Introduction
The following rules are guidelines to assist players in understanding rules designed for league play and to aid captains in solving problems when disagreements arise. The following information is MANDITORY knowledge that EVERY PLAYER SHOULD KNOW. If a situation arises that is not addressed in league rules, the captains are expected to contact a member of the board of representatives. If the board member is unavailable, captains are expected to contact the league coordinator for a non-biased resolution. 

SPORTSMANSHIP AND FAIR PLAY ARE IN THE INTRESTS OF EVERYONE. By following these simple rules, and being adults in problematic situations, it will ensure all players and teams have an enjoyable league season. REMEMBER SHOOTERS, WE ARE HERE TO HAVE FUN AND ENJOY OURSELVES, NOT TO ARGUE.Rules are an evolutionary process-an abuse occurs, a rule is written.Rules change. However, We must live with the rules as they are contained herein until said rules do change. Rules are to prevent abuse!  In addition, Chambers Music reserves the right to refuse the business of any party deemed to be a disruptive influence to the hormonious administration of Chambers Dart League. 
IT IS A GAME; ENJOY YOURSELVES! 
Ways to contact Chambers Music Co.

     Phone Numbers: 392-4259

     E-Mail:  chambers@relia.net 

    WEB Site  www.chambers-music.com
Sign-Up
A. Teams will only be allowed to play in establishments that have boards owned and operated by Chambers Music Co. 

B. A team sign up sheet must be filled out completely (first and last names, address, phone, etc.) and turned in by the due date. Teams will be accepted on a first come first serve basis. If the sign up sheets are not filled out completely, players will not receive magazines and sanction cards in the mail. 

B. Players listed on the team sign up sheet will be the players that start and end the league. If any new players/subs are needed Chambers Music Co. must be notified 24 hours in advance of playing to protect the league’s integrity. In case of an emergency, call Chambers MusicCo. at 392-4259.  Players that are not approved will lose every game they played, or the match may be replayed at the discretion of the league board of directors. This will keep the same caliber of players in each division for a better, unified league structure. See sub rules below. 

C. It is the teams responsibility to be sure that the bar you want to play for will sponsor your team. 

D. Dart shooters must be 21 years of age. (Exception, the formation of a Jr. League.) This complies with Utah State Laws. 

E. LEAGUE TEAMS SIGN UP DETAILS: 

	League 
	Day / Time 
	Team Members 

	Open 501/Cricket
	Sunday 6:00 PM 
	Four players, any combination 

	Women’s 501 
	Monday 7:00 PM 
	two Women 

	Mixed Doubles
	 Tuesday 7:00 PM
	Two Men, Two Women

	Men's Combo
	Wednesday 7:00 PM
	Three Men

	Thursday Combo

Non-Handicapped
	 Thursday 7:00 PM
	Two player, any combination

	
	
	


F. Starting time will be 7:00 PM, except for the Sunday Open ‘01/Cricket league which starts at 6:00 PM. A 15-minute grace period will be allowed before a team forfeits games. See forfeit rules below. 

G. Team captains need to make sure that all of their players FIRST and LAST names are entered into the machine. Nicknames are allowed as long as their first and last names are also entered. Players whose names are not entered in full will be considered illegal shooters and will be penalized accordingly. This ensures the integrity of the league. 

H. If changes need to be made to the team card in MID-SEASON, team captains are required to bring the card in to Chambers Music Co. to be changed. DO NOT drop the card in an envelope and insert it into the board. All boards are not collected on a weekly basis and this ensures that all teams will have cards on nights of league play.

Fees
A. SPONSOR FEE: the bar will pay a sponsor fee. If a bar refuses to pay the sponsor fee, it is the team’s responsibility to pay the fee. This fee is NON-TRANSFERABLE; there will be NO REFUNDS given and NO EXCEPTIONS. Teams are required to start and finish the league season at their sponsoring bar (unless extenuating circumstances arise; i.e. bar closure, removal of Chambers Music boards etc.). This fee is due when sign up sheets are collected. The sponsor fees are as follows: 

     $35.00 per four-player team- fall and Spring Leagues, 

     $25.00 per four-player team- Summer League 

     $25.00 per two-player team- All Leagues 

B. NDA SANCTION FEE: For every regular player on a team there will be a mandatory $6.00 charge for AMOA's National Dart Association (NDA) sanction fee. This fee is paid per player/per year and covers all leagues that the individual plays throughout the year (runs through August 31 of the current year to August 31 the following year). An NDA card is mandatory to play in any national NDA tournament (i.e. Team Dart in Las Vegas). The sanction fee must be paid and sent to NDA by the third week of league play. Any player not paying the fee after the third week will have it deducted from the team’s league payback. Subs are not required to pay the NDA sanction fee until they have played 3 weeks during league season. 
C. NIGHTLY FEE: Each player pays $6.00 per night( $5.00 Thursdays) into the league fund. There will be NO EXCEPTIONS! If the money is not turned in, the team will not get ANY scores and will have a zero (0) handicap for the next week. League dues must be paid in cash. If a check is turned in there will be no score given. It is the responsibility of the team captain to collect fees from all players and turn in the full team dues before league play begins each night. 

D. The nightly fees must be accounted for before league begins and sealed in a League envelope provided by Chambers Music. Both envelopes must be completely filled out and signed by both captains EXCEPTIONS – Protests (see below). Each team captain is responsible to deliver their team's money to a designated drop off location or the following day at Chambers Music Co. (6:00 am - 2:00 pm), unless other arrangements are made with the League Coordinator. Drop-off locations are listed in the captain's packet. 

E. Fines and penalties will be levied on any team by 2:00 p.m. the day after league night play for not turning in your money. Fines for late or missing money will be $5.00 each day late. If the offending team has not turned in the dues and fines after two weeks, that team will forfeit all pins and awards. If less than $24.00( $10.00 Thursdays ) is turned in for the nights play,NO SCORE will be posted and the entire team will shoot a 0 handicap the next week of play. If a team is delinquient more than one week, the offending team may be expelled from the league by a majority vote of captains and/or league President.

F.Awardes and paybacks will be subtracted from paybacks for any team not paying their dues in full.

Sponsor Responsibilities
A. Bars will not charge a cover to dart players during league play. All teams must be respectful and abide by the house rules for each bar or organization. Bars shall be helpful and courteous to players. 

B. The only financial responsibility of the bar is the sponsor fee that is required for each team, each league season. Any money that the bar may spend on a team, on top of the sponsor fee, is meant to promote good feelings and hospitality. However, it is the bar owner’s prerogative to give or not to give other items. Chambers Music Co. does not (and never has) expect any bar to give free or discounted items; it is totally up to that particular bar. 

C. Sponsors are expected to provide a safe, clean, distraction free enviroment  (within reason) to all dart players.

D. If sponcors do not promote an enviroment suitable for dart play, (as evidenced by teams, league President, and Chambers Music) the team may petition to change sponsor bars. ( Bar has option to try to recitify the problem before losing the team)

E. Bars reserve the right to eject/ban any player(s) from their establishment. If a player is banned from a bar, it is the teams responsibility to find a LEGAL sub for the night of play. 

Team Captain Responsibilities
A. Team captains need to make sure that all of their players first and last names are on the score sheet. This way there will be no confusion in determining who the players are. Nicknames are allowed as long as their first and last names appear on the sheet as well.
B. If there is a problem with the team card, it is the captain’s responsibility to bring in the defective card to Chambers Music Co. so that the problem may be rectified.
C. Team captains are responsible to take all materials necessary for league play on each night of league play (i.e. team card, local and national rules, etc.) If a rulebook (local or national) is lost or misplaced, there will be a $2.00 fine for the team. If a replacement captain’s packet is needed, a $10.00 charge will be levied on the team. Loss of team card will result in a $20.00 replacement fee.
D. Captains are responsible notifying every team player of their current handicap at the beginning of league play. If a player shoots with an incorrect handicap, it will be considered as “sandbagging” on the part of the captain and will be considered a foul.
E. Captains are expected to keep their players “in check” if a situation arises where tempers flare.

F. If a situation arises where a player is no longer playing in the best interests of the tesm, or a situation arises where prudence deems necessary,the caption of said team can call a team meeting to determine weather or not said player is to be" kicked off" the team. 

G. If circumstances arise and a player is" Kicked off " the team, team must decide what is fair for said player in the interests of player paybacks.

 Handicap / Spot Points and First Week Play
A. The first week of the league all players will shoot scratch (no handicap) to establish a new league handicap. 

B. Handicaps will be determined by an excel spreadsheet after each week of play. Spreadsheet will be based on players PPD/MPR and will be fluid to accommodate changes in players PPD/MPR 

C. I f the league is started with a "BYE" or forfeit, both teamwill shoot as stated above shooting scratch.

D. If a team acceptes the "BYE" or dropped teamposition on the first week of play, that team will be allowed a make up game. (all other rules apply the first night.)

E. Improper changing of handicap will be considered "sandbaging" and will be considered a foul.

OPEN  501 (GAME FOR LEAGUE PLAY) AND 501 START RULES
A. The Men’s league will shoot 17 games per night. The mixed Doubles Combo will play 15 games, the Sunday 15 games, and Women’s 11 games . Remember the last game onSunday league will be 501 with all eight players playing. 

B. All players will start the game with ‘01 points (depending on which league your signed up for) and attempt to reach zero (0) points.

C. When any player reaches zero (0), the game is over. The winning team is the team with the lowest combined score. To figure the lowest combined score, you will add the remaining points left on the board for both of your team members. If the game ends in a tie, the team that reaches zero (0) first wins.

D. Dart Foul Line is 92" for all Galaxy dartboards with flush mounted dart heads, and 87 1/4" galaxy with a recessed head. It is legal to lean over the foul line. Players may step on the line, but not over the line. 

E. Each player throws a maximum of three darts per round. 

F. You may pass (not throw) any or all of your darts at any time it is your turn to play.

G. On Mixed leagues, the women MUST be played in the 1st and 3rd positions. 

H. Once play has begun, the player order may not be changed. 

I. Team partners may offer guidence(coaching) and direction to each other at any time during the match.

Dart Requirements
A. Must be plastic tip darts. 

B. Must use unaltered factory issued dart supplies. 

C. Darts must not exceed eight (8) inches in length and 18 grams in weight. NOTE: “Altered" or "Loaded" darts over 18 grams in weight are illegal; they damage the board. 

D. Darts may not have cutoff or broken tips tips, which break the dartboard segments.

E. A penalty of loss of match will occur if rules A-D are broken

F. Darts will be inspected upon request.

Scoring
A. Darts must not be thrown until "throw darts" lights up on the machine. A dart thrown early will not score and may not be thrown over.

B. The score recorded by the machine is the score the player receives. The player accepts that "THE DART MACHINE IS ALWAYS RIGHT," if the machine isn't working correctly, both team captains will decide whether to play, call a Chambers Music Co. repairman, or make up the game.

C. A dart thrown that sticks, but does not score, may be manually scored only if the player threw dart after the “THROW DARTS" light turned on. Both team captains must agree before dart is manually scored. A fast firm tap on the dart end is needed, otherwise a missed dart is detected and play continues as is.

D.  A dart that bounces off the board is considered a dart thrown and may not be thrown over.

Player Fouls
A. Players may not touch the board or the darts on the board until the player change light has been activated. That player and/or partner will lose their next turn.

B. It is each player's responsibility to see that the machine is displaying the appropriate player number prior to throwing any darts. In the event that a player throws a dart (or darts) on someone else's turn please do the following:

     1. If a player shoots on the opponent’s number, the board will be advanced, and the correct player will be allowed to throw their darts.        The player who shot out of turn will lose his/her next turn.

     2. If a player shoots on his teammate’s score, both players will lose their next turn 

     C. If a player throws out of turn and ends the game, his/her team loses that game. 

D. Dart Foul Line: If either foot crosses the throw line prior to the dart scoring, it constitutes a foul. A minor foot foul (less than 2" over) merits a first warning. A Major (more than 2" over) or repeated foot foul, disallows the player from winning the match where the foul has occurred. The fouling player's partner cannot win the match his/her next turn. The fouling player will lose all three darts on his/her next turn.

E. 501 Game Foul: The next team player will be penalized three darts if any of the above fouls occur.

F. It is a foul if a player throws a dart after in anger. The dart board didn't throw those ugly darts. It is innocent - don't abuse it.

G. Any intentional damage to a board committed by a player will be considered a foul

H. Any harassment, heckling of a player, or distracting behavior will be considered a foul

I. Any player found to be using overweight darts or otherwise illegal darts will cause the team to forfeit all games in which the player has played. The match will continue with all players using legal darts. Protests. on thes subject will be allowed.

J. Any player caught falsifying information (or sandbaging ) will be immediately expelled from the league. Players don't want it and we don't need it.

Sportsmanship
A.There can be no deameaning comments about an opponent or an opponent's ability by a team member or an associated spectator.

B. A team member may not be within three feet of the throw line on the vision side of an opponent when the opponent is at the throw line.

C.A player, a team or their associated spectators may not behave in such a manner as to compromise the ability of the opposing team to concentrate on their match.

D. The use of vulgar language demeans the sport, the location, the league and the other players.

The failure to observe one of the above rules or guidelines does not constitute a foul. However, a pattern of ignoring said rules and guidelines can be cause for a foul call, the forfeiture of a game, and/or the forfeiture of a match.

Player and Sub Rules for the League and Blind Match Play ‘01
A. In order to play as a substitute, the player must be eligible to shoot on the league. (e.g. A man is not eligible to shoot on the women’s league, therefore he is not eligible as a substitute.) On the mixed leagues, subs must be of the same sex as the player they are shooting for. On open leagues, anyone eligible may sub freely.

B. All sub will shoot with a 0 handicap the first night of play and shoot with their established handicap everynight thereafter.

C. If a sub plays for the same team for more than three weeks during the league season, that sub assumes a regular player status and can no longer be used as sub for any division. If an individual has subbed for two or three teams, he/she will have an average for each team.

C. Any team shooting illegal players will automatically lose the games that the illegal player has shot.

D.All subs Mustbe verified through the Chambers Music  or the President . If the sub is not verfied, then said team will receive a forfeit for that nights play.

E. Unless you plan to pay wins to the sub, the team should pay the $5.00 and quarters for the nights match

F. Once a match has begun, there will be no subs. YOU START IT, YOU FINISH IT.

G. If a player leaves mid-match, all remaining games the player plays in will be forfeited

H. Blind match play can be used if only three players show up. The blind player name used will be input as DUMMY SCORE and be given a 0 handicap to ensure the DUMMY SCORE begins with the most possible points. 

1. In stacked 501, the blind player spot deducts 50 points every other round for three rounds only, totaling 150 points. The missing player’s nightly dues MUST still be paid ($6.00),($5.00 thursdays)

2. In 501 where the freeze rule applies, the blind player spot deducts 50 points every round for 7 rounds leaving the score at 151. The missing player’s nightly dues MUST still be paid ($6.00)

4. In Cricket, the blind player spot deducts the following scores EVERY OTHER ROUND:

     a. Double 17 for the first round the blind player shoots

     b. Doulbe for the second round the blind player shoots 

      c. Double 15 for the third round the blind player shoots

Forfeits Drop Outs and "Byes"
A. If a league has an odd number of teams a "BYE" will be required. If league starts with a "BYE", there will not be a nightly fee for the team who plays against the "BYE" and no scores will be given. If a team drops out sometime during the league, then a "BYE" will take over that the team position. The teams that will be playing against this "BYE" will receive wins for half of all possible games plus 1 (ONLY if they pay their nightly fee). If more than half of the league has been played and a team drops out and a "BYE" is needed, an Officers and Captains Meeting will be held to determine course of action. Options could include:

1. Keep the first half of the team and player scores (because every team has played the team dropping out once and they are equal) and then continue the last half of the league will no money turned in and no scores given. 

2. Get rid of ALL scores and continue the rest of the league with no money turned in and no scores given. 

3. If a "BYE" is needed with only a few more weeks left to play, we could keep the team and player scores up to that point, and from there give the teams playing the "BYE" an average. 

B. If your team is scheduled to play a "BYE" team, your team players cannot be used as subs for another team.

C. In the event of a forfeit, the team must still pay the nightly dues ($24.00/ $10.00). The team that forfeits a match will receive a score of 0-0 for that match. The opposing team will receive wins for the win percentage of past matches between the two teams or half of all possible games plus 1 (whichever is greater).

D. Any team forfeiting more than twice in a row will be dropped from league. 

E. If there is any possibility that your team or some players may dropout of the league, please contact Chambers Music Co. and we will try to locate replacements so the league won't have a "BYE" team.

F. Captains must give a 24-hour notice to Chambers Music Co. in the event of a rescheduled game or game cancellation to avoid forfeiture, unless an emergency arises. Team captains should decide on the makeup game (setting a time, date and location to play); otherwise, Chambers Music Co. will decide the scheduling. Matches must be made up within 14 days, and all games will be finalized by the last week of league play, due to regional preparation. If one team does not show for the game, that team will receive a forfeit. If both teams do not show, both teams will receive a forfeit.

G. If a team takes the place of a “BYE” mid-season, the team must make up all games – NO EXCEPTIONS

H. Any team dropping out of the leagues mid-season forfeits all rights to paybacks and pins 

I. Procedure for a forfeit: 

     1. Teams must be in the establishment and ready to play by 7:00 PM (6:00 PM on Sunday Leagues) 

     2. A 15 Minute grace period will be allowed for delinquent teams/players 

     3. If a team/players do not show during the 15-minute grace period the team ready to play must coin the board and ALL PLAYERS must play a game equal to the first game on the card 

4. If the opposing team shows before the first game is over, they forfeit the first game and start playing the second game. If the first game is finished, all games are forfieted.

J. Call Chambers musid to report a forfeit

K. Any varation on original start times must be by mutual agreement of both team captains

L. Any team arriving late forfeits all practice and warm-up time unless granted by opposing team captain

M. If a team forfeits one game during the league the league season and stays in to complete the league forfeited match(s)/dues are taken out of paybacks.

Cricket Rules
A. The objective of the game is to close all numbers and have a score equal to or greater than the opponent. The numbers that are used in cricket are 15, 16, 17, 18, 19, 20 and Bull’s-eye. 

B. To close a number, you must hit at least three singles or a combination that equals three singles. After you have closed a number, the extra marks will add points to your score. Once all players have closed a number, that number will not score for either team for the remainder of the game.

C. A single number will be scored as'/' or the point value if the number is closed. A double number will be scored'X' or 2 times the point value if the number is closedA triple number will be scored as a 'O' or 3 times the point value if the number is closed.

D. All other rules that apply for '01 will apply for cricket
501/Cricket Rules THURSDAYS
A. The dartboard monitor as game starts and the 'extra' score sheets will show you what games you play, and when you will play them and your playing order.

B. In this league you will be using handicaps. (Unless specified in Captains Meeting)

C. Both 501 and Cricket will be played stacked (two players to one score). 

D. All other rules that apply for ‘01 and Cricket will apply to 501/Cricket.

501/Cricket Rules Sundays
A. The dartboard monitor as game starts and the 'extra' score sheets will show you what games you play, and when you will play them and your playing order.
B. In this league you will be using handicaps. (Unless specified in Captains Meeting)
C.  501will be 4 playes freeze rule applys and Cricket will be played stacked (two players to one score). 
D. All other rules that apply for ‘01 and Cricket will apply to 501/Cricket. 
E. STARTING SPOT POINTS /SPOT MARKS EXAMPLE - (THIS APPLIES FOR IST ROUND ONLY IN EACH MATCH): At match start players will be informed of their handicap by their team captain. The handicap will come in a format of 0,1,2, or 3 (this number depicts how many darts of a head-start said player will receive). If player A is a 0 handicap and player B a 3, player B will throw 3 darts thr first round and player A 0 darts. If player A is a 2 and player B a 1, player A will throw 1 dart the first round and commence to press the player change button. Play resumes on all subsequent rounds by each player throwing all 3 darts.
Protests 
A. If a protest situation occurs finish play on all games and write the protest on the back of the envelope, enclose a $10 fee for the protest and do not sign envelope. Notify Chambers Music Co. of the protest within 24 hours. If the protest is won, the money will be returned. If lost, the money goes into the league fund.
B. The protest will be decided by the league coordinator, league representatives, and selected captains
League Play-Offs League Play-Offs 
A. In the event of a tie at the end of the regular season, winners will be determined by:

     1. Match Wins
     2. Game Wins
     3. Highest team PPD average 

Plaques/Trophies, Certificates, Pins and League Funds
A. Individual leagues will decide if they want trophies or money and a certificate. Only sponsor plaques/trophies will be bought with the league money. If you want extra plaques/trophies for your team, you will need to cover the cost from your League Paybacks. We will ONLY put the TOP SIX PLAYERS names from a team on the plaques/trophies, if you would like more or less players to
 be on it then you need to let us know before the last week of play. The name spelling on the week’s standings will be considered correct and will be what goes on the plaques/trophies and certificates, it is wrong, notify Chambers immediately. Incorrect spellings will not be redone if the names are exactly what the last week’s standings say.

Trophy Sizes: 

First place one 8xl0 sponsor, four individual 8xl0 

Second place one 8x10 sponsor, four individual 7x9 (BASED ON 6-8 TEAM LEAGUES.) 

Third place one 8xI0 sponsor 

B MVP Award - The MVP award is given to the top shooter in each league. Highest points per dart for ‘01 leagues, and marks per round in cricket leagues from standings determine this award. The individual must have played at least 75% of the games during the league season.

C. Pins are given to players on a one-pin per person, per-lifetime basis. Possible pins are:
For '01:
Hat trick
Bed Trick
180
High Ton
Low Ton
6,7,8,9 Dart Out
PPD Average
For Cricket:
White horse
Crick Hat
5,6,7,8,9 Mark Round
MPR Average

D. Most Improved Player - Determined by comparing last leagues average. New players averages will be determined by third week of play vs. end of league.

E. Team Sportsmanship Award 

F. League funds will be used to purchase plaques/trophies, pins, certificates and the remaining amount will go towards the team payback and will handed out at the end of the league. During the fall and Spring Dart Leagues, the player payback will be 100% of league funds.

E. UNTIL ALL LEAGUES ARE FORMED AND LEAGUES END, ACTUAL CASH PRIZES CANNOT BE DETERMINED.

H. Only captains are allowed to pick up team envelopes/awards/plaques and trophies. any other person picking up awards must have written permission from team captain before team awards will be released to them.

I. Teams will forfeit all claim to payouts 2 weeks after regional play has ended

Regionals
A. Regionals will be a round robinformat 

B. Regionals will run Saturday & Sunday 

C. Location for Regionals is to be determined each league  

* We will no longer accept checks. Due to the number of bouncing checks cash will be the only form of currency accepted on our leagues. *

Thanks for Playing Darts 

With 

Chambers Music Company
Dart League 
Hope you have Fun!!

Please Call us with any Ideas

Chambers Music: 392-4259 (day phone)

E-mail:  
chambers@relia.net
Web Site:
www.chambers-music.com
