
Summer Skill 
Development League 
Wednesdays @ 6:30pm  •  $23 per week ($322)
14 weeks - Starts: May 13th - Ends: August 12th
3 Person Teams (mixed)   •   Handicap: 80% of 230   •   Non-Sanctioned 

Each week the 3 games will be used as qualifying for a nightly
advancers round. Winner will receive cash payout. Format TBD.

3 Different Patterns 
Weeks 1-5 (Medium): Chromium 42’ - Ratio: 6.71:1 - Volume: 25.56 ml
Weeks 6-10 (long): Great Wall of China 48’ -  Ratio 5.5:1 - Volume: 23.46ml
Weeks 11-14 (short) : Boardwalk (50UL) 35’ Ratio: 2.11:1 - Volume: 23.90ml

*Full pattern info available in the Kegel Pattern LIbrary*



Pre-Bowling is NOT allowed
Weekly Fee Breakdown: $15  Lineage  + $6 Prize Fund + $2 Weekly Match Play Payouts = $23 Total 

Subs/Pacers:

Subs will be subject to the same average rules as rostered bowlers.  If a sub does not have a USBC average 
from the previous season they will be rated at 230 (scratch) or be rated at league officers discretion. 

Pacers are allowed as an alternative if the bowler does not have a verifiable average. They can pace for a 
rostered bowler not in attendance or for a vacant spot on the roster. Pacers are not allowed if the lanesrostered bowler not in attendance or for a vacant spot on the roster. Pacers are not allowed if the lanes

are full (6 bowlers per pair).

Pacers will pay a $17 fee ($15 for lineage / $2 for finals) if they are pacing for a Vacant. 
There is No fee  if the pacer is taking the place of a rostered bowler.

Averages:
Bowlers will use highest usbc book average from the 24/25 season with a 10 pin rule applying to the

25/26 season.

once a bowlers average has been determined it will be used for the entirety of the league due to theonce a bowlers average has been determined it will be used for the entirety of the league due to the
changing lane conditions / score fluctuations.

If a bowler is joining the league with no verifiable average, they will pace for 2 weeks (6 games) to
establish an average for the remainder of the season. In those 2 weeks the team will use a vacant score of 230.

Advancers Round:
All ties after qualifying will be decided by a 9th and 10th frame roll off. if the roll off ends in a tie,
another 9th and 10th frame roll off will be bowled until  a  winner is decided. If a bowler qualifies for the
advancers round and decides not to participate, that spot will be offered to the next highest seed.advancers round and decides not to participate, that spot will be offered to the next highest seed.

Odd # of teams/bowling a blind team:
In the event of these 2 scenarios: 

1 - the league has a odd number of teams forcing a team to bowl against a “vacant team 
Or  2 - A team has n0 members in attendance that night 

Averages for the team in attendance will be re-rated per the USBC CHallenge/sport conversion chart.
the team will have to tie or beat their adjusted average total in order to win the points.
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