GREATER CLEVELAND DARTERS

SOFT-TIP RULES


The following rules are a set of guidelines to help Team Captains solve a problem if a disagreement arises.  If the Team Captains agree to play a game or match under circumstances not covered by these rules, then no protest will be allowed.

A. Good Sportsmanship shall be the prevailing attitude at all GCD sanctioned events.

1. During league play, any minor changes to these Rules must be agreed to by both Captains and your League Director.

2. In tournament play, all players in any game must agree to any changes in rule interpretation.

3. Memberships – All players must be current members of the Greater Cleveland Darters.

(a) Only members in good standing of the Greater Cleveland Darters may participate in GCD league activities.  Each player and each establishment must apply for GCD membership.  The respective membership fees are specified on the application forms.

(b) A current member of the GCD is one whose Registration Fee has been paid for the current membership session.

(c) “Non-Current Member” of the GCD is one whose Session Registration fee has not been paid.

(d) “Non-Current Member” is someone who is neither a current nor non-current member of the GCD, but whose name may appear as a Player on a League Team roster.  A “Non-Member” may ultimately be classified as an “Ineligible Player” in league play.

4. Games – All divisions may play different games.  If playing 01 games, remember the freeze rule.  In games with double in/double out rule, you must hit the outer ring to win.  Example:  If you need 8 to win, you must hit the outer ring of the #4.  You may also end the game with the bulls-eye if you need 50 points to win.
5. Darts – Players may use their own darts as long as they are unaltered factory issued darts and tips, do not exceed (8) inches in length and do not exceed 26 grams in weight.  Reminder:  You may not exceed sixteen (18) gram darts in any major soft tip tournament.
6. Game Time – Game time is at 7:30 p.m.  Teams will have 15 minutes to show.  If a team arrived at 7:45 p.m. with card in hand, the match will begin.  If the team does not show at 7:45 p.m., options are as follows:

(a) Opposing team captain may allow the match to be made up another day.

(b) Opposing team captain can wait a little longer for the other team and play the match out.  Or if they did not show by 7:45 p.m. can take the forfeit win.

(c) If a team has only three players at a match, with a team card, they must begin the match at 7:45 p.m. without their fourth player.  If during the match the fourth players shows, he may shoot out the rest of the match after the game in progress is over.  He cannot play in the game already in progress.  If the fourth player to show for the match is not in the linup (in the machine), he can play instead, but must notify the office of the player change.

(d) Round – Each player throws a maximum of three (3) darts per round.  Players do not have to throw all 3 darts per turn.

7. Teams – Teams will consist of four to six players.  Up to six players can play the match.

8. Illegal, Ineligible Players

(A) Definitions:

(1) An illegal player is a darter who either is not on your team’s roster or is a member of another team.

(2) An ineligible player is a darter those name appears on the roster but has not paid their player registration fee for the session.

(3) An eligible player is a current GCD member in good standing.

(B) If you have a good reason to question the identity of a player, the league director requires both captains to cooperate in resolving the question.

(1) A suspected illegal player should offer GCD membership or substitute identification, and provide a signature comparison.  Deliberate use of an illegal player will result in match forfeiture.

(2) If results are unsatisfactory, or not identification is produced, that game and the remainder of the match shall be played out.  On a piece of paper, the suspect player must print his name, address, and phone number, and add his signature.  Captains must add a note asking for the league director’s assistance.

(3) If cooperation is refused by player or captain, notify the league in writing, as well as a phone call to the office (216) 789-3492 explaining both the circumstances and the reason for your question.

(C) All teams having ineligible players on their roster will receive 6 penalty points each week until those players’ registration fee is paid for the current session or those players are removed from the roster.  Once penalty points are given they are not taken back.

(D) Once a GCD member in good standing participates in a League Match he/she becomes an active player on that team.  A player cannot participate in a League Match on another team while he is an active player on a different team roster.

9. Foul Lines – All games shall have foul lines positioned eight (8) feet from the mark on the right hand side of the machine.  Players may not cross the front of the toe line before the release of the dart during the throw.  Exception:  Players will be allowed to lean and cross the toe line with the trail foot, as long as the trail foot does not touch the floor before the dart scores.  First violation of this rule will be a warning from their team captain.  The second violation of this rule will result in forfeiture of the game.  Third violation will result in forfeiture of the match.
10. Coaching – Any members of the team may coach their own players.  If coached by an outsider the first offense will be a warning.  The second offense is a loss of the game.  The third offense is the loss of the match.  Players must not delay the game for an exorbitant amount of time.

11. Shooting Fees – Fees are payable on a weekly basis at a rate determined and published prior to the start of league play.  Failure to pay fees by published deadline will result in six (6) penalty points for that team.  Penalty points will accrue as long as fees remain unpaid.  Penalty points assessed for any reason except clerical error will not be removed.  Fees must be mailed to the Greater Cleveland Darters in the form of a check or money order – NO CASH!  Dues must be in weekly.  If dues are one (1) week late, they must be made up by the second (2nd) week.  Failure to do so will result in the following:

(A) A $5.00 penalty fee will be assessed each week until dues are brought up to date.  THIS IS NON-REFUNDABLE!

(B) If dues are behind in excess of 3 weeks, teams will be suspended until the dues are brought up to date.  If your team is suspended there will be a $10.00 reinstatement fee charged to your team.  This is non-negotiable.  Opposing teams on suspended weeks will receive a Forfeit Match win.  These matches will not be made up.  Suspended teams will receive 6 penalty points.

(C) If dues still are not brought up to date, teams can be removed from the league.

(D) Players of removed teams will not be able to shoot in any Greater Cleveland Darters league until their balance of the late dues is paid. Any unpaid balance will be divided equally between the team members and must be paid in full by each member before they can play again.  Teams will also be put on a probationary period for the next session and must comply with the following:

(1) Half their team dues must be paid up front and the balance pad after the first three (3) weeks.  This is non-negotiable! 

(E)
Shooting fees must be mailed or dropped off to the League Office. League Directors are not responsible for collecting fees.  If you drop off your fees to your League Director or if your League Director chooses to pick up your fees, there will be a twenty-dollar ($20.00) handling fee charged to your team.  This is non-negotiable.

12. Scoring – The score recorded by the machine is the score the player receives.  A dart that sticks in the board but does not activate the electronic scoring may not be manually scored.

13. Incorrect Scoring – If a player should throw three (3) darts and one dart hits the web or does not score and the player removes his/her darts without pressing the player change button, causing the dart to register a score, the following conditions apply:

For the First Offense:

(a) If the score causes a win, the other team will receive the winning game.  Notify the League Director of which game.  League Director must be notified before the next game starts.

(b) If the dart(s) lower the score, the player loses a turn on the next round.

Exception:  Manual Scoring (1) Penalty is loss of next turn.  (2) The only exception will be on the winning dart.  Example:  A player needs 50 to go out.  He shoots and the dart sticks in the bulls-eye, but the machine fails to score or scores the wrong number.  If the dart sticks, the machine is showing “throw dart” message, and all other rules were followed, the player/team will be credited with the win in that game.  This rule will apply only for a single dart not for a combination of darts.


For the Second Offense (in the same game):

(a) Forfeiture of that game.  To avoid this problem, press “Player Change” button first, then remove darts.

14. Machine – The player accepts that the machine is ALWAYS RIGHT.  If the machine is not operating properly, the captains will decide whether to play, call for repairs, or make up the game.  If the match is completed, not protest will be allowed.  If captains cannot decide, call the League Directors.

15. Machine Tilt – The player/team who tilts the machine (causing the machine to shut down or reset) automatically forfeits the match.

16. Machine Display – It is each player’s responsibility to see that the machine is displaying that player’s name prior to throwing any darts.  If a player throws when a machine is displaying an opponent’s name, the opponent has the option of accepting the score allowing play to continue, or resetting the machine to the player’s numbers who originally threw on the wrong number and then continuing play.  Example:  Player three mistakenly throws on player four.  Player four can accept the score and the gam move to player one.  The result being that player three has lost the opportunity to score in that round.  Or player four can reset the game to player three, player three then throws.  The game moves to player four.  The result being that player four has received a double scoring opportunity in that round.
17. Postponements

(a) The League Director will absolutely not recognize the inability to field a full team on the regular scheduled match date as a valid cause for postponement.  If both captains agree, a match can be postponed. Approved postponements must be rescheduled and played by the teams involved within 14 days (2 weeks) from notification.  Delayed postponements will be changed to forfeits if the scheduled date is passed.  Matches may be played ahead of schedule if both captains agree.

(b) If you feel you have valid cause for postponement, contact the League Director and your opponent as far in advance as possible.  (2 weeks please).  League Directors must be notified either before or on the night of the originally scheduled match.  If your League Director does not receive notice either before or on the night of the scheduled match by either Captain, the match will be a forfeit for both teams.  Contact with the League Director must be in writing.  Explain your request fully.  A team writing to Postpone a match must contact the opponent and GCD as far in advance as possible.  Match postponements will appear on the weekly stat sheet.

(c) Once both Captains agree on a reschedule date, neither team can renege on the decision.

18. Reset Button – On some machines you have to press the reset button in order for play to move on to the next player.  If the reset button is not pressed the ruling is as follows:

(a) That player is given a warning.

(b) Second time that player loses his/her turn.

(c) Third time the game is forfeited.

Note:  If a player throws and the button has not been pressed, he/she must remove the darts, press the button and throw again.  MANUAL SCORING IS NOT PERMITTED.  Also, Note:  The reset button rule is by player, not by team.  Each player receives a warning, then loss of a turn, then loss of a game.
19. Score Display – If in team play a player throws when the machine is displaying the name of that player’s partner, each player on that team loses one turn immediately.

20. Team Standings – Teams will receive one (1) point per win.  Total team points will determine standings.

21. Schedule – Each team will play all teams at least once, schedule permitting.  Any problems with schedule – League Director must be notified within first two weeks of the current session.

22. Adding or removing players.

(a) All requests to add eligible players to your roster must be received on a current GCD add-a-player form at the Greater Cleveland Darters office four (4) days prior to the first possible eligible league night for that player.

(b) Under special circumstances the League Director reserves the right to allow team additions requested as late as 6:00 p.m. league night.  The team captain must turn in the Add-A-Player form and any applicable fees [See: 22(d)] to the League Office within four (4) days.  After four (4) days, if the form is not received by the League Office, the team adding the player loses 6 points and the player is not eligible to shoot until the form is turned in and any fees owed are paid.

(c) If permission is denied to add a player, a written reason will be mailed to the captain.

(d) When requesting the addition of a player who is not a current member, a completed Add-A-Player form must be sent in along with the player’s $8.00 registration fee.

(e) Only under special circumstances may players be added to a team roster after the halfway point of the session.

(f) When a player is removed from a team, that player becomes eligible to play on another team.  If a player wishes to change teams, he/she must notify the League Office in writing before being eligible to shoot with a new team.  The League Office must confirm notification before a player can change teams.
23. Protest Procedures

(a) Disputes should be handled on a captain-to-captain basis whenever possible.

(b) Disputes and protests can be brought to the League Director’s attention for resolution.  In all matters of rules, infractions, penalties and interpretations, the League Director’s decision will be binding.

(c) If a Caption wishes to appeal a decision, the League Director’s decision, he may appeal to the League President.  The League President can overturn the League Director’s decision.

(d) The League Director’s decision is final.

24.
Forfeit Rule 

(a) In the event that the opposing team does not show and it will become a forfeit, you must notify the League Director that night, indicating which team forfeits the match.  If the League Director is not notified that night, both teams will forfeit the match.

(b) Forfeits are worth 70% of your league play, which in a 13 game format consists of nine wins.  If playing a double round robin and the forfeit occurs in the second half of the season, you will receive the number of games won in previous head-to-head competition, but less that 70% of the total possible.

(c) Teams will be responsible to pay their own dues if they receive a forfeit match win.

(d) If a visiting team forfeits, the following conditions must be met:

(1) The next time the same two teams meet, the forfeiting team from the previous match must play at the opposing team’s bar.

(e) If the schedule does not allow the match to be played at the opposing teams bar or the two teams do not meet again that session, the following conditions must be met:

(1) The forfeiting team will pay a $25.00 forfeiting fee to the league and the league will reimburse the opponent’s home bar the $25.00 for the lost match.  This fee will be treated like your weekly dues, if it is not paid your team will be suspended until the fee is paid.

Note:  Provisions D & E do not apply if both teams have the same home bar.)

25. Playoffs.  Usually in league play, the top four teams get into the playoffs.  If leagues are divided into divisions of the same skill level, there will be divisional playoffs with the winners from each division advancing to the finals for the league championship.

(a) The team with the best record will always hold home field advantage throughout the playoffs.

(b) Playoffs and type of playoffs can be changed by the Greater Cleveland Darters depending on the number of teams, number of divisions and scheduled time.

(c) There will be no plaques awarded for place in you division.  Only teams who advance into the playoffs will win plaques.

Note:  Weekly shooting fees are not required in playoffs.

26. Ties.  Head-to-head record will resolve all ties for first, second, or third place.  If your team finishes the season tied for second and the team that you tied with has a better head-to-head record they will host the playoffs.  If there are no playoffs then the following will decide the tie breaker:
(a) Head to Head match record

(b) If there is still a tie, Head to Head overall record
27. Playing Order.   Teams can play with a minimum of (2) players. If the situation occurs where only (2) players show up for a team, the following must apply:

(a)       The opposing team will allow the two players to alternate each game in the spot of the blind.

                                                  In the situation of both blinds playing the same game the                                  following will apply:

(a) The opposing team will allow one player of their choice to play the one     blind spot.

(b) The other blind will remain a blind. The vacant blind in 301 and 501 portion, a hat trick (150 pts.) will be scored for the vacant player and from then on the score will be passed. In 701 three (3) triple 20’s (180pts.) will be scored for the vacant player and the score will be passed. In cricket three (3) marks will be permitted and the score will be passed.

                                                  If the player whose name is appearing arrives they will be allowed                                      to start the next game that the machine lists their name. 

                                               In the situation with teams playing with three (3) players, a player                                       of the opposing teams choice will play in the spot with the blind. The                                             opposing team must choose a different player for each set of games to                                            play in the blind spot.

                                   The team playing with a blind will be responsible for contacting the League                                    Director so that the stats for the missing player(s) can be modified accordingly.

28. Prize Money.   Prize money will be paid out at the end of the league season.

29. Inclusion Rule.   All members of their roster must play 30% of their season games to be eligible for playoffs, banquet or prize money.  To be eligible for any MVP awards or All-Star Tournaments, players must play in 2/3 of their teams league games.  Any guest or non-registered player will be charged a fee to attend any banquet or party at the end of the season.

30. Rule Changes.  The Greater Cleveland Darters has the right to amend any or all of these rules at any time during league play.  Captains will be notified of any amendment to these rules.

31. Meetings.  If a mandatory meeting is called the captain or one of his team mates must be present for the meeting or a $10.00 fine will be given to that team and will be taken from their pay-out.

32. Team Cards.  A team card will be issued to each team captain and must be returned in the condition it was given.  If a team card has been lost, abused or is missing its cover, a $35.00 replacement fee will be charged to that team.  This fee also applies to any unreturned team card.

33. Registration Deadline.  Captains registering a team must register by the deadline.  Any team that registers past the deadline will be fined $25.00 – if the late registration is accepted by the League Office.

34. Discrimination.  Racial and/or ethnic slurs will not be tolerated.  If a visiting team player is subjected to any type of racial or ethnic slur, the captain of the home team must notify the individual in charge at that location to address the situation.  If the situation continues, the match is to be stopped and moved to the visiting team’s bar.  If the home team refuses to go to the visiting teams bar to shoot, the match is forfeited to the visiting team.  THERE ARE NO EXCEPTIONS!!!
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