
West Michigan Thursday Night League
2017-2018 Rules and Regulations

Teams will consist of four regular players.  If a player can’t make the match, a sub may be used.  A maximum of 2 subs may be used the
same night.  A team must have at least three players to shoot a match: 1 sub 2 regulars; 2 subs and 1 regular; or 3 regular players.  If a
team cannot field a team of three shooters, they forfeit all 16 games and the winning team receives 16 points (4 for each player).  You will
have ONLY two weeks to make up the game (or by the end of the half, whichever comes first).  If the game is not made up the forfeit
stands.  The losing AND winning team captain is still responsible for the $24 fees that night.  If one player is missing and a sub is not
made available, that player forfeits all 4 games but must still pay for that week.  Each team owes $24 each week no matter if the game
is played or not unless it’s a scheduled bye week, that is the only exception, so if you don’t play you still pay.

Home team uses the table from 6:30 to 6:45 for practice.  Visiting team uses the table from 6:45 to 7:00 for practice.  Match begins
promptly at 7:00.  If 3 team members are not present, the balls are to be racked and every 90 seconds a game will be forfeited until 3
players are present or all 16 games have been forfeited.  This rule will be enforced at the opposing captain’s discretion.  In the event of a
no-show, the team captain may elect to hold the first round 3rd or 4th position open until this game is ready to be played.  At this time, the
captain must produce either the regular player or sub, providing 2 subs are not already being used.  If the other player or sub is not able to
play the game, it will be forfeited with the same applying until either the player shows up, or has forfeited all 4 games.  Arrangements can
be made between the two team-captains for players to make up the games missed but both team captains must agree or the forfeit stands.

Each team member will play each of the other teams players, for a total of 4 rounds.  With each team having 4 players, there will be 16
games played per match.  The home team will play in the same order repeatedly, the visiting team will play their first 4 games then the 4th

player will play a second game (back to back) to create a change of opponent.  After that, the 3rd player will get one back-to-back game,
then the 2nd player, finishing with the 1st player.  You will never play the same opponent twice in the same night.

To change a player on your roster during the regular season, the team captain must contact the secretary and inform him that the player is
a regular and not a sub.  If a team needs a sub for four consecutive weeks, than the captain must inform the secretary of this or the
returning player will be considered a sub until he has played for four consecutive weeks.  The reason this is relevant is because of the rule
that states that you must have at least 2 regular players to start a match.  If you do not inform the secretary that the new player is a regular
and you need 3 subs during the four-week period that it takes to become a regular player, than you may be in violation of the two regular
player rule.   Just writing (sub) after the name on the score sheet is enough to satisfy contacting the secretary.

Player’s fees of $6 must be paid.  NO CHARGING!  If a team does not have enough players, the captain must be sure the money for
anyone not showing up is paid.  Each team must put $24 in the envelope each week and will be responsible for turning it in.  All captains
who fail to turn in their completed score sheets by 6:00 p.m. Tuesday following a match will not have their team scores counted for the
standings.  All captains not turning in their envelope by Thursday (1 week later) at 6:00 p.m. will lose four games (and thus $8) from their
personal wins, (first offense), thus costing the team four games also in the standings.  On the second occasion, the captain will lose 8
games (and $16).  Before a third offense can occur, all team members will be contacted and informed that the next time their envelope is
late, the captain will lose 8 games ($16) and all other members will each lose 2 games ($4 each)! This rule takes precedent over any

“arrangements” made verbally with the secretary of the league.  The late paying penalties WILL BE ENFORCED this year!!!

SCORING:  The player winning the game is given a win and 1 point for the team, the player losing has a loss and no points.  Scoring is to
be recorded on the score sheets.  Both captains must sign both score sheets and verify that the results of the match are correct.
Please double check to make sure there are 16 total wins on the score sheets, that the date and players names are correct

BREAK SHOT: The home team racks the first 4 games.  The visiting team racks the next 4 games.  Then the home team for 4 games
and finally the visiting team for 4 games.  The balls will be racked with solids/stripes alternately mixed and the 8 ball in the front of the
middle three balls.  The cue ball must be entirely behind the head string on the break.

1. The balls will be broken open with at least 2 balls and the cue ball being sent to a rail, or three balls being sent to a rail.  If
this does not happen, the opposing player may take the next shot or demand a re-rack.  If he elects to shoot, he must do so
from where the cue ball came to rest and make a legal shot on a called object ball.

2. Pocketing the 8 ball with no foul on the break is a win.
3. If the 8 ball is pocketed on the break and the cue ball goes in a pocket or on the floor, it is a loss.
4. The 8 ball is considered neutral when the table is open but can not be struck first.  When on an open table you can hit a solid

to make a stripe or vice-versa at any time until the table is no longer open.  Once a called shot is made only that determines
if you are solids or stripes and the table is no longer open.  A stripe may not be used to make a solid in a combination shot
unless a solid is hit first (or vice versa) if the table is no longer open.  No matter what is made on the break the table
remains open until a player makes a called ball.

5. Before and after the break shot, a player may move the cue ball with ONLY his hand to get the ball where he wants it.  After
the break shot, 90 seconds are allowed before the next shot.  Moving the ball with the pool cue (stick) can be called a foul.

6. A scratch or the cue ball leaving the table on the break means you lose your turn.  Your opponent gets choice BUT must
shoot from behind the head string (it is NOT ball in hand).



LEGAL SHOT: Except for the break shot, a player should designate a ball and a pocket for each shot.  If the called ball does not enter the
called pocket but does go into another pocket, the player loses his turn.  To be a legal shot and to avoid ball-in-hand for your opponent, a
player must make a good hit on one of his or her own object balls.  Player must either make the shot, sending the called ball into the called
pocket; or send any ball to a rail (ie: If you are solids, a ball (any ball) must hit a rail after you hit a solid ball with the cue ball).  If the
player makes a good hit and pockets the called ball in the called pocket, the player continues to shoot, providing there is no foul.  To be a
legal shot, the cue ball must be struck with a cue stick.  You may no longer pick up the cue ball to avoid an attempt at making a shot,
if you are on the 8 ball and pick up the cue ball you may be called for touching the cue ball illegally and lose the game.

FOULS:  A player has 60 seconds after a shot to make another shot or it is a foul (90 seconds after break).  A player or captain that is
going to call a foul for too much time must warn the opposing player when he has 15 seconds left to make a shot.  Other fouls include:

1. A scratch is a foul.  Not making a legal shot is a foul.  Intentionally jumping a cue ball is a foul.  (Safer for all involved, including
the table).  Any contact with the cue ball that does not result in a legal shot is a foul.  The cue ball leaving the table (except on the
break) is a foul.  Taking more than 60 seconds between shots is a foul (90 seconds after the break shot), but only if warned 15
seconds are left.  Do not touch a moving ball at any time or it is a foul.  All these fouls result in ball-in-hand.

2. Accidentally touching any ball besides the cue ball, whether with a cue stick, clothing, or hand is a foul.  If this happens, the
opposing player has the right to either leave the ball or balls where they are or return them to their original positions, than play
from there.  If someone other then the players make contact, the balls involved are to be moved back to their original locations.

3. Intentionally fouling a ball to prevent a loss is still a loss.  (Motion made and carried at captain’s meeting 01-18-08).

PENALTIES FOR FOULS: If a player makes a foul and is called on it he/she then loses their turn, the opposing player may put the cue
ball anywhere on the table.  In other words, the opponent is given ball-in-hand.

THE PLAYER SHOOTING OR THE CAPTAIN (SUB CAPTAIN WHILE CAPTAIN IS SHOOTING) IS THE ONLY ONE
THAT CAN CALL A FOUL WHILE THE GAME IS IN PROGRESS.  THE OPPOSING PLAYER, OR OPPOSING CAPTAIN,
MUST NOTIFY THE PLAYER RIGHT AWAY.

GENERAL RULES:  Team captains should try to get the table in the best possible playing condition.
1. Once a game begins, only the two players shooting are allowed at the table.  If a teammate goes up to the table, it is a foul.
2. The player shooting may go back to the team to ask his team members for advice.  If anyone yells to a player to come back to

the team’s table, (except for a captain or sub-captain attempting to point out a foul already has been committed) it is a foul.
3. If a team qualifies for a trophy at the end of the year, the team has the option of taking a trophy, a shirt, or if budget permits, a

jacket.  The season will be played in two halves, with the winner from each half playing off against each other, team with 17
combined wins after playing the other playoff teams twice wins the championship.  If there is a tie for 1st place in either half a
race to 9 wins will be played to break the tie.  Winning both halves means there will not be a playoff for that division and that
team will be considered the champion.  Any changes to this rule will be made at the captain’s meeting mid season.

4. At the end of the year, every player will receive $2.25 minimum for each win during the regular season, assuming the treasury
has enough to cover this amount.  The actual amount per win may vary.

5. The end of year banquet will be located at an agreed upon location and it is where the money and trophies will be dispensed.
6. The home bar will provide a regulation cue ball.  No oversize (mud) balls will be allowed.  If your home table does not have a

regulation cue ball, than any player can provide one.  If any team refuses to use a regulation cue ball, then all games can be
contested.  The league will purchase 1 regulation cue ball for each table at each location upon request to be used in that bar.

Other rules:
1. All players must be at least 18 to shoot on the pool league.  18-20 year olds must be approved to play by the home bar.
2. A player may be Male or Female
3. Calling your shot: In calling your shot, obvious balls and pockets do not have to be indicated.  Bank shots and combination

shots are not considered obvious, and care should be taken in calling both the object ball and the intended pocket.  When
calling the shot, it is never necessary to indicate details such as the number of cushions, banks, kisses, caroms, etc.  It is the
opponent’s right to ask which ball and pocket if he is unsure of the shot intended.  All 8 ball shots should be called regardless.

4. For bars with more than one table, it must be decided before the practice begins which table each team will be playing on as the home
team.  The home team has the right to play on another table if it is decided by mutual consent.

5. Balls moving spontaneously:  If a ball shifts, settles, turns or otherwise moves “by itself”  the ball shall remain in the position it
assumed and play continues.  A hanging ball that falls into a pocket “by itself” after being motionless for 5 seconds or longer shall be
replaced as closely as possible to it’s position prior to falling and play shall continue.  If an object ball drops into a pocket “by itself”
as a player shoots at it, so that the cue ball passes over the spot the ball had been on, unable to hit it, the cue ball and object ball are to
be replaced to their positions prior to the stroke, and the player shoots again.  Any other balls disturbed on the stroke are also to be
replaced to their original positions before the shooter replays.  If this becomes impossible, replay the entire game.

6. Object ball frozen to cushion or cue ball.  This rule applies to any shot where the cue ball’s first contact with a ball is with one that is
frozen to a cushion or to the cue ball itself, after the cue ball makes contact with the frozen object ball, the shot must result in either
(1) a ball being pocketed, or (2) the cue ball contacting a cushion, or (3) the frozen ball being caused to contact a cushion (not merely
rebounding from the cushion it was frozen to, or (4) another object ball being caused to contact a cushion to which it was not already
in contact with.  Failure to satisfy one of these four requirements is a foul. An object ball is not considered frozen to a rail unless it is
examined and announced as such by the player prior to that object ball being involved in a shot and the opponent agrees it is frozen.


