Scorekeeping Rules and Ethics
1. A scorekeeper’s first duty, after the coin toss or shots for the bull establish the order of play, is to chart the players names in order of play, including the “ghost” player(s), on the chalk board on the other side of the dart board, for a quick reference on order of play. Rotation of players will always be marked with the two “A” players first, then the two “B” players, then the two “C” players. The ghost will always throw last in rotation in any game, once scoring has begun.
2. A scorekeeper must stand well away from the line of throw, unmoving and silent and facing the board, with his back to the shooter during a throw. Any movement or talking can be distracting to the shooter. If he is unsure what has been hit, he must not move or lean in for a closer look until the shooter has finished throwing, or he is at risk of being hit or being a distraction. The only exception here (for double-in games only) is that when a game starting double has been hit, he may state that so the shooter knows he does not need to continue trying for the double. Basically the scorekeeper stands still and quiet and non-reacting unless asked for a clarification or the three darts have been thrown.
3. If a shooter asks a scorekeeper what the running total is, the scorekeeper should look at the shooter and hold out his hand to stop the shooter from throwing, then he can lean in and confirm what has been hit, and report that to the thrower.
4. In our league, the scorekeeper is not responsible to tell the shooter what remains or what a next shot should be (though he may, if for instance the shooter is his teammate). In most leagues, including professional ones, the scorekeeper is required to tell the shooter what remains after he throws one or two darts. But in that case, those are also professional scorekeepers. In our League, the scorekeeper can be consulted only to ascertain what he has scored with an individual dart or for a total of the darts thrown. If the scorekeeper is asked what remains and he responds, he will be blamed for any errors that might cost a game. It is part of a players skills to do his own math once he has confirmed what his running score is, and to plan his own next shot strategy. He may ask for help with the math or shot strategy from his teammates.
5. A scorekeeper will not touch the darts at any time, during or after a player’s throw. If he can not see exactly where a dart is, he can change his view point until he can see. If he touches a dart to see where it is to respond to a player’s request for a running score, he can be blamed for moving a dart so it blocks the next dart’s flight path or for moving it out of the way of an otherwise blocked next dart’s flight path. Don’t touch.
6. Once a match has begun, the scoreboard is divided into two main columns, one side for each team. The side designated to each team will be the same through all games of a match so there is no confusion for the shooters as to which column to check for what remains for their team.
7. The scorekeeper should not call out number hit or running total after either of the first two darts unless asked. After a player has finished his throw, the scorekeeper will call the score he sees so that the shooter can hear it, then mark the score hit to the left in that team’s score column, and calculate what remains and mark that to the right side of that team’s score column. 
8. The scorekeeper will include in the running total or final count for a throw only the darts whose points are actually in contact (however minimal) with the bristle surface of the board.
· A dart whose point is resting on a wire but not touching the bristle does not count.
· A dart that is hung up on another dart and the point is not quite in the bristle does not count.
· A dart is scored by which side of the wire the dart is on. If the point goes in under the wire and the point continues under the wire into another sector, that is not the sector that is scored, it is the side of the wire that the dart first contacts the bristle that counts.
9. After a player has finished his throw, the scorekeeper will mark remaining scores with common numbers.  For example:
· If 40 remains, he marks “40”, not “X20” or “Ts” (Tops) or other potentially ambiguous marks. A shooter may think “X20” means 20 remains, and shoot Double 10 by misinterpretation. There are a host of locally customary variations that can be used, all of them can create confusion when playing vs others not familiar with those local traditions. 
· Mark “50” as “50”, not “XB” or “DB”.
· The above examples also additionally suggest a next dart throwing strategy, which the scorekeeper should not do.
· The only exception to this is “X1”, which everyone knows is “2”. For this score only, there is no possibility of ambiguity or misinterpretation.
10. When the score runs down to 100 remaining, the scorer can write the score hit on a turn, and the number that remains, then use a single line to cross out the number hit and the number previously remaining. 
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This isolates the number remaining for next shot so that the shooter will not mistake the score hit for what remains. Some scorekeepers do this from the start of the game. This is a scorekeeping courtesy, an attempt to prevent mistakes by both teams and should be in more common use than it is.
11. When scores occupy the entire length of the scoring column, the scorekeeper can erase all but the last two shots and results (two most recent scoring lines must always remain) and start again at the top. At that time, the scores at the bottom must be crossed off to eliminate the chance of a shooter thinking the bottom score is still current.
12. The scorekeeper must keep a running total in mind as the darts hit the board so the score can be called as soon as he performs a visual double check after the last shot. He calls the score as soon as he knows what has been hit. After he calls the score, that is the final score whether a dart falls out after the fact or not. The scorekeeper must not make his calculations slowly or delay his call in order to allow a slowly leaning dart to fall out before his call. Darts that fall out quickly and straight bounceouts will not count regardless how fast the scorekeeper makes his call.
13. If a shooter believes the scorekeeper has called an incorrect total for his throws, he must not remove any of his/her darts until he is in agreement with the scorekeeper. After his last throw, the shooter may approach the board and use one finger touching the end of the flight to hold a loosely held dart in the board until the count is made, or during consultation to correct a score. If the opposing team thinks the score awarded is incorrect, they can call out for the darts to be kept in the board for their examination as well.
14. If a team believes the running total to have been incorrectly calculated or written by the scorekeeper, they must consult with the scorekeeper prior to their team’s next shot. The team may do this consultation before the opposing team throws, or wait until after the opponent’s shots are finished, but they must not interrupt the opponent’s throw to ask for the correction. They can wait until just before their own team’s next shot.
15. The scorekeeper will not exhibit signs of disgust, derision, excitement etc. while scoring.
Dart Thrower’s Rules and Ethics
1. In team darts, all players involved in a game should monitor the game so they can be ready at the oche when the previous player’s score has been marked and the shooter has walked away.
2. If a shooter who throws out of turn, no matter what he scores (including a game winning shot), it will not count, and the player who should have shot next will resume the normal rotation of shooters. If however other players have shot and  the scores were marked before an out of turn shot is noticed, and the out of turn shot did not finish the game, the out of turn player’s turn can simply be skipped next round of turns at the board. This may be contentious but it is a more efficient solution than erasing his out of turn score and all after that, especially since it may penalize the other team worse than his team.
3. The shooter will not begin his turn by throwing a first dart until the scorekeeper has finished writing the previous score and has stepped back out of the way. A scorekeeper’s only defense against being hit by a bounceout is if he is off to the side and watching for the next player’s first dart’s arrival.
4. The shooter will not throw a dart while any part of either foot is “over the line”. All of both feet (including shoes) must be behind the oche or the line that would extend the oche in either direction.
5. The shooter will not remove any thrown dart from the board until he and the scorekeeper have agreed on his score for the turn. Darts remain in the board until any disagreement is settled. And if the opposing team calls for him to wait so they can examine the darts’ locations as well, he will step back and allow one of the opponents time to check.
6. A shooter may not rethrow a dart that has been thrown toward the board (even if it bounces back to where he can reach it). However if a dart is dropped by accident and with no throwing motion, he may pick it up and throw it as a normal part of his turn.
7. A shooter must not throw any remaining darts after “busting”, especially ones thrown with irritation. If a scorekeeper calls “No score”, he is indicating that the shooter has “busted”, accumulating a score count that is in excess of what was required to finish the game. A “bust” ends a shooter’s turn at the board and the previously remaining score remains as it was before that shooter’s turn. The scorekeeper might be injured if an unexpected next dart is thrown, as he expects to be able to step forward to make a confirming check on a dart’s location.
8. Reaching a score of 0 without a final shot at a double is a bust. Since a shooter must hit a double to win any “X01” game, leaving a remaining score of 1 is a bust, since there is no double 1/2 to shoot next. And hitting any score that is in excess of what remains is a bust. All of these end a shooter’s turn for a “no score” result.
9. A shooter may not step forward from the oche before his turn is finished. If there is doubt as to what has been hit, he can request clarification from the scorekeeper. The exception to this rule is the scorekeeper himself. While he throws on his turn, there is noone at the board to ask for that clarification, so he may have to step forward and look more closely for himself. He may not touch the darts in the board until his throw is over, however.
