EAST COUNTY POOL LEAGUE THURSDAY NIGHT RULES
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TEAM MEMBERS

  1.
Each team will consist of 4 players.

  2.
All players must be 21 years of age and must be able to prove it at the bar where the match is being played.

  3.
If a team does not show for the first three (3) or less weeks, and a new team assumes their place, the new team must make up any matches that were not played.

  4.
If a team member has played on one team for four (4) weeks or more, that team member cannot become a regular on any other team in the same season.

  5.
A team member must remain in the division he started in, for the season.  A team member cannot play or sub in another division in the same season.

  6.
If a team graduates to a higher division and drops out because of it, none of the players will be allowed to play on any other team for 1 season.

FEES

  1.
Each player will contribute $7.00 each week.

  2.
Bar entry fees are $40.00 per team per season. Money is not refundable. $17.00/$20.00 of the fee will go into a supply fund.

  3.
A team/player will pay a $10.00 - $40.00 fee for replacement of supplies if they are lost or destroyed for any reason.

  4.
The establishment will provide all funds for the night's play, including the play-off game in case of a tie. 



All funds required to retrieve the red circle cue ball is the responsibility of the establishment regardless of which team provided the cue ball. 

  5.
It is up to the team Captain to collect the player's fees from his team members.  All fees must be left at the home team's bar to be picked up.  The director may request that an envelope be taken to another establishment.

6. The weekly fees must be paid in full on the night of play.  If money is not paid in full ($28.00) on the night of play, games will be permanently taken away (i.e. 4 games lost for every $7.00 owed). If loss of individual games causes a team to lose the match, so be it. Team captain’s and team members are therefore encouraged to make sure all fees are paid in full on the night of play. If a team is using a sub, there will be a one week grace period. This grace period is for one week only and will be strictly enforced. The original player has until the following week to pay for both the previous weeks match and that night’s match ($14.00). This grace period will not be extended if a sub is used for more than one week in a row. 

    7.
Bye week fees - See  BYES OR FORFEITS.  (page 5) 

8. If money is short at the end of the season, the money will be taken out of the winnings of the team that owes the fees.  It will be put on the standings for Week #21 (or the week prior to the last week of play in the case of a season shorter than 22 weeks) how much a team or player owes. It is the team’s responsibility to make sure any monies owed and that final night of play fees are paid in full. If the money is not paid, the entire team will not be allowed to play in the Top Shooter Tournament. 

  9. Any team that chooses to play in the “Trial Boundary” territory must pay their entire league fees up front.   

COURTESY

1.
The table to be used in the match must be turned over to the visiting bar 30 minutes before the match starts.

2.
Home bar will supply one (1) complimentary drink per player for his team and the visiting team as a courtesy.

3.    Standing will be supplied weekly by two methods only:




 

(a)
The previous week’s standings will be delivered to the home team’s locations upon pick-up of the current week’s envelopes.



(b)

Current week standings will be emailed on a weekly basis to anyone requesting to be on the email list. Please list all requests on the score sheet. Please make note on the front side of the score sheet in the note section.   


3-1.


A Web Page has been dedicated to the East County Men’s League and is currently available for your viewing at ECPLAhome.com . Information such as standings, schedules, rosters, pictures and much more can be found here. Please visit soon. This web page is being supplied to members by your league operators with no league obligation. They have dedicated their time and personal resources in developing this site in hopes of expressing their pleasure and excitement in making your league the best experience it can be.   

MATCHES

  1.
Matches will start at 8:00 pm regular time (not bar time). There will be a 15 minute grace period allowed. This grace period is considered an occasional necessity and should not be take advantage of. Any team not ready to start at least one match by 8:00 will be given this 15 minute grace period. It is unsportsmanlike for a team not to be ready to start at 8:00 pm and therefore should be marked on the score sheet appropriately. If a team continues to abuse this grace period, they will lose this privilege. Any team not ready to start at least one player by 8:15 will forfeit the match. This forfeit is not mandatory. The opposing Captain/team may chose to allow their opponents more time. 

  2.
Line up will be exchanged five (5) minutes before start of play. 

  3.
Please indicate Team captain and co-captain upon any request.

  4.
Teams must be ready to start the match at the designated time.  A team may start with two (2) players.  A player has until his second game to show up and play all four games.  If a player shows up after his 2nd or 3rd games have passed, he has forfeited all games to that point.  He may play the remaining games he has.  A sub may be brought in at the time of the second game and play the final three (3) games.  The first game is forfeited. (Opposing Captains consider courtesy, bearing in mind traffic problems, etc.) It is the opposing team’s discretion in regards to enforcement of these rules. If an opposing team wishes to grant more time, they may.

  5.  All games will be played on one table.  The same table must be used all season (unless the table is out of order).  

6. Either team may request the use of a red “circle” cue ball. If this request is made, its use is mandatory provided the requesting team        

     provides the cue ball. It is not the home team’s responsibility to supply the cue ball. If the requesting team does not provided the red            

       circle cue ball, the cue ball that is provided for use with the table on a daily basis shall be the ball used. The red “dot” cue ball is not the   

       same as the red “circle” cue ball and therefore its use is not mandatory. The red “measle” cue ball is not the same as the red circle cue ball  

       and therefore its use is not mandatory.  Any cue ball may be used in place of the table’s regular cue ball provided both teams are in 

       agreement.

SCORE SHEET 

       The score sheet is the only permanent record we have in this league. Therefore the original must be turned in and correctly filled out by            

the home captain. Any mistakes will be corrected before both team captains sign it.  If either team finds an error after paperwork has been     

turned in, it must be brought to the director’s attention before the next weeks match.  If the top of the score sheet is not filled in (wins &   losses) turned in, it must be brought to the director’s attention before the next weeks match.   
TIE BREAKER

If after having played 16 games and the score is tied 8-8 a one game tie breaker game will be played. Each team will chose who will play the tie breaker game for their team. The winner of this game will determine the winner of the night’s match (9-8). Table run/Break and run and 8 ball break funds are not eligible. The break will be determined by either a coin toss or table lag. In the case that each player’s preference is different, a coin toss will occur.  

 SUBS
  1.
In order for a regular player to receive credit for games played by a sub, the following two conditions must be met:



(a) The regular player must pay the players fees.



(b) It must be clearly marked on the score sheet for whom the sub is playing for.

  2.
If a sub starts, he must play all four (4) games. Once the sub has started, the regular player may not play.

  3.
A sub may sub for any team in the league. Once a sub has been used for any team within the current session, he is eligible to sub for any other team within the same division. A sub list will be made available for the last three weeks of play.   

  4.
If a team wants to use a new sub in the last (3) weeks, the team must contact the league operator with the subs name for approval.
  5.
A team is allowed no more than two (2) subs per night.

  6.
No women may sub in the men's league. A woman may be a team captain.

  7.
No regular player in this league may sub for any other regular player in this league at any time.

  8.
A sub must have his first & last name on that night's score sheet.

  9.
When a regular player has a sub, he should not be present during the match. 
10.
A sub cannot play the tie breaker game. If a sub plays the tie breaker the game is forfeited once the game has been broken by either player.
 RESCHEDULING
If a team needs to reschedule a match they must inform the opposing team Captain/Co-Captain at least 24 hours in advance. If this 24 hour advance notice is not given, it is up to the discretion of the opposing team weather they choose to reschedule the match anyway or take the forfeit. In the case of a medical emergency, it will be the discretion of the League Director(s)/Operator(s) and or BOG members weather or not to wave this 24 hour advance notice (being sick does not constitute a medical emergency). Once the 24 hour notice has been given, the opposing team must supply the requesting team with three dates for which to have the make up match. These three dates may be any day of the week at the regular start time of 8:00pm (dates can not be on the same day of the week). If agreed upon by both teams, any other start time can be arranged. This make up match must be played within three weeks of the originally scheduled match. If the opposing team does not supply these three dates or the requesting team does not accept one of these dates, the match will be forfeited by the non-compliant team. Regularly scheduled matches during the last three weeks of play can only be rescheduled if the opposing team is notified three weeks prior to the scheduled match. In order to allow for rescheduling difficulties, any team may request to use the “Mid-Season” break week for their make up match. If this request is made, the three week dead-line will be waived by the league. Keep in mind this date can not be utilized after the mid-season break.

Rescheduling is necessary at times. However, it is a privilege and any team taking advantage by continually requesting rescheduling will lose this privilege.                                                                                                                                                                                                                                                                                                 
WINNING THE GAME

  1.
An eight ball on the break wins the game as long as the cue ball has not left the table or scratched.

  2.
Table runs can be made in one of two ways:



(a)
Starting from the break.



(b)
A table run is valid if made when all 15 balls are on the table. (Does not apply in Division I)

BYES OR FORFEITS 

  1.
If a team should drop out of the league, all teams scheduled to play that team would receive credit for a win.  The team will receive sixteen (16) wins and each player will receive four (4) wins.  If a team drops out before the half-way point, games will be adjusted retroactive to the 1st week.  If a team drops out after the half-way point, games will be adjusted retroactive to the start of the second half.

  2.
The team receiving the bye must pay their fees.  The player fees are due the following week of scheduled play. There will be a one week grace period extended if a team fails to remember the prior week was a bye. If a player uses a sub following a bye week, a one week grace period will be extended to catch up fees.

 3.  If a forfeit occurs the non-compliant team will pay both their fees and their opponent’s fees for the match in question. These fees must be    

      paid the week following the forfeit. The non-compliant team will get a 0-16 loss with each player getting (4) losses. The team that was in      

      compliance will get a 12-0 win with each player getting (3) wins and no losses

INTERFERENCE

  1.
There is to be no coaching or heckling from anyone in the bar while a player is shooting.  Standing at least three (3) feet from the pool table is considered proper etiquette. While playing or watching your player’s match, please communicate in English.  This is to prevent any misunderstandings.  If this occurs, tell the opposing team captain immediately.

  2.
A cue stick or any other object thrown on the table while the game is in progress is a loss of game.

  3.
Please do not say anything about shots while a player is shooting with the exception or rule number 15 on page 6.

  4.
If there is any interference, such as bumping your cue as you shoot causing you to miscue or foul, shoot again.  If a ball has been moved due to this interference, the Captain (Co-Captain if Captain is shooting) will put it back as close to its original position as possible.  This will occur even if the player that was interfered with was shooting the eight ball. If multiple balls on the table were disturbed in such a manner that makes placing them back impossible, replay the game.

  5.
Please do not say anything about shots while a player is shooting

  6.  Player may not remove chalk while opponent is shooting. 
COMPLAINT

 1.
Any complaints or problems are to be taken to the Captains or Bar Owners. Any complaints issued to the league must be done so in writing. Written complaints may be submitted by using the complaint/protest form or by addressing an email to the League Director or Co-director. Verbal complaints will not be viewed or addressed as a formal complaint.  

 2.
If there is a disagreement that can't be resolved between the players and captains, (STOP THE MATCH). There must be a formal protest filed THE SAME NIGHT.  The following steps must be applied:

                  (a)
Do not sign the score sheet; write "protest" on the signature line.


(b)
State the nature of the protest on the complaint/protest form.


(c)
The BOG will meet at a neutral bar within two (2) weeks and both sides will present their case.


          (d)       The decision of the BOG is final and binding
REASONS FOR TEAM/PLAYER TERMINATION OR SUSPENSION

  1.
Not showing up for your match or notifying the opposing team Captain and League Director two weeks in a row.

  2.
Poor sportsmanship; multiple complaints. Any team or team member receiving three complaints (during tenure in the league) is subject to suspension and or termination at the discretion of the BOG.

3. Moving from one team to another in order to avoid advancement to a higher Division.

4. Individual or team dropping from league during prior season: 


It will be the discretion of the league in determining if a player/team will be allowed to play the following season.

5. If a team forfeits two matches during the session. The following steps must be applied:                                                                                                                                                                       

(a) The team responsible for the forfeits will be disqualified for the remainder of the session and possible the next session.                           

(b) Games will be adjusted retroactive to the 1st week if the forfeiting team forfeited one match in the first half of the session and then forfeited a match in the second half of the session with all teams receiving sixteen (16) wins and each player will receive four (4) wins. 

(c) If the two matches were forfeited after the half-way point, games will be adjusted retroactive to the start of the second half with all teams receiving sixteen (16) wins and each player will receive four (4) wins.                                                                                                                 

  (d)   Forfeits may affect team standings and or MVP standings therefore they are extremely frowned upon by the league
GAME RULES

  1.
This is a CALL POCKET league.  Player must only call the object ball and the desired pocket.  However it gets there does not matter providing your ball is hit first.  PLEASE WATCH THE TABLE.
  2.
LEGAL RACK:
THE EIGHT BALL POSITIONED IN THE CENTER OF THE RACK (CENTERED BENEATH THE TOP THREE BALLS) IS THE ONLY REQUIREMENT FOR A LEGAL RACK.

  3.
To be a legal break the cue ball must come in contact with any particular ball first and at least four numbered balls must hit a rail or a ball must be made. If this does not happen, the balls shall be re-racked and broken again by the same player. If the 8 ball is pocketed on a break that is not legal, it is neither a win nor a loss for either player. The balls are simply re-racked and broken again by the same player.
  4.
If one or more striped and solid balls are made on the break, the table is still open and the player takes his choice of balls.

  5. 
The shooter should always call his intended pocket.  If the opponent is unsure of the shooters intended pocket, it is the opponent’s responsibility to ask the shooter.  Opponents don't wait until after the shot to ask what pocket was called or don't ask just before the shot is made, which could distract the player.
  6.
If a ball is hung up in a pocket and a player has started to shoot or has taken a shot and the hanging ball falls in the pocket with no interference from the player shooting, the ball stays in the pocket and it is still the players shot. This applies even if a ball may have come in contact with the ball that was hung up in the pocket. If it was the eight ball that was hung up and it falls in, the game will be played over.

  7.
One foot must be on the floor while shooting.

  8.
No one shall mark the table to line up shots.  Chalk should not be used as a marker.  Do not use tip of cue stick to mark the table.

 9.
The eight ball is never neutral.  An object ball must be hit first, unless the player is shooting at the eight ball for end of game.

10.
OPEN TABLE: A player may call a solid ball in a pocket and hit a striped ball first; he continues to shoot and must play the solids (providing the called ball was made).  The same holds true for calling a stripe and hitting a solid first, if the called striped ball is made, he continues to shoot.

11.
Gambling is not allowed and the suggestion of it during a match will be considered a foul.

12.
Breaking out of turn. In order for a player to break out of turn the opposing player would have had to rack out of turn. Once the balls have   

       been racked and broken the game will be played. There will not be a re-rack or a change to the remaining racks or breaks of any team  

       member. 

13.
If the cue ball scratches on the break the opposing player will have ball in hand in the kitchen. This includes all Divisions. 

14.  A player should inform his opponent if he needs to ask a question about the rules during his game. Once he has done so, he may ask either  
       team captain. If captains are playing he may ask co-captains.
15.  Any member from either team has the option to inform a player that the player is shooting his opponents ball or that the 
       player has ball in  hand.

Disturbed Balls (Cue Ball Fouls Only)  

1.    It is not a foul if you accidentally touch or disturb an object ball(s) with any part of your body, clothing or equipment, unless the disturbed  

ball(s) has an effect on the outcome of the shot. 

2. "Effect on the outcome of the shot" means that either the disturbed ball makes contact with any ball set in motion as a result of the shot, or that the base of any ball set in motion as a result of the shot passes through the area originally occupied by the disturbed ball.     

3. If there is no effect on the outcome of the shot, your opponent has the option to leave the disturbed ball(s) where it came to rest or to restore it to its original position. If the disturbed ball(s) is to be restored, your opponent may restore it or you may restore it with your opponent’s permission. It is a foul if you touch or restore the disturbed ball(s) without your opponent's permission. 

4. It is a foul if there is an effect on the outcome of the shot. Your opponent has no restoration option. 

5. If you disturb an object ball(s) and, in the same shot, commit a foul that is not related to the disturbed ball(s): you are penalized for the foul, and your opponent has the restoration option for the disturbed ball(s) that was not involved in the foul. 

6. If a disturbed ball(s) falls into a pocket with no effect on the outcome of the shot, your opponent has the restoration option. However, if the disturbed ball is designated by specific game rules as the game winning ball, it must be restored. 

7. It is a foul if: 

a. you disturb the cue ball 
b. you disturb a ball that is in motion; 

c. a disturbed ball contacts any other ball

 Your opponent has no restoration option

 8. If the table is disturbed (wiped out) in such a fashion that it is impossible to reposition the affected balls, the game will be replayed and broken by the opponent. This must be accidental; if intentional the game will be forfeited.       

FOULS 
  1.
If a player MOVES the Cue Ball, he forfeits his turn.  The opponent has the option of accepting or rejecting the forfeiture.  If a foul is called the opponent has ball in hand and can place the Cue Ball anywhere on the playing surface.  If a player calls a foul on himself, it is his opponent's privilege to accept or deny the foul.  The individual playing the game or the Captain must call the foul immediately (Co-Captain if Captain is shooting) Once a shot is attempted a foul cannot be called. If there is a discrepancy, it will be settled by the Captains, no other players are to get involved.  If the Captain is one of the players the Co-Captain will settle the situation.  If the dispute can't be resolved, re-rack the balls and re-play the game. 

 2.   If a player hits the opposing player’s ball first (with the exception of Rule # 10 in Game Rules page 6) or does not hit one of his own balls,         it is a foul. The opposing player will have ball in hand. If the cue ball scratched, the opposing player will have ball in hand. The opposing player MUST take the foul after the wrong ball is struck. DO NOT WAIT UNTIL ANOTHER SHOT IS ATTEMPTED.  If the shooter recognizes he had struck the wrong ball he may continue by shooting the correct balls, a foul once his correct balls have been shot at cannot be called. If there is a discrepancy, it will be settled by the Captains, no other players are to get involved.  If the Captain is one of the players the Co-Captain will settle the situation.  If the dispute can't be solved, re-rack the balls and re-play the game. A league official can be contacted for advice/clarification.
  3.
A jump shot is illegal and considered a foul and the opposing player will have ball in hand.  A miscue is not considered a jump shot.
  4.
If any numbered ball goes off the table or the playing surface, other than the eight ball, it will be spotted and the opponent will take his turn, if the eight ball goes off the table, it is a loss of game.  If a ball is on the spot, the scratched ball will be placed directly behind it.  If the cue ball goes off the playing surface (the felted portion of the rails and the pockets are considered part of the playing surface) of the table it will be considered a scratch and the opposing player will have ball in hand.

  5.
A double hit on the cue ball is a foul and the opposing player will have ball in hand.  If this happens when the player is shooting the eight ball and the eight ball is pocketed, it is a loss of game.

  6.
A split hit is a bad hit. The opposing player will have ball in hand.
  7.
Intentionally stopping the movement of a ball at any time during the game is a loss of turn. The opposing player will have ball in hand.  If it is the 8-ball, it will be a loss of game.  This does not include impulsive cue ball snatches out of the pocket on scratches.

8. Masse shots that are executed with the hand above the shoulder are not permissible and will constitute an illegal shot. PLEASE ADVISE YOUR OPPONENT BEFORE THEY SHOOT that a foul will be called if this should occur. If a table is damaged by a masse shot, that person will be liable for repairs

9.  If the cue ball leaves the playing surface on the break it cannot come into contact with any foreign object prior to landing back on the playing surface (the felted portion of the rails and the pockets are considered part of the playing surface). If this occurs it is considered a foul and the opposing player will have ball in hand in the kitchen.
FOULS NOT CALLED
Any foul not called before the next stroke is taken is considered to have not occurred. The failure to call a foul on any previous shot does not restrict the ability to call a similar foul on any future shot.
BALL  IN HAND PLACEMENT 
1. When you have ball in hand, you may use your hand or any part of your cue, including the tip, to position the cue ball. If you use your cue to place the cue ball, any action that would be a legal stroke will be considered a shot, and must meet the requirements of a legal shot or it is a foul. 

2. Once you have picked up the cue ball to take ball in hand, it remains in hand until your next stroke. You may place the cue ball, pick it up again, and replace it successive times until you take that stroke.   

3. Immediately after a foul, when you are picking up the cue ball the first time to take ball in hand (as opposed to placing the cue ball or picking it up again for successive placements before the next shot), the provisions of the Disturbed Ball (Cue Ball Foul Only) rule page 4 will apply to touching or disturbing a ball(s) with the cue ball or your hand.
4. When placing the cue ball, it is a foul if you touch or disturb any object ball with the cue ball or your hand that holds the cue ball and the opposing player will have ball in hand. Your "hand" is defined as including the wrist up to a point where a wristwatch would normally be worn. Your opponent has the option to leave the disturbed ball(s) where it came to rest or to restore it to its original position.    
LEGAL SHOT
1. For a shot to be legal, the first ball contacted by the cue ball must be a legal object ball. After that contact: 

     a. any object ball must be pocketed, or; 

     b. any object ball or the cue ball must contact a cushion. 

2. If the ball used to meet the cushion contact requirement is declared frozen to a cushion at the beginning of the shot,      then that ball must leave the cushion it is frozen to and then: 

a. contact a cushion other than the one to which it was frozen, or; 

b. contact another ball before it contacts the cushion to which it was frozen.

3. An object ball is not considered frozen to a cushion unless it is declared frozen immediately prior to the shot. 
SAFETY’S 

Safety’s are allowed. Prior to any shot except the break, you may declare a safety. On a safety, your inning ends after the shot regardless of whether you pocket any ball. You must declare the safety to your opponent before the shot, and they must acknowledge your intentions. If you do not declare a safety or it is not acknowledged, and you pocket an obvious ball, your inning continues and you must shoot again. A safety must meet the requirements of a legal shot (see page 8 LEGAL SHOT) or it is a foul and the opposing player will have ball in hand.

STALEMATE
If the table is in a position such that any attempt to pocket or move a ball will result in loss of game and each player has played two consecutive innings without significantly changing the position, either player can call a stalemate. If both players agree that the game is a stalemate, the game is re-racked with the player who broke breaking again. 

PRIZES AND AWARDS

1.
League awards will be given out at the beginning of the top shooter tournament.  Monies will be given to the Team Captain. If the TC is not present, monies will be given to any member present unless otherwise requested by the TC prior to the Tournament.  Top Shooter Awards will be given out the end of the tournament. To be eligible for the Top Shooter Tournament a player must have played fifty percent of the games.

  2.
Matches won will determine the winning team. If teams are tied in matches, then total games will determine first place. Tiebreaker games do not count on paper. They are only used to break a tie.

  3.
Most valuable player (MVP) awards will be paid out to the 1st, 2nd, 3rd and 4th place shooters with the most wins for the season.  In the case of a tie, a play off may be held between the players.  Tiebreakers do not count toward MVP.  To be eligible for an MVP award, a player will have to have played two-thirds of his games. 

  4. The Top Shooter Tournament will be held at the winning team’s location. The establishment must have two tables available and provide open tables or funds for the tournament’s play. Both tables must be in plain view of the Tournament Director simultaneously. The establishment must provide food for all participants and their guest (approx 32-48 people). A representative of the league will contact the bar owner prior to the tournament to discuss menu options. The bar owner has the option of accepting or refusing to host the tournament. If the winning team’s establishment decides not to host the tournament it will fall to the 2nd place team’s establishment and so on.  
  5.
Division I

$5.00 WILL BE PAID FOR A BREAK & RUN & $5.00 FOR AN 8 BALL BREAK.  There is a $500.00 fund set aside each season.  It will be posted when the fund is down to $20.00.  There will be no payments at that point without the league Directors authorization.  If $105.00 or more is left in the fund at the end of the season, it will be added to the player’s fund. If $100.00 or less is left, it will be added to the top shooter fund.

6. Money for Table Runs/8Ball Breaks may be taken from player fees collected that night, as long as the player is current with their fees.              Please mark clearly on the score sheet who received the money. Any player that is not current “COMING IN” to that night’s play is not eligible for the Break & Run/Table Run/8 Ball Break Pot. It does not matter if the player intended on paying past due fees that night. The player must be current the week before in order to be eligible that week of play. 
TERRITORIAL BOUNDARIES 
CURRENT BOUNDARIES

East

-

Highway 8 nothing east of Alpine Tavern Road. In El Cajon nothing east of Jamacha Road. 

North
-

Nothing north of Santee and Lakeside.

South
-

Nothing south of Lemon Grove and Spring Valley. 

West

-

Nothing west of 70th Street paralleled between Highway 8 and 94.

TRIAL BOUNDARIES

East

-

Same 

North
-

West of 70th nothing north of Mission Gorge Road.

South
-

West of 70th nothing south of 54th and the 94 Highway.

West

-

Nothing west of 54th Street paralleled between Highway 8 to include Allied Gardens and the 94 Highway.

CONTACT PHONE NUMBERS:     
BOG = Board of Governors



IF YOU HAVE ANY QUESTIONS CALL:
LEAGUE OPERATOR
SHELLIE DANIELS

619-322-7305 CELL/VOICE MAIL



LEAGUE DIRECTOR
JACK DANIELS



619-322-8589 CELL/VOICE MAIL

LEAGUE DIRECTOR
RICK BRODERDORF

619-861-2979 CELL/VOICE MAIL 
 

BOG MEMBER
BRANDON GRAMSE

619-818-1890 CELL/VOICE MAIL
BOG MEMBER

WALLY BEGGS



619-279-1177 CELL/VOICE MAIL
BOG meeting held APRIL 21, 2010 (attended by all BOG members)
LAST UPDATED APRIL 21, 2010 -JDD
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