AUSTIN 42 CLUB

League Rules – Fall 2011

Section 1. Organization

This season will contain no divisions. All teams will be assigned 10 games randomly with the pool of teams that have registered to play. League night for this season shall be Mondays at 7:30pm at location to be determined. The League Coordinator is Mike Sobin.  

Registration will open on August 9, 2011. Registration is not considered complete until dues have been remitted to the Austin 42 Club Treasurer (Paul Muscato). Dues are $5 per player and are only required of returning league players. The Austin 42 Club waives the first league season dues for new players. If a player has only played in the summer league, they are still considered to be new players and are not required to pay dues for this season.  

Board Members (through August 2012)

Aaron Kuntschik – Director (awkaustin@yahoo.com)

Mike Sobin – League Coordinator (msobin@gmail.com)

Paul Muscato – Treasurer (pmuscato@gmail.com) 

Darrell Morgan – Tournament Director (dkmorgan22@yahoo.com) 

Mark Boyden – Member at Large (mark.boyden@noise.org)

Terry Pogue – Member at Large (terrypogue@hotmail.com)

David Carruth – Member at Large (david_carruth@yahoo.com)

Information regarding league affairs will be distributed via the “Austin42” yahoo group, and all league members are encouraged to subscribe to it to avoid missing important announcements.  Information regarding schedules and match scores will be posted on the league’s website at www.austin42club.com. In the event that the website is not functioning, match scores will be maintained by the league coordinator. 

Section 2. Scheduling

Participating teams are scheduled randomly for one league match per week. Regular season matches will begin Monday, September 19, 2011 and proceed through November 28, 2011, with league playoffs following after a bye week.  There is one scheduled bye week during the regular season (October 31). Additional bye weeks may be scheduled for teams if there are an odd number of total teams, in which case an additional match will be assigned and played on a date determined by the teams involved. 

If no contact is made prior to the night of the scheduled match, it will be assumed that the match is being played at the league location at 7:30. Teams may deviate from the standard league night if necessary, but must notify the players involved, and there must be reliable documentation that a team has asked to reschedule (e.g., e-mail contact to the players involved, a post on the league forum, or post on the match page on the website).  

If one team is absent or delinquent by more than thirty minutes for a scheduled match (without prior notification), they shall forfeit the match at the discretion of the punctual team. If both teams are absent, the match may be rescheduled. In any event, matches must be decided (e.g., completion or rescheduling) within six days of the official league night.

Teams. Teams are organized prior to the start of the league season. Teams need to register with the league coordinator by September 26, 2011 to be entered to the Fall 2011 league.  If one member of a team should have to withdraw from the remainder of the season, a substitute player may replace him/her but it must continue to be the same player for the rest of the season.  If both members of a team withdraw and the team now becomes defunct its remaining matches should be re-assigned at the earliest possible opportunity, with due consideration given to the time remaining in the league season.

Re-assignment of matches. As one of the stated purposes of the club and league is to encourage play of 42, should matches need to be re-assigned to accommodate changes to the league season, including but not limited to adding new teams to the league, teams dropping out of the league, the re-assignments will be done as randomly as possible at the discretion of the league coordinator and affecting the minimum number of teams possible.

Section 3. Conduct of Play 

Both teams are responsible for providing dominoes.  Dominoes are to be single colored and not color-coordinated by number.  Please see the section “Playing the Game” at the end of this document for a full discussion on specific rules of the game of 42 as played by the Austin 42 Club.

Teams may not interrupt the play of a round by leaving the table together.  Breaks must be taken between rounds or on an individual basis.  Violations will result in the forfeit of a mark.

Match scores must be reported by one team on the official website within 72 hours of the match and validated by the team that did not initially post the scores. Such a report shall consist of the actual marks in each round (for example: 7-3, 4-7, 7-2). Any discrepancies must be noted in the comments box on the match page and reported to the League Coordinator, who will then attend to any discrepancies before the next week’s games. In the event that the official website is not functioning, the league coordinator will announce how scores should be reported.   

Section 4. Scoring

Each match is determined by the best of three rounds, with each round decided by the first to seven marks, winning by two. Scores above seven marks are valid, both for match reporting and league scoring. If one team wins the first two rounds, a third round is not played. 

Team points determine league standing. Each round is worth five (5) points to the team that wins the round, and the entire match is worth eight (8) points to the team that wins the match. Further, each spread of four marks within a round is worth three (3) points to the higher scoring team. A forfeit, while not marked as a loss, is worth zero points to the forfeiting team. A forfeit win, while not marked as a win, is worth eighteen points to the team with the bye.

Thus, the match winner can earn between 18 points (two rounds and the match with no spreads) and 30 points (a match score of 8-0, 8-0), while the match loser can earn between 0 points (no round wins) and 11 points (winning one round 8-0). It is important to remember that, under this system, league standing may not strictly follow win-loss records.

Section 5. Violations and Disputes

In the event that a violation is called during a match, and is then disputed by the violating team, the match shall be stopped and the matter shall be referred to the league coordinator. If the league coordinator is not immediately available, the two teams must notify him/her within 24 hours or both teams forfeit the match.  A list of potential violations can be found in the “Playing the Game” section at the end of this document.

Adjudication. The league coordinator has full discretion, though subject to appeal to the Board, as to the resolution of a referred violation and the resolution of the match, and may assign a forfeit-bye or double-bye, elect to continue the game in his or her presence, or otherwise direct the players appropriately.

Time Limits. If a player is taking an inordinate amount of time to bid or play their hand, the opposing team may call time limit, after which the player has one minute to bid or play, else they forfeit the mark. This policy is intended only to prevent egregious abuse of people’s time, and if overused can constitute a callable violation.

Section 6. Playoffs

There will be 2 playoff brackets: one championship bracket consisting of the top 16 teams and a consolation bracket of the next 16 teams. We will play to 6th place. Teams will be seeded in a single-elimination bracket. Teams will be awarded N42PA points based for participation in the Austin 42 Club league season, with the top 4 teams in the championship bracket and the top 2 teams in the consolation bracket earning extra points for the N42PA.

Tiebreakers to determine ranking will be decided as follows: match wins, head-to-head, rounds lost, total marks lost, total marks won.

All playoff matches follow the standard rules established throughout the season with each round decided by the first to seven marks, winning by two.  Playoffs begin December 12, 2011.

Playing the game

The game of 42 is played by four people, divided into two teams, with teammates seated opposite each other. A hand of play consists of seven tricks, with each trick involving the play of one domino by each player. A round consists of enough hands for one team to gain at least seven marks with an advantage of two marks over the opposing team.

Section 1. Conduct of Play

Initial Shuffle. The first round shall begin with each player pulling and showing one domino from a shuffled pile to determine the initial deal. The highest combined value pulled (the sum of both sides of the domino) indicates the dealer; ties shall be broken by additional pulls by only those tied.

Deal. The dealer shall shuffle the dominoes face down on the table to sufficiently randomize their position. Should one or more dominoes turn up during the shuffle, that domino will be returned to the down position and the shuffle shall be fully repeated. The opponents of the dealer shall draw first, followed by the partner of the dealer; the dealer shall then claim the remaining seven dominoes. The deal progresses clockwise thereafter.

Setup. All dominoes are to be placed in front of each player in a 4/3 format (i.e., 4 dominoes in the back row and 3 in the front row or vice versa, but play must remain consistent). Dominoes may only be handled when it is the player’s turn to play. Dominoes may not be hovered over or pre-played. Dominoes may not be re-arranged as the hand progresses. Dominoes must not be touched after they are arranged in the 4/3 configuration except to play a domino. 

Play. After bidding (see below), the winning bidder will begin the first trick. The suit of the trick is determined by the higher value on first domino, unless that domino is a trump, in which case the suit of the trick is trump. The bidder should declare trump when they play the first domino of the hand. Play proceeds clockwise from the leader until each player has contributed a domino. The trick is won by the highest domino in the suit of the trick, trump or otherwise. Players must follow suit if they can, but can otherwise trump if possible. If for any reason the hand ends before all tricks are played (due to either a lay-down or set), all hands shall be turned face up so that any mistakes or reneges can be identified. 

Scoring. Each trick is worth one point to the team that wins it. Further, the five dominoes which sum to five or ten are worth those respective points: the 5/0, 4/1 and 3/2 are each worth five points; the 5/5 and the 6/4 are each worth ten points. Thus, the total number of points in play (the sum of these count pieces and each trick) is 42.

Lay-downs. Any player may declare a lay down or that they have the bid made, or their opponent set, in order to save time. The opposing team may challenge that assertion and if they are able to demonstrate any possible way the declaration was incorrect, the declarer must forfeit the hand and mark(s). It is suggested that a player wait until they’re in the lead and then lay the dominoes down in the order they will be played to avoid any question.

EXAMPLE: If your partner is supposed to lead but you lay down your hand and announce "trumps and doubles", the opposing team could show that if your partner could have led the 3-1 and you could have trumped when you should have played your 3-3, then you lose the hand.

During a lay down challenge, ONLY the actual dominoes held by the players may be used in the challenge, regardless of whose hand they are in, other than the declarer.

EXAMPLE: If a bidder can be set by a domino (not in their hand) that has not been played, then any player can challenge the lay down regardless of whether the bidder's partner would have caught it.

Other If a hand is ended prior to all dominoes being played, all players should turn their remaining dominoes face up for inspection unless they followed suit on each trick.

Players shall not provide any physical cues or verbal statements (talking across the table) to their partner.

Spectators shall not comment on hands during the game, even between hands.

Sets of played tricks. Each team shall maintain only one set of the tricks they’ve won (except in marks play, of course), and shall not obscure this set of tricks from any other player. It is permissible for the team who won the trick to arrange the trick as they see fit before adding it to their set, but once added to the set tricks cannot be touched or arranged in any way. In marks play, a domino cannot be moved once played except to replace it in its original position should it fall from the central stack.

Shuffling for later rounds. The members of the team that lose a round shall draw for initial shake of the next round.

Seating arrangements. A team that loses a round may choose to re-arrange the seating order for the next round.

Section 2. Bids and Contracts

Bidding begins to the left of the dealer after the shuffle and draw, and proceeds clockwise to end with the dealer. The minimum point bid is 30. Should bidding reach the dealer without an initial bid, the dealer may pass and the dominoes will be shaken again by the next player in turn with no marks scored.

The highest bid controls the hand and names the trump or lack of a trump. Should the winning team make their bid, they win the hand; otherwise the hand goes to their opponent. For all point and mark bids, the high bidder may either name a trump suit (blanks, aces, deuces, treys, fours, fives, sixes or doubles) or call no trumps (follow me). 

Once a player has announced his/her bid, the opportunity to bid is over and continues on to the next player (or the game begins if it is the dealer).  If a player bids out of order and the opposing team chooses to continue playing the hand, the player may not change his/her bid once it is actually their time to bid. The other team may also elect to have the hand shaken again by the same shaker.  If one team feels this policy is being abused they may call a violation.

Marks. Instead of a point bid, a player can call marks—starting at an initial maximum of two and progressing upward if further mark bids are called—and attempt to take all seven tricks in the hand. After the first mark bid is called, a player can only increase the bid in increments of one mark.  A marks bid takes precedence over any point bid, and is worth the number of marks called to the winning team. Trumps are called as normal, and the tricks are stacked in two rows or in a single stack in the center of the table.  The choice of a single stack is up to the bidder but it should be announced at the start of the game. If the bid is one mark, the bidder can elect to stack the dominoes or leave them all face up as in any normal game.

Section 3. Violations

There are a number of actions that may occur during play, some intentional and some inadvertent, which give undue advantage to one team or otherwise adversely affect play. When such violations occur, the opposing team may ignore the action, issue a warning, or call the violation. A team need not warn for a violation before calling it, though in many cases a warning would be polite.

By issuing a warning, the opposing team is declaring that they believe the violation to be intentional, and that should it occur again they will call the violation. By calling a violation, the opposing team is declaring the violation as intentional and asking the other team to forfeit the mark. The violating team can either agree to forfeit the mark or dispute the violation, in which case the round is stopped and the matter is referred to the responsible adjudicator (the league coordinator, in league play).

As a general rule, dominoes should not be touched except when making a play.

Reneges. A renege is the failure of a player to follow the suit of the current trick when they have a domino of that suit. Reneges, if not immediately caught (i.e., before the next trick is started), usually modify play in fairly drastic ways, and should typically be called as violations.  During playoff games, reneges should not be tolerated under any circumstances and the non-offending team should be awarded the mark(s) for that hand.

Turnovers. Accidentally or intentionally turning over, dropping or otherwise displaying a domino which is not yet in play grants information which would not otherwise be available, and so adversely affects play. It is recommended that a warning be issued for the first such occurrence, unless obviously intentional, and violations called for any subsequent turnovers. If a domino is accidentally turned over face up, leave it face up and that domino must be played at the first legal opportunity.

Misplays. Playing out of turn, leading out of turn, pre-playing (placing a domino face down out of turn or face down in front of one’s hand), double-playing and other misplays should be called as warnings on the first occurrence, then as violations if such misplays persist.  Misplays are also not tolerated during the playoffs and should be treated as reneges.  

Communication. Any physical or verbal cues which obviously aid one’s partner, including discussion of game-play, play/trump announcements (i.e., “I trump” or “I have this hand”), solicitations, signaling, etc., should be called as violations. Ambiguous physical and verbal cues, such as play patterns, changing the style or force of play, hovering over certain dominoes, touching one domino and playing another, etc., should be called as warnings on the first occurrence, then as violations if such communications persist.

Such communication includes asking anything about previous tricks or in anyway advising a player about the current trick. However, it is permissible for a player to ask the other players to identify which dominoes they have played in the current trick only, in which case each player shall point to the domino they played. If a player feels that tricks are being pulled too quickly and it is not allowing all players to adequately see who played what domino in a given trick, they should bring this to the attention of the table so that it may be remedied.

