Forfeiting Matches

Individual matches may be forfeited at anytime during a team match. If an individual match 1s
forfeited after the rack has been broken in that match, the skill level of both players in the match
will count towards the 23-Rule. If an individual match is forfeited before the rack has been
broken in that match, the player on the team receiving the forfeit remains eligible to play again as
the forfeit does not count as a match played. Both teams must be able to show at the end of the
team match they could have fielded a legal team. (Meaning they could have fielded five players
that did not exceed 23 had all five individual matches been played.) For example. if the opposing
team puts up a SL7, your team cannot forfeit using an unavailable player so your opponent can't
play their SL7. The opposing team would regain the use of their SL7 as long as they can show
that they can still remain within the 23-Rule had all five individual matches been played.

No Earphones

[t 1s not permissible to wear earphones of any type during Tournament play. This includes ear
buds, headphones, headsets, Bluetooth devices, etc.

Cell Phone Use

During the shooter’s turn at the table, cell phone use is prohibited for that player. During a
coaching time-out, cell phone use is also prohibited

Beverages

Hotel regulations prohibit coolers or outside beverages in hotel ballrooms. Beer and other
beverages are available. Please do not bring in coolers or outside beverages. Glass beverage
containers are prohibited in Tournament rooms.

Tie Breakers

8-BALL ONLY - WHAT HAPPENS IF A TEAM MATCH ENDS IN A TIE? In case of a tie at
the end of a team match (5 to 5, 6 to 6, or 7 to 7 match points) the tie would be broken by the

number of individual matches won by each team. WHAT HAPPENS IF A TEAM MATCH ENDS
AFTER THE FOURTH MATCH? If after four matches, the team match 1s tied and neither team
can field a fifth player, the team that won the first two of three individual matches would be

declared the winner.

9-BALL ONLY - WHAT HAPPENS IF A TEAM MATCH ENDS 50-50? Championship
matches will be scored the same as weekly play, except individual forfeits will be worth 20 points
(instead of 15). The first team to reach 51 points is the winner. In case of a tie at the end of the
match 50 to 50 match points, the number of individual matches won by each team would break
the tie. Championship matches will be scored the same as weekly play, except individual forteits
will be worth 20 points (instead of 15). The first team to reach 31 points is the winner. In case of
a tie at the end of the match 50 to 50 match points, the number of individual matches won by each

team would break the tie.

Sportsmanship

The primary objective of the League has always been to provide players of all abilities with the
fun and enjoyment of friendly competition. Naturally it is expected that each player arrived
hoping to do well, and all players will be doing their best to win. On the other hand, each player
is also expected to accept defeat in a sportsmanlike manner. Two common violations of good



sportsmanship are conceding an unfinished game and undoing a cue during play. Both forms of
conduct are frowned upon by professionals, and should be eliminated from amateur play.. All
players are asked to allow opponents to finish the game before racking the balls or undoing cues.
No penalty will be assessed unless, in the opinion of the Tournament Director. repeated
violation of this conduct rule occurs. Another area of good sportsmanship concerns fouls. A foul
is a foul and should be observed as such. Occasionally, a player feels that a foul is a foul only 1f
they get caught. Generally speaking, a professional player will call a foul on themselves.
Likewise, good sportsmanship in the amateur ranks requires a player to admit a mistake, and live
with the consequences. However, it is technically a player’s responsibility to protect the outcome
of his/her match. Pay attention to your game.

Warnings

[f a warning is given in an individual match, that warning will follow the team throughout the
remainder of the event. For example, if a player is warned for sharking their opponent. and in a
subsequent match a player from that same team is warned for sharking their opponent. the result
will be ball-in-hand for the opponent. Such warnings will be noted by a Tournament Official on

the scoresheets.

Egquipment Regulations

In general, any piece of equipment designed specifically for pocket billiards, with the exception
of jump cues and laser devices, is acceptable in APA Tournament play. Special equipment, such as
bridges and cue extenders, are legal. You may change cues during a game. Jump shots are legal.
when executed properly, but such shots must be attempted with a regular shooting cue*. Players
are not allowed to break their cue sticks down and use just the shaft to attempt jump shots.
Specialty cues, such as break cues** and jump cues, may not be used to perform jump shots™**,
* Any standard pool cue used to shoot the majority of shots in a match. **Any cue specifically
designed for breaking. This does not include regular shooting cues used for breaking. ***Any
piece of equipment not covered by this rule and in question will be ruled upon by APA. Cues with
moveable parts will generally NOT be allowed. Any equipment bearing any message or image of
a sexually explicit or political nature, or a message or image which may be offensive due to the
use of profanity or by the virtue of its promotion of violence. alcoholism or substance abuse shall

be prohibited from use in all APA events. The Tournament Director shall be the enforcing
authority of this regulation. The Tournament Director shall have the right to inspect a player’s
cue(s) at any time during a tournament without prior notice to the player, and if the cue(s) are
found to be in violation of this regulation, the player shall immediately cease using the
objectionable cue during tournament play, or face immediate disqualification and forfeiture of all

prize money earned and/or entry fee paid.

Obligation to Present and Check Identification of All Players

All tournament participants must have a current valid Photo 1D in the form of a state-issued
Driver’s License or non-driver Identification Card from their state of residence, a Military [D, or
a Passport. You must have your Photo 1D with you at all times during the tournament and be able
to present it before every match. You cannot play in any match if you do not have your Photo 1D
with you in-hand. You should present your Photo 1D - without being asked - to the opposing
team’s Captain before the start of your match. If you are put up to play in a match and you do not
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have your Photo 1D, your individual match will be forfeited to your opponent and y
eligible to play later in that team match. If you are put up to play, it is not acceptable
not have your Photo ID with you — that it was lost. left in your room, or that you neec
Your individual match will be forfeited without right of protest or appeal. Additionally, any team
playing (whether intentionally, knowingly, or accidentally) an imposter or a player who cannot
verify his/her identity is subject to immediate disqualification from the Event and the team’s
members all subject to indefinite suspension from further participation in the APA, in APA’s sole
judgment and discretion. It is the responsibility of every team to verify that all opposing players
put up in the match have current valid Photo 1Ds that positively identify each player as being the
person shown on the opposing team’s roster. Do not assume a player is who they say they are. Do
not assume that APA or another team has previously verified the identity of each opposing player.
Please understand with the thousands of participants in the Tournament Event, it would not be
possible for APA to verify the identity of each player on every team. You are the first line of
defense to ensure that your opponents are all who they say they are. If an opposing player has not
voluntarily presented his/her Photo ID to your Captain for verification, it s the responsibility of
your team’s Captain to request the opposing player present his/her Photo D and be satisfied that
with the opposing player’s identity prior to the lag. If your Captain is not satisfied with the
identity of an opposing player, your Captain must immediately call over a Tournament Referee to
examine the identity of the questioned player. If the Tournament Referee cannot readily verify the
player’s identity from the player’s Photo ID, he may consult the APA Tournament Director. The
determination of identity made by the APA Tournament Director, in his/her sole discretion and
judgment is final. If your Captain has failed to verify each opposing player put up to play in a
team match prior to the lag and an opposing player turns out to be an imposter or not have a valid
ID. in APA’s sole judgment and discretion, your team may be bound by the results of the match
and your team may not be granted any relief or remedy.

Dress Code

Proper attire must be worn at all times in and around the tournament site. The Tournament
Director shall determine what is proper attire, and is responsible for requiring the change of
improper attire on the part of any contestant. Any change of improper attire 1s not just cause for
delay in the progress of a team match. Refer to the Tournament Dress Code to learn what 1s
considered proper attire. The dress code will be enforced. No Tank Tops nor any sleeveless shirts

for male participants or any male Event Attendees!

Ineligible Players

Ineligible players are those players who, for whatever reason, are not eligible to play in any match
during this tournament. All ineligible players will be removed from the Higher Level Tournament
roster and will not count for 23-Rule purposes. Note: Ineligible players are not allowed to

participate as a coach.

Skill Levels

The APA is the sole judge of a player’s ability, and may at any time raise a player’s skill level if
the APA believes that he/she is not playing up to his/her true ability. It is especially important the
skill level at which you participate in this/her event reflects your true ability according to
National Rules and standards. This is your responsibility. You are advised by the APA to make
certain you and your teammates fully understand and conscientiously follow all of the National
rules and standards. If you determine you or one of your teammates skill level is not accurate,
then you must notify your League Operator prior to entering and playing in the event. There will
be no discussing of any skill levels at all durig the tournament. You may ask to have a plaver
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discretion. If a player is currently active i more than one APA League
certify and participate at the highest skill level.

Disqualification Due to Skill Level Increase

[f Higher Level Tournament play is to be truly meaningful and rewarding, then thos.e who play
below their true ability must be penalized. Any evidence of a player playing at a skill level below
his/her true ability, should be reported immediately to the Tournament Director. In ord?r.to
conduct a fair and equal tournament for all APA players, APA must ensure that all partlmpar?ts are
playing at skill levels that are not below their true ability. Handicap manipulation compromises
the fairness and integrity of tournament play and cannot be tolerated. Accordingly, the APA may
disqualify any team if, in APA’s sole judgment and absolute discretion, one or more of its players
are deemed by the APA to be playing at a skill level below their true ability. The determination of
whether a player is playing at a skill level below his/her true ability is necessarily subjective; APA
is the sole judge of a player’s ability and may make such a determination in its absolute judgment
and discretion. A National Handicap Review Committee, consisting of APA National staff
members, League Operators, and APA National Tournament Directors has been formed to review
the performance of each player after every round of play and make skill level adjustments as
necessary. They will also investigate complaints and review elevated skill levels to determine the
eligibility status of the players. Teams may be disqualified at any time during or after tournament
play if the committee concludes the player has, without justification, played at a skill level below
their true ability. It is up to the disqualified team to provide an explanation or justification for the
elevated skill level. APA has the absolute and final authority to make all rulings affecting
participation in the APA Team Championship programs including player ability (i.e. correction of
skill levels) and disqualification. Disqualification from this event for any reason will mean

forfeiture of all titles, awards, prize money, and minimum two year suspension from the League.
Disqualification can occur prior to, during, or after the event.

This document will forever be known as “The Matt Hillias Document™ with deep respect.
Recognize!



