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1. LEAGUE FEES: Tre weekly fee is $50.00 per team. $40 of it is set asice far the
prize furd, $10 goes for table time. Since league players are given gooroxinetely 4
hours of pool on every leagee night, (a $16.00 value/person) no refurds will e consid-
eed.

2. TEAM ROSTERS: Fach teammay have o to 8 players on their roster. Qr
league fomat allows for a minimm of 5 to play withaut forfeit penalty . A maximum of

8 can play on any given night.

3 START TIME: Match play begins at 7:30 pam. A 15 minutte grace period will ke
allowed withaut penalty to the late team. If the late team shows o after the grace
periad, they lose 1 care far each 5 minute incravent. If a team is shart players, the
metch can ke started with the players who are present. At least 3 players must ke
presat to start. When it cares tine far ae of the late players to play he has 5 min-
utes fram the carpletion of the preceding gare to show wp. If he does not show wp
he farfeits that gare ard the next players begin their metch. This continues throuch
at the metch. Tears do have the gotion to waive these rules if loth tearms agree. If
are team does not agree then these rules autaretically gooly. Match play should e
aontinious.

4 HANDICAPS: Hadicges of all players are initially determined by the league
goeratar . He will use existing leagee hardicges as a starting point. If you have o
existing league handicgp ladies will begin as 3's ard quys egin as 4's. Tre league
cgperator will watch you play and carpare your skills to other "known" league players.
These "known" league players are what we call our "benchmark" players, players that
we know who they are, how they play, and how they should e handicaoped. BRased
on his Judgament, the league geerator will assess a handicap by deciding where you fit
an the ench merk list.
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He will do this by canparing your skills with the known players and he will place you
in a handicap gragp which aontains players that he kelieves play closest to your aoility .
The maners of this grogo will all play about the sare.

No male shooter is allowed to fall below a 3.

The league geerator retains the authority to dhance anyones handicap at any time to
couter dovicus mistakes and other unethical noves. The question of 'when' a player
should ke raised or lowered is often asked. This league will meke those dhanges im-
mediately yoon the league geerator deciding the player needs changed.  Towait util
next session is ansicered urethical. If the league goeratar feels a change must ke
mede, it must be made immediately .

Youxr team handicap is the sum of your 5 player's handicges.  The match handicap is
determined by suctracting the 2 team handicaps. There are 17 hardicap levels.

2.0 Beginner

2.5 Intermediate Beginner
3.0 Advanced Beginner
3.5 C- player

4.0 C player

4.5 C+ player

5.0 B- player

5.5 B player

6.0 BB player

6.5 B+ player

7.0 A-player

7.5 A player

8.0 AA

8.5 AAA

9.0 PRO

9.5 TOP PRO

10 WORLD CLASS

5. SCORING: Fach match kegins with the hare team deciding which 5 players they
will play in the first rord. They "acder" their players ae throch five. They then
tell the visiting team their arder ard the visiting team "metdhes w". This system is
altermated with the hare team of fering their players in the first ard third rords ard
the visiting team offering their players in the secod ard fourth rords.  The fifth road
is dae blird. Play starts after the handicgos are figured. The tears kegin play an two
tables. Fach gare starts with a "lag" far the regk.  The wimer of the lag is the kall
closest to the heed rail. If a sice rail is strudk ar if you saratch while lagging, you lose
the lag. If both players agres, they may flip a coin instead of 1ag.
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HANDICAP CHART

Subtract your team handicaps to determine the Team Handicap Difference
then refer to the chart for the Match Handicap

Team Handicap Match Team Handicap Match
Difference HCP WINS Difference =~ HCP WINS
1 Even 11 6
2 1 12 7
3 2 13 7
4 3 14 8
5 3 15 8
6 4 16 9
7 4 17 9
8 5 18 9
9 5 19 10
10 6 20 10

The team receiving the handicap receives autamatic HCP WINS (the amount shown by
the chart) throwghout the metch. They can ke goplied in any rounds they choose to
use them BUT....they can not use nore than 2 HP WINS per round. They can only
aoely a HP WIN against any given individual player one time per match, until every
player on the goponent has leen used. Only then can an individual e used twice.

Fach team is trying to win rouds plus the overal win comnt. A road amnsists of 5

gares of 8 Ball. There are 5 rouds to a match. The team that wins 3 or nore gares
in each, including their HP WINS if receiving tham, wins that round. Y ou regsat the
process far all S raads.  After each roud, circle the "W" at the bottan of the rouad.
After all roads are finidhed, the match scae will ke 6-0, 51, 42 a 33. 1 point far
each rourd you win plus 1 point far the overall win total.

6. TEAMS : All tears nust field 5 to 8 players.

7 SAFETY PLAY: Safety's are extrarely inportant when playing good pool.  Try-
ing to ketter yaur position by placing the ae kall to your advantace, after having
missed a shot, is good strategy . W e encorace safety play . However, a few rules
aply. If you legplly pocket a kall while playing safe, (@ leggl hit ad the corect
pocket) it is still your shot. The kall stays down and you cotinue shooting.  How—
err, if yau play safe ard the kall goes, it in the weang pocket, it is a safety ad the
G E—————————
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8 COACHING: Any player may receive 2 coaches per gare fram any 2 teamates
at a time. No spectatar coaching is allowed. The ggoosing player has to adknowl—
ede each coach with his goponent ar else it is not ansidered a coach. A ccach ends
when the player strikes the ae kall to exeatte his shot. A two minute coaching time
limit can ke enfarcaed when there is a pattemn of lag coades.  When the playof fs ae
domn to 4 tears the league goeratar will use the coach clock on all coaches. The
following statements made fram a teammate are not considered coaches: "You have
kall in hard", ™te score of the match is...", "Yau have stripes (ar solids)".

9 ROSTER CHANGES: Rosters are frozen after the 6th wesk. Additians to the
rosters after they are frozen can only ke mede with the permission of the leagee go-
aatar . The only tinme additions will ke granted is when they are necessary to save the
life of the team. No additions will ke allowed sinply for a team to becare more
aapetitive. If granted permission to add players, the league goerator must goorove
the new players. Scrutiny will ke given to the handicgos of each new player ard the
overall team handicap. The new team handicap can not exceed the old team hardicap
without an adjustment of an additional 1 point per road per additional handicgp
poirt.

10. PLAYOFF ROSTERS: Younust play 15 gares far each team to ke eligible for
the playoffs far each team. Players are allowed to play on multiple teans in the play—
offs. Players with less wesks may ke allowed to qualify but only after receiving per—
mission fran the league cperator . The puarpose of this is to allow players, added to a
team late in the session to save the tears life, to play in the playoffs.

1. FORFEITURES: In the et that a team does not show wo for leage play, te
present team wins the match and receives points according to their average winning
percentace acginst the farfeiting team, with a minimum score of 42. Far instance, if
Team A has a 75% winning percentace against Team B and Team B farfeits, they will
ke given a 5 — 1 scare far the night (755 of the 6 points available is 4.5 ard it raads
w to 5). They must pay their league fees to oet the points. The farfeiting team will
receive the gooosite saore ard have their league fee suotracted fram their winnings at
the ed of the session.  The resent team is allowed to practice far free an two takles.
If a team has a 25% wirning percentace acainst the forfeiting team they would receive a
4-2 win because the minimm score for the present team is 4-2. If the two tears have
not yet played this session the minimm score would goply .
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2. SPORTSMANSHIP: Good kehavior is expected and demanded fram each player
in the leage. Tre league gperatar has the right to kar anyore ar any team fram the

league at any time for unsportamanlike behavior. No refurds will ke mece if larred

for this reesm. It is the leeqe qoeratars discretion as to what is aoosptable behaviar .
Poor attitiudes, unruly behaviar, handicap menipulation, and standings menipulation,

are sare exanples of unsportsmanlike behavior, however, this list is not carsicered
all-irchsive.

13. DROP-OUT TEAMS: Teams which drop aut of the league during the season
cause scheduling prablars.  If your team is scheduled to play a team which has
draoeed at you will receive a farfeit win if you pay your league fess. The schedule
will not ke redoe far the ramining teams. You will continue on and every tine you
are scheduled to play that team you oet a farfeit win if you pay your leagee fess. No
byes will ke added to the sahedile.

14, PLAYOFF QUALTIFICATION: All tears that play in ar lesge qalify for the
playof fs. Dates ard tines will ke announced aroard mid session.  To ke eligible far
the playof fs all fees ad des must ke arratt. AND...... You nust have 5 players to
play in the playof fs. No teams with less than 5 players will ke alloaed in the play-—
dfs

15. STANDINGS: Division stardings are decided by winning percentace.

le. TIE BREAKERS: If aroad is tied, ar if the oerall scae is tied, each teampits
o their highest matching handicap players and 1 gare is played to settle the score.
A 1 point to the winning players score for the road in question.  If handicgpes
cannct ke matched perfectly, then you match w the two highest, closest hardicges. If
the match is tied 33 in a playof £ sitatian, a full raxd is played to settle the match.

I7. PLAYING ON MULTIPIE TEAMS: Players are alloed to play on miltiple
teans as 1layg as they are in different divisians. If there are tears with identical players
(ot not the rosters are not capletely identical), ard they play each other in the play—
offs, the idatical players sit ait, ard the match is decided by the ramaining players.
Tears shauld try to have 5 "ramaining" players on their roster. If there isaily 4, the
identical player gets added to loth teans scoreshest. He/She autaretically wins for
the Hare Team in Rouds 1 ard 3. He autamtically wins for the Visiting Team in
Rourds 2 ard 4. If the match is not decided, the highest matching handicaes play
gae 25 to settle the match. The identical player then joins the wirning team and con-
tines o in the playoffs.




