Rules and Regulations-(revised 2006)

1.     The Game and the Match

1a.    Each team will select a captain, who will be responsible for sending a list of players’ names, address, city, zip, and phone numbers to the league’s officials before the season starts. The captain will also be responsible for recording and checking scores, keeping a record of all stars points, calling in the score and turning in the score sheet.

1b.    Team captains will separately prepare their lineup on a sheet of paper. The captain will then enter the team names and date on top of the score sheet, and enter players’ names without changes. Both captains will sign the score sheet at the end of the match, and the captain of the home team will mail the original copy to the SECDL in the pre-addressed envelopes provided. Both captains should retain one copy of the score sheet for their records. Once a lineup is posted, no changes will be allowed.
1c.    The home team shall notify the league by phone or e-mail the night of the match` or by no later than 6:00 PM the following day as to the final score. Failure to do so will result in a penalty of 5 points subtracted from the home team’s score. The score may be left on the voice mail. The phone number is provided on the score sheets. Please state winning team first and their score, the losing team second and their score. In addition, the score shall be written on the score sheet in the provided space. Score sheets must be mailed within 48 hours in order to keep all star points up to date. If not received within one week of match a 1 point penalty will be deducted from the home team’s total. If the score sheet is not received by the second week an additional 2 points will be deducted, 3 points by the third week and so forth. So a score sheet not received after four weeks the home team will lose a total of 10 points.

1d.    If cancellation of a game is necessary due to conditions other than the weather, the league must be notified prior to the night of the scheduled match. It is the responsibility of the team captain to notify the opposing team captain and the team pub. It is not the responsibility of the league to reschedule said match. Game must be made up within 2 weeks of the original date. If teams have not made up match within said 2 weeks, 0 points will be awarded to both teams.

1e.    An entrance fee of $110.00 per team is being assessed from the sponsor prior to the start of each season. Each team shall be assessed $20.00 per season per player to a maximum of 12 players. Therefore, a team with 8 players shall pay $160.00; a team with 10 players shall pay $200.00, etc.
         Each team will be allowed to use one player free for one week. If the one “freebee” plays a second week, that player must pay the SECDL $20.00 or that player will be considered an illegal player and penalized as such.
Player fees are due no later than November 10, 2006. Player fees received after the post marked date of November 10, 2006 will be considered late and a penalty of $5.00 per player will be assessed to the $20.00 fees, making the total $25.00 per player. The late fee must be received by November 17, 2006. If the late fee of $25.00 per player is not received by this date, that team will be expelled from the league and each player will not be able to play for the next season.
         If a 13th or illegal player shows up on any roster, all games won by this player will automatically be deducted from the teams’ score, and those points will be awarded to the opposing team. Example: plays cricket lose 2 points, plays 501 lose 2 points. Also, any team using an illegal player a second time will be expelled from the league.

         All monies collected will be used for expenses, i.e.: letters, stamps, copies, ADO qualifiers, trophies, jackets, banquet, etc.
1f.     All games will be played on Tuesday nights. They will start at 8:00 PM with a 15 minute grace period to 8:15 PM. No shooter may shoot out of turn as it is shown on the score sheet. No shooter may enter a game after his/her turn in that event has passed. Note: Matches may start at an earlier time upon agreement of both captains.

1g.    We request that members from opposing teams alternate as chalkers for each match.

2.      Roster
2a.     The SECDL will abide by the rule of a limited roster. Any additional shooter, not already on the roster, can only be someone who has not shot for any other team in the league during that season. All additions will be added to the team’s roster and the league will be notified immediately. This additional player will not be allowed to shoot for any other team in the league for the remainder of the current. Any team breaking this rule will be considered to have an illegal player.
2b.      Any game may be shot shorthanded to avoid a forfeit of the match. A minimum of four players from an established roster are needed to start a match. If there are fewer than four players, the match will be forfeited. If a team shows up with only 5 players, they will be allowed to shoot 5(five) 301 singles matches, 2 cricket games with 2 players each, for the third cricket game, one player will challenge the opposing team’s 2 member team, but will not be allowed to shoot his/her absent partner’s turn. The same would apply in the 501 game, in which the remaining players may shoot against a full complement from the opposing team but will not be allowed to shoot the missing member’s turn. Teams are allowed to forfeit points in no more than 4 matches. After that 4th match the team will be expelled from the league for the remainder of the season.
2c.    Teams forfeiting will receive zero (0) points for their scheduled match. Teams receiving the forfeit will receive either a minimum of 10 points or their average, or if the forfeit is after the halfway point, the team receiving the forfeit will get the opposite average loss or the team forfeiting, for example, the team has a total of 22 points, divided by the number of weeks played (11) that gives them an average of 2 points per week. The team receiving the forfeit will then get 16 points.  

2d.     There will be a $25.00 penalty to any team forfeiting a match. There will be a $10.00 penalty for each player not showing up in a shorthanded match, i.e. if you play a match with 5(five) players that’s a $10.00 penalty, shoot with 4(four) players that’s a $20.00 penalty. All penalties must be paid in cash by the next scheduled match or it’s another forfeit ($25.00 penalty).

3.       Beginning the Game

3a.     Home team will have choice of boards on which games will be played.

3b.     Coin toss--The visiting team will call the toss of the coin to begin the game. Winner of the coin toss has his choice as to whether or not his team will throw for cork first. Coin toss and cork throw will precede each match. Double cork beats single cork, and a single cork ties a single cork. If a tie occurs, the players will shoot for cork again but in reverse order. If the first dart thrown is a single or double cork, that dart may be removed by the chalker at the opposing player’s discretion.

3c.     Games will be played in this order: a) 6 individual 301 games*, double start/double finish; b) 3 two-person cricket games**, fall out rule applies, and c) 3 two-person 501 games**, flying start/double finish.
         *Note: “A” and “B” division teams will play best of three, Chicago style (301, Cricket, 501), for each individual singles games. Winner will receive one point, loser no points.

         **Note: “A” division teams will play best of three Cricket and 501 doubles respectively. Winner will receive two points, loser no points. All star points will count in all games played.

Superlatives such as 9 hits, T80’s, High outs, etc., will still receive plaques/awards. Please mark on score sheet if any superlatives were hit in any game of any match played.

3d.     All games will begin by throwing cork. No shooter may stand closer than 7’ 9-1/4” from the board. When throwing the cork, the dart must remain in the board in order to count. If bounce out darts occurs, additional darts may be thrown until a dart remains in the board. If the second player’s dart dislodges the first player’s dart, a re-throw will be made with the second player throwing first. 

3e.     It is permissible for one member or the team to shoot cork and have another member shoot first for score. However, players must play the game in the order that their names appear on the score sheet.

3f.     No player shall practice shooting on another board while actively participating in a game.

3g.    Coaching is allowed by anybody. The only person not allowed to coach is the score-keeper.

The score-keeper cannot suggest outs or tell anyone what the shooter has left (unless asked by the shooter). Coaching is allowed if the shooter asks for help.
4.      Scoring

4a.     Games will be scored as follows:

                      301 (singles)                          ---1 point per game

                      Cricket (doubles)                   ---2 points per game

                      501 (doubles)                         ---2 points per game

                      Total score per match             ---18 points

4b.     A dart’s score shall be determined by the side of the wire at which point the dart enters the bristles of the board.

4c.     For a dart to score, it must remain in the board for 5 seconds after the third dart has been thrown by the player.

4d.     The point of the dart must be touching the bristle portion of the board in order for the dart to be counted for the score.

4e.     In team games, if a player throws out of turn, his score will be removed and the scheduled player will shoot for score. The player who threw out of turn will forfeit his next scheduled turn and score.

4f.     No dart may be touched by players, scorer, or spectators prior to a decision by the scorer.

4g.     It is the responsibility or the player to notify his score before removing his darts from the board. The score shall remain as written by the scorer if one or more darts are removed.
4h.     Errors in arithmetic must remain as written un less are corrected prior to the team in question’s next throw.

4i.     The score/chalker may inform the thrower what he scored and/or what he has left-if asked to do so. The scorer may not inform the thrower what he has left in terms of number combinations or double outs. The score will be written as the number of points left and not the double finish left. (See also “Tips for Chalkers”)
4j.     The foul line must be observed. It will be 7’ 9-1/4” from the face of the board and extend parallel to the board’s face, and the player must not be allowed to step over the edge of the line nearest to the shooter. In other woods, the hockey (toe) line* may not be stepped over or upon.
         *18 inches either side of center of bull is the width of the hockey line. Players should shoot within this distance, but is not mandatory.

           The height of the board should be 5’ 8” from the floor to the center of the bull. The diagonal measurement from the center of the bull to the foul line is 9’ 7-3/8”.

4k.     Should a player touch any dart that is in the dartboard during a throw, that throw shall be deemed to have been completed.

4l.     A 301 or 501 leg/match/game is conducted at such time as a player/team hits the double required to reduce their remaining score to zero. Any and all darts thrown subsequently shall not count for score. During the match any combination of darts thrown which exceeds the remaining score, with exception of the above mentioned, shall be considered a “bust” and will not count as score. The score will remain as written prior to that players turn. There is no bust in Cricket. Fast finishes, such as 222,111, or shanghai, etc. will not be allowed. 

4m.     Foot foul rule and penalty: any player whose foot extends over the hockey line shall be penalized as follows; if a player observes a shooter with his foot over the hockey line he should bring it to the attention of his captain. In turn, the captain will notify the captain of the offending team of infraction. No penalty will be given for the first offence, but if it occurs on next or succeeding turns all throws with foot over the hockey line will be as no score. Do not interrupt shooter at anytime during throwing darts. Common sense and good sportsmanship should prevail at all times.

5. Playoffs
         The Southeastern Connecticut Dart League (SECDL) playoffs will be played on a 21 point system. This means that the team captains will prepare their score sheets as in a regular match and score sheet will be played out until the sheet is completed. Captains will then fill out another score sheet, making any changes they may want to make. The match will be played until one of the teams reach a total of 21 points, at which time the match will end. This may involve playing the score sheets up to three times.

        Remember that the scores must be called in following your match, and score sheets must be mailed in. Only those players who have played on the team roster in at least 50 percent of the regular season’s matches are eligible to participate in playoff games. Teams using an ineligible player will forfeit the match and the opposing team will receive the win. Home bar is always the team that finished highest in the regular season. If two teams finished in equal standing, then the team with the highest accumulated points at the end of the regular season is the home team.

6.      Sportsmanship

6a.     Good sportsmanship shall be the prevailing attitude during all competition. Captains and sponsors are charged with maintaining an atmosphere of good sportsmanship, proper decorum, sobriety, and safety during matches. Match participants, scorekeepers, and spectators shall refrain from making noise, movements or other such actions, as may prove to be distracting to a player while at the throwing line. This includes verbal expressions or harassment. 

6b.      Any person using darts in a manner that may cause personal injury or property damage will be suspended. The captains are responsible for running a smooth match. Any disputes arising during the match must be settled by a private conference of the captains only. The captain’s decisions must be in accordance with the SECDL rules. Harassment (verbal, racial, sexual, etc.) will NOT be tolerated. 

Violation of the sportsmanship rules can result in suspension from the league. The committee will rule on all suspension matters.

7.       Weather

         In inclement weather (ice, snow, etc.) please call opposing captain informing them of the weather condition and of your capability to arrive at the match site. Between 5:00 p.m. – 7:00 p.m. there will be a recorded message on the league phone (860-510-3431) advising you of weather conditions in the Old Saybrook area. 

8.       General Rules

         Any disagreements between players which are not specifically covered in these rules in which can not be settled by those players’ captains shall be settled by the league. A $10.00 protest fee will be charged to the protesting team and the protest will presented before a meeting of the committee members.

        If any and all players fees are not receive post marked by Nov.10, 2006 that team will not be awarded any of the match points they may have won the date or until paid in full. Also any team bouncing a check will be considered not paid and points will be taken from the point of the original due date. All points taken away are permanent.

        Any individual team or bar that owes money (sponsor fees and player fees) to the SECDL from last season (2005-06) will be expelled from the league of the (2006-07) season. 

        The SECDL assumes no responsibility for accident or injury during a match. Good sportsmanship should be the prevailing attitude throughout the match and the season.
         Southeastern Connecticut Dart League phone number (860) 510-3431

         Mailing address:

                             SOUTHEASTERN CONNECTICUT DART LEAGUE

                                                             P.O. BOX 644

                                                        CLINTON, CT 06413  

         E-mail address:

                                                    wehrlesteve@yahoo.com
        SECDL website:

                                                    http://www.secdldarts.com
                                                    TIPS FOR THE CHALKER

1. Do not talk or move about while keeping score, remain still.
2. Do not look at the shooter, stand facing the scoreboard.

3. Do not lean out to see where a dart is or follow the darts with the body or head movements.
4. Do not call out the score of thrown darts, or the score remaining unless asked.

5. Do not tell the shooter what to shoot, or what combination to shoot, for an out.
6. Do not show signs of disgust or excitement when chalking, be impartial.
7. Do not change the score if that player has not shot again and a second score has been written down.

8. Do not change the sides of the score sheet or the players in three leg matches. If player or teams starts on the left, leave them on the left, regardless of the diddles.

9. All chalking shall be done on the scoreboard in view of shooters, not behind at the table.

10. When in doubt call an official.

Remember, the rules are simple and easy to follow. Mutual respect between chalkers and shooters is necessary for high level play. Good sportsmanship and participation can bring the level of darts in America as high as that of any other country and provide enjoyment and satisfaction in an extremely competitive game.
                                            TIPS FOR SHOOTERS
1.      Call your turn score and let the chalker verify it by pulling your darts. Once darts are pulled                                      
          The score stands as written.
2.      Check that your remaining score is correct before your next throw. After throwing again,   

          mistakes must stand as written.
3.      Let the chalker finish calculations before you start to throw.

4.      Do not call out mistakes or changes while the chalker is writing or when your opponent

          is on the line.

5.     Thank your chalker when your match is over, win or lose.
