
AMYA–Primary RC Racing Rules of Sailing–Sloop Rigged Boats
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tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16) Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail a proper course (17), the course (28). State sail #s/protest/rule (61).



tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 

tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 

tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 

tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 

tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 

tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 

tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 

tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 

tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 

tarboard beats Port (10). Starboard=Main boom on Port side.
eeward beats Windward (11)–Don’t barge/reach the start line.
vertaking boat keeps clear until Overlap of stern acquired (12). 
ther boats get Room to Keep Clear when r-o-w acquired (15),
 or if r-o-w changes course (16)–Seamanlike–No sharp luff/hunt.
enalty 360s taken without protest (44/31). Avoid contact (14/21).
uoy room for all inside Overlapped boats (18)–RC is 4-length Zone.
bstructions–Hail for room to avoid (19). Don’t interfere (22).
ll rights lost returning, backing a sail, or taking penalty 360s (20/29).
acking–Keep Clear (13). Talk to/Warn skippers of your intent.
ail proper course (17), the course (28). State sail #s/”Protest”/rule (61).

AMYA–Primary RC Racing Rules of Sail–Sloop Rigged Boats
S 
L 
O 
O 
 P 
 B 
O 
A 
 T 
S 


