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Introduction

Thank you for purchasing CurlStat! | wrote this program to tassisches in the
development of their curling teams. If you are new to the progangdest the following to learn
how to use it efficiently. Use the manual and the program togefgeyou go through the manual,
use the program at the same time. The manual presents many of the simplersdatstit- this will
allow you to get used to the program interface quickly. Be sure totheaggh Tips On Using
CurlStatsection, too.

| developed this program over a period of years. | started withasta statistical forms on
paper, but then developed my own paper forms when my son wanted to ké&egpf tilae broom
locations. | calculated statistics, and we kept a record niot@book. Soon | had developed a
spreadsheet to keep track of it all, and to compute statistics over multpds.ga

But it took considerable time to enter all the data on the foumsg the games and enter it
later into the computer. So | developed a program to record théndhta spreadsheet live during
the game, then | added the ability to move and record the locationsstbties. This worked well,
but it was too slow and if others were to use the program, theydwwed to purchase the
spreadsheet as well as my software. So finally | developed dgsaon. The program is developed
for Windows 95, Windows 98, Windows NT and Vista. It will work on a Tablet PC.

At some point, | may be able to make CurlStat into an internatwoglram, but for now it is
English based. Use the computer’'s control panel to set the comjangtsge to English, if
necessary.

| hope the program helps you and your team to measure their progressfarnd petheir
best. | am interested in improving the package. Please send any suggestions to me at:

Ralph Roza

1015 S. 220bSt
Elkhorn, NE 68022
USA

Or reach me at my email addresgaralph@cox.net

Installation

The program installs like most Windows-based software.
Uninstall any previous version of CurlStat.

Download CurlStat fronittp://members.cox.net/rozaralph/download.htarl open the CD
with CurlStat Version 6 on it. Find the InstallCurlStat.e fiRun it and follow the instructions on
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the screen.

Locations of Files:
MyDocuments\CurlStat
CurlStatManual.pdf, Readme.rtf.
CurlStat6.ini, Teams.mdb will be created here.
MyDocuments\CurlStat\Data
CCCMens.crl Sample CurlStat database
Startup.crl An empty CurlStat Database
MyDocuments\CurlStat\Reports
CurlStat report files
Progam Files\CurlStat
CurlStat.exe
2 icon files, 2 uninstall files

Upon installation you receive 20 trial runs. During the trial periodpRleand Replay modes are
limited to 8 ends, and Resume Recording is disabled. You must retifistgarogram to get
permanent  access. You can purchase CurlStat through the Web's Site
(http://members.cox.net/rozaralph/) “Ordering CurlStat” link usingP@a At that link, there is also

an order form that you can print and mail to me if you prefer teivedhe program on CD, or pay
through check or money order.

To register, contact Ralph Roza 402 763 9152, Emairalph@cox.newith the registration number
and your full name. You will receive the activation code. Click ogifer to enter the activation
code and user name. Each purchase allows 2 activation codes, one fapygurrahd one for your
desktop computer.

Getting Started

The opening window, shown below, presents the initial menu options.

DataBase Game Statistics Curling Sheet Exit About

To create or delete the files that store curling games, you weeltheDATABASE menu
item. The CurlStat database files have a .CRL extensianh & these files can hold many games.
| suggest you create a database (.CRL file) for each tournandmunspeil you attend. Because
CurlStat allows you to copy and delete individual games, you can always games from one
database to another if you want to later. G&ME menu is used for various actions taken on a
specific game. Sele@GAME to record, playback, edit, copy, etc. the games stored in the database
files. TheSTATISTICS menu is for selecting a game or multiple games to be usediousa
statistical reports. Th€URLING SHEET menu is selected to display a strategy board. The
About menu displays information about CurlStat, its registration, andS@utelated aspects of
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your computer system. | suggest you work with the program and the magetier as you read
through the following sections. The material is presented in @er @et to make it easy to get
familiar with the program interface.

Strategy Board

From the opening menu, click @JRLING SHEET. The strategy board is displayed. Try
resizing the window by clicking on the box, circled in yellow in the figoeow, or by using the
mouse to drag one of the edges of the window. The size of the she¢braesl \sill adjust to the
size of the window. The strategy board can be put onto the screeg agame, for example at the
5-end break.

Click onHome or Away to move the house accordingly. Use the mouse to move the stones.
Use the conventional dragging technique of clicking on the stone and movimgotise while
holding the left mouse button down. The screen will highlight thetheeatone will move to when
you release the mouse button. The light lines in the sheet aré &tiggiment of shots. Double-
click on a stone to "put it back". Click &xit to close and return to the main menu.

= Curling Stategy Board =10 ﬂ
Exit

Away

T A
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Game Play Back

To play back a set of games includg

with the program, selectame, then select
Play Back. From the window labele®pen
a Curling File, select CCCMens.CRL
CCCMens.CRL
contains games played during a Canad
Championship. There may be oth@RL
files there, also. All database files used
this program end with the extensiocGRL.
After you select the file, two things wil
happen 1). the lower portion of the windo!
will show a list of the games contained
this file, and 2). theDone button will be
activated. For example the John Morris
Andy Roza game is included in the list g

the right, as well as several other gamgs

Select theDone button to display the Pla
Back window, shown below.

When using CurlStat, refer to this box. [It
contains brief instructions that are updatg0
as you use the program.

Shown below is the left half of the playback screen. Note thabthe that are currently scoring
are labeled 1,2,3. Also note the two red stones that have the crdssehpattern on it. Stones
marked in this manner indicate the location of a rock prior to thejstotnade. So in this case, it

Open a Curling File

is a database file thpat

q Lizt of Databases

Duluth.CRL
Duluth98.CREL
FINAL.CRL
italy. CRL
Jrwrld38.CRL

kenorad97_CRL
mankatl.CRL
mankato.CRL
MATLS97.CEL
ntls98.CRL

-

Jrwrld99.CHL

= cil

Igd:

-

DA
=3 C5tat32
S MDICStat

[T Use ANl Games

All games shown below will be available for replay.

S

Q99708720

0899/03/22
l982y03r23
13293203y
1335/03/24

198203725
198803726
139203727

|Haller, Ch| .
|Nekowvarik, | .
|Land, Andr| .
|Hakansson, | .
|Eashiwagi,| .
|Mardoch, D] .
|Morris, Jol .
|Bernsten, | .
|Jaiggi, Dal .
|Haller, Chl .
|Hakansson, | .

shows the two red stones were removed leaving yellow lying 3.

The area used by the sheet and the stones will adjust to tlué girewindow. Generally, the larger
the window, the larger the display of the playing surface will be.n@nitors with high resolution,
the playing area will take up a larger share of the screennmédage monitors with high resolution
ideal for demonstrations. Also, if your computer screen is higherwiide, common with Tablet

PC'’s, CurlStat will adjust the layout of information on the screen to take dhesttage of this.

CurlStat Users Manual
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urlStat - [Game Play Back]

BookMarks QuickStats Capture Exit

Ikl Game > [»]
@) USA Jr Mens 01
4] CAN Jr 04
Location: shest:
| 3nMsmo01 | Ogden Arena | 3
[ Ends BackiForward | 4 | » |
4] 4 Shots Back/Forward M
| Roza, Andy | 1
| Gu=zhue, Brad | 3
|Draw | i [End | 4
Player.Rock
4567 8
T 3.1
(@ENENTIE

|.Jaixer1, Steve

Shot called:
Shot Type: Broom
i [ Right &
HitwWeight Feet off center:
I8 - [eft}, + [right} 238

Turn: Expected Time: 0
Out Shot Timing: 291

Pre-Shot

Strategy |
Broom |
Response to call |
Adjust broom |

Agree
ok

Pre-shot dialog |
Pre-shot routine | 0k

Print Preview
Print to Printer [ Hide previcus shots.
MaxSheetSize

[ Hide target and arrow.

When games are viewed on tBame Play Backwindow, information cannot be changed.
SelectExit to return to the main menu after you have become familiar with this window.

Use theGAME bar to move forward and backward a game at a time. When you hade foun
the game you want to play back, use $twts Back/Forwardbar to move forward and backward a
shot at a time. Use tHends Back/Forward to move forward and backward to the beginning of
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each end of the gamélhe outer arrows of theAME bar moves to the first and last game. The
outer areas of thEHOT bar moves to the first shot or last shot of that game. The skife aéam
that has thrown is shown in bold, as is the throwers name. The dnaxdathe thrower’'s name is
highlighted in the team color. The stone display above the player slaowe which rock was
thrown and its color. The hammer icon identifies the hammer team.

SelectBook Marks to display a list of shots for this game that have been book marked,
during the recording, playback, or editing. When a book marked shot iteselie replay window
will display that shot. The book mark window can be left open and asedquick way to move
from one important shot to another. The first shot of each gam&amatically set to bookmark
itself during the recording process, to provide a rapid method of jumpiagtigito the game you
wish to replay. Book marks can be set when recording a game or when editing a game.

QuickStats is intended to
provide immediate statistics during ¢
after a game. Each of the repo

™ CurlStat - [Game Play Back]
& BookMarks Relli=EeN Capture

Exit

provided inQuickStats is also available
and kept current for each shot as t
game is being recorded. Samp
displays and further discussion

presented ippendix |

Totals - Table

Each End - Table
Potential and Results
Graphs

Totals - Table shows individual
and team percentages for each shot type and for all shot typlse. $haws percentages by
each player's first and second shots, a valuable aid in identifying potential bad rocks

Each End - Tableshows percentages for each end, for each player and the team Toials
table will highlight in green those ends where players shot abovecanpege. It will
highlight in red the ends where players shot below a certainrgagee The table provides
the option of adjusting these percentages. The table will dedaliighlighting in green all
ends greater than 80%, and highlighting in red all ends with a pegeenttdess than 60%.
Because you can adjust these percentages, you can determine hovantoto wse the
highlighting.

A table of differences is also included, which shows the perceditigeence for each end,
for each player and the team totals. This table defautighdight in green each end where
our percentages exceed the opponents by 20%, and highlight in red the endowhere
percentages are 20% below our opponent's. These percentages ardladjusther
changing any of the percentages, just clickRe&esh Tablebutton.

Potental and Results —This will present a series of graphs showing the potential that wa
available for each shot (as recorded by the coach) and the eegulil(as recorded by the
CurlStat based on the scoring position of the rocks). This is discussed in Appendix I.

Graphs will display many graphical charts of the statistics for glaene. Some examples

include statistics and statistical differences by end fortdaen as a whole, and each
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individual. Statistics for the Game include team and individualgdor each type of shot
and for all shots. Many of the charts are comparative, displaying dentst results on the
screen at once. The charts can be displayed in a number of 2 idma¢asid 3 dimensional
formats. Individual items displayed on the charts can be selextidplay the numerical
value charted on the screen.

Some 3-d charts will appear initially in the windamva format too small
to be read clearly, but large enough to identify basic function of the
chart. However, if you double click one of theswnts, it will fill the

window. If you again double click the chart, ithwetreat to original size.

When a 3-d chart is full size, if you hold the Gdgly down,
the 3-d charts by moving the mouse.

you can rotate

Also shown on the screen above is @epture feature. It can be
used to copy and past images of a shot situation to the clipboal
use by other programs within Windows. Go to the shot you w
size the window so the image of the sheet is the size yorede
then click on capture. The image of the sheet is captured tc
Windows clipboard. ALT-TAB to go to a word processor, hit e
paste, and the image will be inserted into the document. Spe
instructions are provided in the Writing with CurlStat sectic
Also, a brief example is shown Appendix E

The right half of the playback screen is shown at right. It disgla
wide range of information that can be gathered about a shot.
Pre-shot information category is shown on the above, the categ
at right are During Shot and Shot Result.

Specific entries include the end objective, whether the shot
made or, if missed, by how much; the count potential of the :
and the subsequent shot result, the difficulty level, difficL
multiplier and the score of the shot. There is more informatior
the difficulty factors in theRecord Curling Games section.
Possible reasons for a miss are recorded.

The MaxSheetSize button will generate a display that maxém
the size of the curling sheet area. This may be useful irtisitaa
where the focus of discussion is the location of the stoneshan
way the play of an end develops.

If you double-click on the text display items, that item will |
hidden from the display until that item is double-clicked again,
the replay mode in re-started. So, for example, if you don’t w
your notes displayed — just double-click that field.
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During shot

Lineofdelivery | ok
Release [ ok
Balance [ ok
Vieight T o0
Pick [ ne
Burnt [ ne
Sweeping [ ok
Linecall-skip | ok

Line call thrower | Ok
Post-shot Comm |

Inappropriate | Mo
comments

Shot Result

End objective |

Dead time (sec.) | 0

Hit target |

Missed right by |

Missed long by |

Variance | 0.00 in.

%2 variance |T
Count potential | 0

Count result | 3
Momentum |

Shot placement | 1
Ticked guard |T
Scoring System | 4
Difficulty Mult. |

Difficulty | 1
Score: [ 10000%

MNotes:




Printing a Shot

From theGame Play Backwindow shown above, any individual shot of a game may be
printed. The size of the house that is printed can also beeskbleétfter you click on thérint
Preview button, a window will open to display a preview of what will be pdnté desired, change
the diameter of the house from the 3.00 inch default value. After youihaeeto the desired
width, selectDone. A Print button will appear on th&ame Play Backwindow. Clicking on this
button will send the image to the printer, at whatever resolutiorb&as previously selected via
Windows. Be sure to select the printer through Windows before using this feature.
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Printing a Game or a Portion of a Game

To print a game, seleGAME, then eithermprint preview or print, depending on whether
you want the information sent to screen or the printer, respectively.

= CurlStat
DataBaze WeE[gEN Statistics  Curling Sheet  Exit  About

Record a new game
Flay back an existing game

Edit »
Frint Games Print Preyigw
Export data to 3 text file Print

Copy games to another database
Delete garnes
Resume recording of a game

After selectingPrint Preview as shown above, you see Bpen a Curling File window, select a
database file CRL). Then click on the game you wish to preview. Thmne button will then be
activated. After you press it, the computer will next displayfitseend. Select eithéiext Pageto
continue, oDone. When the last end is displayed, sel@aheto return to the main menu.

The process is close to the same for printing games to ithterpr SelectPrint from the
Print Games menu. A new window will appear showing you the number of theardtlast end of
the game. Enter the range of ends you would like to pBetiore you print to a printer take care
that your printer is set up for Portrait moddhe game printouts support full color printing, in the
colors displayed on the screen. The colors of the rocks and the styeberohanged in thH@ame,
Edit window, if desired, prior to printing.

Database Menu Iltem

To create or delete files that store games, you useAHABASE menu item. The database
files have a .CRL extension. Each of these files can hold many gawws can create several
databases to group games by tournament, bonspiel, etc. Games can be moved between databases

The DATABASE menu offers|l =5z isia
three options:
To Store Games

(EEIEEEEEE Game  Statistice  Curling Sheet Exit About

To Store Games  # Create a new Games databaze
To Store Rocksand To Store Bocks  # Delete an exizting databaze
To Store Teams To Store Teams  # Conyert an older database

ur

Use To Store Gameswhen you wan
to create, delete, or convert a datab
file for recording games. Selet
CREATE a new Games databaséo create a new .CRL file for storing games. SdleitETE a
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new Games databasd¢o delete a .CRL file. Sele@ONVERT an older databaseto convert a
database created with an earlier version of CurlStat to the latasinvers

IMPORTANT: If you have used an earlier version of CurlStatrdoord games,
always back up these files before you convert.eAfonversion the new files will
no longer be usable by the older versions of CatlSt

After you select any one of these options, a dialog box will appear.r &ngelect a file
name with aCRL extension in the upper right portion of @®EN A CURLING GAME window.
Then selecDONE. After the file is created, deleted, or converted, you e a message to that
effect on the screen. Then you will be returned to the main menu.

When you delete a database file, the complete .CRL file imguali of the games in it is
deleted, so use this command with caution. Be aware that sheeseeparate command for deleting a
single game from an existing database (.CRL) file. This scrd#ed under the headirigelete
Gamelater in the manual.

CONVERT an older databaseallows conversion of .CRL files created with earlier vatsi
of CurlStat. If you use this command on a current-version file, data will be copiee new file.

CurlStat has the capability to create
a databaseTo Store Rocks Use the
Create a new Rocks databaseommand
after you first install the program. The
purpose of this feature is to enaljle
calculation of statistics by rock. Th
feature is completely optional, but has bgen
requested by users who want to determing if
differences between rocks is causing| a
problem. After you use the Cre
command, then use th&dd rocks or edit existing datacommand to develop and maintain the
database. If you want to use this feature, it is suggested thaegduheappendixon keeping
statistics by rock.

TheTo Store Teamscommand is t
create a new teams database. This woul

computer and the Teams.mdb file
damaged. A default Teams databas
created when CurlStat Record Game is
run. So you do not have to create a
teams database to use CurlStat. If you
to create a new database, the option| of
copying the data from the old database=
provided.
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The Teams database is maintained (Teams are added, deletel],etditduring the process
of recording games.)

Recording Curling Games

The first item under théGame menu
item is to record a curling game. To begin|fto
record a game, sele@AME thenRECORD a
new game

Select the database file where you want to sjore
the game from thelST OF DATABASES. This
is illustrated in theOpen a Curling File window
in the top left box in red. Then you will see, at the
bottom of the window, a list of the games that fre
already stored in this file, if any. If this is not tfe
database file you wanted, then just select another.
After you have selected the database you warf|t to
use, selectDONE. A blank database fil
STARTUP.CRL is included as part of th
installation process. You may want to use itfto
record initially.

/

When using CurlStat, refer to the bagx
highlighted in yellow above. It contains
brief instructions that are updated as you lise
the program.
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Overview of the Windows used.

There are several windows involved in recording a curling game. vma#ow is for
information on players in the game, the location the game is played, Agtother window is
presented before each end to record the score, identify the vighnthe hammer, and other
information that can be changed after every end of play. One windowdsasecord the data for
the shots.

Identifying the players, location, etc.
At the beginning of the game, the window below is presented.

Items of greatest importance on this window are the names ekijhe and the date of the
game, because these values are used to uniquely identify thisfigamany other game. The
number of theEND is also important.If you have missed recording the first end, be sure to change
the END indicator, because odd-number ends display the "away" house while even edrebds
display the "home" house Clicking or depressing the up or down arrow incrementsEiN®
number. You can select whether you want to use a 4- or 5-point scgsteghs When you select
Save as Preferencesall the information (except the date and the end to start scasimdhis
window is saved to a file and this information will be entered thts window the next time you
load it.
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Establishing teams and players

When you enter a team name and the names of its players on thabfoventhe first time
select theSAVE TEAMS button to save the teams to a file. When you next want to entéedhis
into this form, select the load team button. This will bringthppTeams and Playerswindow,
which allows you to select the team of your choice. This feaawessyou from having to reenter
for each game the names [pf
the players you ar
following. Each time yo
select a team from th
Teamswindow, the player
for that team are shown
the Players window. After
you have selected the teafn,
click on theDone button to
return to theGame Data
window. The player an
team names will be entered
in the window. The sam
process can also be used for
the second team, if desired.

Note that theTeam and Playerswindow includes &ELETE button. This allows you to
delete teams from your team list. If a team name alreadysevhen you select the save teams
button, the new player names are stored, and the old player naargdeded, allowing you to keep
your teams and players lists current. Changes to the Teams gatsPist does not affect the way
statistics are computed. Click @K to continue.

Pre-recording Teams

Before a tournament, take time to enter the names of the teahtkeaplayers. This can be
done by using the window described in the paragraph above. When finished epltererg and
team, proceed to the window that shows the first shot of the gamek tMe End of Game button,
then click on OK — and you are all set!
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Difficulty Factor

The difficulty factor is also an important feature. If the oghecked, a difficulty level of 1
to 5 is used in the calculation of the percentages for daxth $he table below shows how it is used
with the scoring system of 4 points. Also below is a table showsayple calculation for a score
of 4 and a difficulty level of 3 which results in 92% as shown in green.

Percentages using Difficulty Factors
With Scoring System of 4

Difficulty Multiplier (DM) = 0.05
Difficulty Factor (DF)
Score 1 2 3 4 5

1 21.00| 22.00| 23.00| 24.00| 25.00

2 42.00| 44.00| 46.00| 48.00| 50.00
3 63.00| 66.00| 69.00| 72.00| 75.00
4 84.00| 88.00| 92.00| 96.00 | 100.00
5 105.00 | 110.00 | 115.00 | 120.00 | 125.00
6 126.00 | 132.00 | 138.00 | 144.00 | 150.00
Calculations for an example shot:

Score: 4

Difficulty: 3

DM * DF 0.15 (0.05*3)

1+(DM*DF) 1.15

Modified

Score 4.6 (1.15*4)

100 points/20
Basis 5 shots
Percentage 92 (4.6 /5)
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If you prefer to use a scoring a scoring system of 5 points and choose tiveudifficulty
factor with it, the two tables below show information as above for the 4 point system.

Percentages using Difficulty Factors
With Scoring System of 5
Difficulty Multiplier (DM) = 0.05
Difficulty Factor (DF)

Score 1 2 3 4 5
1 16.80| 17.60| 18.40| 19.20| 20.00
2 33.60] 35.20| 36.80| 38.40| 40.00
3 50.40 | 52.80| 55.20] 57.60] 60.00
4 67.20] 70.40| 73.60] 76.80| 80.00
5 84.00 | 88.00| 92.00| 96.00 |100.00
6 100.80 | 105.60 | 110.40 | 115.20 | 120.00
/ 117.60 | 123.20 | 128.80 | 134.40 | 140.00
Calculations for an example shot:

Score: 5

Difficulty: 3

DM * DF 0.15 (0.05 * 3)

1+(DM*DF) 1.15

Modified

Score 5.75 (1.15* 4)

125 points/20

Basis 6.25 shots

Percentage 92 (5.75/6.25)

Note the similarity between the two systems as highlighted infblua score of 4 in the 4-
point scoring system and a score of 5 in the 5-point scoring system.

If you do not select the Use Difficulty Factor box, the difficutyél of the shot will still be
recorded, but the calculation of percentages will not be modifiethdyifficulty factor. In this
case, the percentages applied are those shown under the Difficuity 66& in the two tables
above.

The Difficulty Multiplier used in the tables above is 0.05, or 1/2QrlSlat provides the
options to use 1/20, 1/16, or 1/1Zables showing the applicable percentages for each difficulty
multiplier are inAppendix H
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Hammer, Scores and Colors

Use the window below to identify which team has the hammer andfyddr colors of the
stones. The lower portion of this window is used to set the colohe agfteet and the house and to
designate the Scorers seating position for observing the game. Yalscandicate the diameter of
the button if you like.

Clicking on the
color bar will cycle
through the parts of th
sheet that you can assigr) a
color to. You can set th
color of the 4-foot circle
the 12-foot circle, the 4
foot strip, and the curlin
sheet itself.

Right click on the
color bar to bring up
color dialog box. Th
color dialog box will
allow you to select a col
from the full range o
colors that your syste
supports.

These colors ar
saved with the game a
used when it is late
replayed or printed.

This window will
display at the beginning
each end. If you modi
the colors during the game, the latest colors selected wilitbred with the game and used for
replays and printouts. Use tBeibsbutton if needed. Use tligame Statsbutton to get a statistical
analysis and graphs of shots taken in the game so far. Holding downdheawn arrows (under
POINTS), or clicking on them, will increment the score. If you increasestioee for a team, the
other team will be selected for the hammer. This can be dderriby clicking one of the buttons
underHAMMER TEAM . Holding down one of the arrows undetone Color increments the
color of the stone and also displays the name of the selected tidertheSet Preferencesutton
to records these colors as the default values for future games, if desired.

Recorder's location

Note the option to change the scorer's location. Usually, as coacheytartanate enough
to get a good seat for the game at the home end. However, if yop éryihg to record the game
from the Away end, or from the right or left side of the shes¢ theRecorder’s Location option.
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This will orient the sheets on the screen to the way you airggsitaking it easier to locate stones
properly. Below you see how the sheet would appear if you selectai@ feem the right side of
the sheet. However, when you replay the game in CurlStat, the satbhscare shown just as if
you were recording from the home end.

Assign Rocks (optional)

Use theAssign Rocksbutton to assign rocks from your rock database to each player, if you
desire to keep statistics on rocks. This step is optional. DeA’'this unless you are familiar with
using the program and its reports. See Appendix on keeping statistics by rocks for further
information. You must use the Database, To Store Rocks command first!
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Recording the shots
The right half of the window that is used to record each shot of the game is shown below

The Name of the player, th&nd, andPlayer.Rock information at the top of the window is
provided by the computer. The numbePiayer.Rock indicates lead, second, eROCK indicates
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the player's first or second shot of an end. The very small roeksghlighted to show which team
is shooting and numbered to show how many rocks each team has left.

The mouse can be used to enter much of the data, however, in manguekdsys are
much faster, especially after you have used the program for a wiilaaave memorized most of
them. For this reason, quick keys can also be used for most of thetemis. Notice that there are
areas that are tan, blue, and green. The colors tell you howessabe quick keys. Quick keys in
the tan area are entered directly. For example, pr@ssd in-turn is recorded. Blue areas are entered
with SHIFT-QUICKKEY . For exampleSHIFT-D records that you disagree with the strategy
being called an@&HIFT-S records that you strongly disagree. Green areas are enténeCiL-
QUICKKEY . For exampleCTRL+ records that the shot had a positive impact on the game
momentum whileCTRL- records a negative impact on game momentum. Some quick keys cycle
through the available options. In these cases, the quick key isie@ntithe title. For example the
option undelEND OBJETIV E are changed by entering t6&FRL-V key until the desired option is
selected. Remember that Tan is direct entry, BI@HKB-T entry and Green ISTRL entry. Also,
if you hover your mouse above tl&HIFT or CTRL items, a reminder showing the correct
command will appear(Don't hold the alt key down, CurlStat is set up so you don't have to.)

Timers. The Go and Stop traffic light starts and stops a timer. Allraélsgons on this
window can be taken while the timer runs. Times are stordtbiddta files and are used in selected
statistical reports. Note the B, and_L keys which allow you to start, stop, and reset the time,
respectively, using the keyboard. Directly above the time, you can thetexxpected time, if
desired, for later comparison with the actual. Then, to theigghfield labeled Dead Time. This is
intended to be an approximation of the time a team accumulaieg the game. The Ctrl-U, Ctrl |
and Ctrl-O keys control the timer, but the timer will also stogmiiou press the J key and start
when you press OK. This will provide a pretty good approximation ofitieethat a team controls
the house, and can be used for later analysis of how much time veasusmeice discussion of
various situations.

Any notes for this shot can be recorded inNlmtesfield. TheNotesfield is 120 characters
in length. Type "N" to enter a note in the edit field. UseTtAB key to exit the note field, or just
click on OK to get ready for the next shot. TBeok Mark is selected for the first shot of every
game, to allow you to rapidly move to the beginning of any game when Riahé&ack mode.

Hitting the Enter key on the keyboard has the same affect as clicking the OK button.

The overall organization of the data collected can be summarized in these are

The end objective. Record the scoring objective for the end. Thid chahge from
shot to shot. You can use this post-game to discuss appropriatediofesge from
an offensive to a defensive strategy.

Shot called. Record the type of shot, the turn, concurrence witltréttegy call, the
amount of broom. Record the expected shot timing (weight) for cosopawith

timer results. Record the shot potential. This is what you woxpect to be
counting after the shot. The computer will record what you auvating after the
shot result. Later you can compare the potential and the acsuéilskot for shot to
see how your team did or did not realize the end potential. An averggardkam’s
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potential for each shot will also provide an indication of which teantrolled the
play.

Pre-shot routine. You can record answers to these questiongpréferupper right
portion of the window. Was there agreement with the skips cHllAot, was a
change made? Did the shooter and the sweepers communicate befretth Did
the shooter follow the pre-shot routine? Was there an adjustmigret skip’s broom
location? Did the sweepers make inappropriate comments on i@diof? Certainly
| would expect to see a high degree of compliance with these @@r@mwvhen
situations are not stressful, but as the clock winds down, or criivais are
attempted, are they then?

Reason For Misses. Bring up the screen below to identify reasoasni@s. Just
click the appropriate buttons, or select them with the quickkeyshvare in blue, so
you know they are&shift- keys. The SHIFT-M will bring up or hide this screen, as
will CTRL-M, and ESC. Another way, is just to enter on the the lipaigs, for
example Shift-Y will bring up the Reasons for Miss window and cyaeae item in
the Strategy row. If you double click on a blank area of this windowi|lihide it.
Be sure to see the QuickKey summary, or pfdsehen using CurlStat.

Shot result. Record the score. Record the difficulty levedethot (CTRL-F). Use
the target and arrow to allow you to record if the shot missedatbettand by how
much. Record a shot placement rating — did you get the right amorgié @ir tap?
Here is a suggesting for recording the placement: 4-idealth#avé %2 rock width but
not perfect, 2-within a rock width, 1-outside of a rock width. Didghet result in a
significant Momentum swing?
After shot — Communication. Did the shooter communicate with tleepavs, the
skip, or both?

| try to use the mouse to move the stones and broom, using the keyboardde ptoost
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all other input. This minimizes the amount of time that | spenthubkie mouse. After a little while,
the keyboard commands are committed to memory. Learning technajoescken entering the
data is important because the more efficient you are, the timoe you have for watching other
important aspects of your team. Below is the left side oR#mrd Gamewindow, the house.
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The program is designed to allow input to be entered as quickly as posSiblthe house,
the broom is moved most quickly by a right-click of the mouse to thdidocaf the cursorJust
move the mouse pointer to the location that you want the broorméwe to, and click the_right
mouse button. The broom marker will jump to its new locatioff. you'd like to use the arrow
keys, move the broom quickly across the window by usingthi-T-arrow key. This moves the
broom in 0.5 feet increments. Depressing the arrow key alone will move the broom 0.06yee
hold the arrow key down, the broom will glide across the screen4 éilthe arrow keys can be
used, allowing you to move the broom up, down, right and left. HDEIE key will bring back the
broom to the tee line. Hit théome key again, and the broom will move to the centerline.

The stones are moved with the mouse by dragging them to their apgr@uséion. Select
any stone you like from the group, the order does not mdttgou want to quickly put a rock back
to the side during scoring, just double-click itlt will jump back to its original position off the
playing area. The light lines help you place rocks accurately.

Targets and Arrows. Targets indicate the location that you
want the shot to hit. Arrows indicate the result. The tamgea fdraw-
type shot is an ellipse. If the draw is short and to the rigtiieofarget,
and you place the arrow at that location, the computer will re¢mrd t
amount that the shot missed by, as shown at right. The Target fetypehghot is a rectange. The
width of the rectangle changes with the level of difficulty of shet. In this case, if an arrow is
recorded outside the width of the target box, then the distancednseecorded. Targets are set
with SHIFT-Left Click. The target for the shot shown in
the house above is the ellipse where the skip intended the
draw to finish. Arrows are set with tiiTRL-Left Click .
The arrow in this case is where the shot stopped. If the
arrow is outside the target zone, the computer records the
amount missed, in this case about 2 feet short and ¥z foot
right of the intended target. If you need to change the
location of the target or arrow, just re-click it, or you can slideround the sheet with the arrow
keys. Each press @TRL Shift-Arrow will move the target about 1 inch. Each pres€oRL-
Arrow moves the arrow about 1 inch, except that when you are within 1 ftiod ¢drget laterally,
the arrow will move about ¥ inch. This will allow for accurate placement. You cea alearget or
arrow on top of any stone with these commands, and the target onvatrtwe recorded and shown
beneath the stone. You can turn the targets and arrows off or @ithrteam by using the check
box shown to the right.

Targets and arrows can be used for one team, for both tearasned bff completely. To
do so use the checkbox in tBeore Boardirop-down.

The size of the target is set with the eit@rRL-F or SHIFT-F. This also changes the
Difficulty Factor. Each time you enter one of these commandsl iinarease the level of difficulty
by one through the range of 1 to 5. 3¢@endix Jfor a discussion of the Targets , Arrow, and how
they relate to degree of difficulty in CurlStat.
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The F1 Key displays the image below during the Record Game modanténded to be an
aid to help remember the quick keys.
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As you can see, CurlStat can record a lot of information. Wittile practice, you'll find
you can do this very quickly. Many of the fields will not change fetrat to shot, so many times
only a few entries are necessary. Also, CurlStat will gdlggreovide you with the same selections
as were made for the previous shot of your team. This also gredlilyes the data entry
requirements. It is not necessary to record all of the infoomdhat is possible to record with
CurlStat! Focus on recording the information you and your team are most interested in.

Types of shots you can record

CurlStat includes 14 different types of shots you can record. If youtwatiange any of the shot
types you can. If you do, some of the statistical reports may not jyrdgiay, but you can export
the data, import it into a spreadsheet or database, and create your own reportslif Heeelés how
to change the default shot types.

Take a look at the CurlStat6.ini file, located in the MyDocum@uidStat. You should use a text
editor like the Notepad program to avoid putting ANY formating inforamatnto this file -- it is a
straight text file, so don't edit it with MS WORD or any other dvprocessing program. Make a
back up of the CurlStat6.ini file before you make any changes, so you can restore if needed.

When you open it up, you will see this grouping of lines:
ShotType01l=Hit
ShotType02=HitRoll
ShotType03=Double
ShotType0O4=Peel
ShotTypeO5=Raise
ShotType0O6=Draw
ShotType07=CmRound
ShotType08=TapBack
ShotType09=Freeze
ShotTypel0O=FrStone
ShotTypell=Split
ShotTypel2=Guard
ShotTypel3=Tick
ShotTypel4=Through
QuickKeys=HRbesDCpzFYGTx

This shows each of the shot types CurlStat uses by default. The Qusckkewhat the keyboard
will be set to.

H in Hit

R in HitRoll

b in Double,

etc.

CurlStat uses every QuickKey, ie, A through Z, so you will need to dde¥@he quickkeys shown
above, in whatever order you like. When defining your own shots, (1) mak#hsuedter you want
to use as the QuickKey is in the text of the ShotType, (2) the quickkeyomusique (not the same
as any already in use, (3) limit the text of your shot type to 7 characters or less.
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Score Board

As the game progresses, you'll probably want to use the dark bar eeap thf the Record
Game window labeled Score Board, Strategy Board, Scoring Guide, amel &ats. When your
mouse pointer touches this bar, it will open up as shown lmev. Removing the mouse pointer
from this area causes the scoreboard to fold itself back into the bar

The scoreboard will transform itself into traditional curlirggnhat if your mouse pointer
touches th@raditional Format box. If you need to change the scoreboard, just click on a box, then
click + or - to increment the score. To view current game statistick eh Total stats, Stats by
end, or Charts. SCORING GUIDE provides a guide to help you correctly score your team's shots,
but only for the 4-point scoring system. The scoring rules for eachofygieot are shown on the
screen. When you're finished consulting this, citdhOSE and you will be returned to ti@urling
Scoring Sheetright where you left off. STRATEGY BOARD is displayed for use during a break if
you want to illustrate specific instructions to your team.

If you've made a mistake on a previous shot, d&ICK. The current information will be
recorded. CIlickBACK until the previous shot is presented to allow you to correchfter you
correct it, click onOK and move forward to the point in the game you want to begin scoring again.
You can go back multiple shots, but you can only go back to the firsoslaot end. As you go
forward, the information you previously entered is displayed.

Zoom Housewill zoom the curling sheet, expanding the size of the house. A ddlidde-c
on the sheet will also activate/deactivate the zoom on the house.

If you want to start or stop tracking Targets and Arrows for eamt or for both teams, use
the Target/Arrow for this team checkbox during a team’s shot.

You have the option tBook Mark a shot. During replay there is an option to move quickly
to a book marked shot.
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When the game is over, click &ND OF
GAME. To conserve battery power, information
stored to disk only at the conclusion of each end
The end of the game is different, however. The ¢ata
for the shot displayed when you press BiD OF
GAME button is immediately stored to disk, unlgss
it's the first or second shot of an end. This fea
allows you to click orOK at the end of a game, then enter the final score. Then when glowmli
END OF GAME at the first shot of the next end, it will conclude the gaoreectly and not store
that shot to disk.

After you click onEND OF GAME and therOK, theHammer, Score, and Colorsvindow
will come up to allow you to record the final score, then the main window will ezapp

Editing Curling Games

There are three options under tB®IT
menu of theGAME menu. To edit the names pf
the players, sele®lames of the players in a gam
After you select the game you wish to edit from fhe
OPEN CURLING FILE window, a list of th
players in the game will be displayed. Select |the
player's name you wish to change. Edit the nanje in
the area labeledChange to. After you pres
CHANGE, the player's name will be changed for
all shots in the game. The list of player nameg in
the window is updated, reflecting your change.| If
you wish to make further changes, follow the
procedure described above. When you are finighed
making changes, pre&ONE, the main menu wil
appear.

To edit theGame Identifier, which is a unique entry that identifies each game and consists
of the date of the game and the skips' names, sg&eue Identifier. After you select the game you
wish to edit from theOPEN CURLING FILE window, the entries that make up tAME
IDENTIFIER will be displayed. Select the entry you wish to change. Thenjtad the area
below labeledChange to. After you presCHANGE, the Game Identifier will be changed for all
shots in the game. If you wish to make further changes, follow teegure described above.
When you are finished making changes, p2S&NE. The main menu will appear.

To edit the rock and broom locations, the scoring, or other informatiorgt $8@&CK
LOCATIONS, ETC. from EDIT menu. The next page shows the left half of this window.
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To view each shot, use tIBHOTS BACK/FORWARD bar. Clicking on the inside arrow
moves the play a shot at a time. Clicking on the outside arrow nmvks first shot or to the last
shot of play. Click on thENDS BACK/FORWARD to move to the beginning of any end.

To change the locations of the rocks or the broom, move them with the. mdoschange
the level of difficulty, useCTRL-F or SHIFT-F. To change the location of the Target, B$€FT-
Left Click. To change the location of the Arrow, USERL-Left Click . The new locations will be
stored to disk. To change the skip's call, use the mouse to cliclpphepdate button. If you
change th& EAM WITH HAMMER field, be sure to change it for every shot in the end. If you
change the&sCORE of the game, the score you enter for the last shot of the end shiteitd ttee
score at the conclusion of the end. For all shots before thehlaistuse the score at the start of the
end. This arrangement provides a better replay of the game, asnyseecthe effect of the last shot
of the end on the game score. The game printouts are also setthig,fto show the score at the
conclusion of an end at the bottom of each printed page.

The shot result, and all the other parameters can be modified.aféesppown on the right
side of the edit screen, as shown below. Use the mouse to makeschafaey of the items are
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drop down menus. If the Miss, right field shows a positive numberjritimtates a miss on the
shooters right side. A negative number means a miss on ttsdeft Similarly, if the Miss, Long
field shows a positive number, the shot was long, and a negative nureaes mwas short. The
variance shows the total distance from the tip of the arrow to the edge diftbe. el

To change the colors or information about the game location, ét&.trdEDIT COLORS
AND GAME DATA button near the bottom of the window. A window will be displayed atigwi
you to edit this information. After you click on tl@&ontinue button on the new portion of the
window, the window shown above will be restored to its original appearafAfter you click on a
forward or backward button, the colors and other information will be updated.

Statistical Reports

SelectSTATISTICS from the main menu. After you have done this, Bmmt Reports
window will appear:
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The window won't look like this when it first loads. First clark theSelect Reportsbutton
and select a report. SeleciRPT file from the list. A brief description of the report appeamshe
lower half of this window. After you select a report, selBQNE to continue. Appendix C
describes the available reports.

Then click on th&elect Databutton. A window will appear that will allow you to select the
database file that you want statistics on. You can select anydadi\game or all games shown for
statistical analysis. Remember that you can us€tbate DatabaseandCopy commands to create
databases with whatever groups of games you desire. If you clitkSenALL GAMES, the
statistics will include all games in the database filele@®ONE to return to théPrint Reports
window.

An example of how you would use the program to get statistics on a particular set ofggames
as follows. If you have a database file that includes ten gamésjou want your statistics base to
exclude one of the games, you can accomplish this by copying the game joto wisclude to
another database, and then deleting it from your original dataB&sée leaves the nine games you
want statistics on. Then create your statistical report udiigeagjames in the database. Of course,
you can return the single game to this database if you wish by copying it back.

After you have selected the data, you have the option of clickirg@etatt Player Name(s
which will display a list of all of the players in the databags@om this list you can select player
names using standard Windows selection procedures with the mouse laybward. Multiple
selections are allowed. For example, select multiple nanoes the list that are separated by
holding down theCtrl key on the keyboard while clicking on the names. Or select all names
between two names by holding down ®leift key while selecting the first and last names. This
option is most useful if the database contains many games, but you ahlytovsee statistics
prepared for your team's players.

In addition to having the options of selecting which games and whagfensl to include in
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your statistical analyses, you also have the option of selectingc@mpination of the filters
available in theSelect Filter(S)display. Using these filters in various combinations with thaya
or reports available gives you a very wide range of statistical reportiranspti

The window above can be used to illustrate this. As shown, itdwivoit the statistics to
those of Kevin Martin and Vic Peters shots, and only their shatisei 7' though 18 ends of the
game or games previously selected.

For another example, to examine your team's ability to draw and froakestone shots in
the 8th, 9th and 10th ends, select your player's names as describecmibofrem the list below,
selectDRAW, FRONT STONES, END 8, END 9 andEND 10. If, after examining this analysis,
you decide to limit the report to in-turn shots, just hold downGR&L key while selectingN-
TURN from the list below to add it to the list of filters youvkaalready selected and re-run the
report using Print Preview.

The list of available filters includes:

Filter Group - Type of TURN
In-Turns
Out-Turns

Filter Group - CRITICAL Shots
Critical
Not Critical

Filter Group - Shot WEIGHT
Down-weight
Normal-weight
Up-weight

Filter Group - Shots in END
End 1
End 2
End 3
End 4
End 5
End 6
End 7
End 8
End 9
End 10

Filter Group - Shooter's FIRST or SECOND Shot
First Shots
Second Shots

Filter Group - Shots by Players' POSITION
Leads'
Seconds'
Thirds'
Skips'
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Filter Group - Shots of teams with or without HANHR
Hammer Teams'
Not Hammer Teams'

Filter Group - REASON for Miss
Light
Heavy
Inside
Outside
Under Sweep
Over Sweep
Wide Ice
Tight Ice
Pick
Burnt
Balance

Filter Group - TYPE of Shot
Hit
Hit & Roll
Double
Peel
Raise
Draw
Come Around
Tap Back
Freeze
Front Stone
Split
Guard
Tick

Filter Group - Before a Time

Before 8 am

Before 9 am

Before 10 am
Before noon

Before 4 pm

Before 8 pm

Before 10 pm
Before midnight

Filter Group - After a Time

After 8 am

After 9 am

After 10 am

After noon

After 4 pm

After 8 pm

After 10 pm

After Midnight

Please note that intentional throw-throughs are excluded from the daltapercentages.
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The Preview button will display a report on window as shown below. SelectingPthme
button will send the report to the printer. Selectifrinter Setup will allow you to set up the
printer options, usually a good idea before you sétdat.

The top of the window indicates that the report is more that onel@ag¢l of 1+), and that
157 shots (one game) of the 1,629 recorded shots were selected foisanatiie report. This
reflects the selection of one game from the databaseTte. other symbols at the top of the page
work as follows: Use the arrows to go forward and backward through mwhpages in the report.
The printer button will send the report to the printer. The syaiibol will allow you to send the
report to a disk file in a number of different formats. Thedwutvith the three boxes displays the
report in the window in three different sizes.

See Appendix D for additional
information on creating reports from the dgta
that is stored in the database files you hgave
created. Because the databases are in Micrgsoft
Access format, you can create your oOJvn
reports. It is also possible to create your dwn
reports using theéexport data to a text file
command on th&amesmenu. It will create
file that can be easily incorporated into a spreadsheet, providingeanoethod to allow you to
create your own reports.
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Copy Game

This feature allows a game or multiple games to be copieddrandatabase file to another.
SelectGAME thenCOPY from the menu. Select the database file from the ligteatop of the
window, then select the game(s) you wish to copy from the lower pastidghe window. The
CONTINUE button will be enabled, click on it to continue, or click @ANCEL to return to the
main menu. If you sele@ONTINUE, theOPEN A CURLING FILE will refresh to show a list
of the existing database files. Select the one you wish to copy the igamSelecDONE to
complete the copy, or seld€ANCEL to return to the main menu.

Delete Game

This feature allows a game or multiple games to be delebed & database file. Select
GAME thenDELETE from the menu. Select the database file from the lighattop of the
window, then select the game(s) you wish to delete. D®BE button will be enabled, click on it
to delete the game, or click @ANCEL to return to the main menu. After you selP&LETE the
database is searched, and any records for the game selected are deleted.

Exporting Game Data

If you wish to use other software to create your own statistaqairts, you can export the
data from a game or multiple games to a text file (ApC8eleciTEXT-FILE EXPORT from the
game menu. The information will be stored in a file witi4T. extension in the same directory
you installed the program files, usually C:\Program Files\CatrlSA window will open to allow
you to specify the file name.

Nearly all of the information stored by the program is exported. nwhbe import the data
into a spreadsheet, tell your spreadsheet software that thes diglamited with a semi-colon. The
spreadsheet will put the information into the correct columns. | hswe spreadsheets with report
wizards to create many specialized statistical reports tisisgiseful and easy technique. To make
this technique useful, information is stored in the database imeatdhat is easy for a curler to
relate to. For example, rather than score a numeric code, such as 1 and 2 to reprasémtraadd
out-turn, the database contains the words "in" and "out" in a fiela&eehdtarn”. This technique
allows you to create reports easily.

Though the exact rock locations are not included in the exported filgpxamate rock
locations are! The Grid iAppendix Kis used to record rock locations. The information could be
used for computer based analysis of the number of rocks behind the, Whether a path to the 4-
foot exists, etc.
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Resume Recording

When you select th6 AMES menu, the last item on the listRESUME RECORDING.
This is included to allow you to change batteries during a game, to retowe an unplanned
shutdown, and to facilitate recording games from a video replay. ulag® recording a game live,
and shut down your computer to change batteries, you may resume reebttim¢peginning of the
next unsaved end After each complete end of play, the recorded data is stodksktio Therefore,
if you close down your system after an end is complete, all dathdbend is stored and ready to be
retrieved by the resume feature.

After you selecRESUME RECORDING, select the game you wish to resume. Then the
computer will read all of the saved data for that game, re-c@antpatstatistics for the game, and
present you with the score at the finish of the last saved endcatedivhich team has the hammer
for the new end, and you will be right where you left off!

If your recording is interrupted during the middle of an end, as itdMoilfor an unplanned
sudden outage, the data entered from the beginning of the current endtwidlve been saved to
disk. This data will need to be re-entered or bypassed when youere@suording. Remember,
though, that if you do have to bypass some shots, that you and your team tiae gaiihe file and
restore this lost information after the game, from your memory.

Tips on Using CurlStat

Get ready ahead of time.

If possible, enter the names of the teams and the players efoeetime. This will avoid missing
early shots while you are typing in player's names. Beerecording Teamsunder theRecording
Curling Gamessection If you can't do this, type unique but simple names for the opponents. You
can change them after the game. &diing Curling Games. Make sure the batteries on your
laptop are fully charged, or that you know where you will get power from.

Use the Set Preferences Commands

When you fill out the windows that describe the club you are in, antiesebtors of the rocks and
the sheet, be sure to sel&etve as Preferences you are going to play your next game at the same
club. This will reduce the amount of information you need to enter before each game.

Use the Keyboard as much as possible

Memorize the quick keys as soon as you can for recording games. Hilg grereases the amount
of time you can spend with your eyes on your team rather than the comqaten. Use the right
click on the mouse to quickly move the broom location. Double-clicktomes to quickly remove
them from the playing surface. Remember that the quick keysador coded — Green f&@TRL-
Quick key and Blue forShift-Quick key.
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Joining a Game in Progress.
If you are late for recording a game, you have two options.

If you missed only the first portion of the game, aod want to record the portion of the game
you missed based on your team’s memory after the game or a videgu should set up for
recording same as if you were there at the start of the gdimen record the shots you missed as
“Through”, using the OK button to quickly catch up and begin recording réal deny statistics
you calculate will not be affected if you record the false shot¥la®ugh”. After the game is over
and fully recorded, you can use the Game, edit feature to enter the data.

If you don’t want to try to restore missed shots, when you are sefpinig record, select the end in
which you want to begin the recording process. This is in the window wharenter the player's
names. Then, if you start on th® dnd, for example, the curling sheet will be oriented correotly f
you to record the game.

Using the statistical reports.

Statistics for a single game are not as reliable aststatier multiple games. Statistics for multiple
games are most useful if they are from generally the samenglapnditions. 1 like to set up a
database for each bonspiel we attend. | usually have an ideaWwefbegyin play what areas | want
to see improvement in. | try to make sure that the informati@timglto those goals is carefully
recorded. For example, if | want to check our hitting percentagesiaded to broom location, |
would make sure | accurately place the broom location, and thaé ditthare marked accurately as
hits. | probably would record hog to hog times, also, using the timarréea Then, when the
tournament is over, | can use the HitsDist report to get percentdddts for every zone on the
sheet, on the shooters right and left sides. | would compute thesmtages looking at all the
games played in that weekend, giving me a large number of shots. d theallook at the data for
the zones or turns where the hit percentages were relativefpi@ach player. Then | would make
sure that my player practiced those shots, and we would also Idaktathnical aspects of delivery
for weaknesses. | would record similar information for the nextgehsand hopefully we would
see improvement! You can use the reports, combined with thesfiio get a wide range of
statistical information.

You will need to spend some time looking at these reports tolageam idea of the range of
analyses you can accomplish. Find the report or reports that meeteguls, then apply the filters
to accomplish more specific analyses.

Fit your analysis to your team — and don’t sharerghing!

The way you use CurlStat will be different for each team you co&wme will want to see the
statistics and some will not. | think you are better off to nthakestatistics your tool for identifying
ways your team and you players can improve. Don’t use the program fmgptéame for losses.
Keep the outlook positive — you want to find out your week areas and imirewe not highlight

them to your team and their fans. Remember that you can double-clakyarf the text fields in

the replay mode, and the information will be hidden until that fielagsin double clicked or the
replay mode is restarted.
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Writing with CurlStat

It is possible to use CurlStat to help you write about a curlingegahot or situation, after a
game has been recorded. Images of the curling sheet can be oopiiedNindows Clipboard and
pasted into your writing application, at whatever size you would likkese images, showing the
curling sheet with the locations of the stones and broom, can be used in your aptiekeatation.

The process to do this is presented beldwppendix Fcontains a short sample developed
using this technique.

In the CurlStat Replay mode, position the screen to the shot you woutd tepture. Size
the window so that the size of the curling sheet is appropriateséom your article or presentation,
as illustrated below. If you like, you can elect to show the locatmfnthe stones during the
previous shot, as shown below.
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Then select Capture, Replay sheet, as illustrated below.

The image of the curling sheet is now stored in the Windows Clipbeady for you to paste into
the software of your choice. For example, by hitting ALT - TAB tbtgehis page, | will hit CTRL
—V to paste the curling sheet into it, shown below.

Once you have the curling sheet sized properly in CurlStat (doneljbgting the size of the

window), it is a pretty easy process to cycle through the shokeigame using CurlStat’s replay
mode, capturing and pasting those of interest into the software of jowwec Then you can add
whatever commentary you like.
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Appendix A - Installation Notes

If the disabled information is too dim to read easily, you can moldéyappearance of these
fields through Windows. An example of disabled information is theofiggames shown in the
Game Playbackwindow. The list of games is displayed to allow you to see géuaes are in the
database, but they are shown as disabled to indicate that you salewbtany one of the games.
They are all available through the replay window. To change the waglishbled information
looks, use the Windows Control Panel, select display settings, anontey ather color patterns to
find on that work well.

When recording a game, the mouse pointer is sometimes changedoss-dair style to
enable accurate placement. If the cross-hair disappears whemtise is stopped, use the control
panels, mouse settings, to turn off mouse trails.

CurlStat works on computers running the Microsoft Vista operating system.

Windows Vista's styles help to make the CurlStat windows lo@atgr However, there is
one trade-off involved that | experienced. There is slowness whetievstones or the broom is
dragged across the sheet with the mouse. Likely it would only be a mproWdtde recording a
curling game. | was able to eliminate this slowness by de-sgjettie “Use visual styles on
windows and buttons” option from the Display tab.

If necessary, CurlStat should be uninstalled through the Installfdhingtion from the
Control Panel.

Appendix B - Database Conversion

CurlStat checks the format each time it opens a file, and will displaysageesdicating if a
file needs to be updated. To convert your existing CurlStat dataioades latest CurlStat format,
selectConvert an existing databasdrom theDatabasemenu, select the database you would like to
convert, and click orbone The program will make a copy of your original file, changing the
extension from.CRL to .cbk. Then a new database will be created with the same naiie as
database you selected. The data will be copied into it a gamered. aTheCurlStat Main Menu
will update you as it completes the conversion of each game in titmadat When this is complete,
the new database may be used to record curling games, develop statistics, etc.

| suggest you make backup copies of files before you convert them.

Appendix C - Statistical Reports
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Statistical Reports. Statistical reports can be viewed on window, printed to theeprort
written to a file. The statistics can be based on a single ganfrom any combination of games
required. The statistics can be based on a selected player selaoted grouping of players.
Multiple games are stored in a single file, and you can copy a gjagie from one file to another,
or delete a game from a file. This way, you can group games inl@aggd want, and then compute
statistics on any single game in the file or all of the gama file. In all statistical reports,
intentional throw-throughs are excluded in the calculation of percentages.

Percentages can be recorded in CurlStat either using the Dyfffeattors, or not. Reports
that provide statistics using the Difficulty Factors are pled. These reports have the same names
and content as the reports in the list below, except that the ndhmends in DF (for difficulty
factor). Reports currently available are described below.

1. Shot Review. _ShotReview.rptshows, for every shot in the game, information about
possible reasons for a missed shot. You can filter on one or all oplayars and review
this report appropriately to discuss ways to improve performance.

2). Game Review by Shot. A detailed listing showing many recorded fields listed in order
of the shot in the game.GameReviewByShot.rpt

3). Game Review by Player. A detailed listing showing many recorded fields grouped by
player for each shot in a gameGameReviewByPlayer.rpt

4). Percentages by End. This reports shows comparative shooting percentages by player
and team for each end along with totals for the galamels.rpt

5). Percentages by End.This report shows comparative shooting percentages by player and
team for each end along with totals for the gaeds.rpt

6). Player Report. For each type of shot (hit, draw, raise, etc.), shows a dweak by
player of the number of shots attempted and the associated percehtagter breakdown
by in-turn and out-turn is given. This report also calculatesdtad percentage for each
player as well as the number of shots attempted. Informatigoried by player name.

Typeturn.rpt

7). Team Report. A report by game showing percentage for each type of shot and total
game percentage for each player, listed by team in the order ih thieig played, i.e.., skip,
third, second, and leadlsmTmTyp.rpt

8). Tournament Player Ranking. List of players sorted by percentage in descending order.
The report lists the players with the highest percentage on toghows, for each player,
their total percentage, their percentage by type of shot and the moimbach type shot

attempted.Rankplyr.rpt

9). Progress Report. A report by date showing percentage for each type of shot and total
percentage for each playdProgress.rpt
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10). Hits Analysis Reports. HitsDist.rpt shows percentages for each player for hits on the
curlers left and right sides for broom locations in the 12-foot, 8-#bdbot, and button.
NewHits.rpt is similar, but is more compact because it does not breakdowmizayeeby
shooter's sideHitsWits.rpt shows percentages for each player for hits for each hit weight for
shots to the shooters left and right sidditsWisTn.rpt shows percentages for each player
for each hit weight for in-turns and out-turns.

11). Timing Report. A report showing, for each shot in each game, the rock timing in
seconds, the type of shot and the shot scbies.rpt

12). Notes Reports. _NotesAll.rptlists, for each shot in the game, any notes taken by the
coach, along with information describing the sidtes.rpt lists the same information, but
only for the shots with a recorded note.

13). Reasons Reports.ReasonsByGame,Shot.rpshows reasons for misses for each game,
each player and type of shdReasonsByPlayer,Shottype.rpshows reasons for misses for
each player and type of shoReasonsTable.rptshows number of reasons for misses by
player and type of shot. This reports is applicable to CurlStabwneBsand 4. It is included

to allow reports for games recorded in those programs and converted to CurlStat 5.

14). Stone Reports. StonGam.rpt shows percentages by position and rock number for each
game, team and type of shdbtonClIr.rpt shows percentages by position and rock number
for each sheet. These two reports can be useful for statestiablsis to look for problems
with specific stones, IF YOU HAVE A RECORD OF WHICH PLERS SHOT WHICH
STONES AND THE ORDER THEY USED THEM. This can be espigciuseful near the
end of a competitive tournament if you have an option of selecting a set of stonesifalthe f
games. Recall that you have the option of using the filters tothmmianalysis to only those
shots accomplished by your team members.

Appendix D - Creating Your Own Reports

In CurlStat, data is stored to disk in a format that is easily understood lgreurlf you
were to look inside a CurlStat database (one of the .CR4%),fiy®u would see the words "in" and
"out" used to describe the turn rather than code numbers 1 and Zaffieeof the field that stores
this information is "turn”. Though this data storage method increasestorage space required, it
makes the information usable to those who want to create their own custom reports.

The databasesCRL files, that contain the information you have gathered recording games
with CurlStat, are in the format of a Microsoft Access database. Thexefoese files can be read
directly by Access. There are other programs that can heaeé files directly or through ODBC.
For example, Crystal Reports software out of Vancouver BC was asedate the reports included
with CurlStat. Using database software like Crystal Repsrsabably the most powerful way to
create your own custom reporBefore you do so, however, | strongly suggest you make a copy
of the .CRL file into another directory, to avoid making the database unreadableybCurlStat.
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If you select theText Export option from theGame menu, you can select any number of
games from a singleCRL file to export to a semi-colon delimite@XT file. This can be easily
imported to a spreadsheet for analysis. | have used thisMigttosoft Excel to rapidly create
special statistical reports between games. Similar work may be posgibtether spreadsheets.

Appendix E - Recording Statistics by Rock

CurlStat will allow you to record which rocks each player is shgotiuring a game. The
assignment of rocks to players is made before the game begins. It can be changed befokafac
play. You must use the Database, To Store Rock Command first.

One of the options oHammer Score andJL
Colors window is Assign Rocks, as shown. When
selected, the window below is displayed to all
assignment of the rocks to each player.

=

W
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The available rocks are displayed in the center column. The coditegnsies describe each
rock is based on the club name, the sheet, the color of the stone, andntiex péithe stone, as
illustrated in the figure. Simply select the rock you wish tagasky clicking it twice. Then hold
down the left mouse button and drag it to the box that represents thenghmastition of appropriate
player. Drop it there by lifting the mouse button. Look for the smalymbol near your cursor. It
will tell you when it is OK to drop the rock you are dragging.

If you make a mistake, you can use the Tab key and the delete keydeerdad entries.
You can also select all the data in a field with the mouse e delete it. When you click on
DONE, The
computer will chec
to make sure that yo
have not assigned t
same rock to mor
than one position. |
will also verify that
each assignme
agrees exactly wit
one of the items i
the list of availabl
stones. All sixtee
positions must b
assigned a rock to u
this feature.

Entering new stone
or stone sets is do
through the
DataBase, Add or
Edit a Rock Set
command. Th
figure illustrates creating a set of rocks for the Fort Rougk,Gbr Sheet 1 (Set ID is 1), set color
has been set to Red, and Rock Number has been set to 1. WIi@edte Setbutton is selected,
eight rocks will be created in the database, numbered 1 through 8.

After the set has been created, Aul, Edit, andDelete buttons will be displayed. These can then
be used to create additional rock sets, edit the information drreek, or delete the information for
each rock.
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Appendix F — Writing Sample

1/25/00

Last weekend we had our regional play downs. We met another Nebraskan the final, skipped
by Doug Jaixen. Our final game was a great one, with many greatbshbtsh teams. We had
defeated them easily in the first game, and they defeated us byseobagin the second. Our final
game was the championship game. The teams from California and Rakateparted for home.
Below is a summary of the eighth end of the final game, which was pivotal.

Doug Jaixen is up 4 to 3 after 7. After a draw to the top of the four foot by Jaixen (blue), Roza cal
for a corner guard, Jaixen gets a good, though high guard, and Roza taps the blue rock out of the four
foot, to leave the following after the lead rocks.

Page 43
CurlStat Users Manual



Jaixen’s second removes shot rock: Steve Jaixen hits and rolls:

Jaixen’s second comes up light on the come arolrRoza’s rock is heavier than hoped, but setting 2.
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Donald Buscher makes a great draw for Jaixen: | Chad’s rock over curls, jams and leaves Jaixen shot

Buscher throws a good guard. Chad’s triple leaves Roza 2 again:
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Jaixen’s draw is light, but rests in a good spot. | Andy Roza taps to set three:

Jaixen make a great tap back: Roza gets the angle raise takeout to take 3.
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Jaixen drew the button in the ninth to come to within one point, aentwally forced Andy to draw
for win against one Jaixen stone well guarded.

Ralph Roza
Coach

Appendix G - Fonts

CurlStat is designed to work with a set of 5 fonts that anmast computer systems with Window-
based operating systems. Fonts are not distributed with Curl&taude they are subject to
copyright laws. In most cases, this causes no problems bedsis#osest font available is
substituted. However, if there is a problem that the screen lay®st not look right, i.e. some
selection description overlap each other, or are difftouieady, it is likely the result of a poor font
substitution.

CurlStat will check your system to see if the fonts it wasgaes with are present. Seledbout,
Fonts from the main menu of CurlStat to do this.

Font distributed with these products.
< w0
© o o
< n 0 4
3 - & © © © o O
- o @© 6 MO < <~ ¥ <
o o o £ 0 c c c c <
n n s3 T O o © o o o
4 2 W s 8 &8 8 8B &
© o o - T £ B 0 © 0 0
< ¥ ¥ o 2 6 E X ¥ ¥ ¥ X
— — — — o (] 3 (@] (@] (@] (@) (@]
)] [ [¢)] [ ()]
5 5 5 5 3 2 $F 22222 I
= = = = — F F F F F F o @
N Ke} n oo (e0] —
% % % % g m oo O o o 2 2 2 Z2 Z2 Z2 X >
w w w w o o o o o © @ 0 O v v n
v o8 % L = 2 2 2 2 2 2 2 2 2 2 2 2 =
C c cc3 383 33 3338 3B v 3
Fontsusedby |5 § § 3 £ 28 2 2 28 2 2 28 222 ¢2 22
CurlStat £ £ 2T 22222222222 =2=2=2=
Arial X X X X X X X X X X X X X X
Courier New X X X X X X X X X X X X X X
Times New Roman X X X X X X X X X X X X X X
Comic Sans MS X X X X X X
Impact X X X X|x X X X X
Trebuchet MS X X X X|x X X

If this check indicates that you are missing one of these fonts,toefbe chart below. The fonts
were distributed either MS Internet Explorer or a Windows operatingrayst

These fonts are licensed for free distribution, but cannot be disudilwith an application (like
CurlStat).
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Appendix H — Percentages for Difficulty Multipliers

The shot percentages for the three Difficulty Multiplies optidid&0, 1/16, and 1/12 are provided
below, as calculated for the 4-point and 5-point scoring systems, respectively.

Difficulty factor 1/20
Percentages using Difficulty Factors
With Scoring System of 4

Difficulty Multiplier (DM) = 0.0500
Difficulty Factor (DF)
Score 1 2 3 4 5

1 21.00/ 22.00{ 23.00] 24.00] 25.00
2 42.00| 44.00| 46.00| 48.00| 50.00
3 63.00] 66.00] 69.00| 72.00] 75.00
4 84.00] 88.00] 92.00] 96.00| 100.00
5 105.00| 110.00{ 115.00| 120.00| 125.00
6 126.00| 132.00| 138.00( 144.00( 150.00

Difficulty factor 1/16
Percentages using Difficulty Factors
With Scoring System of 4

Difficulty Multiplier (DM) = 0.0625
Difficulty Factor (DF)
Score 1 2 3 4 5

1 21.25| 22.50| 23.75] 25.00] 26.25
2 4250 45.00f 47.50f 50.00f 52.50
3 63.75| 67.50| 71.25| 75.00| 78.75
4 85.00] 90.00| 95.00| 100.00| 105.00
5 106.25| 112.50| 118.75[ 125.00| 131.25
6 127.50| 135.00| 142.50| 150.00] 157.50

Difficulty factor 1/12
Percentages using Difficulty Factors
With Scoring System of 4

Difficulty Multiplier (DM) = 0.0833
Difficulty Factor (DF)
Score 1 2 3 4 5

1 21.67| 23.33] 25.00] 26.67| 28.33
2 43.33| 46.67| 50.00] 53.33| 56.67
3 65.00f 70.00| 75.00] 80.00| 85.00
4 86.67| 93.33| 100.00| 106.67| 113.33
5 108.33| 116.67| 125.00( 133.33| 141.67
6 130.00| 140.00| 150.00f 160.00{ 170.00
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Difficulty factor 1/20

Percentages using Difficulty Factors
With Scoring System of 5

Difficulty Multiplier (DM) =  0.0500
Difficulty Factor (DF)
Score 1 2 3 4 5

1 16.80| 17.60] 18.40| 19.20] 20.00
2 33.60] 35.20f 36.80[ 38.40f 40.00
3 50.40| 52.80[ 55.20f 57.60[ 60.00
4 67.20] 70.40| 73.60[ 76.80[ 80.00
5 84.00| 88.00f 92.00f 96.00{ 100.00
6 100.80| 105.60| 110.40| 115.20| 120.00
7 117.60| 123.20| 128.80| 134.40| 140.00

Difficulty factor 1/16

Percentages using Difficulty Factors
With Scoring System of 5

Difficulty Multiplier (DM) =  0.0625
Difficulty Factor (DF)
Score 1 2 3 4 5

1 17.00/ 18.00] 19.00f 20.00{ 21.00
2 34.00f 36.00{ 38.00] 40.00] 42.00
3 51.00f 54.00| 57.00] 60.00| 63.00
4 68.00| 72.00[ 76.00] 80.00[ 84.00
5 85.00/ 90.00[ 95.00] 100.00| 105.00
6 102.00| 108.00{ 114.00| 120.00| 126.00
7 119.00| 126.00 133.00[ 140.00| 147.00

Difficulty factor 1/12

Percentages using Difficulty Factors
With Scoring System of 5

CurlStat Users Manual

Difficulty Multiplier (DM) = 0.0833
Difficulty Factor (DF)
Score 1 2 3 4 5
1 17.33] 18.67] 20.00] 21.33] 22.67
2 34.67| 37.33] 40.00f 42.67 45.33
3 52.00] 56.00f 60.00f 64.00{ 68.00
4 69.33] 74.67| 80.00f 85.33[ 90.67
5 86.67|] 93.33| 100.00{ 106.67{ 113.33
6 104.00| 112.00| 120.00| 128.00| 136.00
7 121.33| 130.67| 140.00| 149.33| 158.67
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Appendix | — Quick Statistics — Record or Play Back

During record or play back mode, CurlStat offers severalsstati reports. These are
updated after every shot during the game. Below isTthtal Stats report, available from the
dropdown window in the record mode, or theickStats command in the Play Back mode.

Below is a sampl&tats by endreport. You can use the up-down arrows to adjust the thresholds for
green and red. You can then use the refresh table button to re-display the results.
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Use theCharts option to obtain a wide array of 2-dimensional or 3-dimensional chBekw is a
sample. Select from these options: data, plot type, shot type andypleathen press the Plot It! to
see the result. If several charts are shown in the windowcgouwouble click to make it larger.
Double click again to restore it to original size. Resizirgwindow will cause the charts to redraw
larger or smaller. 3-dimensional charts can be rotated bynigotthwn the CTRL key and moving
the mouse.
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Potential and Results Menu Item. The values recorded for potential and the results of each shot
are displayed using the Potential Results button. Below is anpéxa The top plot for the Andy
Roza team shows that in End 5, with the hammer, the team neveoteadial to count more than 1,
and that the opposition counted 1 (Andy counted -1 in red) for the Esdtd of the end. The
lower chart shows an end where the team met its full potenidare the team counted 2 after 5
shots, and added one after each remaining shot to score 5.
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The plots below show the averages for the same ends shown abové" éfteshows an average of

1 through the %4 shots. From the™shot on, the average Potential shown in blue declines to less
than 1 (a bad sign!) and the average Result shown in red dedigesot Clearly the opposition
dominated this end. In thé"@&nd however, the potential and the result increased from 1 to 2.25
from the %' through &' shots. When your average potential is greater than 1, your tetelysin
control. Of course, when the red line is below the blue linegsainthe potential of the end is not
being realized.
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Appendix J — Targets, Arrows, and Degree of Difficulty

CurlStat can incorporatedeqgree of difficultyrating in the calculation of shot percentages. There is
a relationship between the targets displayed on the screen amtkgree of difficulty that is
selected. This section describes that relationship.

Targets represent the intended
destination of a stone that has just
been thrown — for a draw this is the
resting place of the stone, for a hit, it
is often the point of impact on the
target stone.

Draw-Type Shots.The figure to
the right displays the targets
displayed for a draw-type shot for
each degree of difficulty, 1 through
5. The targets are displayed on a
curling sheet that includes some
stones for size reference. The figure
is drawn to scale.

The largest target shown for Degree
of Difficulty 1, the smallest for
Degree of Difficulty 5

The figure at right shows the
dimensions of each of the draw-type
targets.

If you use the arrow to record the
location of where the stone comes to
rest, CurlStat will record the shot gs
made if the arrow is within th

target. If the arrow is outside th Il b DrawapethshotsW. dth
. . . egree eng |
target, it will record the distanc of (Stones)  (Stones)

from the arrow to a point o L Difficulty  (Feet)  (Feet)
intersection with the target on a li 1 8.00 4.00

through its center. It will also recorfl 2 6.00 3.00
the amount the arrow is short ¢r 3 4.00 2.00
long, or left or right of the target. v 4 2.00 1.00
— 5 1.50 0.75
So if you put the arrow at the centgr w
of the stone when it comes to rest,
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the effect is as follows: if the center of the stone is inthdetarget, the shot is recorded as made, if
not the distance missed is recorded relative to the centee atdne. The figure at right illustrates
how the amounts used to record miss of a draw type shot are recorded.

When you use the CTRL-Click command on a stone, and the type of sharasv-type shot, the
arrow is drawn at the exact center of that stone. This m'akasy and quick to place the arrow on
exact center of the stone that has just come¢ to :

rest after the draw-type shot. This helps make
the measurement shown at right more accurgte.
For a hit-type shot, the arrow will be drawn jat
the location of the mouse cursor, even if ypu
click on the target stone.

By using the targets and arrows to record the
amount missed, you can then look r
tendencies of your team misses relative to the
target size you choose to set. As you can $ee,
the degree of difficulty is related to the size |of
the target, however, the score you award for the
shot, ie, 1 through 6, is not linked. So ever if

you choose to record the shot as a miss, based \

on target and arrow location, you are still free|to Right
award a high or low score as you determ|ne

appropriate to the situation.

Hit-Type Shots

The figure to the right displays the targets
displayed for a hit-type shot for each degree of
difficulty, 1 through 5. The targets are
displayed on a curling sheet that includes
some stones for size reference. The figure is
drawn to scale. The differences in color are to
help assure a target can be seen as the
background color changes, and the size of the
target changes.

The largest target shown for Degree of
Difficulty 1, the smallest for Degree of
Difficulty 5
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The figure at right shows th
dimensions of each of the hit-typ
targets.

If you use the arrow to record th
location of where the stone slidgs
through the target, CurlStat will recorgd
the shot as made if the arrow is with|n
the width of the target. If the arrow i
outside the target, it will record thg

Hit type shots

—>

W

Degree Width

of (Stones)

Difficulty (Feet)
1 2.000 2
2 1.000 1
3 0.500 1/2
4 0.250 1/4
5 0.125 1/8

distance from the arrow to the nearest
edge of the target.

The figure at right illustrates show a miss of a hit-type #tnaitwould

be recorded as %2 foot to the right. The difficulty factor would be 2

(one foot width).

CurlStat Users Manual
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Appendix K - Grid

For every shot, CurlStat records the locations of the stones in antgdde If you export the data

base as described in tReporting Game Datsection, you can see the values. Below is the grid that

is used. This grid can be also be seen in CurlStat Wyirgfion Grid in the Strategy Board screen.

The x and y-locations of the stone shown below would be recorded as D,5, respectively, based on the

center of the stone.
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