
1.1 LEAGUE CENTRAL CONTACT INFO

Your League Operator - Pat Brown

Phone number - 913-208-1948

E-Mail Address - patrickbrownLC@gmail.com

League Central Website - www.leaguecentralpoolanddarts.com

2.1

3.1 LEAGUE COSTS

ACCESSING THE LEAGUE CENTRAL WEBSITE
1. Go to www.leaguecentralpoolanddarts.com

2. Click on "Pool".

4. Click on the name of your league through "League Standings & Schedules".  From here, you can also click 

on the name of any team and see a match by match accounting of each weekly match.  By clicking on a 

player of a team, you will be able to see a game by game accounting of that players games played to date 

in the session by clicking the "Results" link in the stat column which corresponds to that player.  You can go 

to a player's page by clicking on that player's name.  Once on his page, you will see that player's archived 

stats and can see his "game history" by clicking "View Game History".  The game history shows what the 

player scored against what opponent in each game.  If you want to see a combined accounting of how a 

player has fared against an individual opponent, click on the name of an opponent. 

5. Click on "Rankings Report" to see team standings.  Print if so desired.  From here, you can also view 

archived stats from previous (archived) leagues.

6. Click on "Player's Report" to see player standings.  Print if so desired.

7. Follow the same procedures detailed in Player login to view all features.

3. Select from various options for information on: League Team Sign-Up, Standings, Schedules, Financials, 

Forms, BCA Rules, Procedures and Tournaments.

League fees are $8.00 per player per night for all sessions.

50 cents of the above fees will be accrued for the City Tournament in all sessions.

Team payments via check and VENMO are the preferred methods of payment. These 

payment methods eliminate discrepancies that can occur with cash. 

League fees are also charged for any absent players in a night and for any forfeited matches.  It is not 

mandatory that teams pay for any absent players on a given night, but it is important to understand that 

any unpaid fees will be withheld from prize money.

Checks for team payments should be written to League Central. Returned checks will result in a $25.00 

charge.

VENMO user name for team payments is patrickbrownlc. No individual VENMO payments - team payments 

only.

Page 1



4.1 SANCTION FEES

5.1 SANCTION PERIOD

6.1 CAPTAIN RESPONSIBILITIES

9. He or she shall be present or send an acting captain to all league meetings.  Any team not represented 

at a captain's meeting will forfeit all voting rights for that meeting.  Only the team captain or acting captain 

shall possess motion or voting rights.

2. Make sure that your players know where they are playing each week.  Arrange a rotation of players if 

your team will use more players than what is required to play in each given match (rotating 5 players in a 4-

person format).

Annual sanction fees per player are $30.00.  This covers sanctioning for both BCA - $20.00 - and 

sanctioning for the Midwest Association - $10.00  - which makes players eligible for both the Midwest 8-

Ball Championships and The Great Plains tournament in Lincoln, Nebraska.  NOTE: PLayers who are 

already sanctioned with BCA through another league operator will pay the $10.00 Midwest Association 

sanction fee.

The sanction fee period is January 1 - December 31 annually. Players owe the sanction fee on their first 

night of play in the League Central league system. IMPORTANT! A player sanction fee is always charged to - 

and therefore should be paid through - the team that each player first plays on! When adding a new 

player, make sure to ask the player if he or she is currently sanctioned with BCA through any league 

operator and if they are currently sanctioned with this league - League Central BCAPL #397. Make sure that 

the player pays the sanction fee through the team for which he first played! Make sure to write which 

players on your team pay sanctions through your team and the date on the "Weekly Player Fees Sent" 

report included in your packet. Note: The sanction fee includes not only sanctioning for BCA, but also 

eligibility for other tournament events (Section 4.1).

A new line has been added to the player agreement for players sanctioned with BCA through any other 

league to record their BCA player number.  So make sure that these players submit a player agreement.

1. Bring the captain packet to each match or give to an acting captain if you are unable to attend.  It 

contains all the necessary forms and certain information needed throughout the entire session.

3. Have all players fill out player agreements.

4. Write match line-up and keep score - either on-line or on paper.

5. Collect all match and sanction fees from your players.

6. Send all paperwork and all fees collected in one of the envelopes provided in the captain's packet.  

MAKE SURE TO FILL OUT ALL INFORMATION ON THE FRONT OF THE ENVELOPE SO THAT IT WILL BE CLEAR 

AS TO WHICH TEAM IS SUBMITTING THE ENVELOPE!!!  In locations where there is no lock box provided for 

envelope collection, make sure to get a receipt from the person to whom you are giving the envelope.  The 

person accepting the envelope should count the money before signing the receipt.  ENVELOPES SHOULD 

ALWAYS BE LEFT WHERE YOU PLAY!!!

8. Keep a record of all player fees collected on the player payment sheet provided in the packet.  This will 

be needed for comparison purposes if there is a discrepancy in league payment with that provided by the 

league coordinator.

7. The home team captain is responsible for making sure score sheets are entered via on-

line scoring or by emailing a picture of the written score sheet to 

patrickbrownLC@gmail.com.  Failure to do so can result in a $5.00 fine.
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7.1 PLAYER RESPONSIBILITIES

8.1 SCHEDULING

10. The captain shall instruct his or her players as to all league rules and requirements.

11. The captain shall collect all player fees and submit them to the league coordinator on the same day as 

such fees are collected.

12. Fees are due on the night of play.  A drop-off point for weekly fees is established for each location.  The 

drop-off point(s) will be relayed to all team captains at the beginning of the session. 

1. Schedules will be given to all teams by the league coordinator at the beginning of each league session.

2. All rescheduling of matches must be by mutual consent of both team captains.  When requesting to 

reschedule a match, ample time must be allowed in order that the captain of the team being asked to 

reschedule has ample time to notify his or her players.  (It is suggested that requests to reschedule be 

made no less than 3 hours before the designated match time.)

3. Prior to the last 3 weeks of league play, any match that is rescheduled must be made up prior to 1 week 

before the session's end.  Teams who initiate the rescheduling of a match may have no more than one 

rescheduled match pending at any one time.  In the final 2 weeks, rescheduled matches must be made up 

within 4 days of the originally scheduled match date.  Exceptions: Double header with same team on last 

week of play, matches rescheduled due to league affiliated event play, i.e., Las Vegas tournament or 

Midwest tournament.  In such cases, the team playing in such event must notify the opponent as to such 

an occuruence.

4. Under extenuating circumstances (weather, etc.), the league coordinator may schedule make-up 

matches.  The schedule may be revised or make-ups may be added on at the end of the season.

5. In the event of a postponement, the league coordinator will call off league play no later than 6:00 PM on 

the day of the scheduled match.

6. The league coordinator may select an alternate site to play any or all postponed matches if he deems it 

necessary.

Send a completed player agreement.  E-mail and texts are used to send important league information.  

Addresses are sent to sanctioning organizations and are also used for player identification. If players are 

sanctioned with another league, provide membership number at bottom of player agreement.
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9.1 MATCH SCORE SUBMISSION

On-Line Scoring General Information:

9.2 CREATING A USER LOGIN FOR ON-LINE SCORING

Step 1: Click "Login" at top of page.

9.3 ON-LINE SCORING ENTRY
1. After logging in from the League-Central website home page, Choose "Click here to enter scores". A 

screen will appear that contains all leagues in which you play.

2. To the far right of each league listed, click on the "Matches" which corresponds to the match you wish 

to enter. A list of all matches for your team is displayed. Choose the match for which you will enter scores 

by clicking "Create" in the Action column.   If your opponents have already created a match, then click 

“Edit”.

3. If any players need to be added to a team roster, do so before entering the players into that night's 

match. (See adding players to teams rosters below at 6.4.)

Cookies must be enabled in your browser in order for score entry to work. Enabling cookies is usually done 

within the settings on your device.

The system is set to Home team entry.  The visiting team can set up their match rosters, but only the home 

team is allowed to enter scores.

Home team must submit match scores. On-line scoring is faster and more accurate than a 

written score sheet. On-line scoring is highly recommend!! Scores may also be submitted 

by emailing a picture of the written score sheet to patrickbrownLC@gmail.com.  Failure to 

do so can result in a $5.00 fine.
Visiting team must send their written scoresheet in their envelope.

Step 3: Click "Reset/Forgot Password" (It is not necessary to contact league administrator!)

Step 4: At next screen enter email address again and click on "Create New Password".

Step 5: You will receive a temporary password via the email address you provided.

Step 6: Return to League Central home page at https://pool.league-central.com, click "Login" at top of 

page.

Step 7: Enter email and temporary password at this screen and click "Submit".

Step 8: The next screen will prompt you to change your password.

The program always adds correctly.

For handicapped leagues, the correct player averages are brought in - no having to verify averages for 

either your team or your opponents.

In addition, when players log in to the website and click on "My Page", they are taken directly to the 

league or leagues that they play in - a faster way of getting to what they are usually the most interested in.

To create a user login go to: https://pool.league-central.com.  

Both teams should check their scores carfefully at the end of each round and again at the end of the match 

to ensure that both agree and to make sure that all 8s on the break and EROs are recorded.  The match 

should not be submitted online by the home team until this is done.

Step 2: Type your email which has been previously registered with the League Central adminstrator.
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9.4 ADDING PLAYERS ON-LINE

4. After adding players to team rosters (if necessary), input all home team players in the order that they 

will play in the first round of the match. Then click "Save Team". The team will be saved and player 

averages will be displayed. Then do the same for the visiting team (assuming the visitor team has not 

assigned their own players).

When multiple matches are found, make sure to select the correct player from the drop down list before 

clicking "Select From List".

To add a player, click either "Save", "Select From List", or "Create New Player".

Repeat the process for all players to be added. You can then list the players who will be playing in the 

match.

10. After clicking "Submit Match", a prompt will appear that says "No changes are allowed once match has 

been submitted. Are you sure?" To do the final submission, click "I'm sure - Submit Match" at the bottom 

of the screen. A prompt appears saying "Match has been submitted."

You are done! All match statistics are now on the public website!

Adding players to teams rosters (do this before entering players into their match positions)

While logged into score entry, click on "Add PLayers". Type in the first and last name of the player to be 

added. In order to make sure that you add the correct player, it is best to also enter a phone number or 

email address for the player - the program will search the league administrator database and will find the 

player who most closely matches the information input. If no match is found, the program will give you the 

opportunity to add a new player to the database and onto the team.

If duplicate matches are found in the database, the program will give the option to select the player from a 

drop down list, or to create a new player.

6. The matchups for Round 1 will display. Notice that the home player is above the visiting team player and 

that all games show 10 - 10 scores. At the completion of each game, simply change only the total for the 

losing player. Mark any EROs or 8-Ball on the Breaks for each player as you go by simply placing a check 

mark in the appropriate box to the right of each player's name.  As always, compare round totals with your 

opponents.

7. Round and Match computation

At the bottom of each round is a button that says "Save Round". This button may be clicked at any time 

and will calculate round and match totals for all games which are not 10 - 10. The round and match totals 

will be both with and without handicap. The "Save Round" button may be clicked as many times as 

needed.

8. After completing Round 1, click on the Round 2 button below the round totals. Repeat the score entry 

process for all rounds of the match.  Note: Game scores are not included in match totals until "Save 

Round" has been clicked.

9. After saving all game scores for the match, click "Totals".  All round scores and match totals are shown. 

If there are any discrepancies, return to any round(s) needed to edit game scores. Resave any rounds in 

which you have made changes.  Then return to "Totals" If all totals look good, click "Submit Match".

5. After both teams have been input and saved, click "Enter Scores".
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9.5

10.1 ABSENT AND FORFEIT PLAYERS

11.1 GAME SCORES AND PLAYER AVERAGES

GAME AVERAGES (SHOWN ON PLAYER STANDINGS AS "GA")

A player scoring 40 points in 5 games has a game average of 8.

Player averages will be carried over for players listed on the average carry-over sheet.  The averages 

shown on the carry-over sheet will be used to calculate match handicap for the first 3 times that a player 

plays, whether that be in (for example) weeks 1, 2, and 3 or weeks 3, 5, and 8.

All players not listed on the average carry-over sheet will use an average of 8 for their first three nights. 

League coordinator can make adjustments to incoming player average if deemed appropriate.

New player's averages will be computed after their third night of play.

The winner of a game receives 10 points.  The loser of a game receives one point for each ball he has 

pocketed.  Since the maximum number of points that  the loser of a game can achieve is 7, subtract the 

number of balls he has remaining on the table from 7 to compute his score.  Example: 2 balls on the table 

results in a score of 5.

After computing match handicap, mark scores on the score sheet as they occur.  In 5-person leagues, each 

5 games will determine a team round won.  In 4-person leagues, each 4 games will determine a team 

round won.  Total points, including handicap, will determine the winner of total points for the match, 

which constitutes an extra round won.

Make sure to mark 8-Balls on the break and ERO's as they occur.

At the end of the match, both team captains should sign the score sheet(s).

The home team score sheet is considered the official score sheet.

Use the term “forfeit” for all forfeited games.  Use the name of the player who is present and the term 

“forfeit” for the player who is not present.  Note: Forfeited games are not counted into player averages.

SCORING - WRITTEN
Make sure to fill in players' fll names, match date, and team names on the score sheet.

Match line-ups may be written in any order.

Mark each player's game score in the box directly under their player position on the score sheet.  For 5-

player teams (Home Players 1-5; Visitor players 6-10); For 4-player teams (Home 1-4; Visitors 5-8).

Use the term “absent” for all played games in which a particular opponent is not specified in the league 

format.  Example: A team is short a player and the league rules require a certain player rotation to be 

played by the team who is short a player.  The term absent must be used as a placeholder to identify the 

position of the player who is actually playing each game.  Then in each round, the absent can be edited to 

the actual player playing in that game.  In handicapped leagues, the program will calculate round and 

match handicap based on which players are playing in which rounds. "Absent" must be put in the last 

position. Name of player must be noted on the last position round played. Any picked position not 

recorded will be left as absent if player cannon be determined based on handicap.
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12.1 POWER AVERAGE (SHOWN ON PLAYER STANDINGS AS "PA")

13.1 HANDICAP AVERAGE (SHOWN ON PLAYER STANDINGS AS "HA")

Current player averages are shown on the weekly player standings.

How Power Average is incorporated into Handicap Average

Computation: 8.30 (GA) + .30 (30% of 1.00 PA) = 8.60 (HA).

13.2 MATCH HANDICAP COMPUTING

 

14.1 LEAGUE GUIDELINES
REGULATIONS AND RIGHTS

1. Upon acceptance of league fees, locations, teams, and individuals shall be entitled to the rights of, and 

be subject to, league rules and regulations as established by the league.

2. To assure good sportsmanship, a team or individual may be expelled for unbecoming conduct, poor 

sportsmanship, or any other good reason considered detrimental to the league by the league coordinator 

or location. 

3. Any parties so expelled may request a hearing from the league.  The findings of the league coordinator 

shall be recognized as final.

The difference between the sum of one team's players' Handicap Averages and the sum of the opposing 

team players' Handicap Averages is the handicap given per round.

For example: If the home team has all 5 players with Handicap Averages of 8 playing in the match, and the 

visitors have 5 players with Handicap Averages of 7 playing in the match, the home team would give the 

visiting team 5 points per round in handicap (40 - 35)

This 5 points is writtrn on the visitor side of the score sheet at the beginning of each round, thus giving the 

visitors a total of 25 points for the entire match.  (Remember, an additional round won is awarded for 

highest total points with handicap for the entire match.)

Home team scores are written in the left column for each round on the score sheet, and visitor scores are 

written in the right column.  There is no maximum handicap per round.

A percentage of a player's Power Average (if a positive amount) is added to his regular Game Avergae to 

compute Handicap Average (HA).

If 30% of Power Average is being added to a player's average who has a Power Average of 1.00 and a 

Game Average of 8.30, that player would have a Handicap Average of 8.60, which rounds to 9.

Since no player can win a game by more than 10 points, minimum player Handicap Averages will be 10 less 

than the Maximum Handicap Average possible.  With 30% Power Average applied, maximum Handicap 

Average of 13 and minimum of 3.

Handicap Average is the amount used for each player in order to compute the handicap for a match.

These averages continue to accumulate throughout the league session.  Averages of .49 or less are 

rounded down; averages of .50 or above are rounded up.

Power Average is the amount of points that each player averages winning or losing each game by.  It is 

computed by subtracting the amount of points scored against a player by all of his opponents in a league 

session from the amount of points scored by that player, and then dividing that amount by the number of 

games that he has played.
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15.1 TIED MATCHES

16.1

17.1 TEAM MATCHES

1. Rounds tied in points will be scored as 1/2 round won for each team.

1. Each team match consists of either 16, 20, or 25 games.  The home team shall maintain the original line-

up position (home player 1 plays first game of every round; home player 2 plays 2nd game of every round; 

etc.) and the visiting team shall rotate.  Players may be listed in any order on the score sheet.

2. Each team will have a captain or acting captain present at each match played.  The captains or acting 

captains will sign all hand written score sheets at the end of a match.

3. The captains from each team will try to settle any disputes that may arise during the match.  All disputes 

that cannot be resolved by the two team captains at the match will be turned over to the league 

coordinator, who will then make a judgement.

2. During league playoffs or in some national or regional tournaments, if both teams are tied at the end of 

their match, the teams will play the last round over, as it stands on the score sheet until a winner is 

decided, unless the tournament has a different rule to follow.

LEAGUE CHAMPIONS
1. The team having the highest percentage of rounds won will be league champion. 

2. In the event that two or more teams tie for the highest percentage of rounds won, the team winning the 

highest number of actual games will be the league champion.  In the event the teams also tie for the most 

games won, total points without handicap will determine the champion.

3. If rounds won percentage, most games won, and total points without handicap are tied between 

multiple teams at the end of a session, the prize money due to the teams who are tied will be split evenly 

between them.

6. If any player has played for a team in the current session, he or she must have a written release from 

the location owner and approval of the league coordinator prior to joining any other team in the same 

league.  

7.  Players are allowed to be members of more than one team as long as they are in different divisions (i.e. 

Tuesday Hustlers and Tuesday Sharks), but may never play for more than one team per night.  Scores for 

players who play with a second team in the same league will be disallowed.  

8. If any team is dissolved during the season, it's players may join other teams in the league, unless the 

dissolution of the team is due to unsportsmanlike conduct, non-payment of fees, or other unacceptable 

conduct as ruled by the league coordinator.

9. All players must be of legal drinking age to play in the licensed establishment where the match is played.  

(Exception: Junior leagues and In-House leagues.)

4. Locations are responsible for organizing the teams.

5. The location shall make available the table(s) to be used for league matches at the designated match 

time and shall retain the right to remove players (whether from his or her own location's team or the 

opponent's location's team).  The location also has the right to designate which table(s) will be used for 

matches. 
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18.1 THE TEAM

4. The team captains, within a match, may select a player to watch shots in potential foul situations.  The 

player selected will then become the referee, and his ruling will be considered final.  Such player shall be 

either a member of the shooter's team, or a knowledgeble person who is not involved in the match.

7. Until the last 3 weeks of the session, there is no minimum number of roster players who have to be 

present when playing a match.

8. In the last 3 weeks of the session, 3 players already listed on the team roster must be present.

10. It is up to each team's discretion as to whether substitutes pay league fees when they play.  It is 

suggested that whoever pays league fees also share in any prize money at the end of the session.

1. In 5-person leagues, teams who are 2 players short for the match will forfeit one of the absent position 

games in each round by a score of 10-0.

2. In 4-player leagues, teams having only 2 players will forfeit the match.

3. If a player has to leave before finishing all of his games, the opposing team will choose which player will 

complete the remaining games.  Round handicap must be refigured using the average of the player picked.

4. If, as a result of a player leaving, a team's remaining amount of players becomes 3 players in a 5-person 

league or 2 players in a 4-person league, the resulting absent spot will be figured as a 10-0 forfeit score, 

using a handicap average of 8 for that position.

5. Players arriving before the start of the 3rd round will be allowed to make up any games missed.  Players 

arriving after the start of the 3rd round will be ineligible for that night's play.

6. Players who need to make up games due to being late and players who are given permission by the 

opposing team to play out their games in advance will forfeit all of their breaks for those games.

6. Whenever matches have not progressed into the 4th round by 10:00 PM, match play should 

immediately begin using two tables (if available).
7. How to handle a situation when a team is missing a player:                                    

IN 16 AND 25 GAME FORMATS, THE PICK OF THE PLAYER TO PLAY IN THE SPOT OF THE ABSENT IS ALWAYS 

IN THE LAST ROUND!  IN 20-GAME FORMAT, THE PICKS OCCUR IN THE LAST 2 ROUNDS - YOU CAN PICK 

DIFFERENT PLAYERS IN EACH ROUND.  When a team is missing a player, the top player listed on the score 

sheet will play in the absent position in the first round, the second player listed will play in the absent 

position in the second round, etc.  Continue with this until all but the last round, skipping the absent 

position in the rotation of players.  In the final round, the opponent will choose which of the available 

players will play in the absent position. (See 10.1 above.)  This will apply for both the home and visitor 

teams.  Round handicap will be calculated for each individual round depending on the averages of the 

players who are playing in each round.  If scores are being input on-line, the round handicap will 

automatically be calculated for you.

5. The grace period to start a match is 15 minutes.  Teams must have at least three players present to start 

a match 15 minutes after it's scheduled start time. Unless both captains agree to start the match earlier.  

Once a match has begun, all players have 5 minutes to start any individual game from the time that the 

preceding game finishes.  Failure to start a game in 5 minutes or less will result in that game being 

forfeited.
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19.1 MATCH LINE-UPS

20.1 COACHING

5. Only one player of a team is allowed to coach in a game, but a different player

of the team may be selected to coach for each game.

6. The coaching player must be one who has played games on the team in the current

session, but does not have to be playing in the night's match.

1. A short 2 minute coach is allowed in all leagues except Vegas leagues.  Time allowed begins at the end 

of the previous shot. Exceeding the 2 minutes allowed will result in a foul and ball in hand for the 

opposing player.  The opposing team may put a player on the shot clock but must give notice before of 

doing so. This rule is for habitual abuse only.

2. Only one coach is allowed per each opposing player in a game.
3. Only the player playing the game may request the coach.

4. Any other person calling time out is a foul and ball in hand for opposing player.

Once a player has played, he must keep the same position in the line up unless he is removed for a round 

and then reinserted in a later round.

14. Player averages will be carried over for players listed on the average carry-over sheet.  The averages 

shown on the carry-over sheet will be used to calculate match handicap for the first 3 times that a player 

plays, whether that be in (for example) weeks 1, 2, and 3 or weeks 3, 5, and 8.

15. All players not listed on the average carry-over sheet will use an average of 8 for their first three 

nights.

In leagues using the 5-payer format, the visiting team shall submit their line-up to the home team.  The 

home team does not have to write their line-up until after viewing the visitor's line-up. 

In all other formats, both team captains write their line-ups in any order, and then exchange them.

11. New players may not be added to teams in the last 3 weeks of play.

12. Only players who have played at least 3 matches with a team in the current session can play in the 

last 2 weeks of the session.  Failure to follow either of these rules (11 or 12) is grounds for protest by any 

other team in the league.  If filing a protest, make sure to follow the protest procedure shown later in this 

captain's packet.

13. New player's averages will be computed after their third night of play.

16. (THIS RULE APPLIES ONLY TO NATIONAL AND REGIONAL TOURNAMENTS.)

Teams may play with more than the amount of players shown on the score sheet.

If a team has more than the amount shown, they can choose to "sub in" one player for another in a 

round(s).  Note: When using more than the amount of players on the score sheet, no player can play more 

than once in any round.  No two players may play against each other more than once in a match 

(Exception: When a team is short a player for the match or in the 20-game format).  Substituting team 

must notify their opponent of sucha substitution - stating who will be playing for whom - prior to the start 

of the round in which the substitution will be made.
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21.1 PROTEST PROCEDURE
Protests may be filed using the following procedure:  

22.1 PRIZE FUNDS
PRIZE FUND - TUESDAY SHOOTERS IN-HOUSE; WEDNESDAY SHARKS IN-HOUSE

23.1

Tournament Site: Sharks  10320 Shawnee Mission Parkway  Shawnee, KS 913-268-4006

Tournament occurs in February each year.

Any team forfeiting in either of the last 2 weeks of play will forfeit all of their prize money - at the league 

coordinator's discretion.

LEAGUE CENTRAL ANNUAL CITY TEAM TOURNAMENT
All teams who play in any League Central BCA league which has 50 cents per player per night accrued to 

help fund the annual city tournament are eligible to play.

A $60 per team sign-up fee will be assessed at the time that teams sign up to participate.  The $60 will be 

refunded to the team as long as that team does not forfeit any match in the tournament.

7 - 9 teams - 50% to first, 30 % to second, and 20% to third;

10 - 13 teams - 40% to first, 30% to second, 20% to third, and 10% to fourth;

14 - 18 teams - 30% to first, 24% to second, 19% to third, 14% to fourth, 9% to fifth, and 4% to sixth.

Leagues of more than 18 teams will be calculated with approximately 1/3 of the field sharing in this 

portion of the prize fund.

If multiple teams tie in standings for a position that qualifies to receive a portion of the $! per player fund, 

those teams will split the amounts designated for those positions.

The remainder of league fees sent will be paid based on rounds won.

$1.00 per player is accrued to a prize fund which is set set aside to pay additional money to teams who 

finish high in league standings.  (See below.) *Does not apply to Monday Shooters.

In leagues consisting of:

6 or fewer teams - 60% to first place team and 40% to second;

PRIZE FUND - MONDAY SHOOTERS*; TUESDAY SHARKS; TUESDAY SHARKS IN-HOUSE; WEDNESDAY 

OLATHE; THURSDAY SHARKS AND THURSDAY SHARKS IN-HOUSE

In cash leagues, all teams receive prize money.

In cash leagues, all teams receive prize money.

50 cents per player is accrued to fund the annual city tournament.

Any team forfeiting in either of the last 2 weeks of play will forfeit all of their prize money - at the league 

coordinator's discretion.

All protests must be submitted in writing within 48 hours of the match.  The written protest must detail 

the specific rule violation that occurred.  A $25 deposit must accompany the protest.  If the protest is 

upheld, the deposit will be returned.

50 cents per player is accrued to fund the annual city tournament.
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