WHAT IS SCHOOL SCRABBLE?
Over half-a-million children in the U.S. and Canada have discovered the joy of playing School SCRABBLE.
Started by Hasbro in 1992, School SCRABBLE is played in teams of two, with partners conferring with one
another before making plays. Parents and educators have found that School SCRABBLE helps students
with vocabulary, math skills, and teamwork. Kids playing School SCRABBLE have so much fun they don’t
even realize they are learning!
School SCRABBLE clubs meet during the school year in schools, libraries, and community centers. Some
clubs send teams to the annual National School SCRABBLE Championship, open to 4th-8th graders and
featuring a $10,000 first prize.

HOW DO I START A SCHOOL SCRABBLE CLUB?
1. FIND A COACH
Often the parent of a child interested in the SCRABBLE game is the ideal person to run a School
SCRABBLE club. However, many clubs are run by educators and SCRABBLE game players wanting to
share their love of the game with young people. If you know the basics of the SCRABBLE game and are
available to coach a club on a regular basis, you are a perfect candidate. If you don’t know much about
the game, don’t worry. The SCRABBLE game is not hard to learn, and this guide will help you become an
effective coach.
If you need to look for an outside coach, remember that a good rapport with kids is far more important
than knowledge of the SCRABBLE game. Ask your school administrators or librarians for suggestions—or
post a flyer at your school or library.
2. FIND A VENUE
It’s not hard to find a place to run a School SCRABBLE club. Most clubs are at schools, libraries, or
community centers. You’ll need a room with enough tables and chairs for your expected group.
A blackboard is useful to help with activities and learning puzzles, but not essential. Ideally you’ll want a
room where you can close the door—kids having fun playing School SCRABBLE can be pretty noisy!
When approaching a school, library, or community center about hosting your School SCRABBLE club,
emphasize that this will be a learning activity. Once educators and/or librarians realize the many benefits
students get from School SCRABBLE, they might be happy to let you use any available space they have
for no charge.
However, if you aren’t able to find space for your club at a school, library, or community center, don’t be
discouraged. Many School SCRABBLE clubs are run at parents’ houses—or rotate from one parent’s house
to another.
3. ASSEMBLE EQUIPMENT
While any SCRABBLE game equipment can be used at your club, Hasbro offers for sale a School
SCRABBLE kit on their website, Hasbro.com/Scrabble. This kit, which retails for $95.00, includes 6 boards;
6 sets of tiles, 6 tile bags, 6 sets of racks, an instructional guide, and a copy of Merriam–Webster’s
The Official SCRABBLE Players Dictionary, the official word source for School SCRABBLE.
Some coaches attach turntables to the bottoms of the boards so they can be rotated to face each team as
it plays.
Find game timers
Chess clocks, available from various vendors online or at chess stores, are ideal game timers for School
SCRABBLE. If you don’t have a game timer, you can use 3-minute sand timers for each play to keep
players from taking too long on a single turn. Or you can play without timers when students are
learning the game.

Print out word lists and score sheets
Pre-printed score sheets are extremely useful, as are tile tracking sheets, which can be downloaded from
the Scrabble Resources tab within Hasbro’s Scrabble website.
4. SPREAD THE WORD!
How do you publicize your new club? If located at a school, library, or community center, your club can
be announced on their bulletin board, calendar, or through an e-blast to patrons. You might also consider
alerting the local press. A good news story can help attract many students for your club!
You should also register your club with Hasbro at http://www.cybergrants.com/hasbro/schoolscrabble.
By doing so you will receive Hasbro’s School SCRABBLE newsletter, and helpful information about
regional and national School SCRABBLE tournaments.

HOW DO I RUN A SCHOOL SCRABBLE CLASS?
You’ve got your venue and your equipment. You’ve familiarized yourself with the Official Rules of School
SCRABBLE available at Hasbro.com/Scrabble. Students have signed up to come to your club. The day of
the first club session has arrived. What do you do next?
1. SETTING OUT THE EQUIPMENT
Ideally, you should arrive before the club begins to set out
equipment. This may involve moving tables and chairs so that
there are enough for your students. You’ll want two chairs on
either side of each table, plus other chairs on hand in case
you have an odd number of students and need to have
3 on a team.
On each table, set out a SCRABBLE board with
2 racks, a bag of tiles, 2 score sheets, 4 pencils (two
on each side, sharpened with good erasers), and
a game timer (if you have one).
You should also have with you a copy of the latest edition of Merriam–Webster’s The Official SCRABBLE
Players Dictionary or an iPhone or iPad with the Merriam–Webster dictionary app.
2. EXPLAIN THE GAME
When your students arrive for the first class—or any time a new student joins the group—you will want
to explain the rules of School SCRABBLE. Often a student may have played the SCRABBLE game at
home with “house rules” that are different from the Official School SCRABBLE Rules. Most students will
have never played before with a timer—and many will not know the basics of the game.
Basic Game Play
Start with a short demonstration of basic game play, showing how tiles are placed down to form words,
(Be sure to mention that diagonal and backwards words are not allowed.)
Scoring
Next, explain how words are scored. While double and triple word and letter scores may seem
self–explanatory, often students are confused when several bonus squares are used in
one play, or when a single tile is used to form two words. Show your students how
to record their scores and cumulative scores on their score sheets—and explain
that they should also write down their opponents’ scores. While it is not
required for players to write down the words for each play, most players find
this useful in keeping track of which team made which play.

Order of Play
Instruct your students on the proper order for making a play:
•
•
•
•
•
•

Place tiles down to make a word
Announce the score
Hit the clock
Write down the play and cumulative score
Draw replacement tiles
Track the letters played (for advanced players)

After their opponents make a play, players must write their opponents’ score and
cumulative score before making a new play.
A good habit for School SCRABBLE players is to verify their opponents’ cumulative score after each
play; this avoids addition mistakes later in the game. Be sure to emphasize that teams must allow 5
seconds to pass after making a play before drawing new tiles; otherwise they will be considered to have
“fast-bagged,” a common mistake with new young players.
Using the Timer
Many students will have never used a timer before in a SCRABBLE game. Demonstrate how it is
used, then explain how to use it in the game.
• Players press their side of the timer (to start their opponents’ time) at the beginning of the game if
they are going second, after they have made a play, or to restart the clock after a challenge.
• No plays may be changed after the timer has been hit—and no plays should be challenged before the
opponents have hit their clock.
• The clock is paused (not reset) for challenges, for questions, if the teams have a scoring discrepancy
they need to resolve, and at the end of the game.
Time Penalties: Because the timer is used to determine when a
play is officially over, teams should become accustomed to clock
use early on. However, when students are just learning School
SCRABBLE, they may need more time than the required 25
minutes to make their plays. If they worry about time penalties,
they may become anxious and not focus on their plays. A good
rule of thumb is to introduce time penalties when a team is ready
to enter a tournament, as teams will need practice staying within
the time allowed.*
Keeping Play Going: Without time penalties (and even sometimes with time penalties!) some teams
play very slowly. While consideration of the best play is to be encouraged, with club play it is important
to keep play going so that both sides get an equal chance to make plays. Kids get bored very quickly
sitting around waiting for their opponents to make a play. If you find a team is playing too slowly,
announce a time limit within which the team must make a play or forfeit a turn. A 3-minute sand
timer is useful to give teams a sense of how much time they should use for a play.
Challenges, Holds and Exchanges
While it’s important to explain to students that they may challenge words and exchange tiles,
you may want to wait until a team wants to make one of these plays before going into too much
detail. Before games begin, however, you should explain a few basics:
• Words may be challenged only after a team has hit the clock (officially ending their turn) and before
they have drawn tiles.
• A team questioning a play should say “Hold” immediately, so the two players may discuss whether or
not to challenge (they have one minute before the play is automatically accepted). The team on hold
must not draw tiles until one minute passes or their opponents withdraw the “hold” or challenge
the play.

* The rule is you lose 10 points for every minute or part of minute over. For example—2:20 over—you would lose 30 points. If you go over by more 10 minutes
it is an automatic loss.

• A team challenging a word says “Challenge” and hits the clock. They write the word or words down
on a challenge slip and call over the coach. Recommend that all words in a play should be
challenged—and that both partners on a team agree before making a challenge.
• If a challenged word is bad, it is taken off the board and there is no score for that turn. If the challenged
word is good, the challengers lose a turn. The clock should not be restarted until replacement tiles have
been drawn and seen by the team.
• If a team wants to exchange tiles, ask them to stop the clock while you explain the procedure
(announcing the number of tiles exchanged, placing those tiles face down, hitting the clock, drawing
new tiles, returning the facedown tiles to the bag, and writing down “X tiles” and a zero score on
the score sheet). If it is near the end of the game, explain that 7 tiles must be in the bag before an
exchange, and recommend a team check the bag first before exchanging.
Demonstrating How to Draw Tiles
When drawing tiles, show the open palm of your drawing hand to your opponents, raise the tile bag
above eye level, hold the bag where they can see it but not between you and your opponents, look away
from the bag, draw tiles and place them either facedown on the table or onto your rack. Since play does
not begin until the first tile is seen, this gives teams extra time at the beginning of the game and after
challenges. Do not hold tiles in one hand while drawing with the other. You may be disqualified from
drawing for your team if the Director determines that you have not drawn tiles correctly.
If you draw too many tiles, raise your hand and ask for assistance; an overdraw penalty will be applied.
Overdrawing Tiles
If players accidentally overdraw, their opponents may only select tiles from the unmixed tiles rather than
from the tiles on the rack.
Students will often draw too many tiles and then start to return the extras to the bag. When this
happens, explain that extra tiles may not be returned to the bag, stop the clock and explain the overdraw
procedure (the other team takes two more tiles than the number overdrawn and turns them over,
selecting which to return to the bag to leave the right number on their opponents’ rack).
Teamwork and Good Sportsmanship
Part of why School SCRABBLE is such an excellent game is that it helps cultivate good teamwork.
Ask your teams to divide responsibilities: one player can record scores and draw tiles, while the other
can put the plays on the board and hit the clock. Remind teams that they should whisper their
ideas to one another before playing, and that they should always be in agreement before
challenging a play.
Part of good sportsmanship involves not talking to other players in an offensive or
confrontational way, and keeping voices down to a whisper when it is the other team’s turn.
Players should not touch the board or put their hands over it during the other team’s turn, and
players should not obstruct the board from their opponents’ vision during their turn.
Let’s Play!
The simplest way for your students to learn the rules and strategies of School SCRABBLE is by playing,
so let your teams start playing a game of SCRABBLE as soon as you have covered the basics. They can
always learn the more complex rules as they go.
Finishing the Session
End all games about 10 minutes before the end of the session to allow time to clean up the equipment.
When time is called, the students should end their games and calculate scores (subtracting from their
scores the value of any tiles on their racks), then “square up.” Squaring up means placing the tiles in
5 x 5 grids in each of the four corners of the board, thus assuring that all 100 tiles are there. Students
appreciate leaving the tiles in this neat pattern—and you will appreciate not losing tiles!
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