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2026 World Qualifiers Guidelines And Additional Rules

Practice Time

Practice is not allowed on any tournament table, except during specified periods, and only with

the permission of the Tournament Director. You are encouraged to practice on all tables
designated for that purpose, and are asked to share the practice tables with any other contestants
who wish to use them. Generally speaking, a 10 or 15 minute time limit is advised for any on€ or
two individuals using the practice table if other contestants are waiting. Any table designated as a
practice table during the event should be reserved for those contestants who have not yet been
eliminated from the tournament. Practice is not allowed on tournament tables during play, even

though a table may not be in use during short periods

Sudden/Expedited Death

When the Sudden/Expedited Death format is in effect, all other league rules apply to playc.:‘r
selection. We ask all players to help keep to the schedule by being ready to play when their match

is called, and by observing the match time guidelines.

8-Ball Expedited Death

This format is implemented 3 hours and 45 minutes into an 8-Ball match. Each team match must
be in the 5 individual match by the 3 hours and 45 minutes mark or all subsequent individual
matches will begin with a rack worth 2 team points. If that 2-point rack mathematically wins the
team match, the team match will be over; if it does not win the team match, a second rack worth 1

team point will conclude that individual match. This procedure will continue in each subsequent
individual match until a team mathematically wins or the overall match finishes in a tie: one
2point rack, followed by one 1-point rack if necessary. Tie breakers will be decided by the team
that won the most individual matches. During Expedited Death, the individual match winner will
be the player who wins the 2-point rack. So, in short, if the team that wins the first rack of
Expedited Death (worth two points), and that team has already won two of the previous four
matches, and that two point rack has put the team ahead by one point, it is not necessary to play
the second rack of Expedited Death (worth one point) because the two point rack victory counts

as the match victory for tie breaking procedures.

9-Ball Sudden Death

This format is implemented 3 hours and 15 minutes into a 9-Ball match. Each team match must
be in the 5 individual match by the 3 hour and 15 minute mark or all subsequent matches will
consist of all points earned being doubled. Each object ball pocketed will count as 2 points and

the 9-ball will count as 4 points.

Coaching

A player may be coached only once per game. If a coach suggests a time-out to the player, the
time-out must be taken, However, if a player asks for a time-out, the coach can refuse to take 1t
and no time-out will be charged. Mark all coaches (time-outs) with a *T"" on your scoresheet.
Coaches are allowed to place the cue ball (during a coaching time-out) in a ball-in-hand situation.
All rules regarding fouling the cue ball apply to the coach when placing the cue ball for a
player,Note: Common players and Ineligible players are not allowed to participate as coaches.



Scorekeeping

Scoresheets with innings recorded and defensive shots marked must be kept by a member of both
teams or by an official scorekeeper. If it is determined a team is not marking defensive shots, then
the National Handicap Review Committee may arbitrarily raise some or all skill levels of players
on that team. Scoresheets must be signed and turned in to the Control Table to receive credit for
match wins. Refusal to sign a scoresheet does not affect any match protest. It is the responsibility
of the winning team to make sure the Control Table receives proper scoresheets. 8-BALL ONLY -
Mark early 8°s (E8), 8-ball scratch (8S), 8 wrong pocket (8WP), 8-on-the-break(80B). and break
and runs (BR) on your scoresheets. Patches for 8-on-the-break and break and runs may be
awarded. Patches must be claimed by the Team Captain at the Control Table when the scoresheets
are turned in for processing. 9-BALL ONLY - When one team reaches 51 points, the match 1s
over. Do not finish that individual match; simply mark on the scoresheet Not

Finished(NF). Mark all balls pocketed, dead balls, 9-on-the-snap (90S) and break-and-runs (BR).
Patches for 9-on-the-snap and break and runs are awarded. Patches must be claimed by the Team
Captain at the Control Table when the scoresheets are turned in for processing. IMPORTAN'T
NOTE: ANY TEAM CAUGHT FRAUDULENTLY KEEPING SCORE—ADDING INNINGS.
ALTERING SCORESHEETS IN ANY WAY, ETC. — IS SUBJECT TO DISQUALIFICATION.

Senior Skill Level Players

Only two senior skill level players may play in any given team match. Senior skill level players
are those players who have a skill level of 6, 7, 8 or 9.

Close Shots

[f a shot looks like it may result in a “bad hit,” stop the game and get a referee to make the call.
When you need a referee please do not yell out across the room. Instead simply walk out into the
isle and raise your stick in the air. The next available referee will come to the table. Either player
may stop the game to ask for a call. The decision of the referee is final and no arguing will be
tolerated. If a shot is close and a referee is not called then the call goes to the shooter. If you need
a referee to make a call on your opponents shot you need to ask the opposing player to stop
within a reasonable amount of time. You cannot wait until your opponent 1s down over the table
and preparing to shoot to call over a referee. If you do not call the referee over before your
opponent is over the table and they take their shot, then the call will go to the shooter.

Declaring Players

A team will have 2 minutes to declare their shooter and the opposing team will have 2 minutes to
declare theirs. The first team may only change their declared shooter if the second team has not
yet declared theirs. The second team may only change their declared shooter if the lag has not
taken place. If either of those two scenarios has happened and your shooter is not present within
the allotted time then the individual match will be forfeited, unless THE DECLARED SHOOTER
1S DISCOVERED TO BE ACTIVELY SHOOTING ON ANOTHER TABLE IN THE
TOURNAMENT. In that instance, AND ONLY THAT INSTANCE, the team will be permitted to
declare another shooter, even if the opponent has matched the original declaration. Now, due to
the declared shooter being found shooting in another match, both teams will be permitted to
declare new shooters in the original order of player declaration.



Bathroom Breaks

A player may only request to use the bathroom before their match has started or in between racks.
No player is permitted to use the bathroom while a game is currently 1n progress whether 1t 1s
their turn to shoot or not. Please make sure breaks are no more than 5 minutes and try to use the
facilities before hand if you may be shooting.

Smoking

There is no smoking permitted in ANY of the ballrooms and is restricted to the designated areas
on the hotel and casino floors. Smoking breaks are not permitted at ANY time during a player's
match. Also no extensions past the 2 minutes will granted to any player because they were out

smoking and the individual match will be forfeited so again please make sure all shooters in the
tournament room.

Fouls

Fouls may be called by the player or by his/her captain. It should be kept in mind, since
everybody on the team may communicate with the captain, that in effect, anyone on the team may
call a foul, but only a call made by the captain or the player makes it official. Each player is
advised before taking ball-in-hand, to make certain you actually have ball-in-hand. If you do not
confirm ball-in-hand with your opponent, or with Tournament Officials, and there is a difference

of opinion, then you subject yourself to the potential costly mistake of fouling the cue ball
unknowingly.

Mark the 3-Ball (8-Ball Only)

A coaster, pocket marker or any other reasonable marker must be placed by the pocket the 8-Ball
1s intended to enter. (To avoid confusion, we do not recommend marking the pocket with chalk.)
[f a player pockets the 8-ball without marking the intended pocket, and the opponent calls loss of
game, it will result in a loss of game. Both players may use the same marker. Only one marker
should be on the table. However, if more than one marker 1s on the table, as long as you clearly
mark the pocket where you intend to pocket the 8-ball you have properly marked the pocket. If
the marker is already at the intended pocket from a previous attempt or game, it 1s not necessary
for the shooter to touch it, pick it up, or reposition it. Anyone may remind a player to place the
marker and it will not be considered coaching or a foul.

The 23-Rule

The 23-Rule will be enforced. No team may play five players whose combined skill levels exceed
23 In addition. a team must show it could have fielded a legal team (meaning it could have
fielded 5 players that did not exceed 23) if the match had gone the entire 5 individual matches. If
the total skill levels of the lowest five players listed on your roster 1s equal to or less than 23, then
your team can meet the 23-Rule. This means a team may not lead oft with three players whose
skill levels add up to 19 unless there are two 2’s listed on the roster. A team may not try to win
with its first three players and disregard the 23-Rule. WHAT HAPPENS IF A TEAM IS
UNABLE TO COMPLY WITH THE 23-RULE? If the total skill levels of the lowest five players
listed on the roster exceed 23. the team will have to play four players whose skill levels do not
exceed 19 in the Open Division and forfeit the fifth mateh. If the skill levels of the lowest four
players on the roster exceed 19, then they can play three players to 13 and forfeit the fourth and
fifth matches.



