HORSESHOE PITCHING - THE MODERN SPORT

No other sport offers a combination of skill and heaithful
exercise at such a low cost. You can lay out a horseshoe
pitching court in your back yard or in a vacant lot. Plus, you
can invite your friends to play at a moment's notice!
Tournaments and clubs can be easily organized and when
you become adept at the sport, you will find other enthusi-
asts to furnish competition.

Time was when horseshoe pitching was a farm-yard
sport. Old Dobbin furnished the shoes and the stakes were
crude affairs improvised perhaps from bits of pipe. Now the
sport has assumed national popularity and thousands of
people are pitching horseshoes for recreation and health.
Shoes of sturdy drop forged steel and stakes of the same
material, made in style and weight to meet the specifications
of the National Horseshoe Pitchers Association, are neces-
sary to play the modern sport properly.

This little book of suggestions and rules of the sport is
included with this outfit to aid you in becoming an expert
horseshoe pitcher. Follow the instructions carefully and you
will soon make plenty of ringers.

LAYING OUT THE PITCHING COURT

While you can merely drive stakes in the ground 40 feet
apart and start to pitch, a permanent court of exact dimen-
sions can be easily laid out and will help you to enjoy the

ame.

¢ The illustration shows how an Official Court should be
laid out. Place sections of two by fours and nail together so
as to make two 6 foot squares. The stakes should be driven
in the ground in the center of these boxes inclining slightly
toward each other. Fine clay or sand should then be placed
around the stakes and tramped down. Clay should be moist-
ened occasionally. The diagram on page 2 indicates the
outer dimensions of the court.

If it is not convenient to install the clay or sand-filled
boxes about the stake, the ground should be spaded up so
as to prevent the shoes from bouncing and sliding when
they strike.

HOW TO HOLD THE SHOE

While no two experts will agree on the best
way to hold a horseshoe (and you will doubt-
less develop your own particular grip), two
methods are herewith illustrated for the benefit
of the beginner.

It is important for your success at the game
that you adopt one hold and continue to use it. The man,
woman or child who makes ringers consistently must prac-
tice until the pitch is made easily with the eye judging the
distance and directing the movements of the arm and wrist.

Experts can pitch ringers when the stake is hidden
behind a blanket, or when they are blindfolded.

You, too, can do this if you practice.

Just take the shoe in your pitching hand,
feel the weight and grip it in any one of the two
ways illustrated. Next, take your stand at the
stake and make ready to pitch the shoe. All

ready? Now read how to pitch the shoe.

HOW TO PITCH THE SHOE

The first rule of pitching the horseshoe is to keep the
eye on the stake.

The three illustrations (shown for right handed pitchers)
will aid you in assuming the proper position and “follow-
through” as they say in golf.

First, you grip the shoe and stand with feet together
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close to the stake. Next you bring the shoe up at arm's length
and sight it as would a rifle so that the opposite stake appears
in the center of the shoe. (See Fig. 1)

Second, you drop the pitching arm with an easy swinging
motion and bring it back past the body, at the same time step-
ping forward with the opposite foot. (See Fig. 2)

Third, you pitch the shoe by bringing the pitching arm for-
ward and at the same moment step forward with the foot on
the same side as the pitching arm. (See Fig. 3)

Ei ﬁl EI

The rhythm with which you perform this motion determines the
accuracy of your pitch, provided you have properly gauged the
distance.

Your forward step must not carry you beyond the three
foot foul line.
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BACKBOARDS (Highly recommended to prevent injury from
stray and rolling shoes)

1. Height 12 inches
2. Width 3 feet
3. Distance behind stake 4 feet
4. Material 2 x 12 hardwood

5. Paint Color Contrast Stake Color
FENCE
1. Minimum distance from stake 8 feet
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ST PIERRE HORSESHOE OUTFITS
Available at fine stores everywhere

RC5 Royal Classic Championship Outfit

Made in the USA. The Royal is our most pop-
ular seller and is considered America's favorite
backyard horseshoe. Ideal for family and back-

= yard fun, parks, and organizations. Equipment
necessary for 2-4 person play, 4 forged steel

4L Royal horseshoes, 2 solid steel stakes (24"),
and official rulebook. Comes with our unique,
easy to carry, gray plastic tote. NHPA approved.

AC5 American Professional Outfit

Made in the USA. The American Professional horse-
shoe is designed by a World Champion horseshoe
pitcher. Ideal for leagues, clubs, and serious players.
Equipment necessary for 2-4 person play, 4 forged
steel American horseshoes, 2 solid steel stakes
(24"), and official rulebook. Comes with our unique,
easy to carry, black plastic tote. NHPA approved.

NOTE: All of the above are also available in sets of 2 or 4 shoes
only (no stakes).

OFFICIAL RULES FOR HORSESHOE PITCHING

RULE 1 — COURT LAYOUT

Section a. A court will occupy a level area of at least 50 feet
in length (in a north-south direction if possible), be at least 10
feet in width and consist of two pitcher's boxes, each six feet
square with a stake in its exact center. The pitcher's boxes
shall be located in such a manner that their front edges are
parallel and the stakes are 40 feet apart in the middle of the
total area.

Section b. When a number of courts are constructed adjacent
to each other as required for tournament play, the stakes of
one court shall be at least 10 feet, 12 feet is preferable, from
the stakes of adjacent courts. Foul lines in front of the pitcher's
boxes shall be in a straight line across the entire layout.

RULE 2 — PITCHING DISTANCE

Section a. The pitching distance for men shall be 40 feet

between the bottoms of the stakes where they emerge from
the ground with a foul line three feet in front of each stake.

Section b. Pitching stakes for women, juniors, handicapped
and 70+ men who choose to do so shall be 30 feet apart, with
a foul line three feet in front of each stake. When 30 foot pitch-
ers play on a court constructed for 40 foot pitchers, foul lines
shall be marked 10 feet in front of the men’s foul lines, parallel
to, and the width of the men’s platform. An imaginary stake
should be marked on the ground. All 30 foot pitchers may
pitch a distance anywhere from 30 to 40 feet, but must pitch
from a platform on either side of the court. No 30 foot pitcher
will be allowed to stand in the middle of the court.

Section c¢. A 70+ man shall declare himself to be either a 30
foot pitcher or a 40 foot pitcher and shall establish his percent-
age at that distance.

RULE 3 — PITCHER’S BOX

Section a. Each pitcher's box shall be six feet square with the
stake in the exact center and consist of an area of clay, syn-
thetic substance, dirt or sand into which the players throw their
shoes and flanked by two pitchers’ standing areas from which
the players throw their shoes.

Section b. The clay, dirt, sand or synthetic substance area

must be a minimum of 43 inches long and in the direction in

which the players throw their shoes and 31 inches wide. The

maximum area is 72 inches long and 36 inches wide. This

area must be located in the middle of the pitcher's box with

the stake in its center. This area should be filled to a minimum
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depth of four inches and kept in a moist, putty-like condition if
clay is used.

Section c. The two pitchers’ standing areas shall occupy the
remaining portions of the pitcher's box flanking the clay, syn-
thetic substance, dirt or sand area. They must be six feet long,
extending three feet in front of the stake and be at least 18
inches wide. They must be level with each other and with the
areas at the opposite stake. They should be as nearly flush as
feasible with the ground outside the pitcher's box.

Section d. The material around the stake must be level with
the box that surrounds it before the contestants start their
warm-up for a contest.

Section e. The material in the pit shall be watered (if neces-
sary) and leveled before a game. During a game a contestant
shall not step on, mash or otherwise repair any of the material
within the scoring radius of the stake without the consent of
the opponent or a tournament official. (Repair needed
because of a measured shoe or a shoe which was “buried”
shall be handled using the same guidelines.) The penalty for
violating this rule shall be forfeiture of the next two shoes.

Section f. Every effort must be made to keep the substance
(if clay) around the stake moist and in good shape to avoid
bouncing ringers and sliding ringers.

RULE 4 — STAKES

Section a. Stakes shall be no larger than one inch in diame-
ter. They may be of cold-rolled steel, mild iron, soft metal or
synthetic material. The top of each stake shall extend not less
than 14 inches nor more than 15 inches above the level of the
pitcher’s platform on each side of the stake, with a 3 inch
incline toward each other.

Section b. When a stake breaks during an inning, the game
shall be discontinued at the end of the previous inning and the
stake shall be repaired. If a stake breaks as a result of the
fourth shoe in an inning and both contestants agree as to the
results of that inning, then it shall be counted. The contestants
shall be allowed four shoes each to warm up and the game
shall continue. Tournament officials may opt to hold the com-
pletion of that game until another time if scheduling dictates.
Tournament officials may opt to move that game to another
court while the repairs are made. A broken stake is defined as
any stake not standing in the same position as when the
inning started due to whatever damage.

RULE 5§ — FOUL LINES

Section a. Foul lines shall be clearly defined three feet in front
of each stake across the entire front edge of the pitcher’s box.
Foul lines should be used if possible and they are required in
all National and World Championships.

Section b. In delivering a shoe, the pitcher must remain
behind the foul line until the shoe has left his/her hand.

RULE 6 — PLAYER AND MEMBER CONDUCT

Section a. No contestant, while opponent is in pitching posi-
tion, shall make any remark, nor utter any sounds within hear-
ing of opponent, nor make any movement that does or might
interfere with the opponent’s playing.

PENALTY: First offense, a warning by referee; second

offense, warning by referee; and upon third offense that game
will be automatically forfeited.

Section b. Any member of the NHPA who indulges in heck-
ling, unfair rooting or any other form of unsportsmanlike con-
duct against a fellow NHPA member may be expelled from the
grounds. This includes inappropriate conduct in, or around,
the court area.

Section c. No contestant shall move his own or opponent’'s
shoe or shoes, until winner of point or points has been
agreed upon by contestants, or decision rendered by the ref-
eree. Referee shall declare foul shoes thrown by a contes-
tant failing to comply with this rule, and award points to the
opponent, according to the_posision of his/her shoes.




Section d. No contestant shall walk to the opposite stake, or
be informed of the position of the shoes, prior to the comple-
tion of an inning.

Section e. A contestant, while not pitching, shall stand on
the opposite side at least two feet behind his/her opponent.
(If the competition is “mixed,” the contestant shall return to
the 40 foot platform, so as not to disturb either the opponent
or contestants on adjacent courts.) The contestant shall
remain stationary and silent while the opponent is pitching
his/her shoes.

Section f. Any player repeatedly violating rules, or guilty of
unsportsmanlike conduct, may be barred from further compe-
tition in the contest.

RULE 7 — CHOICE OF PITCH

Section a. Choice of first pitch, or follow, shall be determined
by the toss of a coin or a flipped-up shoe. In successive
games between the same players, the loser shall have
choice.

Section b. In pitching the shoe, the pitcher shall stand on the
pitcher's standing area at one side or the other of the stake.
A contestant must pitch his/her second shoe from the same
side of the approach as his/her first shoe. A contestant may
pitch his/her shoes from the approach side of his/her choice
during any inning of the game as long as they are both
pitched from the same side. Penalty: The second shoe shall
be declared foul.

Section c. A contestant may switch horseshoes between
innings anytime during the contest. A switch cannot be made
after the first shoe is pitched, unless the first shoe pitched is
broken. Penalty: Both shoes shall be declared foul for that
inning.

Section d. A contestant may use two horseshoes at any one
time during a contest. Any use of a third or more horseshoes
to carry or for any other purpose shall be prohibited. Spare
shoes are to be kept in your horseshoe box or somewhere
off the counrt.

Section e. Any released horseshoe that has crossed the foul
line shall be ruled a pitched shoe and cannot be repitched
unless as covered by Rule 9, Section a.

Section f. If it is discovered during an inning that a contes-
tant has pitched his opponent's horseshoe, that entire inning
shall be pitched over using the proper horseshoes.
Contestants need not walk back up to the original stake to
continue the game. If the contestants fail to discover the error
until after all four shoes have been pitched, the inning shall
be scored on the basis of what shoes they pitched. If they fail
to come to an agreement, the frame shall be repitched.

RULE 8 — FOUL SHOES

Section a. Any shoe pitched by a contestant which lands
outside the fair area of the opposite pitching box is a foul
shoe. Any shoe that lands in fair territory but hits the back-
stop or other objects and comes back into the pitching area
shall be called a foul shoe. Any shoe which strikes a previ-
ously defined object (such as a tree limb, electrical wire, ceil-
ing of an indoor court, etc.,)shall be declared foul, no matter
where it lands. (A shoe which strikes a foreign object — such
as an animal — while in flight to or landing in the pit is not
foul and shall be repitched.)

Section b. Any shoe pitched while a contestant’s foot is on
or over the foul line shall be declared foul.

Section c. Any shoe which is declared foul shall be immediate-
ly removed from the pit. It shall be scored as a shoe in excess
of six inches from the stake.

Section d. When a foul shoe disrupts the position of a shoe in

fair territory, the foul shoe is to be removed from the pitching
area and all other shoes are to remain as they are.

RULE 9 — BROKEN SHOES

When a shoe lands in fair territory and is broken into separate
parts it shall be removed and the contestant allowed to pitch
another shoe in its stead.

RULE 10 — OFFICIAL SHOE

An official (legal) shoe shall be NHPA sanctioned and
approved. A shoe shall not exceed 7-1/4 inches in width, 7-5/8
inches in length, and shall not weigh more than two pounds, ten
ounces. On a parallel line 3/4 of an inch from a straight edge
touching the points of the open end of a shoe, the opening shall
not exceed 3-1/2 inches.

RULE 11 — MEASUREMENTS FOR SCORING

Section a. Measurements to determine points shall be made
with calipers and straight edge and shall be made to the closest
part of the stake.

Section b. A shoe must be within six inches of the stake to
score.

Section c. A ringer is declared when the touching of both
points of the shoe with a straight edge permits a clearance of
the stake.

RULE 12 — PRACTICE SHOES

Between games pitchers shall be limited to four (4) practice
shoes once the scorekeeper and both pitchers are on the court
ready to proceed with the next game.

RULE 13 — SCORING RULES

There are two official methods of scoring, the cancellation
method and the count all method.

CANCELLATION SCORING

Section a. A regulation game shall consist of forty points in all
contests where a National title is involved. Any other contest
may be decided in any manner acceptable if National Rules,
Constitution and By-Laws are not violated.

Section b. Game points in other toumaments, leagues or con-
tests may be determined by local authorities to fit their condi-
tions.

Section c. A game is divided into innings and each inning con-
stitutes the pitching of two shoes by each contestant.

Section d. The points shall be scored according to the position
of the shoes at the inning’s end, that is, after the contestants
have each thrown two shoes.

Section e. Ringer credits shall be given on the same basis.
Section f. The winner of points shall call the result. In case of a
tie, the party pitching last shall call.

Section g. The player scoring points shall pitch first in the next
inning. In case of no score, the player who pitched last shall
pitch first for the next inning.

Section h. The player having the first pitch in a designated
inning shall pitch two shoes in succession before the other play-
er pitches two shoes.

Section i. Closest shoes to the stake scores...1 point.

Section J. Two shoes closer than opponent's...2 points.
Section k. One ringer scores...3 points.

Section I. Two ringers scores...6 points.

Section m. One ringer and closest shoe of same player
scores...4 points.

Section n. Party having two ringers against one for opponent
scores...3 points.

Section o. All equals count as ties. If each contestant has a
shoe touching the stake or each has a shoe equal distance
from the stake, then the closer of the other two shoes will be
scored as a point, if within six inches of the stake.

Section p. In case each contestant has a ringer, the next clos-
est shoe, if within six inches shall score...1 point.
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Section g. A leaning shoe has no value over one touching the
stake.

Section r. Score Call Method
No score 4 shoes Called as no score

1 Point Called as one point
2 Points Called as two points
1 Ringer Called as one ringer — three points

1 Ringer 1 point Called as one ringer — four points

2 Ringers 6 points  Called as two ringers — six points

1 Ringerea.noscore  Called as one ringer each — no score
1 Ringer ea. 1 point  Called as one ringer each — one point
3 Ringers 3 points Called as three ringers — three points
2 Ringers ea. no score Called as four dead

In each instance the player calling the score must call his/her
name and must be the one scoring.

In a no score situation the player pitching last shall be the one
to call the score.

COUNT ALL SCORING

Section a. A regulation game may consist of fifty shoes
pitched by each player (25 innings). However, the number of
shoes actually pitched may be set by league or tournament
officials to fit their conditions.

Section b. Each player shall receive credit for all points
according to the position of the shoes at the end of each
inning, regardless of what his opponent throws. Thus it is pos-
sible for each player to score six points in any one inning.
Ringers count three points and shoes within six inches of the
stake count one point each.

Section c. Players shall alternate first pitch, one player having
first pitch in the even innings and the other player in the odd
gurr)be%r innings. The double alternate first pitch may be used if

esired.

Section d. Ties shall be broken by pitching as many extra
innings as are designated in the tournament rules.

RULE 14 — DOUBLES GAMES

Two players are partners and pitch from opposite ends of the
court against a similar combination of opponents. Partners’
points are added together, but the individual records of ringers
and shoes pitched should be kept. Otherwise the game is the
same as the conventional singles or walking game.

RULE 15 — THREE-HANDED GAMES

In three-handed cancellation games, when two of the contes-
tants have a ringer each and the third contestant does not
have a ringer, the third contestant is out of the scoring for that
frame and the score for the frame shall be determined as if just
two contestants were participating. If only one ringer is thrown,
that contestant shall also receive a point for his/her other shoe
if it is the closest shoe within six inches of the stake. Otherwise
regular cancellation rules apply.
RULE 16 — RECORDING OF RESULTS
Section a. The recording of results shall be as follows:

W — Games Won DR — Double Ringers

L — Games Lost SP — Shoes Pitched

P — Points OP — Opponents Points
R — Ringers PR — Percentage of Ringers
WARNING:

This horseshoe outfit is not a child's toy. Adult supervision is
required for children playing this game. Do not stand near the
area where the horseshoes are being thrown. Never pitch the
horseshoe until you are sure the pitching area is clear of
everyone first. Proper use of this outfit can avoid damage or
injury. Please read instructions carefully.
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STPIERRE

S P O R T S

317 East Mountain Street
Worcester, Massachusetts 01606
Telephone (508) 853-8010

FAX (508) 853-3860

www.stpierreusa.com
email: info @stpierreusa.com

OFFICIAL
RULES

HPA

NHPA
APPROVED
SHOES

WARRANTY
CONTENTS FOUND TO BE DEFECTIVE WILL
BE REPLACED FOR A PERIOD UP TO 60
DAYS WITH DATED PROOF OF PURCHASE.

If you have a problem or question about
your horseshoes, do not return to your
place of purchase. Please call our customer
service department at 1-800-926-2342.




