)
away or
sideways

£\
¥




Statistics: Freeze (Z)
(use with caution)

< |

£\

2 Points
\ < Max 10cm (4")
DJ away, in line

|
1/3 Points

<  Somewhere in
between ...

2\
NP




Task - Fast Stones

< Fast Stones

< Take-out (T)
< Hit and Roll (H)
< Clearing (C)
< Double Take-out S)

(
< Promotion Take-out (P)

In the software, "Fast Stones” are listed in the lower row:

Jraw Eront I Guard | Rase (tap | Wick/Softp. | Freaze I

through - |




Task - Take-out (T)

Shortcut "T"

<
< Characteristics:
< Removing a stone

< The played stone stays

in play

N T/




Task - Take-out (T)

< |

4 Points

<

< Opponent stone

My
,*ﬁ
g

)
7

removed
-

< Played stone
stays in play

|
0 Points

<

< Opponent stone
still in play

O




Task - Take-out (T)

¥ <

2 Points

< Played and
opponent
stone out of
play

| >

3 Points

< Must hit and
stay, but rolls
away, still in

play
1 Point

< Not often used



Task - Hit and Roll (H)

Shortcut "H"

<
< Characteristics:
< Removing a stone

< The played stone stays at

the desired position
(e.g. behind a Guard, in
front of another stone)

< If there are no stones in
play and the played stone
roles within the house, it is
considered a Take-out and
has to be judged as such




Task - Hit and Roll (H)

O
\

-

-

. M)

< |

4 Points

<  Played stone at
desired position
(e.g. behind the
Guard)

| >

0 Points

< Opponent
stone still in
play

N




Task - Hit and Roll (H)

< |

2 Points
< Both stones out
of play
I
3 Points ~
® <  Played stone in
play, but not at
desired position
(e.g. not behind
the Guard)




Task - Clearing (C)

Shortcut "C"

Characteristics:

< Removing one or multiple
stones

< The played stone is out of
play as well

_
<

-
<

< Clearing to blank
< Blanking the end -> 0:0




Task - Clearing (C)

< |

O 4 Points
« -
\\ < Both stones

..00’ I >

1 Point

£ Hitting on nose,
only replacing
with own colour

0 Points

< Miss - opponent
stone still at the

L 4
L 4
L 4
L 4
L 4
L 4
L 4
L 4
L 4
L 4
.0
*

same spot



Task - Clearing (C)

< |

O
:': 2 Points
\'\\ £ One stone
i/ moved, one out
J of play
f £  Blanking the end:

Shooter counts
(scoring 1)

| >
3 Points

<  Not often
used

57N

2\
&




Task - Double Take-out (S)

9 Shortcut "S" («Super Take-out»)
<

Characteristics:

< Removing two or more stones
from the same colour

< The same colour stones to
be removed could be:
- both stones in the house, or
- one stone in front of the
house and one stone in the

house

If two or more stones in front
of the house have to be %}
removed, consider Clearing and

judge accordingly.




Task - Double Take-out (S)

4 Points

< 2 or more
opponent
stones out of
play

| >

0 Points

<  Opponent
stones still in
play

o)




Task - Double Take-out (S)

N

O 2 Points
< One opponent

Ly
stone out of

%o
'S
* .,
*
.
L 4
*
{ \ .
- 0
< \ >
{ O
. L 4
S S
°

play

2\
NP

1/3 Points

< Not often
used




Task - Promotion Take-out (P)

Shortcut "P"

to remove an opponent
stone:

different colours of
already played stones

< Characteristics: / \ K
< Promoting an own stone @2 G
@

involved
(]
< Hitting on multiple Situation
stones with different before play

colours




Task - Promotion Take-out (P)

£

4 Points

£  Promoted stone
pOSitiOn
(e.g. behlnd
the Guard)

I >

0 Points

£  Complete miss

1 Point

£ Slightly Improved
situation (e.g.
Guard removed)

'/




Task - Promotion Take-out (P)

<<:: |

,vo 2 Points
’ < Promoted

and
opponent
stone out of

play

| >
3 Points

< Promoted stone
in play but not
at desired
position (e.g. not

behind the Guard)



Special Cases - "Through”, "Not considered”, "Player's Fault"

"Through" Task through
9 Shortcut "-" 2. £ 21 20 B 2
- ]-... b H l::. F 5 P. =
< Characteristics: Remark
< Playing through on purpose Handle
(tactics) o | 2 o
< Delivering stone with very light weight Points X (not considered)
on purpose =4 e e R S PR
(e.g. situation in house cannot be improved) Comment

< Playing into the bumpers on purpose
(e.g. situation in house cannot be improved)

- In these cases:
< Task "Through” to be selected

< "Handle" is not relative and remains
blank

< Points are automatically filled in with
"X (not considered)”



Special Cases - "Through”, "Not considered”, "Player’s Fault”

“Not considered” = i |
. : o E| o] B| w| z
< Task as required 1| #| ¢| s| e|
s . . Remark
< Characteristics:
] . Handle clockwise (In-turn)
< Running stone touched by the 3 .
sweepers (burned stone) _
) . . Points X (not considered)
< Stone picked up debris =il =1 &l il «
- In these cases: Comment | ]
< "Task"” and "Handle" remain St e 4
— n g 0 |Picked up debris <—
< "Points” to be selected: Gudelnes o1 DIebic ot pess the hog ine
"X (not considered)" 3: Notalthe W |Fres Guard Zone vilation
_ ) 2: In the house buing._Tick Zone violation
< The appropriate comment must be 0: Notin the houstsyone removal violation

|Delivery viclation

selected from the drop-down list [Played out of proper rotation



Special Cases - "Through”, "Not considered”, "Player’'s Fault"

"Player's Fault" Task Draw
< Task as required 'Z j i i ﬂ ﬂ
< Characteristics: Rematk
< D'Id not pass the hog line Handle counter clockwise [Dututur_nj
£ Hog line violation c 1 L
< Free Guard Zone violation i diad —
< No-Tick Zone violation LIRS DN
Comment I
< Stone removal violation (Mixed Doubles) :‘ N
< Delivery violation (equipment, wrong hack) EEEEEEE;HS
- In these cases: e tatogine
< "Task" and "Handle" remain oo Guard Zonw violeton
< "Points” to be selected: "0" =g hws?ﬁi:,iﬁfﬂﬁﬁﬁ'a“”
< The appropriate comment must be selected Flayed autol propey 1otaten

from the drop-down list
Note: Any other misses of a "standard” shot are considered the player’s fault
(including sweeping mistakes by either the Skip or the sweepers), but no special
comment is required.



Special Cases - "Measurement”, "Playing out of rotation”

"Measurement”
< Task, Handle & Points as required

< Characteristics:
When the umpire enters the Field of Play for
measure, the comment "Measurement” should be
selected.
This could e.g. be in the following cases:

< Deciding the score of an end

< Defining if the stone is in the NTZ or FGZ
(Points may need to be reconsidered)

"Playing out of rotation"”

£ Characteristics:
When a team plays out of proper rotation, the
appropriate comment should be selected, and
the actual player should be selected.
Stats Supervisor or Results Office will assist you
in such case.

Task

Remark

Handle

Points

Comment

Draw

counter clockwise (Out-turn)

) |:|

]

0 (0%)

20 ER N

Measurement
|Burned stone
|Picked up debris

Guidelines for Drapid not pass the hog line

4: In the house

Hog line violation

3: Not all the way bFrae Guard Zone violation
2: In the house bulng_Tick Zone violation
0: Not in the house signe removal violation

Delivery violation
iFiayed out of proper rotation



< 4 Points:

(

(S

(

(¢

Last Stone of an End: Points awarding

Situation: Opponent sits in scoring position with 1 or more stones.
The intention is to get shot and score.

Stone counts

0 Point:
Stone does not count

1 Point:
Stone does not count, but is better than one
opponent stone

2 Points:
Stone does not count, but is better than two or more
opponent stones

Rule is true for slow and for fast stones



(e

(e

(e

(e

Last Stone of an End: Points awarding

Situation: Opponent stone sits in decent position (can be shot or 2nd), own stones sitting "around”.
The intention is to score several points.

4 Points:

Perfect execution, scoring the most possible

0 Point:

Opponent stone still counts (e.g. after a miss) or
own play does not change scoring situation

2 Points:

Opponent stone moved out of position

so that playing team scored more than before
play, but missed the chance of scoring even more points
1 Point:

Not used in this situation

15 16
The yellow team is sitting 2nd and
3rd back tee line and moves the
. opponent red stone mid-8-foot out,
= . ) but does not stay, scoring only 2.
A A -> 2 points
e 0y L o R Y
I'.I -':5:'.' <5 B .-". .l'| "I. "::-;. -jr i "ll ..|
— . = i—‘l' .:. ..|Ji-.. ;_.r._
T | o / : _[J
— ocoml leesess  acecel DEN has a chance to score 2, but only scores 1.
CHM: WANG R OEN: DLPONT M

Take-out U 100%  Take-out « s -> 2 points



Score Entry - Read Score from Database (use of tablets)

<

@G

@G

(S

After the last stone of an end has been entered, a message box pops up:

"Wait until the score is displayed so you can read the result of this end from the
database...”

Once you see the umpire typing in the score, click "OK". If no score is displayed
yet, press "Read from DB" to refresh the data.

Result End 3

Spain . 1 2L

England 0 Cancel

[ Read from DB ]

Verify that your stone positions match the score. If not, click Cancel and adjust the
stones in the graphics. Click "OK" and the system brings you back to the "score
box".

If you are sure the umpire typed a wrong score, advise the Stats
Supervisor/Results Office.

The system brings you automatically to the next end and to the correct team to
start (depending on the score from DB).
Double check if the team starting is the same as you see on the ice.

The system realises automatically that an Extra End is required if the score is tied
after the completion of scheduled ends.



Score Entry - Manual Entry (only exceptional, no tablets)

< After the last stone of an end has been entered, the score box

pops up. Enter the score manually and confirm with "OK".

Result End 4

Canada . 0 v

United States 1 s Cancel

(G

Verify that your stone positions match the score. If not, click
Cancel and adjust the stones in the graphics. Click "OK" and
the system brings you back to the "score box".

If you are sure the umpire hung up a wrong score, advise the
Stats Supervisor/Results Office.

Next end: Make sure you have the correct team starting

Score correction:

To change score in end x, you need to be in the next end x+1
-> Click icon B2/ in the Stats software and correct.

Advise the Results Office for help or inform when done so.

(SRS



Time-outs

< No need to click anything
< Be ready to see the decision what the team
wants to play

| i




G @

(©

(©

Line-up Change during the Game

Only possible between the ends

The coach needs to enter the new line-up in the
CuCosS tablet on the Field of Play, together with the
Chief Umpire or Deputy

The Stats Supervisor will then come to you and
reload the new line-up

If you see that a team changed the line-up and it
does not match anymore your information in the
software, call the Stats Supervisor so the situation
can be clarified



End of Game

< End of game:

£ The end of game process is a very crucial step
and should only be executed by the Stats
Supervisor/Results Office

£ If a game ends after the scheduled number of
ends, enter the data and graphics for the last
stone, click "OK" and call the Stats Supervisor

< If a team concedes during the end, enter the data
and graphics for the last stone played, click "OK"
and call the Stats Supervisor. Do not enter any
further stones which were not played.

< 0Once the process is completed and if you are interested,
you can watch the stats (during the game, you should not
see the stats to be able to judge completely free of any
constraints)



Exceptional Situations - System Errors

< Errors:

< Report any error message immediately to the Results Office
and receive instructions

< Use the Emergency paper
Start noting the current stone (in the appropriate field) and
try to remember also the one before the error happened

EMERGENCY STATISTICS SHEET

Expect the unexpected...



Common Hints - Intention versus Outcome

Always put the intention as the Task, not the outcome

At the very beginning of the game, it is sometimes not
clear if the Skip wants the first stone as a "Front” or as
a 'Draw".

< Check the sweeping and reaction of the players. If they seem
happy with the outcome, select Task "Draw” or "Front” and
give points accordingly.

< If the Skip clearly asks for a Front and the stone ends up in
the house, judge as "Front” with "0 Points".
It is not a "Draw” with "4 Points" as it basically ruins the
whole tactics for this end.

-~
A,

-~
A,

< Defining the Task when the player sits in the hack
ready to play makes it easier for you to judge the
outcome (as you then know if the outcome met the
intention and you can judge based on that).



Common Hints - Freeze versus Draw

< Most of the time it is a Draw

< Even if the outcome of a "Draw close to
another stone” is a nice Freeze, leave the
task as a Draw

< Use Freeze if this is the only chance for the
team to stay in the game (typically stone 15)




Common Hints - Take-out versus Clearing

< If it is not possible to play a Take-out
and stay in play, call it a "Clearing”

< Note: When the own and opponent stone roll out as it
is not possible to hit and stay: It makes a difference if
you judge as “Clearing” with "4 Points" (as you should in
this case) or as "Take-out” with "2 Points".
< If the playing team is up, they probably do not
care if a Take-out stays or runs out. Call it
"Clearing” or "Take-out" depending on the

sweeping and give Points accordingly.

< Obviously, not every hit which stays is a "Take-
out” and not every hit which splits is a "Clearing”.
Always consider the score and possibilities.



(e

(e G @
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Common Hints - Graphics

Put all stones as precise as possible, specially at the beginning
of the end, but do not lose too much time.
You can use <, >, 1, | keys for small position adjustments

It is important to set the shooter correctly (in order to follow online)

Setting the stones correctly in the beginning, creates less troubles
later in the end (e.g. check if the stone is before or after the tee line,
touching the centre line or not, biting the rings or not)

The software shows you the main advertisement in the
ice as "grey blocks". This should help you by getting
the correct relationship regarding distance from the
house and/or line (see photo).

Do not just add stones from "behind” to change the
situation (go back to where you "lost” the stone)

If you have to change a stone position, go back to
where you did set this stone and adjust (the system will
change all following stones). See next slide for details.




Common Hints - Graphics

When you need to adjust stone positions, it is best to go back to the actual
time when the stone was set or moved. You have several options (see

below). Once corrected, you can click "OK" and the software adjusts all
following graphics accordingly.

-SheetC-CAN-USA] - [m]

Right click on a stone: =ik

* @Go to last movement

(when you last moved that
stone)

°* (o to Statistics
(when the stone was played)

* Undo éc

(e.g. for hog line violation)

Graph
wve Graphic as SVG

Call your Stats Supervisor when you
feel to get lost. Better too early than
too late (easier to fix).

44 : o8
MING  End 5, Stone & DB CU-WCFNUC10, CURS_2324  CURLIT



Stats Position - Job Profile

Curling Knowledge

< The higher the level of curling knowledge, the easier it is to judge the
situations and understand the tactics

< It is up to the statistician to understand what the teams play next

Technical Knowledge
< The CURLIT software is designed as user friendly as possible
< Being comfortable by operating a notebook with a mouse is vital

Mind Set
< Ability to focus on a game for 2 to 3 hours
< Ability of taking decisions
(defining Task, Handle & Points, drawing graphics)

< Ability of doing stats and graphics in parallel and still watching what is
played next on the ice

< Calm and responsible personality who can handle "stress situations”




(¢

G @
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Stats Position - Roles & Responsibilities

In most competitions there is only the people of the Results Office
which can help out (no dedicated Stats Supervisor). They may be
further away from you.

If you have an urgent matter, please make yourself noticeable

If you have more general questions which you could save for later to be
discussed, please do so

Note: After the session, the Results Office is very busy. If you like to
clarify questions which came up during the game, please raise them in
a "down time" (e.g. when you see us “less busy” or when you arrive for
your next shift, before the preparations start).

You may have the luxury of a dedicated Stats Supervisor to ask for
advice during the game. Discussions are OK but should not be “"endless”
since you will lose track of the game. The word of the Stats Supervisor
is final. Longer discussions about a topic can be held after the game.



Stats Position - Equipment & Shifts

Helpful Tools _
< Binoculars ; y 7 )
< Mobile phone to take a picture of the house situation DA

(e.g. many stones moved after a shot) ﬁ
< Blanket (depending on the temperature in the venue) &

Work Shift

< Check your stats schedule and ensure you allow enough time for volunteer
check-in before your shift

< Be at your stats position the latest 15min before the game starts

< Be aware that we have media and TV around our workspace. Be quiet and
do not “jump around” (platform). Watch the cabling.

< If the circumstances allow (space on stats bench, volunteer availability),
teaming up for the first session is beneficial: 4 eyes see more than 2.

Personal
< If you bring drinks, please in closed containers
< Enjoy your food at home or in the break
< Put mobile to silent, use as "work tool" only




< CURUIT

urling Information Technology Ltd.

Thank you & Good Curling!
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