MILE HIGH BILLIARD 

LEAGUE POLICIES AND RULES

Revised 21 Sept 2004

1. CAPTAINS: All captains must attend the assigned pre-season league meetings or assign an alternate to attend the meetings. Mid-season meetings may be called and captains will be given ample notice to arrange for someone to attend these meetings. Captains are responsible for assuring that dues envelopes and team rosters are completely filled out and left with the home teams manager or representative the night of play for pick up that night.

2. Alternates: Alternate players (subs) may be added to the roster in the first four weeks of league play only. If an alternate is played that is not on the first four week roster, his/her score will be forfeited and awarded to the opposing team. After the fourth week players may be added to the roster with the majority vote of the rest of the captains until the ½ way mark of the season. After that, rosters can not be altered. Under certain emergency conditions, exceptions may be made. Maximum of four alternates are allowed. When a sub is played, he/she will be played as an eight handicap the first night, unless it is the first 3 nights of play. The second night that sub is played, he/she will use the handicap established after the first 3 nights of play.

3. Sanctioning fees: All ACS league members must pay their sanctioning fees ($20.00) the first night of league play. Failure to do so will result in forfeiture of that persons score. If you are already a ACS member in good standing, you do not have to pay again, however proof of membership may be requested the first night of league play.

4. Sponsors: Team sponsors (the establishment for whom you are playing) must have the sponsor fees paid prior to or included with the first nights league fees. Failure to do so will result in forfeiture of that evenings match. Captains, please make sure that your sponsor is aware of this policy. Checks will be accepted only from sponsors. All league players must pay in cash. Dues for league players will be determined the night of the captains meeting. Team captains must assure cash envelopes are correct. 

5. Starting time: The starting time for league play is 7:00 pm (7:15 pm bar time) Matches may start prior to this providing at least three players from each team are present and both captains agree. Late showing players must be present by the end of the second set of play. If not present, his/her games will be forfeited. The forfeiting player will receive a “F” per game missed and the receiving team will receive ten points per game.

6. Handicaps: There is no “cap” on handicaps, but keep in mind, the stronger your players are, the more points you will have to give up. Remember, this league is for all levels of players up to AA. We encourage having lower level players mixed in with your upper level players.

7. Time outs: One time out for coaching may be called per player per game. The player is the only person who may call a time out and he/she may consult with only one player on his/her team. The coach may not touch or mark any part of the table or balls, other than leaning on the table if necessary while coaching. Pointing with the hand is allowed. During a time out, the opposing player may converse with his/her teammates as long as it is not his or her turn at the table. Conversing while it is a players turn is not allowed at any time. A forty-five second time limit is allowed for coaching and a fourty-five second time limit is allowed per shot. Please be considerate of your fellow players. Using 45 seconds on each shot makes for a boring game and a long night.

8. Spectators: Spectators are not allowed to coach. If a spectator is asked for help it is a foul and ball in hand to the opponent. If a spectator volunteers advice, the spectator must be asked not to do so. If the spectator continues, he/she must be asked to leave the area of play. If the problem persists, discontinue play and contact the manager of the establishment and ask to have the spectator removed. Continue play when no interference is present.

9. Unsportsmanship: Unsportsman like behavior will not be condoned. Disqualification of players and/or teams can occur.
10. Handicap scoring: (As outlined by the “ACS”) The first three weeks, everyone starts out as a 0. The fourth week, each players score from the previous weeks will be divided by the number of games played the first three weeks. That will determine the players average. Mile High Billiard will calculate each players average and post each players handicap for the following week on the Mile High Billiard web site. www.goecities.com/milehighbilliard/ On the fourth week the handicaps will be applied retroactive to the first week. It is the home team’s responsibility to provide the stats for the match.
Scoring: (As outlined by the “ACS”)         

      The ACS system for scorekeeping

      and handicapping is probably the

      easiest to use and to understand of all

      systems. Each individual develops an

average throughout the season, but      the total team averages and team points are used to determine the success of the team. Each player plays a different player on the opposing team each round, according to the score sheet directions. The Home team will be responsible for providing scoresheets for the match, and will fill out  the header information such as the league name, date of the match and the name of the home and visiting team. 

In positioning your line-ups each week, place your lowest average players at the top of your line-up with your highest average player at the bottom. (except for the first three nights of play, everyone starts with no average, you may place your players at random)                              

In the first round the visitors break every game. In the second round, the home team breaks every game and in the third round the break rotates between Home breaking two times and Visitor breaking three times. A small “B” appears on the score sheet to denote which player breaks each game. The small numbers in the columns 1,2 and 3 on the left side of the score sheet are used to denote which visiting player the home team shoots against in that round.

In scoring, each player receives one point for each of his/her group of balls (solids or stripes) legally pocketed, plus three points for legally pocketing the 8-ball. Thus, a win is always worth 10 points while a loss can never be worth more than 7 points. Remember, if a player makes the 8-ball on the break it is neither a win nor a loss (see BCA rules) If a player prematurely pockets the 8-ball or scratches while pocketing the 8-ball, the opponent receives 10 points automatically. The losing player receives one point for each ball in his/her group pocketed during the game.

  At the conclusion of each round, the team’s scores are totaled. In the case of a tie, the team winning the most games wins that particular round.

  Once all three rounds are completed, the players’ scores for the three rounds are totaled in the “Tot.” column. The total scores are then summed and these total scores become a fourth round for scoring. In the event that the total points scored on the night is a tie, the team winning the most games wins that round.

12. Forfeits: If a team reports that only four players will be playing their match, place their names on the top four lines on their side of the score sheet. Record the total handicaps as the total “Team Avg” and record only the total of the first four individuals on the opposing team as that team’s total “Team Avg”. Whenever a player faces the forfeited opponent, he receives a score of 10 in his slot, while an “F” is placed in the corresponding slot of the forfeited player. No average is to be updated for the forfeited player in the next week’s statistics.

  Teams must be ready to play no later than 7:15 pm real time (7:30 pm bar time) Teams with less than three players at 7:15 pm will forfeit their matches unless other arrangements have been made with the opposing team. All players on the opposing team will receive “10’s” and the forfeiting team will receive “0’s”.  All make up games must be completed before the next weeks play and Mile High Billiard must be notified concerning team forfeits and makeup games. A player listed on the score sheet has until the end of the second round to show up. If he/she does not make it by the end of the last game of round two it is a forfeit for all three games unless special arraignments have been made with the opposing team captain. 

A player may be substituted after play begins providing that he/she is substituted before the end of the first round and his/her average is the same or less than the original player. 

Any team that no-shows two weeks in a row without notifying Mile High Billiard as to why, or who forfeits the last night of the season will also forfeit their prize money.

13. Break & Runs: A “Break & Run” is described as breaking the balls and running the table without the opposing player shooting.  Running a table after someone else breaks is not a break and run. A break and run is scored 10-0. Even if one or more of the opponents balls go down, he/she does not get credit for them.

14. End of season payouts

All teams will receive prize money at the end of the season. An “Awards Tournament” will be played and the prize money will be distributed at the tournament. The awards tournament is a singles,handicapped, double elimination tournament. Every level player has a chance of winning. All players with at least 3 weeks of play are welcome to play in the tournament.

