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8-Ball Rules 
 
1.GENERAL DESCRIPTION - 8-ball is played with a cue ball and normal rack of fifteen (15) object balls. Balls are racked with the front ball on the foot spot and the 8-ball in the center. The two corner balls must be of different patterns.  The purpose of the game is for one player to pocket the solid colored group of balls numbered 1 to 7 or the striped balls from 9-15. Choice of balls to be pocketed is made by the player pocketing the first declared ball of the game. A player wins by pocketing all his object balls followed by legally pocketing the 8-ball in a declared pocket. 
 
2. LAG - Method used to start a match. Players simultaneously shoot a ball from behind the foot spot, banking it off the head rail and back to the foot of the table. Striking the side rails or any pocket results in the loss of the lag. The closest ball to the foot rail wins. It is permissible to strike the foot rail. If the lagged balls make contact with each other, lag over.  The player who wins the lag, will break and will have the option of racking as well.  If both players instead agree to use a coin flip, the home team player will flip the coin and the away team player will call it in the air.
 
3. BREAKING - "Ron Ramirez Rule #1": For a break to be legal, at least four balls must be driven to the rails or pocketed, this includes the cue ball. Otherwise, the balls are re-racked and re-broken by the opposing player. A miscue or scratch when the rack is not disturbed is not a foul, original breaker will break again.  A game not legally broken but resulting in a scratch or foul will result in ball-in-hand for the opposing player, with the option of re-racking and breaking. The head ball or the second ball must be struck on the break and the cue ball may not be shot into the rail before the rack. The table is always open after the break.  Non breaking player is encouraged to video Ron’s break, to ensure that the break is legal.
 
4. AFTER THE BREAK - Various circumstances can occur upon completion of the break; they are: 
a. A foul in the break results in "Ball in hand" anywhere on the table.  Jumping the cue ball off the table is a foul.
b. No balls are pocketed and it is the other player's tum. 
c. The 8-ball is made. resulting in a win, unless the player scratches. 
d. One of each type ball is made. The breaker has their choice of balls. They may shoot any ball, except the 8-ball, and each pocketed ball counts. If he makes one of each on his second shot, they still have an open table. If he misses on his second shot, his opponent has an "open table." "Open table" means a player can shoot a combination involving a stripe and a solid and whichever they make would be their ball.  
e. If two balls of one type and one ball of the other type are pocketed, it is the shooter's choice just as in "d" above. 
 
5. COMBINATION SHOTS - Combination shots are legal, but striking the correct ball first is required except in an "open table" situation. The 8-ball cannot be the first ball struck in the combination. A player is credited with all balls they legally pocket. When a player does not pocket one of their balls but pockets their opponent’s ball, they lose their tum. The opponent gets credit for the pocketed ball. No pocketed ball is ever spotted. 
 
6. CALL THE POCKET – Obvious shots need not be declared in advance to your opponent.  All combination shots, bank shots, kick shots must be declared. If you intend to play a “safety” you must inform your opponent and get their acknowledgement.  
7. POCKETED BALLS - If a ball goes in a pocket, but bounces back onto the playing surface, it is still considered pocketed and should be placed back in the pocket.
8. ONE FOOT ON THE FLOOR - While shooting, at least one foot must be on the floor at all times.
9. FORFEITS – While matches should always start at 7pm sharp, match start may be delayed until 7:15pm to allow a minimum of 3 players to arrive.  During that 15 minute delay, the match table belongs to the home team.  At 7:15pm, a team that has less than 3 players present will forfeit the match.  Both teams are still responsible for the $50 nightly League fee.  A forfeit match will be recorded as a 15-0 win for the team present and a 0-15 loss for the team forfeiting.  The respective Captains will decide which five of their players get a 3-0 win or a 0-3 loss, as appropriate.
10. MATCH AWARENESS – Players and Captains must be aware of who is going to play next.  Those players should be the spotters for the current game.  When your match is called, you have 2 minutes to report to the table, else your game is forfeited, unless both Captains agree to delay further or skip to the next match.  Be aware of when your next game is coming up.  Don’t wait until your game is called to decide that you need a restroom break, a smoke, another beer.
11. SLOW PLAY – The League goal is for games to proceed in a timely manner.  No games should take longer than an average of 12 minutes.  To encourage this, no shot should take longer than 1 minute to decide upon and get down on the table.  If you feel that your opponent is playing slowly, tell your Captain, who will relay your concern to your opponents Captain.  "Ron Ramirez Rule #2": Only a teammate from the shooters team is allowed to keep time and give a warning.  If a player is down on the ball at the 50 second mark, nobody from the other team is allowed to call out “10 second warning!” for example.
12. COACHING – Coaching advice from teammates is not allowed for the game in progress, when the shooter is at the table.  Talking between teammates when your opponent is shooting, does not constitute coaching.  Asking for a Rules clarification, is the table still open, what pattern am I, is not Coaching.  When a game is in progress, all communication between the two players must be in English, so observers can understand.  
13. ETTIQUETE – “Sharking” or otherwise acting to distract your opponent is not allowed.  Proactively move out of your opponent’s line of sight.  This also applies to teammates are other persons at the bar.  Captains are required to enforce anti Sharking behavior on their teams.  Only 1 warning per player will be given.  Second occurrence is ball in hand.  Don’t start any shit.  
14. DISCIPLINARY ACTIONS – At the League Directors discretion, disciplinary action may be imposed.  We wish that this wasn’t necessary, but unfortunately it is now required.  Actions may range from a warning, a 1 week suspension, a multi week suspension, suspension from the League.  If you see unsportsmanlike behavior, say something to a League Director.  
15. SUBSTITUTIONS – Captains may substitute at their discretion.  A player who has been substituted out of the lineup, may be substituted back in.  If multiple players are sharing four games, the players are not required to play consecutively numbered games.  Captains decide who plays which game.  
16. THERE ARE VARIOUS WAYS TO LOSE: 
a. The opposing player pockets his numerical group and legally pockets the 8-ball. 
b. A player pockets the 8-ball out of tum or knocks it on the floor. 
c. A player pockets the 8-ball in the wrong pocket.
d. Conceding the game.  If you begin to unscrew your cue, tell your opponent “good game”, offer to shake their hand or fist bump before the 8 is pocketed, this is loss of game.  Your opponent need not pocket the 8 ball in order to win that game.
e. When playing the 8-ball, a player scratches the cue ball. 
 
Note:  
a. A player attempting to shoot the 8-ball but missing it has fouled, resulting in "ball in hand" for his opponent. This is NOT loss of game.  
b. A game is forfeited if the shooter alters the course of the 8-ball or the cue ball in a game losing situation. 
 
17. FOULS - If any of the following fouls are committed, the penalty is "ball in hand" for the opposing player. Make certain you have "ball in hand" before you touch the cue ball by confirming with your opponent. If you and your opponent do not agree on whether a foul has been committed, players from each team who have been acting as “spotters” may be consulted.  If the spotters do not agree, the team Captains may be consulted.  If the Captains do not agree, one of the League Directors may be consulted, their ruling will be final.  If you feel your opponent has committed a foul on their shot, the foul must be called before the next shot.  Fouls called after a subsequent shot or the game has legally concluded will not be subject to adjudication.  
 
18. THESE ARE THE ONLY FOULS RESULTING IN "BALL IN HAND": 
a. Anytime the cue ball goes in a pocket.
b. Failure to hit your object ball first. (A player who is shooting stripes must hit a striped ball first.) The shooter has the advantage in these situations unless their opponent has asked an outside party to watch the hit. Protect yourself. If you think your opponent is attempting a shot that could result in a bad shot, get someone to watch the shot before they take the shot. Video is valid.  The shooting player must allow time for a spotter to be present.  Ignoring a request to wait for a spotter is a ball in hand foul.  Teams involved in repeatedly calling bad shots without outside party verification may be subject to penalty points for disruptive unsportsmanlike behavior.  If your opponent announces that they want an observer before your shot, you must wait until the observer is present.  Slow motion video replay is encouraged.
c. Failure to hit a rail after contact. A sentence that should answer many questions is: "ANY ball (including the cue ball) must go to a rail AFTER LEGAL contact." A pocketed ball counts as a rail.  
d. The object ball is "frozen" to a rail and player is contemplating playing a "safety." In order for the "frozen ball" rule to be in effect, the opponent must declare the ball "frozen" and the player should verify. Once it Is agreed the ball is "frozen" the player must drive the object ball to another rail (of course, it could hit another ball, which in tum hits a rail) or drive the cue ball to a rail after it touches the object ball. lf the latter method of safety is chosen the player should be sure to obviously strike the object ball first. If the cue strikes first or appears to hit both the rail and the ball simultaneously, it is a foul unless either the cue ball or object ball went to some other rail.  
e. It is a foul to jump a cue ball over another ball by purposely miscuing it up in the air. Accidental miscuing is not a foul unless other rules in this section are violated.  
f. Anytime the cue ball goes on the floor, or otherwise leaves the playing surface. 
g. Receiving illegal aid (coaching from person(s)) during the match. It is considered illegal aid to tell a player a foul had occurred. Nobody other than the two players involved, may call a foul.  
h. All balls on the table are considered to be “live.” Touching ANY ball on the table, inadvertently or not, with your hand, clothing or hair, is a foul. 
i. If the cue ball does not touch anything during a shot. 
j. Only the player may place the cue ball in a "ball in hand" situation. 
k. Use caution when placing the cue ball on the table. The cue ball is always "alive" and if it touches another ball, it is a cue ball foul and your opponent has "ball in hand." Be especially careful when placing the cue ball in a tight spot. 
l. Playing a jump shot, a masse shot or any shot where the shooters back hand is above their armpit.  The opposing player has no duty to warn of an impending foul, before the shot is struck.  
m. “Sharking” your opponent after a Warning has been given to you.  Only one warning per player per match will be given, not one per game.  
n. “Bad Shots” which are defined as the cue ball striking the cue tip more than once per stroke.
o. If the shooter’s cue ball strikes a solid and a stripe at the same time (a tie), there is no foul.
p. Placing your hand in the pocket to catch the cue ball during an apparent scratch.  Let the cue ball drop.  Similarly, picking up the cue ball before it rolls to a stop, during an apparent foul.  Let the cue ball come to a complete stop, confirm with your opponent that it is a ball in hand situation, before moving the cue ball.
 
19. HOW TO WIN - A player has won the game when all the balls of his numerical group have been pocketed and he has legally pocketed the 8 in a properly indicated pocket without scratching. The pocket does not need to be marked, but must be clearly indicated to the opponent.
 
Note: You cannot play the 8-ball while simultaneously playing the last ball of your category. The 8-ball must be a separate shot. 
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