OFFICIAL “PICK 3” GAME RULES

The Official “Pick 3” Game Rules are comprised of: (1) Act 59 of 2001; (2)
the regulations adopted by the South Carolina Education Lottery Commission
(SCEL); (3) any other matters adopted by SCEL; (4) the Software Functional
Specification (“game specifications”); (5) the material presented in this document
and (6) any practices and procedures utilized by SCEL. The items cited herein are
incorporated into the Official Game Rules by reference and are binding as if printed
below. Each numbered item cited above shall have equal weight unless there is an
inconsistency between or among the documents in which case the document listed
first shall be controlling.

Amendments to these rules may be made at any time but must be made in
writing and signed by the Executive Director of the SCEL and shall only apply
prospectively to games or draws made after the effective date of the change.

I. Pick 3 Drawings

1. Unless the SCEL directs otherwise, a drawing shall be conducted each day
between 6:59 p.m. and 7:00 p.m. Unless the SCEL directs otherwise, a drawing shall
also be conducted Monday through Saturday between 12:59 p.m. and 1:00 p.m., except
on December 25.

2. The winning numbers resulting from a given draw are the numbers entered into
the central gaming system and are controlling as to validation of a ticket by the SCEL or
by a SCEL retailer authorized to sell on-line products. If an error occurs during the entry
process, the SCEL may correct an entry error and authorize validations accordingly.

3. Unless otherwise specified by the Executive Director or his designee, Pick 3 play
will be suspended Monday through Saturday at 12:45 p.m. and play will resume as soon
as practicable after the draw. Unless otherwise specified by the Executive Director or his
designee, Pick 3 play will also be suspended each day at 6:45 p.m. and play will resume
as soon as practicable after the draw. Upon confirmation and entry of the winning
numbers into the central gaming system for each draw, players may present a ticket for
the current draw for validation and redemption. The time projected for beginning the
redemption of winning numbers following a draw is 1:15 p.m. or 7:15 p.m,, respectively,
but may be earlier or later as determined by the SCEL Director of Security, or a designee,
in consultation with the Director of Information Technology, or a designee.



II. Playing Pick 3

1. The player may present a completed play slip and total play amount to a SCEL
retailer authorized to sell on-line tickets. A player may choose to have a set of numbers
selected by the central gaming system at the terminal by marking the “quick pick” box on
the play slip. Incomplete play slips may be corrected manually by the lottery retailer.
The retailer may also manually enter a player’s selections but a player is strongly
encouraged to utilize a play slip. The player will receive a printed ticket(s) with the
selections chosen by the player. The player should review the instructions printed on the
play slip for specific play options and draw options. (See paragraphs 5 and 6 below). A
single play slip is used for a mid-day draw and an evening draw, or both; therefore, the
player should exercise care in making the play selections and the choice of draws as a
ticket may only be cancelled as provided in paragraph 7 below. The instructions printed
on the play slip are incorporated into this document.

2. All plays and play options selected on the play slip will be valid for the selected
draw(s).

3. The player must make three separate selections: (1) a number from 0 to 9 in each
of the three columns within the panel(s) played on a play slip, (2) a play amount and (3) a
play type. A player should make a heavy vertical mark in the appropriate boxes on each
panel. Only blue or black ink or pencil should be used on the play slip. Red will not be
accepted.

4. A player may choose to play one to five panels on a single play slip by marking
the necessary information on each panel the player chooses to play.

S If a player makes an error in number selection, the void box at the bottom of that
panel should be marked or the player should discard the play slip containing the error and
use another play slip. A player should not erase any item selected on the play slip
because the area erased may be read by the scanner. The risk of loss for any erasure or
other errors rests solely with the player.

6. The player is solely responsible for the selections on the play slips and the player
also is solely responsible for verifying the accuracy of the selections printed on the ticket
whether the information was provided on the play slip or entered by the retailer. The
player is solely responsible for ensuring that the ticket represents the items selected and
the drawing(s) the player intended to enter. The play slip is neither a valid receipt nor
proof of purchase. The printed ticket is the only valid receipt of the player’s selection
and the only valid receipt for claiming a prize.

7. A player whose ticket is printed in error must present the ticket to the SCEL
retailer where the player purchased the ticket within twenty minutes of the sale of a ticket
for the ticket to be cancelled. However, a retailer may not cancel a ticket sold for the
current draw after play has been suspended for that draw.






