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SIGN UP 

1a.   
 Prior to the start of the season a sign up sheet will be posted at the club.

1b.   
 Player’s from the previous season will have first sign up rights.

1c.   
 All player’s names who have signed up will be placed in a container.

1d.    
A minimum of four individuals ( which can be players or non players)  will pick one players name out of the container at a time the first and second players picked will be partners, the third and fourth players will be partners this will continue until all names have been pulled.
1e. 
A notice will be placed at the club when the first game is played.
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START TIME OF EACH GAME
2a.  
The start time will be determined at the start of the new season.

   
2b.  
 If  there is a change in time schedule players will be notified.
2c.   
A team has fifteen minutes from the scheduled game start for one or both the players to turn up for the game.

2d.
If one or more of the players who have called in advance of the start of a game and states that it will more than fifteen minutes BUT less than thirty minutes it is at the discretion of the team waiting where to claim the points after fifteen minutes.  
2e.
If the team agrees to wait until one or both players arrive after fifteen minutes the missing player(s) must arrive prior to thirty minutes of the scheduled game.

2f. 
One spare could be used until the player turns up.
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NUMBER OF GAMES PLAYED.
3a.  
 Twenty one games (downs) are scheduled to be played on a game day.
3b.  
If a team has won eleven games (downs) the teams can agree to end the game.
             BUT in the spirit of the game all twenty one games should be completed.
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         GAME DAY PLAYER ATTENDANCE.
4a. 
 Each team has two regular players as per rule 1d.
4b.  
Each team or player is responsible for getting a spare if they know they cannot attend the next scheduled game.
4c.  
 Three regular players no spare.

                          

At game time if a player did not get a spare and his partner

cannot get a spare on the day of the game and their opponents have two players. 
The team with one player will be given one point on the score card.

The team with two players will be given four points on the score card.

4d.
Two regular players’ (one from each team) and one spare. 

 If one player on each team turns up and one of the team has a spare and

there are no spares available for the other team.

The team with only one player and a spare will be given four points on the score card.

The team with no spare will be given one point on the score card.
4e.
Two regular players (one from each team) and no spares.

             

If one player from each team turns up and there are no spares available for each team. 
Each team will be given one point each on the score card.
4f.
One regular player (three regular players missing) and one spare
If one regular player turns up with a spare and other team has no regular player(s) or spare. 
            The team with one regular and a spare will be given 4 points on the score card. 

            The team with no regular player(s) or spare will be given zero points on the score card.
4g.
One regular player (three regular players missing) and no spares.

             

If only one player turns up and does not have a spare and no regular players are available for the other team.

 
One point will be give to the team with one player.

 Zero points will be given to the team with no regular players available for the scheduled game. 
4h. 
No regular players available for each team.

             

If  both team players do not turn up for their scheduled game the team will be give zero points
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TABLES RULES.
5a. 
At the start of each game one domino is turned over and given to the player to his left.

5b. 
The player who had the lowest domino count will start the game.

5c.
 The first domino that is played is called “his down”.
5d.
The player who plays the first domino must at some point during the game make his own down ( his down is being able to play a domino matching  one end of the domino that was downed ).

5e.
At the completion of each game it is up to the opposition to bring it to the attention of the player that he did not make his down (he did not play a domino matching either end of what his first domino was).
It is NOT up to the player who downed to tell the opposition that he did not make his down, If the opposition does not do this the results of that game will count.

                         BUT in the spirit of the game you could own up.

5f.
During the game if a player cannot play a domino he must declare that he is chapping.
5g.
If a player chaps and the player to his left plays a domino or chaps, then the player who chapped then declares he had a domino he could have played WILL forfeit one game. 

5h.
If a player chaps then relies he has a domino that he can play and declares it before the player to his left has either played or chapped will be allowed to play his domino and will NOT forfeit one game.
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 WIN/LOSE OF A GAME (down) .
6a. 
 If no player can play to either end of the dominoes that have been played and there is less than thirteen dominoes on the table the team which played the last domino will lose the game.
6b. 
If no player can play to either end of the dominoes and there are more than thirteen dominoes on the table each team will place their dominoes on the table, the team with the lowest combined domino count wins the game.
6c.
The team which play’s all their dominoes before the other team wins the game (down).
6d.
If a game ends in tie after a count NO points will be awarded to either team.

6e.
The tied game will be replayed BUT the down will be passed to the player on the left of the player who downed for the tied game.
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POINTS.


7a.  
 Four points for winning eleven of more games (downs).


7b.  
 One point for a losing more than eleven or more games (downs).


7c.   
Zero if two players do not turn up for there scheduled game.
7d.
Section 4 explains the scoring when spares and players do not turn up for a scheduled game.
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TIE BREAKER.
8a.
At the end of the season and teams are tied for 1st ,  2nd  or 3rd  a tie breaker will be played.
8b.
If two teams are tied for any of the top three positions an eleven game tie breaker will be played date and time to be arranged by the players.

8c.
If three or more teams are tied for any of the top three positions a five game tie breaker will be played against each team.
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      TIE BREAKER SCORING.
9a.
The winning teams of the tie breaker will be award the position the two teams were tied for.

9b
The three or more tie breakers, each team will be award four point for a win and one for a lose plus the score of each of the best of five games.
9b.1. 
 e.g.  team “A”  beats team “B”  by a score of  4 -1   
9b.2.  
Team  A receives 4 for the win plus the 4 scored points = 8
9b.3.
Team  B receives  1 for the lose plus 1 for the game score =  2

9c.
The team’s points are added up at the completion of all tie breakers. 
9d.
The team with the highest point total is award the tie breaker position

9e.
The remaining team(s) in the tie breaker will take the next position.

e.g.  three teams were tied for 1st place this team would be playing for 1st 2nd and 3rd place. 
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AWARDS NIGHT.

10a. 
Awards will be handed out to the first, Second and third place teams.
10b.
A sportsmanship award will give to the last place team.

10c. 
The spare who played during the season will be invited to the banquet at no charge.

10d.
Players and spares can invite a guest at cost be announce.

PAGE  
1

