Van Wert-BCA-Local Rules "BEE

2009-2010 Season-Revised 9/13/2009

(THESE RULES SUPERCEDE LEAGUE BOOK RULES WHERE APPLICABLE)
I Meaning: ONLY these Local Rules, on THESE PAGES, pertain to us!
Itiseachp | a yresporsilslity to know these rules.

This is a Local League, made up of Local players. Local means local players from VVan Wert and the
surrounding small communities, who want to play and compete in a friendly atmosphere, with fair rules
applying to all players, and at the end of the season, being fairly and justly compensated for their overall
efforts.

This League was started, so LOCAL PLAYERS could go to Vegas, to COMPETE as a TEAM at a
National Level.

I'NOTE: Team Captains can be asked to vote whether or not to accept your roster, if requested by the
League Operator based on the above criteria.

I11Some rules have been added or revised inordertomaint ai n consi st ency
Rul es of t he BThdseRlesthdt hale been gdded dr revised have the rule
number italic and underlinedl!

*** Phenolic tip rule:
As per thefiOfficial Rules of the BCA Pool League in fiEquipment Specificationd under
fCue®
The BCA Pool League as well as the Van Wert BCA is amending thle to state:
ATHE CUE TIP ON BREAK CUES MUST BE MADE OF LEATHER WITH NO
NON-LEATHER MATERIALS ADDED TO THE CONTACTING SURFAE.0

GENERAL RULES AND DEFINITIONS

Section 1
1.1 PLAYER RESPONSIBILITY
As a player you are responsible for knowing the rules that pertain to any BCAPL event that you
enter. Here in the Van Wert BCA Pool League we play by the rules contained in these pages only,
which have been drafted fromthe* Of f i ci al Rules of the BCA

1.2 CALLING BALL AND POCKET
1. You must designate the called ball and the called pocket before each shot. The designation may
be made verbally or by gesture. You do not have to call obvious shots. You do not need to
indicate incidental kisses and caroms, or incidental cushion contacts that do not constitute bank
shots or kick shots.

2. If you are not certain what shot your opponent is attempting, it is your responsibility to ask.
You must ask before your opponent is down on the shot. With the exception of bank, kick or
combination shots, if you are not certain about a shot and you do not ask, the shot will be
considered obvious.

3. Regardless of whether or not your opponent asks, and regardless of how simple or obvious a
shot may appear to you, bank shots, kick shots, and combination shots are defined as being not
obvious and must always be called.
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4. When calling bank shots, kick shots and combination shots you only have to designate the

called pocked. I f shooting a combination you
which ball will be struck first or the sequence of balls. When shooting a bank or kick shot you do

not have to say t he wfgwhth-ctshoasnwitl beingotved inthdéstwtk ” nor

5. If a shot that was obvious prior to the stroke inadvertently becomes a bank shot because the
ball did not go directly into the called pocket but instead contacted two or more cushions prior to
being pocketed in the called pocket, the shot is scored for the shooter and the inning continues.

PATCHING THE POCKET

You MUST patch the intended pocket for the 8-ball. If the patch is already at the pocket, from a
previous shot or game, there is no need to point to, touch, move, or in any way acknowledge the
pocket or patch.

8-BALL A SEPARATE SHOT
You cannot play the 8-ball at the same time you play the last ball of your category. The 8-ball
must be a separate shot.

8-BALL ON THE BREAK

An 8-ball on the break is NOT an automatic win. SHOOTER has the option of:
1) Having the balls reracked and breaking again himself, or,
2) Have the 8-ball spotted and continue shooting

8-BALL ON THE BREAK AND SCRATCHING
An 8-ball on the break and scratching the cue ball is NOT an automatic loss. OPPONENT has the
option of:

1) Having the balls reracked and breaking himself, or,

2) Have the 8-ball spotted and begin shooting with ball in hand in the kitchen.

3) Require the SHOOTER to re-rack the balls and break again.

I NOTE: A game cannot be won or lost with an 8 on the break, regardless of what is pocketed on
the same shot.

INOTE: If the 8-ball is pocketed on the break and not noticed until after another shot has been
taken the game will be replayed with the player who broke the game breaking again.

8-BALL ISNOT NEUTRAL
The 8-ball is NOT neutral.

Examples: When shooting the 6 ball in the corner, an 8-15-6 ball combination is illegal, a
foul. However, a shot of 7-8-6 is a legal shot.

OPEN TABLE

The table is always open after the break and remains open until groups are established. When the
table is open, all object balls except the 8-ball are legal object balls and combination shots
involving balls of different groups are legal. The 8-ball may be part of such a combination if it is
not the first ball contacted by the cue ball. (See 1.7)

BALL IN HAND

Ball-in-hand is anywhere on the table—EXCEPT on a scratch on the break, then it MUST be

positioned behind the head string, (in the kitchen). Thecueballre mai ntsarfd”™n from t he
moment it is picked up until the next stroke is taken, regardless of how many times it is placed.



1.10

=
=
w

1.15

1.16

1.17

HEAD STRING DEFINED

The area behind the head string does not include the head string. Thus an object ball that is dead
center on the head string is playable when specific game rules require that a player must shoot at a
ball past the head string. Likewise, the cue ball when being put in play behind the head string (cue
ball in hand behind the head string), may not be placed directly on the head string; it must be
behind it.

OPENING BREAK

On the opening break, the game is considered to have commenced once the cue ball has been
struck by the cue tip.

There is no requirement for the cue ball to contact any particular ball first.

LEGAL BREAK
(Defined) To execute a legal break, the breaker (with the cue ball behind the head string) must
either (1) Pocket a ball, or (2) Drive at least four numbered balls to a rail.

SOFT BREAK

If you intend to break softly you must notify your opponent and allow them the opportunity to call
a referee to watch your break.

If you intend to break softly, you must notify your opponent and allow them the opportunity to
call a referee to watch your break. Failure to do so is a foul.

FAILING TO MAKE A LEGAL BREAK

If the player fails to make a legal break, it is a foul; however, the OPPONENT has the following
options:

1) Accepting the table in position and shooting, leaving the cue ball WHERE IT IS, or

2) Have the balls reracked and shooting the break HIMSELF, or

3) Allowing the offending player to rebreak.

RACKING PROCEDURES
1. All BCAPL events require you to rack for yourself when you are breaking. You must rack the
balls as tightly as possible. That means that each ball should touch all balls adjacent to it.

2. After you rack the balls your opponent may inspect the rack but must not touch any ball. If
your opponent is not satisfied with the rack, they may require you to re-rack the balls one time.
After one re-rack, if both players cannot agree that the rack is suitable for play a referee must be
called. The referee will then rack the balls for that game.

3. You should refrain from tapping balls unless necessary. It is preferable to brush the area of the
rack to even out the cloth, and ensure that the spot attached to the cloth, if any, is in good
condition.

RACKING THE BALLS

The balls are racked in a triangle at the foot of the table with the 8-ball in the center of the triangle,
the first ball of the rack on the footspot, a STRIPE BALL IN ONE CORNER of the rack and a
SOLID BALL IN THE OTHER BACK CORNER.

CONCESSION OF GAME

1. You must not concede anygameat any ti me for any reason.

of any verbal or non-verbal action, you lead your opponent to believe that you are awarding them
the game before its normal conclusion on the table. Before a game has ended, you must refrain
frommakingany st atements such as “good game”,
game is over. You must also refrain from any non-verbal action, such as putting away your cue or
accessory items, beginning to mark a score sheet, etc., that infers the game is over.

2. If you concede a game it will be scored as a loss at the point of concession.



3. In the absence of any act that may be considered a concession under rule 1.17.1, you must not
assume that your opponent has conceded the game. If you do, you lose that game.

4 . I f you make a motion to unscrew your playing
lose the match.

1.18 SAFETY PLAY
Prior to any shot except the break you may declare a safety. On a safety, your inning ends after
the shot regardless of whether or not you pocket any ball, including an obvious ball or a called
ball. You must declare the safety to your opponent before the shot, and they must acknowledge
your intentions. If you do not declare a safety or it is not acknowledged, and you pocket and
obvious ball or a called ball, your inning continues and you must shoot again. Balls pocketed on a
safety are illegally pocketed balls. You cannot establish a group on a safety. Safety shots must
meet the requirements of a legal shot.

1.19 SPLIT HITS
If the cue ball strikes a legal object ball and a non-legal object ball at approximately the same
instant, and it cannot be determined which ball was hit first, the judgment will go in favor of the
shooter. If you think a shot is going to be close call a referee.

120  JUMP SHOTS
It is legal to cause the cue ball to rise off the bed of the table by elevating the cue stick on the shot,
and forcing the cue ball to rebound from the bed of the table. Cues must be at least 40inches
minimum.

1.21 BALLS MOVING SPONTANEOUSLY
I f a ball shifts, settles, turns or otherwise mov
assumed and play continues. A hanging ball that
motionless for 5 seconds or longer shall be replaced as closely as possible to its position prior to
falling, and play shall continue.
I f an object ball drops into a pocket by itself
over the spot the ball had been on, unable to hit it, the cue ball and object ball are replaced to their
positions prior to the stroke, and the player may shoot again. Any other object balls disturbed on
the stroke are also to be replaced to their original positions before the shooter replays.

1.22 RESTORING A POSITION
When necessary for balls to be restored or cleaned, the players/captains will restore disturbed balls
to their original position to the best of their ability.

1.23 JAWED BALLS
If two or more balls are locked between the jaws or sides of the pocket, with one or more
suspended in air, a referee shall inspect the balls in position and follow this procedure: They shall
visually (or physically if they desire) project each ball directly downward from its locked position:
any ball that in their judgment would fall in the pocket if so moved directly downward is a
pocketed ball, while any ball that would come to rest on the bed of the table is not pocketed. The
balls are then placed according to the referee"s
specific game rules as if no locking or jawing of balls has occurred. If the 8-ball is one of the
jawed balls, the balls remain jawed.

1.24 STALEMATED GAME
A stalemated game is 3 consecutive turns at the table, BY EACH PLAYER, (6 turns total,
consecutively), both CALLING the shots as SAFETIES, and playing safeties and neither one
attempting to make a ball, this is a stalemate, and results in a rerack and the same breaker will
break again.
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OUTSIDE INTERFERENCE

When outside interference occurs during a shot that has an effect on the outcome of that shot, the
captains (or players) will restore the balls to the positions they had before the shot, and the shot
replayed. If the interference had no effect on the shot, the captains (or players) will restore the
disturbed balls and play will continue. If the balls cannot be restored to their original positions,
the game should be replayed with the original player breaking.

NON-PLAYER INTERFERENCE

If the balls are moved (or a player bumped such that play is directly affected) by a non-player
during the match, the balls shall be replaced as near as possible to their original positions
immediately prior to the incident, and play shall resume with no penalty to the player affected. If
the match is officiated, therefere e s hal |l repl ace the balls.
interference, such as earthquake, hurricane, light fixture falling, power failure, etc. If the balls
cannot be restored to their original positions, replay the game with the original player breaking.

JUDGING DOUBLE HITS

When the distance between the cue ball and the object ball is less than the width of a chalk cube,
special attention from a referee may be required. In such a situation, unless the referee can
positively determine a legal shot has been performed, the following guidance will apply: If the
cue ball follows through the object ball more than % ball, it is a foul. If a referee is not present,
the judgment will go in favor of the shooter.

SHOOTING THE 8-BALL
1. The 8-ball becomes your legal object ball on your first shot after the last ball of your group is
pocketed. The first player to legally pocket the 8-ball wins the game.

2. With the exceptions of the provisions of Rule 1.29, if you foul but do not pocket the 8-ball, it is
not loss of game. Your opponent is awarded ball in hand.

LOSS OF GAME

WHEN:
1) You illegally pocket the 8-ball;
2) You jump the 8-ball off the table on any shot other than the break;
3) You pocket the 8-ball on the same shot as the last ball in your group;
4) You violate any General rule that requires loss of game as a penalty;
5) You pocket the 8-ball in a pocket that is not patched.
6) You foul under rule 2.13.4 or 2.13.7 and the 8-ball falls into a pocket.

EOT 1 POCKETING THE 8-BALL OUT OF TURN

MARK 8 OUT OF TURNS ON SCORESHEETS!

Occasionally an 8-ball is pocketed out of turn. (Meaning before all of the players solid or stripe
ball are off the table) When this happens, Mark EOT in the game box of the OFFENDING player
along with their actual ball count. (Make it obvious for the Secretary to see!)

TABLES AND EQUIPMENT

All of these rules are designed for tables, balls and equipment meeting the standards prescribed in
the BCA Equipment Specifications. It is a foul if you take a shot with a cue that does not meet
BCAPL specifications.

ERO T EIGHT-BALL RUN OUT
When a shooter comes to the table with all fifteen balls still remaining and runs out. Mark each
ERO on the section on the score sheet for the specific shooter.

LEGALLY POCKETED
When an object ball is pocketed on a legal shot and in accordance with the rules of the game.
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1.34 ILLEGALLY POCKETED BALL

An object ball is illegally pocketed when:
1) A player commits a foul on the shot in which the ball was pocketed;

2) A called ball goes into a pocket other than the called pocket
3) Itis defined as illegally pocketed by specific game rules
Illegally pocketed balls are not returned to the table, but do count in favor of the player with that

group

1.35 POSITION OF BALL
The base of the ball determines its position.



FOULS

Section 2
FOULS
Fouls must be acknowledged by the opponent. (This is just common courtesy and ends arguments
before they start. A foul is a foul, but make sure first.)

2.1 SHOOTING OPPONENTS BALLS
In order to gain a favorable advantage on the table, at times it may be necessary to shoot your
opponents ball first. This is an accepted practice and is ball in hand for the opponenet.

2.2 COACHING
Coaching is a foul. (Other players on the team should hold down conversation about the game. A
coaching foul could be called if overheard by opponent)
I NOTE: Telling a player to Patch the Pocket is a foul. (A coaching foul)

2.3 SCRATCH
Anytime the cue ball goes in a pocket, and remains there, it is a foul.

2.4 LEGAL CONTACT
Hitting the wrong category of balls first is a foul. Failure to hit a rail after Legal contact is a foul.
A pocketed ball counts as a rail. NOTE: ANY ball must go to a rail, AFTER LEGAL contact!

2.5 FROZEN BALL ON RAIL
If object ball is frozen to a rail, in order for the frozen ball rule to be in effect, the OPPONENT
must declare, BEFORE the shot is taken, that the ball is frozen, the player must verify. If it is
NOT declared, it is NOT a frozen ball. Once it is determined frozen, that ball must leave the
cushion it is frozen to and then contact a cushion other than the one to which it was frozen, or
contact another ball before it contacts the cushion to which it was frozen. Failure to do so is a
foul.

2.6 ILLEGAL JUMP SHOT

It is a foul if a player strikes the cue ball bel
intentionally causes it to rise off the bed of the table in an effort to clear an obstructing ball. Such
jumpingaction may occasionally occur accidentally, and

fouls on their face; they may still be ruled foul strokes, if for example, the ferrule or cue shaft
makes contact with the cue ball shaft makes contact with the cue ball in the course of the shot. It
will be considered a cue ball foul if during an attempt to jump, curve or masse the cue ball over or
around an impeding numbered ball moves (regardless of whether it was moved by a hand, cue
stick follow-through or bridge). Any miscue when executing a jump shot is a foul.

2.7 DOUBLE HIT
If the cue ball is frozen to a legal object ball, it is legal to shoot toward the object ball provided
you use an otherwise legal stroke and no other foul is committed. If the cue stick strikes the cue
ball more than once on a shot, or if the cue stick is in contact with the cue ball when or after the
cue ball contacts an object ball the shot is a foul. (See section 1.27 for judging these shots)

2.8 CUE BALL FOULS

a) Causing even the slightest movement of the cue ball, even accidentally, is a foul. The cue ball
is always Live, so exercise caution when placing the cue ball on the table in ball-in-hand
situations. If the cue ball touches another ball while being placed in position, it is a cue ball
foul. Dropping a piece of chalk or any other foreign object on the cue ball is a foul.

b) Itisa foul if on a stroke; the cue ball fails to make contact with any legal object ball first.
INOTE: Playing away from a touching ball does NOT constitute having hit that ball.

c) On the break shot, stopping or deflecting the cue ball AFTER your cue stick strikes it and
prior to hitting the racked balls is considered a foul and loss of turn.



2.9 PUSH SHOTS
It is a foul if the cue ball is pushed by the cue tip, with contact being maintainedfor more than the
momentary time commensurate with a stroked shot.

210  BALL IN MOTION
Picking up or shooting the cue ball while the cue ball or any object ball is in motion, is a foul. (A
spinning ball is in motion) NOTE: (see LOSS OF GAME section)

2.11 FOOT ON FLOOR
Player must have at least one foot in contact with the floor at the moment the cue tip contacts the
cue ball, or the shot is a foul. Foot attire must be normal in regard to size, shape and manner in
which it is worn.

2.12 PLACING BALL IN HAND
During cue ball in hand placement, the player may use his hand or any part of his cue (including
the tip) to position the cue ball. When placing the cue ball in position, any forward stroke motion
of the cue stick contacting the cue ball will be considered a foul if not a legal shot. A forward
motion of the cue with separation and contact with the cue ball is how the foul can be determined.
Touching any object ball with the cue ball, while it is in hand is a foul.

Once you have picked up the cue ball to take ball in hand, it remains in hand until your next
stroke. After it has been picked up, the cue ball bay be placed, picked up again and replaced
successive times until that stroke is taken.
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BALLS MOVED ACCIDENTALLY
1. Itis not a foul to accidentally touch or disturb a single object ball, with any part of your body,
clothing or equipment, unless the accidental movement has an effect on the outcome of the shot.

2. “Ef fect on the out c bedisturbedfball mdkes cordatt withdny me ans t h a
ball set in motion as a result of the shot, or that the base of any ball set in motion as a result of the

shot passes through the area originally occupied by the disturbed ball. That area is defined as a

circle approximately seven inches in diameter centered on the position originally occupied by the

disturbed ball.

3. If there is no effect on the outcome of the shot, your opponent has the option to leave the

disturbed ball in position or restore it to its original location on the table. If the disturbed ball is to

be restored, a referee may restore it, your opponent may restore it, or you may restore it with your
opponent s permission. I f you touch or restore t
permission it is a foul.

4. ltis afoul if there is an effect on the outcome of the shot. Your opponent has no restoration
options.

5. If you accidentally move a single object ball, and in the same shot commit a foul that is not
related to the disturbed ball, your opponent is awarded the penalty for the foul and also has the
restoration option for the disturbed ball that was not involved in the foul.

6. If asingle disturbed ball falls into a pocket with no effect on the outcome of the shot, your
opponent has the restoration option. However, if the disturbed ball is designated by specific game
rules as the game winning ball, it must be restored.
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7. Ifisafoul if:
a. you disturb the cue ball;
b. you disturb more than one object ball;
c. a disturbed ball contacts any other ball;
d. you disturb a ball that is in motion.
Your opponent has no restoration option.

INTERFERENCE
If the nonshooting player distracts his opponent or interferes with his play by creating sudden
noise, he has fouled (yelling, kissing sounds, etc.)

USE OF EQUIPMENT
You are responsible for all the equipment and accessory items you bring to the table. You may
not use, or attempt to use, equipment or accessory items in a manner other than their intended use;
to do so is a foul.
1) You may use only your cue stick, held in your hand or not, to help align a shot.
2) You may use either a built-in or an add-on cue extender.
3) You may use your own chalk provided the color is compatible with the cloth.
4) You may not use more than two mechanical bridges at any one time. A bridge may
only be used to support the cue stick or another bridge.
5) You may not use any item to prop up your bridge hand. You may hold chalk in your
bridge hand while bridging, but the chalk may not be used to elevate your hand off the
table.
6) You may not use any ball, your cue stick, the rack, or any other equipment or width-
measuring device to determine if the cue ball or any object ball would fit through a gap or
to judge what ball the cue ball would contact first.

PRACTICE

While a match is in progress, practice is NOT allowed. Taking a shot that is NOT part of that
match is a foul. (Shooting balls off the table before your break, practice lags while waiting for
opponent, taking a shot on another table during your match, etc.)

NOTE: Practice—this refers to the 2 ACTUAL SHOOTERS on the Match Table. (Anybody else
in the entire establishment, including ANY player on your team, can play games on any open
table, EXCEPT the 2 individuals that are playing their match game at the moment)

STRIKING THE CUE BALL
Legal shots require that the cue ball be struck ONLY with the cue tip. Failure to meet this
requirement is a foul.

CUE BALL IN HAND BEHIND THE HEADSRING (IN THE KITCHEN)
If a player positions the cue ball completely and obviously outside the kitchen and shoots the cue
ball, it is a foul.

ILLEGAL MARKING

It is a foul if you intentionally mark the table in any way to assist you in executing any shot or
future shot. Marking includes the deliberate placement of chalk or any other object on a rail or
cushion to aid the alignment of a shot, or placing any mark on any part of the table. The foul
occurs at the moment you attempt to mark the table, regardless of whether you remove the mark,
or whether a shot is taken.

OBJECT BALLS JUMPED OFF OF THE TABLE

If any object ball is jumped off the table; it is a foul and loss of turn, unless it is the 8-ball, which
is loss of game. Jumped balls are not returned to the table, but do count in favor of the player with
that group.
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OBJECT BALLS JUMPED OFF THE TABLE ON THE BREAK
If a player jumps an object ball off the table on the break shot, it is a foul. In all cases on the
break, jumped balls other than the 8-ball are not returned to the table except in the case of a re-
rack. If you jump the 8-ball off the table, your inning ends. Your opponent may;

1) Have the 8-ball spotted and take ball in hand behind the head string;

2) Have the 8-ball spotted and accept the table in position;

3) Re-rack the balls and break;

4) Require you to re-rack the balls and break again.

5)
LEGAL STROKE
You must use a legal stroke. Any lifting, sideways, or other brushing motion of the cue stick, such
that the force that propels the cue ball does not primarily result form a forward motion of the cue
stick is a foul

LEGAL SHOT
Unless otherwise state in specific game rules, as shot is legal if:
1) alegal stroke is used;
2) the first ball contacted by the cue ball is a legal object ball;
3) after that contact, any object ball is pocketed, or the cue ball or any object ball
contacts a cushion.

If any of the above requirements are not met, it is a foul.
FOULS NOT CALLED
Any foul not called before the next stroke is taken is considered to have not occurred. The failure

to call a foul on any previous shot does not restrict the ability to call a similar foul on any future
shot.

10
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LEAGUE STRUCTURE

Section 3
TEAMS
9 players maximum per team
Each player MUST have played within the first 4 weeks.
I NOTE: NO NEW PLAYERS AFTER the 4" week of play. (See NOTE listed under BYES)

ADDING PLAYERS AFTER THE 4™ WEEK

I NOTE: If a team loses players (changing shifts, etc.) and has to add a player AFTER THE 4™

WEEK, in order for the team to remain active, then:

1) The new player MUST BE APPROVED by a MAJORITY of the team captains, PRIOR TO
SHOOTING. (Include a list of the team captains NAMES who approved the player, when
you turn in your scoresheet)

I NOTE: MAJORITY will be figured like this:

a) Ifitisa 12 team league, 6 equals half, and 7 teams make a Majority.
b) OftheMaj ority (using 7), ,your team"
signatures needed.

2) Notify the opponents Captain PRIOR to match night of the added player (after the 4™ week)

3) The incoming player will come in with an average or (Hdcp) handicap level of 10.

4) The 40 points (average of 10) will be added onto his individual standing sheet, (by the

DOES NOT

Secretary) BUT those 40 points W LL NOT be adde

5) The 40 points is a penalty, NOT a bonus to the team.

PLAYERS SWITCHING TEAMS

A player CANNOT SWITCH TEAMS, and will ONLY be listed on the roster
under ONE TEAM, and will shoot on only ONE TEAM, locally, during the
course of the League Year.

SCORESHEETS

VISITING TEAM marks players on the score sheets first. Home team then marks their players on
the scoresheet next.

I NOTE: You MUST mark 4 players on the scoresheet, even if you do NOT have 4 players
present that night.

Once the players are marked on the scoresheet, opposing team does NOT have to allow you to
change players.

Example: If Tom, Paul, John, and Sam are marked down on the scoresheet, and Sam cannot make
it that night but Joe does show up to shoot, after the match has started but before it would have

been Sam®s turn, the opposi ng Samavasmalkedes NOT have

down, and if Sam is not there, then Sam loses each match that night, by forfeiting. If Sam shows
up late, he can shoot any scheduled games that he has NOT already forfeited, by not having been
present when that game was ready to start.

FORFEITS do NOT count as a player having played, meaning:
1) (See above) Sam will NOT have his average lowered by staying home that night. (Mark

FORFEIT in scorebox, or “F”", instead of
2) That week will NOT count for Sam as a Scheduled Week Played, because he did not play that
night.

3) If Sam only played the last 2 matches that night, his Hdcp will be calculated using ONLY
those games he actually played during the season.

11
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3.5

3.6

3.8

3.9

3.10

3.11

RETURNING ENVELOPES/SCORESHEETS

Score sheets/envelopes are duebacktoCJ 6 s by 5: 00pm t he. Hbweyeritaf t er

is preferable that they be returned that night after league is over. The home team is responsible for
returning the envelope. (If visiting team volunteers to return envelope, visiting team is
responsible.) . Theresponsibleeam will be docked team point for late envelopeReminder
stats are updated weekly and returning envelopes/score sheets on time, ensures this can be
completed in a timely manner.

WEEKLY FEES
Each team must submit their $28 weekly fees, ($7 per man) regardless. If a team only has 3
players, $28 is still due.

LEAGUE FEES

BCA Pool League Membership fees are to be PAID ON, or BY, the FIRST NIGHT that a player
shoots. $15 BCA fee.

Van Wert BCA Registration fees are to be paid with in the first four weeks of the season.

$ 10 VW fee.

WRITE ON THE BACK OF THE SCORESHEET, ALL OF THE PLAYERS NAMES, who are
paying their fees that night, and the amount they are paying and for what. Without this

i nformation, we don"t know whose money i

Example: JOHN--$15 BCA, $10VW, $7 WEEKLY
PAUL--$15 BCA
ETC.

SPONSER FEE
There is a $25 sponsor fee. Sponsor fees are paid by the bar, and are paid for EACH TEAM being
sponsored by that bar. Please try to get the Sponsor Fee turned in on the first week also.
AND MAKE A NOTATION ON THE BACK OF THE SCORESHEET AS TOWHAT IT IS
ALSO.

Exampl e: C. J-$253PONSORIFElpPoc ket s

TRAVEL FUND

There will be a travel fund for Nationals. If there are less than 14 teams in the league, there will
be three places for the travel fund. If there are 14 or more teams in the league, there will be four
places for the travel fund. The league operator will notify all teams what the payout will be after
the halfway point in the season.

In the event one of the teams are not going to nationals, the travel fund(s) will default to the first
teams, in order of finish, that wish to go and compete in Las Vegas. If enough teams do not wish
to go to nationals to compete, the travel fund(s) will be returned to the general fund and dispersed
with the regular payback.

NATIONALS ENTRY FEE

The team entry fee for nationals will be paid by the league (from the general fund) to those teams
eligible for a travel fund and the winner of the Seasonal Shootout (if held), in the event that one or
more of the top teams do not wish to go to nationals, the paid entry will default to the teams that
wish to go, by order of finish. If the Seasonal Shootout winner chooses not to go to nationals,
these funds set aside will be returned to the general fund. Any remaining funds set aside for
nat i enryafde ivil be returned to the general fund and dispersed with the regular payback.

NO MAKE-UP GAMES
We shoot on Wednesday nights!

Make-up matches will be played ONLY in the case of Extreme Emergencies. And
ONLY with the approval of the League Operator. There will ONLY be a 1 week deadline within
which to make-up a match, and then, the paperwork and money MUST be turned in prior to the
next scheduled shooting date. (This has never happened)
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3.12

3.13

3.14

3.15

3.16

3.17

3.18

EMERGENCIES

If league is cancelled on Wednesday due to a emergency such as snow or ice etc., and there is no
emergency on Thursday, then we play on Thursday, same time, same place; if the emergency is
not over until Friday, etc., etc.

BOARD MEMBERS

All Captains are on the Board. In the event that a situation arises, the league operator may call on
the board members to assist in a decision.

STARTING TIME

Start time is 7:00 PM. (actual time, not bar time, not Indiana time)
There will be a 15 minute grace time, (at the start of the match) however, the Visiting

Team must turn a filled in scoresheet roster to the Home Team by 7:15 PM, period. (Play is

CONTINUOUS after the matches start) 7:15 PM at the latest, or team forfeits all points that night,
and they still owe the $28 weekly Team fees.

SCORING

Each player receives 1 point for each of his group of balls pocketed, plus 3 points when the 8-ball
is legally pocketed. This makes a total of 10 points for the winner of the game. The loser cannot
score more than 7 points. The winner automatically gets 10 points. (After each match, make a

habit of announcing the score, 10-5 etc., so both players can agree to the ball count, and the

respective score keepers can write down the score accurately, this eliminates arguments later if a
scorekeeper missed seeing a ball on the table.)

FIRST NIGHT IS SCRATCH

On the first night o f

females will not be allowed any lower than a five in the first four weeks.

AVERAGES

by the total number of games played. Fractional averages are rounded off to the nearest full

pl ay, it

/| HDCPOS
Averages are calculated after the first week, by dividing the total number of points a player wins

i s a

s ¢ Hardicapshwill then be caltylated
from each shooters average after the first week. To help offset any discrepancies in a single night
of play no male shooter will be able to have a handicap lower than six in the first four weeks,

numbers as follows: 8.0-8.4 remains an 8; 8.5-8.9 increase to the average of 9.
AFTER the first week, if players DO NOT have AVERAGES, they will be calculated AFTER the
matches have been shot, as above, and then the scoresheet can be properly filled in and calculated.
I NOTE: Males cannot be lower than a six in the first four weeks, females no lower than a five in
the four weeks. Real averages will apply after the first four weeks. If averages in the first four

weeks are lower than these limits the limit will be the p | a yaeerage until the fifth week.

I NOTE: This DOES NOT apply to persons coming in AFTER the 4" week, (see reference under

», TEAMS")

they

pl ay

t hat

ni ght

wi t h

a

Hdcp

calculated by the Secretary by adding the 40 penalty points to the total number of points the player
won that night, and dividing by 8 games, (not 4).

HANDICAP LIMIT

There will be a maximum handicap per round of 12. If the team handicaps add up to more than 12
the round handicap will only be 12. If the team handicap is less than 12 then the actual will be

used.
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3.19

3.20

3.21

3.22

TIES

There are no ties! If a ROUND is tied (including Handicaps), then the team with the most wins

(or 10"s), that ROUND, wins that round. I f howev
ted, ... then..at the end of t he -offgamedwilléeplayadt c h! , t hat
Each team will put up one player to play the play-off game. (Any player who shot that night)

Pl ayers wil| LAG for br eak .hischalde. mhewinningptdam,| ag can br

of this play-off game, will win the ROUND POINT, which had been tied. (Winner takes all!)

There are no ties! If the TOTAL OVERALL POINTS are tied (including Handicaps), then the

team with the most WATCHESWngthathbdint fa TQTALIPOINTSh g AL
I f however, the wins or 10"s during ALL of t
entire match!, that night, a single play-off game will be played. Each team will put up one player

to play the play-off game. (Any player who shot that night) Player will LAG for break. Winner of

l ag can break or rack, it" s -dffigasne, wilhvanthe goint The winn
for the OVERALL TOTAL, which had been tied. (Winner takes all!)

I NOTE: There can be, and has been, more than one tiebreaker play off, in a single night, between

two teams. EACH PLAY-OFF can use the SAME players or DIFFERENT players from that night

of play; i1it"s each of the team®"s own choice.

L
he ma

REFREES

A referee can be anyone in the bar, who knows the game, the rules applying to hits, and is
someone AGREED TO BY BOTH SHOOTERS to make the judgment call. ONLY ONE
REFEREE will be called to the table, at one time.

Referees will have the final say on close hits. NO arguing with the referee.

Referees should be called in, when playing close hits.

Referees ONLY will call push shots.

If a referee is called, the shooter cannot shoot the shot until the referee is there.

Jawed balls in a pocket are to be dropped by a referee.

If the 8-ball is one of the jawed balls, then the balls remain jawed, period.

EITHER SHOOTER can call a referee, if desired.

POSITION ROUNDS
Position rounds are played according®plae the Teams
team plays 2" place team etc.
There are 3 to 5 Position rounds, depending on the schedule, and are played as follows:
1% 3" & 5™ Position rounds---Odd numbered POSITIONS are home team & bar.
2" & 4™ Position rounds---Even numbered POSITIONS are home team & bar.
I NOTE: If a bar has sponsored more than one team, and when Position night occurs, they have
too many home teams to accommodate witht he amount of tables availabl e.
positioned teams (from that bar and scheduled to play at home) will play at home, and the other
home team and opponents will go to an available bar and the team which was to be the original
HOME TEAM will still be the HOME TEAM, but at the other bar.

I NOTE: If a bar is used to playing scheduled matches on 2 tables each week, and 3 teams are to

play there for a position round, and other tables
in effect. They wil |l go to the opponents®™ bar an
opponents bar tables are also unavailable, due to scheduled matches, then Both Team Captains

must agree on a neutral bar, but involved in the League, to play their match on that night, still

playing as described in the previous paragraph. (Or they will be assigned a bar location)

BYES

If there are an odd number of teams in the League during a season, there will be BYE weeks.
Teams getting the BYE will still owe their weekly dues, and must still return the envelop by the
normal time. (Same rules apply) All teams paying their regular weekly dues and getting a regular
weekly scheduled BYE will receive the 5 round points for the night (equals wins + losses), will be
credited for 5 wins (games won), and will receive 160 balls for total points (ball count, 40 points
for each game).

14



3.23

3.24

3.25

3.26

3.27

3.28

3.29

BYES DURING POSITION ROUNDS

The (same rules as above, regarding weekly fees and envelope), EXCEPT: During the position

rounds, the LAST PLACE

receive:

1) 5round points for the night (equal wins + losses)
2) Credit for 3 wins (games won)
3) 120 balls- (most possible ball count for 3 games won)

I NOTE: During years where there is a BYE week, Teams getting a Bye during the first 4 weeks
of League Play, will have until the 5" week to add players and have them shoot.

FORFEITS

Forfeits for an entire match will be scored the same as byes and byes during position rounds. All

fees are still due for both teams.

SETTLING DISPUTES

Players should conduct themselves in an appropriate manner during league. Any disputes on the
rules or a game should be settled by the shooters with the captains assistance, if necessary. Those

team wi

which cannot be settled, the balls should be re-racked and start the game over.

DISQUALIFICATION

be

t he

The league (board) or League Operator has the right to disqualify any player from competition,
and the player forfeits the right to prize money and/or any awards, for unsportsmanlike conduct
and/or for tactics detrimental to the League. (Fighting, etc.)

UNSPORTSMANLIKE TACTICS

Forfeiting your game, before or during the game, to raise your opponents average and/or to lower

your average, or to keep the opponent from getting any shooting time on the table, when a round

has already been lost due to lack of ball count, is Poor Sportsmanship. (Make notation of

violations on scoresheets)

UNSPORTSMANLIKE CONDUCT

1. You must not commit any act which is unsportsmanlike in nature. This includes, but is not

limited to, actions which are embarrassing, disruptive, or detrimental to other players, spectators,

event officials, or the sport in general.

2. Players are responsible for their actions at all times while they are present at the event venue,

whether playing or not.

3. Unsportsmanlike conduct is penalized at the discretion of the League Operator. Penalties for

unsportsmanlike conduct vary and are based upon the League Operators judgment of the severity

and nature of the unsportsmanlike act. The League Operator has the authority to penalize or
disqualify, with or without warning, any player who acts in this manner.

4. Disqualification from the league for unsportsmanlike conduct includes forfeiture or any prize
money, or award won by that player or team.

5. If the League Operator sees fit, he may call upon the Board to assist in a decision of

unsportsmanlike conduct.

MINORS SHOOTING IN THE BCA LEAGUE

Any minor shooting in the Van Wert BCA Pool League must have a written permission slip from
their legal parent or guardian in order to shoot in the League. This written permission slip must be
submitted to the League Operator prior to the minor being allowed to shoot.

Team Captains must notify persons serving or selling drinks, as to which team members are

underage. (Under the age of 21)
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3.30

3.31

3.32

3.33

3.35

Any minor or person under the age of 21, found drinking alcoholic beverages, will be cause for
IMMEDIATE expulsion from the League. The Team Captain may also have his position of
Captain removed, or other penalties imposed, as assessed by the League Operator. These
safeguards are for the protection of the minors, the bar owners and workers, and also the
reputation of the Van Wert BCA Pool League.

It is the right of the owners to have rules pertaining to minors being allowed in the bar. If there are
rules pertaining to minors, the minor must obey these rules.

HOW YOUR TEAM DIVIDES UP THE PAYBACK MONEY AT THE END OF THE
YEAR

How your team divides up your payback money, at the end of the year, is strictly up to each Team.
EVERY TEAM does it differently, Talk to the players on your team and tell them up front, exactly
how it will be done, that way they know before they even start.

CHECKS AND OUTSTANDING FEES

There will be a $25.00 fee for any returned check.

Any team that has any outstanding (unpaid) fees at the end of the year, will have those fees
deducted from there payback. Any player with outstanding fees due to returned checks after
payout has been distributed will have that fee carried over to the following season and play will be
suspended for that player until balance is paid.

TIE BREAK CRITERIA FOR FINAL STANDINGS
1) Most Round Points

2) Highest Ball Count

3) Most Games Won

4) Highest Head to Head Ball Count

5) Most weeks with 3 or more round points

In the event a tie still exists after the five criteria, the final standings will be decided by a coin toss
in which the team with the highest standing the previous week before the tie occurred , calling the
toss.

SEASONAL SHOOTOUT TOURNAMENT

If there are less than 14 teams in the league, there will be a shootout tournament at the half way

point of the season, in which all teams in the league will be enteredin. See appendi x “A” for
format.

UNFORESEEN SITUATIONS

In the rare event that a situation occurs during the course of the season that is not covered within

these rules, the unforeseen situation will be solely handled by the League Operator, using” 2 8- 0

20100f f i ci al Rules of the BCA Pool League”, as gui

THE STANDING SHEET LEADER BOARD
There will be a leader board that is updated weekly as to the shooters who lead in skilled
categories. There will be a special reward for the finalist at the end of the season.

These rul es have 9%elewf fcireiadle dRwlsa s go fas2étedece. BICA Po ol L €
of BCA Pool Leagues copyrights apply.
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APPENDIX A:
SEASONAL SHOOTOUT TOURNAMENT
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1. Each team in the league will be placed into the bracket according to a blind draw.

2. The tournament will be single elimination.

3. Each match will be played and scored like any other match during the season. Players must have 4
weeks of play to be eligible to shoot at their handicap in the tournament. If a player does not have the 4
week minimum they will play at a handicap of 10

4. The winner of each match will be the first team to score 3 points out of the 5 total.

5. Player handicaps will be locked for the shootout after the final match prior to the start of the
tournament. (No handicap will change during the shootout tournament, and tournament weeks will not
count toward players handicaps.)

6. Fees will be the same as any other week. $24 per team per match. In the event of a bye in the
shootout the $24 will still be due in order to advance.

7. The winner of the shootout will earn a paid entry to the Nationals in Las Vegas ($250 value)
regardless of their final standings at the end of the year. As well as $100 payable at the end of the
tournament.

8. In the event that the winner of the shootout is one of the teams in the final standings that qualifies for
the paid entry fee to nationals, they will receive the $250 value added to their payout.

9. The $250 value will default to the runner up if the champion does not wish to go to Nationals in Las
Vegas. If neither the champion or runner up is going to Nationals, the $250 will be added to the travel
fund. The $100 payout will be paid to the winner regardless.

10. Teams eliminated during the shootout will resume regular league play after the tournament.
11. Proceeds from the shootout will go towards the travel fund to the Nationals in Las Vegas.

I'The tournament will only be scheduled if there are less than 14
teams in the league!!
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VAN WERT BCA TOURNAMENT BRACKET

Shootout Champion
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APPENDIX B

VAN WERT BCA SINGLES SHOOT-OFF

TOURNAMENT STRUCTURE
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TOURNAMENT STRUCTURE

B-1 QUALIFICATION
There will be eight qualification tournaments, from which each of the winners
will advance to the Singles Shoot-off.

B-2 ELIGIBILITY
Any sanctioned Van Wert BCA league member may play in the tournaments; this
means your sanction fee must be paid before shooting in any tournament.

B-3 SINGLE ELIMINATION
Each of the tournaments will be single elimination format, 8 man brackets.

B-4 MINIMUM SHOOTERS
There will need to be a minimum of five shooters to have a tournament, byes will
be listed on the lines according to number.
7 players bye on line 1
6 players bye on line land 2
5 players bye on line 1,2 and 3

B-5 FEE
Each tournament will cost $80, $10 per player for a full bracket; tournaments with
byes will still need to have the $80 split among the total number of shooters.

B-6 WINNERS AGREEMENT
Each winner will need to complete the winners agreement form to compete in the
Shoot-off Finals, no exceptions, this will need to be returned with the bracket.

B-7 EINALS

The winner of each of the eight qualification tournaments will compete in the
Singles Shoot-off Finals. This will be the same rules and structure as the qualification
tournaments.

B-8 RACE
Each match will be a race to 5 wins

B-9 RULES OF PLAY
Van Wert BCA local rules will apply for all matches.

B-10 PLAYING IN MULTIPLE TOURNAMENTS

Anyone other than the winners may play in as many qualification tournaments as
they wish. Once you have won a qualification tournament you may not enter another
Singles Shoot-off tournament that season.
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B-11 GRAND PRIZE

The winner and runner-up of the Singles Shoot-off Finals will win all
qualification tournament fees and the finals fee. A full tournament will yield the
following winnings:

8 qualification brackets @ $80 = $640
1 Finals @ $80= $80

Total Prize Potential $720

First place= $430 (~60%)

Runner-up= $290 (~40%)

In the event that over the course of the season that all eight qualification brackets can not
be filled/played, the League Operator may decide to hold the finals without eight winners
to meet the Nationals sign up deadline or the end of the season. In which case, the Finals
winner/runner-up would receive all the applicable fees for the Grand Prize.

B-12 WINNER FORFEITS RIGHTS

If for some reason the winner or runner-up of the finals cannot attend the
Nationals singles tournament, the third and fourth place shooters in the finals will have a
shoot-off match race to 5 for the runner-up prize. Beyond that the funds will be held over
to the following year.

B-13 SHOOT-OFF COMPLETES EARLY
If there is suitable interest after the Finals and time allows, the League Operator
may choose to run more than one Singles Shoot-off in a season.
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Las Vegas Singles Tournament

Shoot-off Champion
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BCA

SINGLES SHOOT-OFF WINNERS AGREEMENT

In order to compete in the Singles Shoot-off Finals and be eligible to win the
Grand Prize, | agree that the Grand Prize winnings are to be used for the trip to compete
in the singles division at the BCA Nationals. It may be necessary to show proof of
Nationals singles registration and travel arrangements to receive the Grand Prize Fund.

By accepting this agreement, if for any reason, | do not compete in the singles
division, | agree to repay the Grand Prize to the Van Wert BCA. If | violate this
agreement and do not repay the Grand Prize, | understand that my eligibility to play in
the Van Wert BCA Pool League will be suspended.

Winners Signature Winners Printed Name
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