Rules and Regulations for the Ten Events

The Ten Memory Disciplines

1. Spoken Numbers
Aim

To commit to memory and recall as many Spoken Numbers as possible.

Time to memorise

Attempt 1 - 100 seconds

Attempt 2 - 200 seconds

Time to recall

Attempt 1 - 5 minutes

Attempt 2 - 10 minutes

Memorising

1. A recording is played that has a clear voice reading outdecimal digits in English (1,5,4,8 etc) at a rate of 1 second per digit.

2. Attempt 1 - 100 digits are spoken

3. Attempt 2 - 200 digits are spoken

5. No writing is allowed during the playing of the recording.

6. When a contestant has reached their memorising limit they must stay quietly in their seats for the remainder of the recording.

7. If for some reason the attempt had to be paused due to an external distraction, the attempt will be continued from 5 numbers before the interruption. The extra recording will be played for the rest of the numbers, to the target amount.

Recall paper

1. Contestants may use the Recall Papers provided.

2. If a contestant wishes to use his/her own Recall Papers,

these must be approved by the adjudicator before the competition. Contestants must write their recalled numbers in consecutive order from the start of the spoken sequence.

3. Competitors may have the Recall Papers for the event placed on the floor under their desks. Once the recording has finished and they are told to do so by the arbiter, they may pick up the papers and begin the recall.

Scoring

1. One point is awarded for every correct consecutive digit that the contestant writes down from the first digit of the spoken sequence.

2. As soon as the contestant makes their first mistake, that is

where the marking stops. For example if a contestant recalls 127 digits but makes a mistake at the 43rd digit then the score will be 42. If a contestant recalled 200 digits but made a mistake on the first digit the score would be 0.

3. In the case of an external distraction, the contestants must be able to write down the numbers of the first trial, and then the numbers of the second extra trial will be added.

For example: A trial with 100 digits: A loud noise disrupts the discipline at the 47th digit.
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The organizer decides that till digit 42 (retrospective deletion) the number could have been recalled perfectly. The recording is resumed at digit 42 and continues to the 100th digit. In the recall phase only if somebody can write down the first 42 digits correctly would the remaining 58 count.

4. If the reason for the disturbance was a contestant who has disturbed the event in an unfair manner, then he/she is not allowed to take part in the extra trial.

5. In the event of two competitors scoring identically perfect 200s, the winner will be determined by the competitor with the highest score in the second competition. If equal there, the competitor with the highest score in the first competition. If equal there,

the result will be joint first place.

2. 10mins Cards
Aim

To commit to memory and recall as many separate packs (decks) of 52 playing cards as possible.

Time to memorise 10 minutes

Time to recall

20 minutes (there is a 5 minute break between memorizing and recall to allow for the collection of the packs of cards)

Memorising paper

1. A number (specified by the contestant) of separate and individual shuffled packs (decks) of 52 playing cards. The contestant may bring his/her own cards, these must be handed to the adjudicator at least 48 hours prior to the Hour Cards Event

2. The cards can be looked at repeatedly and more than one card can be looked at simultaneously.

3. The packs must be numbered in sequence, initialled and bound with an elastic band.

The order of memorisation (top to bottom or bottom to top) should also be indicated. This can be done during memorisation or immediately after. Elastic bands and labels will be provided to the competitor for this purpose.

4. Contestants submit the number of completely memorised packs and indicate if the last pack has been only partially committed to memory.
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Recall Paper

1. Contestants will be handed the Recall Papers.

2. If a contestant wishes to use his/her own Recall Papers, these must be approved by the adjudicator before the competition.

3. Contestants must write down the order of each pack of cards so that the value (e.g. A,2,3….J.Q.K) and suit (Clubs, Diamonds, Hearts, Spades) is clear for each card in each pack.

4. Contestants must make it clear on their Recall Papers, to which pack the list of cards is referring.

Scoring

1. 52 points are awarded for every pack (deck) correctly recalled.

2. 26 points are awarded if there is a single mistake in a pack.

3. 0 points are awarded if there are two or more mistakes.

4. For the last pack only. If the last pack is incomplete (e.g.only the first 38 cards were memorised) and all of the cards recalled are correct, then the points awarded will equal the number of cards recalled (38 in this example).
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5. If the last pack is incomplete and there is one mistake then the points awarded will equal half the number of cards recalled. (For an odd number of cards the fraction is rounded up e.g. for 19 cards and one mistake, the score would be 19/2

rounded up equals 10).

6. Two or more mistakes in the last pack scores 0.

7. In the case of tied winning scores the winner will be decided by looking at the extra decks the contestant has tried to recall but for which he/she got 0 points. For every correctlypositioned card 1 decision point will be given. The contestant with more of those decision points is the winner.

3. Historic / Future Dates
Aim

To commit to memory and recall as many fictional numerical historic/future dates as possible and link them to the right historic event.

Time to memorise 5 minutes

Time to recall 15 minutes

Memorising paper

1. 110 different historic/future dates, with 40 dates on a page will be given.

2. The historic/future dates are between the years 1000 and 2099.

3. All historic/future dates are fictitious or general (e.g. Peace Treaty signed).

4. The length of the event text is between 1 and 10 words.

5. Statistically the whole range of years will be used and no

year (and no event) will be presented twice.

6. The 4-digit number of the historic/future years are on the left side of the event and the events are written down under each other.

Recall paper

1. Contestants will be given 3 sheets of Recall Paper with 40 historic/future event texts written on each.
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2. The historic/future event texts are in a different order from that of the memorising phase.

3. Contestants must now write down the correct year in front of the event texts.

Scoring

1. A point is awarded for every correctly assigned year. All 4 digits of the year written down must be correct. Half a mark is deducted for an incorrectly assigned year.

2. Only one 4-digit year can be written down in front of the event.

3. The points are added up (max. 110 points)

4. In the case of tied winning scores, the winner will be decided by counting the mistakes (incorrectly assigned dates) of the contestant - the contestant with less incorrectly assigned

dates is the winner.

4. Binary Numbers
Aim

To commit to memory as many Binary digits (101101 etc) as possible and recall them perfectly.

Time to memorise 5 minutes

Time to recall 10 minutes

Memorising Paper

1. Computer generated numbers are presented in rows of 30 digits with 25 rows per page. (750 digits per page)

2. 2000 digits are presented although more are available from the adjudicator and must be requested one month in advance of the competition.

Recall Paper

1. Contestants must use the Recall Papers provided.

2. It must be clear how the rows presented on the Recall Paper relate to the rows on the Memorizing Paper (missing rows must be clearly indicated).

Scoring

1. 30 points are awarded for every complete row that is correctly recalled in order.

2. For every complete row of 30 that has a single mistake in it (this includes a missing digit), 15 points are awarded.

3. For every complete row of 30 that has two or more mistakes (including missing digits) 0 points are awarded for that row.
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4. For the last row only. If the last row is incomplete (e.g. only the first 19 numbers have been written down) and all of the digits are correct, then the points awarded will equal the number of digits recalled (19 in this example).

5. If the last row is incomplete and there is a single mistake (this includes a missing digit) then the points awarded will equal half the number of digits recalled. (For an

odd number of digits the fraction is rounded up e.g. 19 the score would be 19/2 rounded up equals 10)

6. In the case of tied winning scores, the winner will be decided by looking at the extra lines the contestant has tried to recall but for which he/she got 0 points. For every correctly positioned Binary number there will be given 1 decision point.

The contestant with more of those decision points is the winner.

5. Random Words
Aim

To commit to memory and recall as many random words as possible.

Time to memorise 5 minutes

Time to recall 10 minutes

Memorising paper

1. A list of generally known words organised in columns of 20 with 5 columns to a page. 2 pages of words (200) are provided. Approximately 80% concrete nouns, 10% abstract nouns and 10% infinitive verbs.

2. Contestants must start at the first word of column 1 and remember as many of the words as possible in order.

Recall paper

1. Contestants may write down the list of words on the Recall Papers provided.

2. If a contestant wishes to use his/her own Recall Papers, these must be approved by the adjudicator before the competition.

3. Each word must be clearly numbered and the start and finish of each column of words easily identifiable.
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Scoring

1. A point is awarded for every word in a complete column where all 20 words are correctly spelt.

2. One mistake (including any gaps) in a column of 20 words gives a score of 10 for that column (20/2).

3. Two or more mistakes (including any gaps) in a column of 20 words scores 0 for that column.

4. The contestant may use upper or lower case letters.

5. For the final column only. If the final column is partially complete, a point is awarded for each word if every one is correctly spelt. One mistake (including any gaps) in the partial column means the points awarded will equal half

the number of words recalled. Two or more mistakes (including any gaps) will score 0 for the column.

6. *If a word has been clearly memorised, but has been spelled in an incorrect way, no points are given for this word. It will not, however, cancel other words in a column. For example, if somebody writes 'rythm' instead of 'rhythm', no points will be given for this word, and, if all other words in the column are correct, full marks minus one will be given for that column (e.g. 19).

7. If there is both one memory mistake in a column and a spelling mistake, then first the maximal points given for the column will be halved and than a point for the wrong spelled word will be subtracted (e.g. max 20 points, divided by 2 gives 10 points, minus one is 9.) [The different order leads to 9.5 points]
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8. The points for each line will be added up. If a non integer result is obtained, it will be rounded up (72.5 points = > 73 points).

9. In the case of tied winning scores, the winner will be decided by looking at the extra columns the contestant tried to recall but for which he/she got 0 points. For every correctly positioned word there will be given 1 decision point
The contestant with more of those decision points is the winner.

6. Abstract Images
Aim

To commit to memory and recall the sequence of abstract images in as many rows as possible.

Time to memorise 15 minutes

Time to recall 30 minutes

Memorising Paper

Five A4 pages consisting, each containing 10 rows of 5 images each. (250 images in total) Contestants may choose which rows to attempt.

IMPORTANT - No writing or measuring instruments or additional sheets of paper may be present on the desk during the memorisation phase of this event. (What constitutes a measuring instrument is at the discretion of the Chief Arbiter)

Recall Paper

The same format as the memorisation paper but with the 5 images in a different sequence within each row. Note the rows are in the same order. Contestants must write under each images a number indicating its original position. (reading from left to right).
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Scoring

Five points are awarded per correct row. If there are any omissions or errors within an attempted row one point is deducted from the overall score.

(ie perfect rows score +5, rows with errors score -1)

7. Names and Faces
Aim

To commit to memory and recall as many names as possible and link them to the right face.

Time to memorise 5 minutes

Time to recall 10 minutes

Memorising Paper

110 colour photographs of different people (mostly head and shoulder shots without backgrounds) with a first name and a second name printed underneath each picture.Pictures are of a wide range of ethnic groups and names are an international mixture. Names are assigned randomly to avoid competitors getting a

clue to the name by the ethnic origin of the face. Pictures are provided in either 3 rows of 3 per page on 13 sheets of A4 paper or 3 rows of 5 per page on 8 sheets of A3

paper. Competitors who do not use a European alphabet (eg. Chinese, Arabic, Hindi) may request a translation into their own language at least one month before the tournament.

Recall Paper

Contestants will be given the 110 colour photographs again in the same format as the memorisation paper but with the names removed and the pictures in a different order.Contestants must clearly write down the correct name (first and/or second name) under each photograph 

Scoring

1. A point is awarded for every correctly spelt first name.

2. A point is awarded for every correctly spelt second name.

3. Half a point is awarded for every first name that is phonetically correct but incorrectly spelt (e.g. Clare instead of Claire).

4. Half a point is awarded for every second name that is phonetically correct but incorrectly spelt (e.g. Smyth instead of Smith).

5. Points are still awarded if only the first name or the surname can be recalled.

6. To get the total points the points given for each correct name will be added up. If a non integer result is obtained, it will be rounded up (72.5 points = 73 points).

7. In the case of tied winning scores, the winner will be decided by looking at the photograph to which a name has been incorrectly assigned –

The contestant with fewer incorrectly assigned photographs is the winner.

8. 15 Minute Numbers
Aim

To commit to memory as many random digits (1,3,5,8,2,5, etc) as possible and recall them perfectly.

Time to memorise 15 minutes

Time to recall 30 minutes

Memorising paper

1. Computer generated numbers are presented in rows of 40 digits with 25 rows per page.

2. 1000 digits (2 sheets) are presented although more are available from the adjudicator but this must be requested one month in advance of the competition.

Recall Paper

1. Contestants may use the Recall Papers provided.

2. If a contestant wishes to use his/her own Recall Papers, they must be approved by the adjudicator before the competition

3. Contestants must write their recalled numbers in rows of 40 digits. It must be clear how the rows presented on the Recall Paper relate to the rows on the Memorising Paper (missing rows must be clearly indicated).

Scoring

1. 40 points are awarded for every complete row that is correctly recalled in order.
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2. For every complete row of 40 that has a single mistake in it (this includes a missing digit), 20 points are awarded for that row.

3. For every complete row of 40 that has two or more mistakes (including missing digits) 0 points are awarded for that row.

4. For the last row only. If the last row is incomplete (e.g. only the first 29 numbers have been written down) and all of the digits are correct, then the points awarded will equal the number of digits recalled (29 in this example).

5. If the last row is incomplete and there is a single mistake (this includes a missing digit) then the points awarded will equal half the number of digits recalled. (For an odd number of digits the fraction is rounded up e.g. 29 the score would be 29/2 rounded up equals 15).

6. For two or more mistakes in the last row (including missing digits) 0 points are awarded for the last row.

7. In the case of tied winning scores, the winner will be decided looking at the extra lines of each contestant that the contestant tried to recall but for which he/she got 0 points. For every correctly positioned digit 1 decision point will be given.

The contestant with more of those decision points is the winner.

9. Speed Numbers
Aim

To commit to memory as many random digits (1,3,5,8,2,5, etc) as possible and recall them perfectly. Two attempts given.

Time to memorise 5 minutes

Time to recall 15 minutes

Memorising paper

1 Computer generated numbers are presented in rows of 40 digits with 25 rows per page.

2 1000 digits (1 sheet) are presented. 
Recall Paper

1. Contestants may use the Recall Papers provided.

2. If a contestant wishes to use his/her own Recall Papers, these must be approved by the adjudicator before the competition. Contestants must write their recalled numbers in rows of 40 digits.

3. It must be clear how the rows presented on the Recall Paper relate to the rows on the Memorising Paper (missing rows must be clearly indicated).
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Scoring

1. 40 points are awarded for every complete row that is

correctly recalled in order.

2. For every complete row of 40 that has a single mistake in it (this includes a missing digit), 20 points are awarded for that row.

3. For every complete row of 40 that has two or more mistakes (including missing digits) 0 points are awarded for that row.

4. For the last row only. If the last row is incomplete (e.g. only the first 29 numbers have been written down) and all of the digits are correct, then the points awarded will equal the number of digits recalled (29 in this example).

5. If the last row is incomplete and there is a single mistake (this includes a missing digit) then the points awarded will equal half the number of digits recalled. (For an

odd number of digits the fraction is rounded up e.g. 29 the score would be 29/2 rounded up equals 15).

6. For two or more mistakes in the last row (including missing digits) 0 points are awarded for that row.

7. The winner of the event is the contestant with the highest score (the best score from the two attempts is put forward).
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8. In the case of tied winning scores, the winner will be the contestant who has a better second trial. If the contestants are also equal in this second trial the adjudicator will look at the extra lines of the best trial of each contestant. (The lines the contestant tried to recall but for which he/she got 0 points.) For every correctly positioned digit 1 decision point will be given.

The contestant with more of these decision points is the winner.

10. Speed Cards
Aim

To commit to memory and recall a single pack (deck) of 52 playing cards in the shortest possible time.

Time to memorise 5 minutes

(There are two attempts at this event with 'fresh' deck each time)

Time to recall 5 minutes (for each attempt)

Memorising paper

1. A freshly shuffled pack (deck) of 52 playing cards. The contestant may provide his/her own cards, these must be shuffled by the adjudicator before the competition.

2. Contestants who expect to memorize the complete pack (deck) of cards in less than 5 minutes:

a) Must inform the adjudicator so that a timekeeper with a stopwatch (capable of measuring 1/100 of a second) can be assigned and

b) Must agree with their invigilator an appropriate signal that indicates they have finished Memorising.

3. Contestants must not begin recalling their pack until the adjudicator has announced that the 5 minute memorisation period is complete.
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4. The cards can be looked at repeatedly and more than one card can be looked at simultaneously.

Recall paper

1. After the memorising phase each contestant gets a second pack of cards which is in perfect order (i.e. 2 hearts, 3 hearts, 4 hearts, etc.) The contestant has to order this second deck of cards in the same sequence as the pack just memorised.

2. The packs will be clearly identified as the first or second (recall) pack.

3. After the recall phase both decks will be put beside each other on the table, the top card being the first one memorised.

Scoring

1. The arbiter will compare each card from the memorized pack with each card of the recall pack. At the first discrepancy between the two packs, only the cards up to this point will be counted.

2. The contestant, who correctly memorises all 52 cards in the quickest time, wins the event.

3. If a competitor recalls less than 52 cards the memorization time (t) will be taken as 300 seconds.

4. The best score from the two attempts will count. Scores will be calculated using the following formula: Points = [1000/(t/30)] * [c/52] where t = memorisation time in seconds c = number of cards correctly recalled

56

5. The best score from the two attempts counts.

6. In the case of tied winning scores the score of the other trial will decide the winner.

Multiplying factors  for championship score with the raw scoring
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The Millennium Standards are the scores corresponding to 1000 paints in a discipline. The Milennium
Standards were last revised in June 2007.

The Grandmaster Standards are the results required to attain the title of ‘Grandmaster of Memory'. All three
standards must be achieved, though not necessarly in the same compefition
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