
 

Urban Legends – Triples Night! 

Baltimore – Friday, Nov. 19th 

Philadelphia – Friday, Nov. 19th 

Austin – Friday, Dec. 3rd 

Durham – Friday, Dec. 3rd  

 

For Urban Legends – Triples Night, throwers will put together their own teams who will remain their 

team for the whole evening. Using thrower’s last recorded STANDARD RULES season in Axescores, the 

combined average of the team must be less than 211. 

This team competition is a race to see which team can complete Big Axe Around the World in the LEAST 

number of throws.  

The Rules 

- Teams will rotate throwers throwing Big Axe one at a time, in order. Once your team starts a 

round with a specific order, that order cannot be changed. However, the thrower order can be 

changed in between rounds. 

- Teams have to hit the following sequence: Bullseye, Left Clutch, Left 1, Left 3, Bull, Right 3, Right 

1, Right Clutch.  

- If a thrower hits their target, the next thrower moves on to the next point value. If the thrower 

misses their target, the next thrower must throw for the same value. 

- Teams START with a score of 300 and each miss counts as negative 20 points.  If you get to zero, 

the round is over.     

The Format 

- Each team will throw two rounds. The two teams with the highest combined score from the two 

rounds will move on to the finals. 

Final Round Rules 



- Using the same team rules (rotating throwers in the same order), the teams in the finals will go 

head-to-head to see who can finish Around the World in the least number of throws. The team 

who hits right clutch first wins the money! 

Tiebreaker 

- When needed, the tiebreaker will be a big axe clutch off. 

 

Triples is a team competition where all throwers must throw their axe at the same time at the same 

target for each throw.  

The Rules  

• If one teammate throws their axe and it hits the target before the other teammates have let go 

of their axe, it is an illegal throw, and no points are awarded 

o This call is in the hands of the active referee and not their opponents 

• All axes that stick in the target are awarded points accordingly. 

• Clutches can always be called on the 5th throw of a round 

o One, two, or three teammates may call Clutch on the fifth throw 

• Total score wins the heat 

• On the final throw of the round, teams within their heat will throw in order of highest score to 

lowest score 

• If one of the two axes thrown sticks into the handle of the other, known as a ‘Robin Hood’, the 

thrower is rewarded the points scored by the axe it is stuck into: 

 

 
 

 

 

Tiebreaker 

 

When multiple teams finish with a tied score, there will be a big axe tie breaker to determine their rank 

when needed. In a Triples big-axe tiebreaker, all throwers must throw their big-axe at the same time at 

the same target for each throw: 



• Points are live on every throw and a Clutch can be called by one, two, or three teammates at 

any time 

• All axes that stick in the target are awarded points accordingly: 

• If one of the three axes thrown sticks into the handle of the other, known as a ‘Robin Hood’, the 

thrower is awarded the points scored by the axe it is stuck into:  

 

 

 

This randomly seeded double elimination tournament will start with matches as Best of 5 rounds 

moving to Best of 7 rounds for the final. Axes will be measured and scored using IATF “standard” rules. 

The Gameplay 

Before the match, teams will establish their team order with throwers rotating EVERY THROW. 

Everything else will remain the “same” (5 throws per round, clutches open on the 5th throw, rounds end 

at “out of reach”) EXCEPT tiebreakers. If a ROUND ends in a tie, teams will “tap and switch” and move 

on to the next round. If a MATCH ends in a tie, the teams will compete in a tiebreaker. 

Tiebreaker – Big Axe Shoot-out 

- Anything outside a bullseye is considered a miss. 

- Teams will take turns throwing Big Axe, continuing the order of throwers from the match. 

- After all team members have thrown, the team that makes more successful bullseyes is declared 
the winner. The shoot-out can also end if one team has an insurmountable lead 

- If scores are level after all three team members throw, the shootout progresses to a “sudden 
death” clutch-off, following the same thrower order.  

- As soon as one team has a lead after a pair of throws in “sudden-death”, they are declared the 
winner 


