PREFACE

THE OFFICIAL 9-BALL RULE BOOK HAS
BEEN CREATED TO GIVE TAP PLAYERS A
GENERAL GUIDE FOR SHOOTING LEAGUE,
TEAM 9-BALL. NOT ALL SITUATIONS WHICH
MAY OCCUR IN 9-BALL MATCHES CAN BE
COVERED IN THIS RULE BOOK.
| SHOULD DISPUTES ARISE TO YOUR
1 LICENSEE, WHO WILL MAKE DECISIONS
| FOR YOU, WHILE THE MATCH IS BEING
PLAYED. THE CORPORATE OFFICE
WISHES TO THANK MR. MEL LOCKE,
LICENSEE OF SOONER TAP, MR. MICHAEL
WINKLES AND THE DIRECTORS OF
SOONER TAP FOR THEIR ASSISTANCE IN
PREPARING THIS 9-BALL RULE BOOK.
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TAP OFFICIAL RULES FOR TEAM 9-BALL

Object of the Game- Team TAP 9 Ball is played with nine object balls numbered 1 through 9 and the cue
ball. On any shot the cue ball must contact the lowest numbered ball on the table first to constitute a legal
shot. Once you have contacted the lowest numbered bali, any completions that follow allow you to
continue your turn at the table. In 9-ball, as long as you have contacted the lowest numbered ball on the
table first, a completion of that ball and/or any other ball is a legal shot. The shooter does NOT have to
call their pocket for balls 1 thru 8, but they do have to call combinations and the 9 ball. The pocket for the
9 should also be marked. A player wins the game when he/she has legally pocketed the 9-ball. Should
the 9 ball be pocketed out of turn, the 9 ball does get spotted. Good luck and enjoy TAP 9 bali!!

1. Beginning play

1.1 Choosing your first player
Games commence with opposing Team Captains or player tossing a coin to determine who will be the

first to announce a player. The winner of the coin toss has the option to either choose a player from his or
her team, or have the opposing Team Captain or player choose a player from their team to start the first
game of the first match. After this has been determined, player selections will be alternated for the
following matches untii all league matches are completed. A player can represent their team in active play
once per night and represent that specific division on only one team per night. A player may only play on
one table at a time. Muiltiple nights and division play are accepted and encouraged.

1.2 Lagging for break

Once you have selected your players, they must lag to see who breaks. Once two players have been
selected, they must simultaneously "lag” for break. The "lag shot" is executed by striking an object ball
from behind the head string, to the foot rail, and attempting to have it come to rest closest to the head rail.
The "lag" is considered a skill shot and should never be aborted in favor of a coin toss. The winner of the
"lag" has the option of breaking, or awarding his/her opponent the break. In subsequent games, the
winner of the previous game breaks and the loser racks the balls. In cases where the cue ball is of
different weight or size from the other balls, it should not be used for the "lag". If your lagging ball is
pocketed or contacts a side rail you lose the lag. If the two lagging balis make contact, players must
re-lag.

1.3 Racking the balls
The objects balls, numbered 1 through 9, are racked in a diamond shape with the 1-ball on the foot spot

and the 9-ball in the center of the diamond. Before the break, the 1-ball also needs to be touching the two
balls adjacent to it. If this is not the case, the person breaking can ask for a re-rack. As common courtesy

to the other players make the rack as tight as possible for a good break, other players will do the same for
you.

1.4 The break shot

The player entitled to the break has cue ball-in-hand behind the head string. The breaking player must
first drive the cue ball directly into the head ball, causing at least 4 balls to hit a rail. Pocketing a ball
constitutes a legal break. If this task has not been accomplished, the opposing player is entitied to ask for
a new rack and may elect to break. This is at the non-breaking player’s discretion. An attempt to
break that results in the cue ball crossing the head string, but not hitting the rack, is a foul. In this case,
the opposing player has the option to take the break or allow the breaking player another attempt
at the break. If any balls, other than the 9-ball, are driven off the table during the break shot, those balis
stay down and are not spotted. All objects balls that are pocketed remain down. If the 9-ball is driven off
the table, then the 9-ball is spotted. It is then ball-in-hand for the incoming player. (NOTE: For scoring, the
breaker gets the number of balls added to his or her score under the "made on break" (MOB) column).

1.5 Cue ball off the table

If player drives the cue ball off the table, it is then the incoming player’s turn, ball in hand (anywhere on
the table).




2. Continuing play after the break

If the player pockets a ball on the break, that player continues to shoot until he/she misses or commits a
foul, plays defense. When this happens, your opponent assumes control of the table and does the same
until the game ball is legally pocketed. NOTE: If a foul is committed on any shot, the incoming player has
cue ball-in-hand anywhere on the table.

2.1 "Push out™ after a legal break
The "push out", also known as "roll out", is allowed one time only on the shot immediately

following the break. The player executing this shot must clearly announce their decision to their
opponent before shooting or it is treated as a normal shot. To execute this shot you may shoot the cue
ball anywhere on the table. The cue ball is not required to contact a rail nor is the shooter required to
contact the lowest numbered ball on the table. Any balls pocketed on a push out stay down and
count as a completion on your score sheet, with the exception of the 9-ball, which is spotted.
Spotted balls are not counted as completions in this case. Following the push out the opponent
has the option to shoot or pass the shot back to the player who executed the push out. In this
case, the player must accept the shot as set forth under the General Guidelines for play. (NOTE:
Scratching on a push out is a foul).

2.2 Continuing play
After a legal break or legal push out, the player who has command of the table continues to shoot until

they miss, foul or win the game. This is continued until a winner is determined.

2.3 Skill Shot/Good Hits

The shooter must contact the lowest numbered ball on the table first to execute a legal hit. You do not
have to call your pocket for balls 1 thru 8. Combinations and the 9 ball must be calied. The
pocket for the 9 should also be marked.

During play, a ball on the table (any ball) must contact a rail. Pocketing a ball also constitutes contacting a
rail or a good hit. If the cue ball strikes any ball other than the lowest numbered ball on the table or the
cue ball is pocketed, or ball fails to hit a rail, this is a "bad hit". A bad hits means a foul has been
committed and the opponent comes to the table with cue ball in hand anywhere on the table.

2.4 Shooting/Marking the 9-ball
In TAP team 9-bali the 9-ball is always the game ball for both players. If the 9-ball is pocketed in the

marked pocket, the game is over, however, if a foul is committed while the 9-ball is pocketed then the 9-
ball is spotted and it is ball-in-hand for the incoming player. It is scored as a miss, and if any other balls
were dropped, they are scored as dead balls for the shooting player.

2.5 Marking Combination Shot
in TAP team 9-ball combination shots are allowed and are a very popular method of winning a game or

match. A legal shot must be executed (i.e. the player must strike the lowest numbered ball on the table)
for the shot to count. Marking the 9 ball during a combo/carom- If the player intends to pocket the 9
ball during a combo/carom, the pocket must be marked. If the 9 ball drops in the marked pocket during a
“legal hit”, the game is over, and the 9 ball would be scored as a completion, and any balls that were
made during that shot, would be scored as dead balls.

If the 9 ball did not drop in the marked pocket, but any balls have dropped, it is still that players turn and
the dropped ball would be scored as a completion, any others would be scored as dead balls. If the 9 ball
dropped in any pocket, other than the marked pocket the 9 ball is spotted.

2.6 Defensive/Safety shot

A safety shot is a very important shot. To play a defensive (safety) shot, you still must execute a legal
shot by hitting the lowest numbered ball on the table first, and drive a ball to the rail. A player must call a
defensive (or safety) shot when not attempting to pocket an object ball. The opposing player has the right
to ask the scorekeeper to record that shot as a defensive shot. The players should work out any disputes,
and when necessary, the League Director has the final say. Not noting a defense shot repeatedly is un-
sportsman-like and disciplinary actions could be taken against that player. Player must call defense
prior to the shot and marked as a (def) defensive shot. This is part of your handicap, so mark
them.
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2.7 Ball frozen to the rail

This is when an object ball is touching the rail and becomes part of the rail. The opponent must declare
the ball frozen before the shot is executed. If the intended object ball is frozen the shooter must do one of
the following: Have the cue ball touch a rail after contacting the object ball, or abject ball or another ball
contact a rail after a good hit is made on the object ball.

3. Fouls

There is NO "Three foul" rule in TAP 9-ball league. A player committing a foul must relinquish his/her turn
at the table. The following are examples of commonly occurring fouls.

3.1 Foot fouls

During any shot, a shooter must have one foot on the floor or they have fouled and the incoming player
has cue ball-in-hand anywhere on the table. (NOTE: This rule does not apply to players who are
physically impaired).

3.2 Bad hit

If the first ball contacted by the cue ball is not the lowest numbered ball on the table, it is a bad hit and
considered a foul. Your opponent would have cue ball-in-hand. If player double taps the cue ball with tip
of his/her cue stick, it is also a foul.

3.3 Scratch/Ball off the table

If a player pockets the cue ball or drives the cue ball or any ball off the table, it is a foul. If a player
executes a shot and then scratches, the shot is considered complete and ball stays down, unless the 9-
ball drops or is driven off the table then it is spotted. Any other ball stays down and ball-in-hand for
incoming player.

3.4 Failure to drive a balil to a rail
A player must either legally pocket a ball or drive a ball to a rail after making a good hit or they have
fouled.

3.5 Push shot

When the cue ball and object ball are within the width of a standard chalk, or frozen, it is best to
elevate your cue up to a 45 degree angle in line with your body, to eliminate any chance of a
double hit or shoveling your cue which could end up being a foul and ball-in-hand to your
opponent. This shot should be executed by stroke and not forcing. We ask that a player make a bona-
fide attempt to execute this shot in the proper manner.

3.6 Split hits

When a player contacts the lowest numbered ball on the table and another ball at the same time, this
does not constitute a foul. If it is suspected that a player may play a shot that might result in a "split hit,"
the non-shooting player should ask that a league official, referee or another player (that is not on either
team) observe the shot. In this instance, it would be that individual's duty to watch, and if
necessary, call the hit. In the absence of an observer, should a controversy over the hit arise, the
shot goes to the shooter.

3.7 Accidental movement of ball

If a player moves the cue ball prior to their shot it is a foul and results in ball-in-hand to your opponent. if a
player accidentally moves or touches any ball(s), other than the cue ball, that are at rest, it is not
considered a foul. If 1 or more balls have been moved, the opponent has the option to leave the ball, or
balls where they are, or move them back to original position. If a player moves or touches any ball before
it comes to rest, it is a foul ball-in-hand to your opponent.




3.8 Interference and "sideline” coaching

Any person who interferes with the course of the match by offering advice, distracting a playar or
otherwise disturbing play, can subject their player to a foul. In this instance, the match referee must warn
the individual involved and that player's team captain/coach and player. After the waming, the penalties
go as follows. 1st a warning, 2nd ball-in-hand for opponent, 3rd loss of game, 4th loss of match, 5th-team
disqualified. Penalties do not start over after each match. They continue from first match to last match, for
both teams. As a team player on the sideline we encourage you to support your player. However, you are
responsible to do so in a sportsmanlike manner.

3.9 Slow play
Slow play can result in a ball-in-hand foul to your opponent, if you have been warned and

continue to play slow. A 45 second shot rule exists and will be used as the benchmark for assessing
slow play. if a player is taking a significantly long amount of time to execute a shot, the opposing player
or coach has the right to ask a league official or the players coach to administer a slow play
warning. If, after being warned, the player continues to play slowly, the opponent will receive cue ball-in-
hand. In all matters concerning slow play, the decision of the League Director/referee will be final. (Note:
Most of our leagues are played at night and it is important for the maiches to be completed in a timely
fashion). All players should note that after a match has been completed a team has five (5) minutes
to field another player, or the match may be subject to forfeit. This also stands true when picking
your player for the next match. Please do so in a timely manner. A player should be picked and ready fo
shoot no later than five (5) minuies after each match.

4. GENERAL RULES

4.1 Payment of leaque fees

All teams and individual players are responsible for the payment of league fees. Forfeit matches are no
exceptions. The full amount agreed upon should be paid at the end of play. Any team or player (s) owing
any fees can result in that team or player(s) having match points deducted from their standings at any
time, as well as losing the opportunity to participate in any event that the team or player(s) qualified for,
regardless of the teams or divisions past, present or future time of qualification. This also includes annual
memberships. Note: Bye positions can vary by geographic location.

4.2 Coaching
A player is allowed to receive coaching from a fellow teammate who has been designated as the coach

prior to the start of each match. Only one coach may be designated for each player's match and may
not be changed during that match uniess approved by the opposing team. The player or team coach for
each team is entitled to call two (2) "time-outs" per game, lasting no more than one-minute each. Once a
time out has been called both players can communicate to their coach during that time out.
Players with a two (2) Level handicap, receive two (2) one (1) minute time outs, and unlimited assistance
with their coach. All unlimited assistance and the shot execution has to be within a 45-second time period.
During a time-out, the coaches must cease communication with their players, and the player must
execute his/her shot in a timely fashion. If the coach disrupts the balls or marks the table in any way,
or touches any ball “in play”, or places the cue ball on table it is a foul. (NOTE: An outside player on
the team can talk to the coach, who can then relay that information to the player during a present time out
within the time limit). If the (1) minute time limit is exceeded and called by the opposing team, the
player can take an additional (1) minute at the cost of a time-out, if they have a time-out remaining.
The link to the player is through the coach. No other passage to that player is allowed). The coach cannot
mark the table, although he can touch the table. If the coach asks the player if they want time out,
then it will be considered a time out.

4.3 Shot clock
In our leagues, there is a 45-secound time limit to your shot. The time limit commences after your
opponent's shot ends, and all the balls come to rest. If a timeout commences m the m:ddle of your
decnsmn maklng process the t!me remamlng on the clock is stﬁl in use. ( E







